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DARK ANGELS

THE SONS OF THE LION





INTRODUCTION

NEVER FORGIVE, NEVER FORGET
The Dark A ngels are amongst the most accompl ished Space
Marine Chapters in  the Imperiu m. Their grim determination and
relentless persecu tion of the foe are legendary, and their combat
record tel l s a long tale of sel fless heroism. Y et th is facade h ides a
terrible secret, a  betrayal  that occu rred in  the distant past bu t
that stained the Chapter’s very  sou l . A t the direction of their
shadowy Inner Circle, the Dark A ngels hu nt their own heretic
brethren – a qu est spearheaded by the ru th less warriors of the
Deathwing and those of the l ightning-fast Ravenwing. This
search  for redemption has lasted ten thou sand years, and drives
the Dark A ngels on to new heights of merci less destru ction even to
th is day.

INSIDE YOU WILL FIND:
The Fi rst Legi on: The tragic h istory  of the Dark A ngels, and the
story  of their ten thou sand year hu nt for absolu tion

Sons of The Li on: A  showcase of Citadel  Miniatu res, inclu ding
col lections showing the colou r schemes of the Dark A ngels and
expertly  painted examples from the ’Eavy Metal  team.

Forces of  the Dark Angel s: A  comprehensive army l ist that
al lows you  to tu rn you r col lection of Dark A ngels into an avenging
force of determined warriors on the Warhammer 40,000
battlefield

Appendi x: Ru les for the remorseless armies of the Dark A ngels



and a l ist of the potent wargear they wield against their foes.







THE FIRST LEGION
The Dark A ngels make war with  merci less determination. On the
attack they are withou t remorse, striding u nfl inching throu gh
the fire of their foes; in  defence they are u tterly  u nyielding, the
enemy dashing themselves to pieces against the Dark A ngels’
impenetrable l ines. Where some Space Marine Chapters are given
to grand speeches and ostentation, th is insu lar brotherhood
prefer to let their deeds speak for themselves. Where the Space
Wolves or the Black Templars might give vent to wi ld war cries in
the heat of battle, the Dark A ngels intone solemn chants and
battle-hymns as they hack apart their foes. Stony-faced and
au stere, the Dark A ngels gu n down their victims with
frightening efficiency, never showing the sl ightest moment of
weakness or u nseemly pride.

When the Emperor first stru ck ou t u pon the Great Cru sade, he
sou ght to u nite Hu manity  in  dominion over the stars. To aid h im
in th is monu mental  task he created twenty  Legions of post-
hu man warriors known as Space Marines. Genetical ly  engineered
to be su perior to Mankind in  every  way, these heroic warriors were
the Emperor’s u l timate weapon against a hosti le galaxy. Of those
Legions, the Dark A ngels were the first and, argu ably, the
greatest. Led by their noble Primarch, Lion El ’Jonson, the Dark
A ngels fou ght at the forefront of the Emperor’s wars, and have
continu ed to do so throu gh the ten thou sand years that have
fol lowed.

Since the destru ction of their home world, Cal iban, the Dark
A ngels have travel led the galaxy in  a massive asteroid fortress



known as the Rock. This vast edifice is the last remnant of Cal iban
itsel f, su ndered by catastrophe and transformed throu gh the
addition of cou ntless stone corridors, armou red gu n tu rrets,
strategic lau nch  bays, force-field generators and gargantu an
Warp engines. A board th is monol i th ic battle station, the Dark
A ngels make their way throu gh the void of space, fol lowing a
winding path  in  pu rsu it of an agenda they wi l l  never reveal .

The Dark A ngels are a stern gathering of heroes who fight an
incessant war for Hu manity ’s very  su rvival . Y et they wrap
themselves in  archaic ri tes of battle, as thou gh striving to
distance themselves from those they protect. A  sense of obsession
l ingers abou t th is mysteriou s Chapter, a brooding menace that
u nsettles even those who fight alongside them. Beneath  the Dark
A ngels’ cou rage and nobi l i ty , behind the sinister vei l  of secrecy
that hangs abou t their deeds, l ies a darker motivation. The Dark
A ngels are seekers after redemption, a close-knit brotherhood
whose shamefu l  sins are h idden even from one another. They
hu nt those who betrayed them long ago, seeking to expu nge a
stain  u pon their honou r that, were i t ever brou ght to l ight, wou ld
see al l  they  have striven for tu rn to ash  u pon the wind.





DARK HERITAGE
Ten mil lennia ago, the Imperiu m was almost annihi lated by the
calamitou s galactic war known as the Horu s Heresy. The Dark
A ngels and their Primarch, Lion El ’Jonson, remained loyal  to the
Emperor throu ghou t th is terrible war, fighting heroical ly
against their trai torou s brothers. In  the Heresy ’s aftermath,
Jonson and h is Legion retu rned to their home world of Cal iban
only  to find that one last, terrible treachery  awaited them.
Consu med by h is jealou sy of the Lion’s glories, the heroic knight
Lu ther – formerly  Jonson’s closest friend and al ly  – had embraced
the Dark Gods of Chaos. Worse, h is impassioned oratory  had led al l
the Dark A ngels on Cal iban into heresy.

The loyal ist Dark A ngels’ grand homecoming was thu s met not
with  ju bi lation, bu t by  a su dden, shocking storm of laser-fire
from Cal iban’s su rface. Several  Dark A ngels sh ips were torn apart
before Jonson’s fleet cou ld pu l l  back into deep space, and once the
Primarch  pieced together what had occu rred, h is cold fu ry  was
terrible to behold. Determined to pu nish  h is once-brother – and to
bu rn away the rot that had spread throu gh h is Legion – the Lion
swiftly  planned a devastating assau l t from space.

Moving into position, Jonson’s sh ips began a massive orbital
bombardment. They obl i terated Cal iban’s defence lasers and
drove the trai tors back into their void-shielded fortress
monasteries. A t the same time, Jonson h imsel f led a su rgical  drop
assau l t against the greatest of these strongholds and the seat of
Lu ther’s power. A s fire rained down from space, Jonson and
Lu ther fou ght a fu riou s du el , the violence of their clash  tearing



the fortress apart arou nd them. Final ly , as the intensity  of the
Dark A ngels’ bombardment cracked the very  cru st of the world,
Lu ther stu mbled. Y et Jonson was u nable to strike down his old
friend. Lu ther had no su ch  compu nction, and blasted the
Primarch  off h is feet with  a monstrou sly  powerfu l  psychic attack.

A s Jonson fel l , Lu ther real ised at last what he had done. With  a
sorrowfu l  scream, he fel l  to h is knees at Jonson’s side. Hearing
this cry , the Dark Gods knew they had been denied their victory.
Enraged, they engu l fed Cal iban in  a vast Warp storm. A lready
mortal ly  wou nded, the home world of the First Legion
disintegrated, mu ch of i t swal lowed by the Warp along with  the
su rviving trai tors.

In  the wake of th is cataclysm, the loyal ist Dark A ngels descended
to the su rface of the last remnant of their world. Preserved by i ts
mighty  sh ields, Lu ther’s ru ined fortress stood atop that shattered
rock. It was here that they fou nd the arch-traitor h imsel f,
gibbering and insane. There was no sign of Jonson, thou gh Lu ther
swore the Primarch  had been borne away by robed figu res.
Perhaps worse, the renegade Dark A ngels were also gone, bearing
with  them the dire tale of their Legion’s shame. Thu s began the
terrible, endless qu est by  the Lion’s sons to find and si lence those
who wou ld become known as the Fal len, to secu re their repentance
and final ly  wash  away the stain  u pon their Chapter’s sou l .





THE HUNT FOR THE FALLEN

In the wake of Cal i ban’s fal l , the Dark Angel s’ l eaders
conceal ed thei r terri bl e shame, formi ng a smal l ,
secreti v e group known as the Inner Ci rcl e. Hi dden ev en
from thei r own brothers, thi s organi sati on dedi cates
i tsel f  compl etel y  to the hunt for the Fal l en, and to
fi nal l y  securi ng absol uti on for the Chapter.

Since the inception of the Inner Circle, the Dark A ngels have been
fighting a secret war. They pu rsu e a vei led agenda of which  even
the majority  of their own brethren are ignorant. Most Dark A ngels
know nothing of their Chapter’s shadowed past, and are instead
indoctrinated to u nqu estioningly  obey the commands of their
masters. Only  those who demonstrate their total  devotion to the
Chapter can join  the Inner Circle, and even then they mu st pass
nu merou s, dangerou s tests to prove their worth .

Those who fai l  these trials vanish  withou t a word, never to be seen
again. The rest are sworn to absolu te secrecy  before being told of
Lu ther’s betrayal  and the existence of the Fal len. Even then,
thou gh a Dark A ngel  wi l l  bel ieve that he now knows the whole
tru th  of h is Chapter’s h istory, there are circles with in circles, and
always more dark secrets to be revealed. Bu t i t is enou gh for h im
to know that i t is the Fal len that move the Dark A ngels to tru e
fu ry, and i t is these ancient trai tors that the Inner Circle hu nt, no
matter the cost.

The Fal len themselves are deadly  foes – warriors of a bygone age
whose strength  and cu nning are beyond anything the galaxy has
seen in  mil lennia. While some regret their actions du ring the fal l
of Cal iban, most are u nrepentant renegades who su rrou nd
themselves with  whole armies of fanatical  worshippers. To slay



these heretics is hard enou gh, bu t simply  ki l l ing them wil l  not
su ffice. The Fal len mu st be defeated and taken al ive. For th is the
Dark A ngels have their fearsome 1st Company: the Deathwing.
A rmou red in  absolu te dedication to their Chapter, deaf to the l ies
of trai tors and heretics, the Deathwing hu nt down the Fal len,
eradicate their fol lowers, and su bdu e them for captu re. The
traitors are then borne back to the Rock in  secret, where they are
handed over to the sku l l -helmed Interrogator-Chaplains. It is
these grim figu res who are charged with  extracting the
confessions of the ancient trai tors by  any means necessary. Only
throu gh the repentance of the Fal len can the Dark A ngels be
absolved, and the Inner Circle wi l l  do absolu tely  anything to
achieve th is end.

Eve n be fore  the  last flaring te le port
e ne rgie s had fade d, Brothe r Arafae l
was alre ady firing. His storm bolte r

thumpe d in his grip, pumping a stre am
of she lls into the  shocke d Cultists that
packe d the  moonlit cle aring. Around
him, Arafae l’s brothe rs we re  doing

the  same , loosing a cacophonous
storm of fire  that re duce d the ir victims
to sprays of blood and se ve re d limbs.
The  De athwing had take n the ir foe s
comple te ly by surprise , and Arafae l
sne e re d in disgust as the  cowardly

he re tics broke  and ran. None  of the m
got far, the  last fe w fle e ing figure s

blown off the ir fe e t by a thunde ring
burst of fire  from Brothe r Azriah’s
assault cannon. The  Cultists we re
rippe d to pie ce s by the  blizzard of

shots, the ir twitching re mains



scatte re d upon the  muddy ground.

Arafae l swe pt his gaze  across the
cle aring. I t was only a small bre ak in

the  fore st, a sward of damp grass
around which the  shadowe d mass of

the  fore st loome d close . A huge  statue
rose  at the  cle aring’s he art,

dominating the  space  utte rly. Arafae l
fe lt a stab of cold ange r as he  took in
the  crude ly carve d figure  clad in its

archaic powe r armour, arms raise d in
a posture  that might have  be e n

be ne fice nce , but looke d more  like
me nace . Arafae l was Inne r Circle ,
oathsworn and conve rsant with the
se cre ts of his Chapte r. He  kne w an

idol of the  Falle n whe n he  saw it. The
De athwing’s quarry was he re , and
Arafae l vowe d that the y would run

him to ground.

The  Dark Ange l’s thoughts we re
broke n by fre sh gunfire  from the

cle aring’s e dge . S hots sparke d off his
armour as a band of traitor S pace

Marine s burst from the  tre e s. The y
we re  chanting a name , ove r and ove r,

one  that fille d Arafae l with fury.

‘S hadre chae l! S hadre chae l!
S hadre chae l!’

Ignoring the  bolt rounds that
ricoche te d from the ir armour, the



De athwing turne d and ope ne d fire
once  again. Re ne gade s fe ll, shre dde d
by bolt and blast, and the  Te rminators

marche d forward ove r the ir ruine d
corpse s. Arafae l strode  at the ir fore ,

che cking his armour’s inte rnal
auspe x-link as he  we nt.

S hadre chae l’s te mple  should be  just a
hundre d yards into the  tre e line . With
the  S trike  Cruise r Absolution’s Hymn
hanging in low orbit ove rhe ad, the re
was no way the  Falle n could e scape
by aircraft, and the  De athwing we re

closing in from all dire ctions.
S hadre chae l would e ithe r have  to

fight his way out, or wait for his
attacke rs to come  to him. Whiche ve r,

the  De athwing would be  re ady.

Arafae l grunte d as chainsword te e th
bit into his shoulde r guard, the n

smashe d the  we apon’s wie lde r out of
his path. He  drumme d fire  into

anothe r he re tic as he  strode  into the
gloom be ne ath the  tre e s. He  could
se nse  the  Falle n out the re , and his

twin he arts be at faste r at the  thought.
S hadre chae l would be  capture d, and

he  would confe ss. Arafae l would
make  sure  of it.





CHAPTER ORGANISATION

Though shrouded i n secrecy , much of the Dark Angel s’
organi sati on i s not di ssi mi l ar to that of  a ty pi cal  Codex
Chapter. Howev er, thei r hunt for the Fal l en has l ed the
Dark Angel s to i ncl ude sev eral  groups whose numbers,
and i n some cases v ery  exi stence, i s a careful l y  guarded
secret – these are the Rav enwi ng, the Deathwi ng, and the
Inner Ci rcl e.





1ST COMPANY
‘The  De athwing’

VET ERAN COMPANY
Master Belial

Grand Master of  the Deathwi ng

Deathwing Knights
Command Squ ad

20 Deathwing Terminator Squ ads 
9 V enerable Dreadnou ghts



2ND COMPANY
‘The  Rave nwing’

RAPID ASSAULT  COMPANY
Master Sammael 

Grand Master of  the Rav enwi ng

Chaplain
Black Knights

Command Squ ad
6 A ttack Squ adrons 
4 Su pport Squ adrons



3RD COMPANY
‘The  Unme rciful’

BAT T LE COMPANY
Master Astoran

Master of  the Arsenal

Chaplain
Command Squ ad

Company V eterans
6 Tactical  Squ ads 
2 A ssau l t Squ ads 

2 Devastator Squ ads 
3 Dreadnou ghts



4TH COMPANY
‘The  Fe are d’

BAT T LE COMPANY
Master Korahael

Master of  the Fl eet

Chaplain
Command Squ ad

Company V eterans 
6 Tactical  Squ ads 
2 A ssau l t Squ ads 

2 Devastator Squ ads 
2 Dreadnou ghts



5TH COMPANY
‘The  Unre le nting’

BAT T LE COMPANY
Master Balthasar

Keeper of the Unseen Ritu al

Chaplain
Command Squ ad

Company V eterans
6 Tactical  Squ ads 
2 A ssau l t Squ ads 

2 Devastator Squ ads 
4 Dreadnou ghts



6TH COMPANY
‘The  Re solute ’

T ACT ICAL COMPANY
Master Araphil
Master of  Ri tes

Chaplain
Command Squ ad

Company V eterans 
10 Tactical  Squ ads 

1 Dreadnou ght



7TH COMPANY
‘The  Unbowe d’

T ACT ICAL COMPANY
Master Ezekiah

Master of  Watchers

Chaplain
Command Squ ad

Company V eterans 
10 Tactical  Squ ads 

3 Dreadnou ghts



8TH COMPANY
‘The  Wrathful’

ASSAULT  COMPANYy
Master Molochi

Master of  Condemnati on

Chaplain
Command Squ ad

Company V eterans 
10 A ssau l t Squ ads 

2 Dreadnou ghts



9TH COMPANY
‘The  Re morse le ss’

DEVAST AT OR COMPANY
Master Xerophus
Master of  Rel i cs

Chaplain
Command Squ ad

Company V eterans 
10 Devastator Squ ads 

4 Dreadnou ghts



10TH COMPANY
‘The  Re de e me d’

SCOUT  COMPANY
Master Ranaeus

Master of  Recrui ts

Chaplain
10 Scou t Squ ads 
117 Unassigned 

N eophytes



THE BATTLE COMPANIES

At the forefront of  the Dark Angel s’ many  wars, the
Battl e Compani es fi ght i n the name of the Emperor, the
Pri march and Humani ty . Utterl y  dedi cated to thei r
Chapter, these warri ors conduct themsel v es wi th
conv i cti on and heroi sm on battl efi el ds al l  across the
gal axy .

Like the fou ndations of some great keep, the Battle Companies of
the Dark A ngels bear the weight of their Chapter’s combat du ties.
The 3rd, 4th  and 5th  Companies of the Dark A ngels are designated
as Battle Companies, each  comprising one hu ndred battle-
brothers, and kept as close to fu l l  strength  as possible at al l  times.

Leading each  Battle Company is a Master. Ostensibly , h is du ty  is
to lead h is brothers in  Hu manity ’s defence. In  tru th  the Company
Master mu st be always alert for the Fal len, ready to take u p the
hu nt at a moment’s notice. Below the Company Master stand h is
battle-brothers. A ccording to the Codex A startes, a Battle
Company shou ld be based arou nd six squ ads of Tactical  Marines,
two of A ssau l t Marines, and two of Devastators. The Battle
Companies of the Dark A ngels cleave close to th is model , with  the
exception that a hand-picked selection of their finest warriors
wil l  be elevated to fight as Company V eterans. To ensu re mobil i ty
and su pport, each  Battle Company maintains enou gh Rhino and
Razorback A PCs to transport al l  of their warriors into battle,
whi le the Dark A ngels fleet carries su fficient Drop Pods for them
to execu te a fu l l  atmospheric assau l t whenever requ ired. Final ly ,
each  Battle Company is su pported by elements of the Librariu s,
A pothecarion, Reclu siam and A rmou ry, and accompanied by
their honou red Dreadnou ght brothers.



Shou ld members of a Battle Company be slain, their loss is
replenished with  warriors from the Reserve Companies. For the
Dark A ngels, th is transition is laden with  ri tu al  and meaning.
Each  Company maintains i ts own archaic ri tes of initiation, i ts
own oaths and traditions to be observed before a brother can be
accepted. Knowledge is densely  strati fied with in the Chapter’s
ranks. Battle-brothers learn by rote the al legorical  tales and
pseu do-myths that strengthen their resolve, bu i ld their
dedication, and harden their hearts against trai tors and
betrayers. Even with in a single Battle Company these layers of
information exist, so that a Devastator of the 4th  Company wil l
have learned less of h is Chapter’s mysteries than a Tactical
brother of the same company, both  of whom wil l  know less than
their cou nterparts in  the 3rd. Every  advancement with in the
Dark A ngels brings new secrets, preparing the Chapter’s warriors
for the appal l ing revelations that await them shou ld they ascend
to the tight-knit brotherhood of the Inner Circle.









THE RAVENWING

Bl ack cl ad huntsmen and masters of  the art of  l i ghtni ng
warfare, the Rav enwi ng race before thei r Chapter l i ke
thunder before a storm. Pri zi ng speed and mobi l i ty
abov e al l  el se, they  are thei r Chapter’s foremost weapon
i n the hunt for the Fal l en, and nothi ng can sl ow thei r
pursui t.

Engines roaring, the Ravenwing tear forward throu gh the
enemy’s fire to carve into their ranks l ike a blade throu gh a
monster’s throat. These are the warriors of the Dark A ngels’ 2nd
Company, a h ighly  special ised formation that fights from fast-
moving attack vehicles. It has long proven di fficu l t for the
A deptu s Terra to accu rately  gau ge the size of the Ravenwing, for
while the Dark A ngels claim i t maintains company strength ,
they carefu l ly  obfu scate the detai ls of i ts nu mbers and
operations. What is known for su re is that the Ravenwing
comprises the finest riders and pi lots their Chapter has to offer,
combined into a single force capable of ru nning down any prey  in
the galaxy.

The majority  of the Ravenwing fight from the saddles of Space
Marine Bikes, su pported by brothers pi loting variou s marks of
Land Speeder, or atmospheric assau l t fighters. The Ravenwing is
ideal  for fast assau l t missions, often acting as an ou triding
reconnaissance force for larger armies. Its far-ranging Land
Speeders search  for the tel l tale signs of the foe, voxing back
information on enemy movements and dispositions. When the
moment is right, the Ravenwing gu n their engines and roar into
the fight en masse, a hu rtl ing gale of black armou r, blazing gu ns
and roaring chainswords that sweeps the enemy before i t. With
bu t a word, the Ravenwing can switch  between cou ntless,



perfectly  dri l led attack patterns in  order to encircle, flank, break
apart or otherwise harass their foes. A t al l  times they strive to
avoid becoming bogged down, swiftly  dissecting even the largest
enemy force with  their h it-and-ru n attacks.

Shou ld a vi tal  target present i tsel f, the Ravenwing mou nt teleport
homers u pon their bikes that al low them to su mmon the might of
the Deathwing to the battlefield. N ot only  does th is al l  bu t
gu arantee victory, i t also gives a clu e to the tru e, vei led pu rpose of
the Ravenwing. Known only  to their Grand Master, and to the
carefu l ly  selected Inner Circle members of h is Black Knight el i te,
the mission of the Ravenwing is to hu nt ou t and ru n to grou nd
Fal len Dark A ngels. This is why every  member of the Ravenwing
mu st be not only  an expert rider or pi lot, bu t also fervently
dedicated to h is Chapter. More than any other force, the brothers of
the Ravenwing are l ikely  to be exposed to the perniciou s l ies of the
Fal len. They mu st therefore be u nqu estioning in  their fai th , and
are monitored closely  at al l  times by  their Chaplain  to ensu re no
chinks appear in  their armou r of indoctrination.









THE DEATHWING

Renowned as one of the finest fighting forces in  the Imperiu m, the
Deathwing are their Chapter’s mai led fist. N o foe is too great for
them to su bdu e, and no mission is too di fficu l t or dangerou s for
them to complete. Their repu tation is su ch  that the mere sight of
their bone white armou r is enou gh to pu t many foes to fl ight.

The Deathwing are the Dark A ngels’ 1st Company. Unl ike the el i te
battle-brothers of most Space Marine Chapters, they fight clad
exclu sively  in  ancient su its of Terminator armou r. That the Dark
A ngels can equ ip al l  of their veterans th is way speaks volu mes of
the weal th  of rel ics h idden deep with in the Rock, and is an
indication of how seriou sly  the Chapter takes the Deathwing’s
tru e mission. Unbeknownst even to many with in the Deathwing
itsel f, they  are their Chapter’s u l timate weapon against the
Fal len, the warrior el i te charged with  hu nting and captu ring
these renegades. A s su ch, only  those who have shown incredible
ski l l  at arms and total  loyal ty  to their Chapter can u ndergo the
exacting ri tes of initiation requ ired to join  the Deathwing. Those
who su rvive the mental , physical  and spiri tu al  rigou rs of th is
ri tu al  take their place amongst the ranks of their Chapter’s el i te.

The Deathwing is an assau l t force capable of marching
u nfl inchingly  into the heaviest enemy fire. They can teleport
straight into the midst of battle, ripping the heart from the enemy
army with  a single, perfectly  coordinated strike. In  battles su ch
as the Olthariad Cleansing, the Seventh  Pinnacle Massacre, and
the hel l ish  forlorn hope that breached the Fortress of Blackened
Flesh , the Deathwing has proven that no foe can withstand i ts
overwhelming might.

To achieve su ch  heroics requ ires cou rage and a bou ndless hatred



of the foe: emotions that bu rn fiercely  with in the breasts of those
brou ght into the Inner Circle. These warriors know of Lu ther’s
betrayal , and their fanaticism strengthens both  their own resolve
and that of their brothers. In  battle they are beacons of righteou s
fu ry, leading their brothers to pou nd their enemies into bloody,
u nrecognisable pu lp. A l l  Deathwing are u tterly  devoted,
fol lowing the commands of their su periors withou t qu estion and
wil l ingly  performing any act, no matter how heinou s, in  the
name of the hu nt. For th is reason, very  few Dark A ngels strike
forces go to war withou t at least one squ ad of Deathwing on hand,
ready to respond to the more ru th less orders of Chapter command
at a moment’s notice.





STRIKE FORCES

Across the gal axy , the Dark Angel s fi ght i n countl ess
di fferent war zones, agai nst my ri ad foes. In order to best
combat these threats, thei r stri ke forces combi ne
di fferent el ements of  thei r Chapter’s strength i nto
deadl y  armi es that are greater than the sum of thei r
parts.

The Lion’s greatest legacy  is h is strategic geniu s – a qu al i ty
passed on to h is sons throu gh the Chapter’s gene-seed. This trai t
manifests exponential ly  as a Dark A ngel  ascends toward the rank
of Company Master. Su ch  officers can plan a campaign to the last
detai l , execu te fau l tless assau l ts, and assemble impenetrable
defences instinctively . Central  to th is abi l i ty  is the deployment of
the correct mix of squ ads, vehicles and su pport elements. To th is
end, the Dark A ngels form strike forces – sel f-contained armies
assembled to prosecu te a speci fic campaign or defeat a particu lar
foe.

Every  Chapter keeps tomes with in i ts Librariu s that detai l
templates for di fferent strike forces, each  with  i ts own speci fic
battlefield strengths. For most Chapters, their main sou rce of
su ch  lore is the Codex A startes, and in  th is the Dark A ngels are no
exception. However, the secret agenda of the Lion’s sons has forced
them to adapt these formations to their needs. Over time, a
nu mber of scrol ls have been penned by Su preme Grand Masters
detai l ing strike forces u niqu e to the Dark A ngels. Col lectively ,
these writings are known as the Hu nter’s Lore, and are stored in
stasis-sealed armaglass cases deep with in the lowest levels of
the Rock.

Many special ist formations are detai led with in the Hu nter’s Lore,



from the monstrou s sledgehammer that is the Beastslayer Strike
Force, to the many-pronged assau l t force of the Scou rge of Cal iban.
A l l  share one common factor: thou gh appl icable against any
nu mber of foes, their doctrines and composition make them
excel lent tools with  which  to hu nt the Fal len, ready in  a heartbeat
to hu rl  themselves against any defence the renegades might
possess and cou nter any weapon they may deploy.

The strike force most frequ ently  u sed by the Dark A ngels – known
as the Lion’s Blade – is stru ctu red primari ly  arou nd a Battle
Demi-company su pported by elements of the Deathwing and the
Ravenwing. The force is often strengthened by squ ads drawn from
the 10th  Company for reconnaissance and ambu sh du ties, and
vehicles from the A rmou ry for heavy fire su pport. A n extremely
versati le and powerfu l  weapon of war, the Lion’s Blade possesses
the ki l l ing power to cru sh  whole armies of heretics, or safegu ard
entire h ive ci ties from xenos predation. A s with  al l  Dark A ngels
strike forces, i t is l ikewise always ready to del iver the ki l l ing blow
shou ld one of the Fal len be fool ish  enou gh to drop their gu ard.









THE UNFORGIVEN

A mid the ashes of the Horu s Heresy, distru st and accu sation
thickened the air. Robou te Gu i l l iman, Primarch  of the
Ultramarines, initiated the Second Fou nding and, across the
galaxy, the Space Marine Legions fragmented into the Chapters of
the A deptu s A startes. Each  of the original  Legions spawned a
First Fou nding Chapter that retained i ts name and identi ty , along
with  su ccessor Chapters responsible for becoming their own,
entirely  au tonomou s enti ties. The Dark A ngels cou ld hardly
resist th is motion, for the cataclysmic destru ction of Cal iban was
fresh  in  their minds, and they cou ld not risk drawing u ndu e
attention to themselves. Thu s they created several  su ccessor
Chapters, and so i t appeared that they fol lowed Gu il l iman’s
dictates to the letter.

A s with  their every  deed since the fal l  of Cal iban, however, the
Dark A ngels were fol lowing a h idden agenda. Their su ccessors,
who wou ld col lectively  become known as the Unforgiven, formed
their own Inner Circles to gu ard the knowledge of the Dark A ngels’
secret shame. Each  one establ ished companies concu rrent with
the Deathwing and Ravenwing, thou gh named differently  to
maintain  at least the veneer of individu al i ty . Final ly , thou gh the
Unforgiven claimed their own Chapter home worlds, heraldry  and
doctrines, their leaders attended clandestine meetings on the
Rock with  the Su preme Grand Master of the Dark A ngels. These
ri tu al -laden gatherings saw the Unforgiven take their orders
from the master of the Dark A ngels, so that the ongoing hu nt for
the Fal len cou ld continu e in  u tmost secrecy. The Lion’s sons cou ld
not risk these meetings becoming common knowledge. Y et
ru mou rs persist of nepotism and legion bu i lding. Over time these
have led to the Unforgiven being regarded with  distru st.



Despite their impeccably  pu re gene-seed, the Dark A ngels have
been passed over for many of the Fou ndings that have created
fresh  Chapters to fight the Imperiu m’s wars. Y et from time to time
the A deptu s Terra have been forced to permit the Dark A ngels
another Fou nding, the records of which  have mysteriou sly
vanished shortly  afterward. In  th is way, an u ncertain  nu mber of
Unforgiven Chapters have been created, each  giving every
ou tward appearance of fighting their own wars for the Imperiu m,
while secretly  aiding in  the Dark A ngels’ h idden hu nt.

S e rge ant Kre shnov watche d in awe
as the  S pace  Marine s tore  the ir way

through the  last fe w Chaos
worshippe rs. His lasgun forgotte n in
his hands, the  Valhallan stare d wide -

e ye d while  me tal crumple d, blood
fountaine d, and fle sh and bone  we re
torn asunde r. Kre shnov had e mptie d

whole  clips into those  re ne gade  scum,
had se e n his me n do the  same  and die

scre aming for the ir trouble s. Ye t
against the  roaring chainswords and

me rcile ss stre ngth of the  Ange ls of
Re de mption, e ve n the  traitors’

baroque  powe r armour could not
prote ct the m. Outnumbe re d and

outfought, the  last handful of Chaos
S pace  Marine s we re  hacke d down by
the ir chanting foe s, until only a single ,

hulking figure  re maine d.

This one  was a monste r – twe lve  fe e t
tall and boasting a horne d he lm, a
tatte re d cloak of flaye d skin and a



sword that could fe ll a Valhallan
frostoak. Be fore  the  S pace  Marine s

had droppe d in to join the  fight,
Kre shnov had se e n that giant cut

Commissar Draski in half with a single
swing, and flip the  platoon’s command

Chime ra onto its roof with just his
gauntle te d hands. Now the  Chaos
S pace  Marine  swung his mighty

sword, only for the  Ange ls of
Re de mption’s le ade r to catch the

blade  against his own in a showe r of
sparks. Kre shnov crie d out as the
S pace  Marine  ducke d inside  the
traitor’s guard and smashe d the
pomme l of his we apon into the

monste r’s chin, se nding him re e ling
back. The  Ange ls of Re de mption

surrounde d the ir victim, batte ring at
him from all side s. With a furious roar,

the  re ne gade  slamme d his sword
through the  che st of one  S pace

Marine , the n hacke d the  he ad from
anothe r. Ye t blade s, mauls and gun
butts continue d to hamme r into him.

Kre shnov’s me n che e re d as the  Chaos
S pace  Marine  was caught in the  back

of the  skull by a blow from a powe r
maul and finally topple d. Caught up in
the  mome nt, none  of the m wonde re d

why the  Ade ptus Astarte s had not
simply butche re d the ir monstrous

oppone nt as the y had his followe rs.
Inste ad, Kre shnov starte d forward,

his jubilant me n close  be hind, ye lling



out thanks and praise  to the  S pace
Marine s. The  Valhallan se rge ant saw

his re scue rs share  a sile nt glance .
The ir le ade r shook his he ad, and his

brothe rs re sponde d to the  curt
ge sture  by turning toward the

Valhallans with the ir bolt pistols
raise d. S e rge ant Kre shnov’s frown of
incompre he nsion was still spre ading

across his face  as the  shooting
be gan...



SUCCESSOR CHAPTERS

The Dark Angel s Legi on i s recorded as hav i ng si red three
successor Chapters i n the aftermath of the Horus Heresy ,
and sev eral  other Chapters are bel i ev ed to hav e
descended from the Sons of  the Li on i n the mi l l enni a
si nce. The true l egacy  of  the Unforgi v en i s known onl y  to
the most seni or members of  the Dark Angel s’ Inner
Ci rcl e.

ANGELS OF VENGEANCE

The A ngels of V engeance shu n fame and lau rels, instead
concentrating on their du ties to the exclu sion of al l  else. They are
a grim and dou r organisation, and al l  of their companies wear jet
black armou r in  tribu te to the original  Dark A ngels Legion that
departed Terra at the beginning of the Great Cru sade.

The A ngels of V engeance embody one particu lar aspect of the Dark
A ngels’ character above al l  others – a stu bborn devotion to their
cau se that borders on fanaticism. The Chapter is wont to become
embroi led in  battles that other forces wou ld have l i ttle hope of
winning, and emerging bloodied bu t victoriou s. The A ngels of
V engeance have wi l l ingly  su ffered horri fic casu al ties in  the
name of victory  – a resu l t of their absolu te refu sal  to retreat in  the
face of any foe. The Chapter’s very  fu tu re has been pu t in  jeopardy
more than once, beginning with  their appal l ing depletion du ring
the Forgotten Wars. More recently , in  the aftermath  of the Siege of
San A pol is, their losses were so extreme that the Chapter was



forced to spend almost a centu ry  rebu i lding before i t cou ld do
battle once more.



CONSECRAT ORS

The Consecrators’ fi rst appearance is noted du ring the Second
Ku ppu kin Schism, where they are said to have deployed at
Chapter strength  with  no warning whatsoever. A t the height of
th is terrible war, loyal ist forces were su rrou nded with in the
Sanctu m of Si lence by  a screaming sea of renegades, mu tants and
traitors. It appeared that the Imperial  forces had bu t hou rs to l ive,
u nti l  the Consecrators plu mmeted from the heavens. A l l  vox-
hai ls were ignored, bu t the Unforgiven went to war on the
defenders’ behal f with  a terrible fu ry. In  ju st six hou rs, the
A deptu s A startes redu ced the trai tor horde to l i ttle more than
broken, twisted corpses. Their task complete, the Chapter
withdrew withou t a word. Other su ch  heroic intercessions have
been noted since, the Consecrators always remaining si lent. One
aspect of the mysteriou s Chapter has been commented on time and
again; their brethren bear al l  manner of holy  rel ics, and u ti l ise
ancient patterns of armou r, weapons and vehicles. It is as thou gh
the Consecrators have inherited the most revered arms of the Dark
A ngels Legion, preserving them and bearing them down throu gh
the ages against the foes of the Lion.



‘What is our que st? To purge  our
shame  through the  de ath of those  who

turne d from the  Lion.’



ANGELS OF REDEMPT ION

N othing can dissu ade the A ngels of Redemption from their
mission to hu nt down the Fal len. It has been noted that the
Chapter has, on occasion, withdrawn from a campaign in  order to
pu rsu e their own u ndisclosed ends. It was at the height of the
Defence of Gaitl inghive, at the moment of the Orks’ final  assau l t,
that the A ngels of Redemption redeployed, leaving seven brigades
of the Gaitl inghive mil i tia to face a greenskin horde three mil l ion
strong. The Unforgiven had embarked u pon a hu nt that led them
to captu re a Fal len Dark A ngel . To them, th is victory  was wel l
worth  the l ives of the Gaitl inghive mil i tia, as wel l  as the mil l ions
of civi l ians they had fou ght to protect. The A ngels of Redemption
were never cal led to accou nt for th is act, as there were no
su rvivors to press any form of enqu iry.

Thanks to dark ru mou rs of th is and many similar events,
Imperial  forces have begu n to decl ine offers of aid from the A ngels
of Redemption. More seriou s repercu ssions of the Chapter’s
actions – or flagrant inaction – have yet to take place, bu t may
wel l  range from Inqu isi torial  censu re to
ou tright excommu nication.



DISCIPLES OF CALIBAN

The Disciples of Cal iban are a fleet-based Chapter that strikes
with  bl istering speed and ferocity . Their record of deeds is
impeccable, their condu ct exemplary. Sti l l , the Fou nding of th is
Chapter is shrou ded in  controversy. It is bel ieved that Dark
A ngels Su preme Grand Master A naziel  made a requ est of the High
Lords of Terra late in  the 37th  Mil lenniu m for th is Chapter to be
fou nded. It is h ighly  u nu su al  for a Chapter Master to make su ch  a
demand, and the reasons given by A naziel  for h is peti tion were
never shared. Sti l l , dispensation was eventu al ly  granted, and the
Disciples of Cal iban created. The Chapter’s Fou nding gene-seed
was of the h ighest pedigree, and scru tinised to a standard far
beyond even that requ ired by the A deptu s Terra. To th is day, the
pu rity  of the Chapter’s gene-seed is constantly  monitored for the
sl ightest sign of corru ption or degradation, and the Chapter has
the most exacting standards of recru itment of any of the
Unforgiven. There have been whispers that A naziel  had the
Disciples of Cal iban created for a speci fic pu rpose, often ru mou red
amongst the other Unforgiven to be for the single-minded pu rsu it
of the renegade known as Cypher.



ANGELS OF ABSOLUT ION

A  force for vengefu l  destru ction in  the Emperor’s name, the
A ngels of A bsolu tion have been sighted throu ghou t the known
galaxy, most often seen fighting alongside the Dark A ngels
themselves. The two Chapters often lau nch  joint operations, su ch
as the cru sade against the A rch-A rsonist of Charadon, the Battle
at A rchangel  V II, or the bloody su ppression of the Raspu tin
u prisings.

The doctrines of the Dark A ngels and the A ngels of A bsolu tion are
almost identical , thou gh with  one notable distinction. The A ngels
of A bsolu tion consider their gu i l t expu nged by the actions of their
forefathers du ring the Fal l  of Cal iban, and thu s fear no spiri tu al
damnation for the actions of the Fal len. However, they sti l l
consider themselves responsible for meting ou t pu nishment u pon
the traitors, and take pride in  the fu l fi lment of th is du ty. The
A ngels of A bsolu tion are characterised by a certain  gal lows
hu mou r that the rest of the Unforgiven do not share, bu t they are
no less dedicated for al l  their sardonic banter and bleak irony.



GUARDIANS OF T HE COVENANT

It is not known from what Fou nding the Gu ardians of the
Covenant came, only  that they are part of the Unforgiven. Their
adopted home world, Mortikah  V II, l ies near to the western rim of
the Imperiu m, and their mou ntaintop fortress monastery  takes
the form of a mighty  cathedral  whose spire pierces the clou ds. The
Gu ardians of the Covenant fight most of their wars with in the
Segmentu m Pacificu s, and are u tterly  merci less in  their
destru ction of the Emperor’s foes. They have spearheaded a
nu mber of cru sades into the Halo Stars and the V ei led Region,
enacting xenocidal  pu rges in  which  bi l l ions of enemy warriors
have been pu t to the sword. This Chapter is known for i ts
exceptional ly  monastic character. Tru e warrior-monks of the
Emperor, they are assidu ou s in  stu dying the teachings of the
Emperor and their Primarch, and have penned several  tomes that
have been added to the Lore of the Lion over the mil lennia. Their
banners, armou r and the flanks of their vehicles are covered in
spidery, hand-written text extracted from the pages of the Codex
A startes, the Requ iem A ngel is and many other tomes held sacred
by the Space Marines.







IN THE NAME OF
ABSOLUTION

Across the gal axy , the Dark Angel s stri ke wi thout
warni ng and v ani sh wi thout expl anati on. For
mi l l enni a they  hav e sl aughtered the Imperi um’s foes
and defended i ts ci ti zens wi th gri m effi ci ency . Yet for
ev ery  nobl e act, another, darker deed l i es hi dden i n the
Chapter’s annal s. Al way s the hunt for the Fal l en dri v es
them onward, and each new hope for redempti on hi des
damnati on i n i ts shadow.



M31
FALL OF CALIBAN
Cal iban is torn apart by  betrayal , and the Fal len are scattered
across the galaxy.

NEW BLOOD
With  Cal iban gone, the Dark A ngels mu st establ ish  a new
recru iting world. They choose nu merou s planets, h iding their
precise nu mber and natu re.

M32
2ND MORT IS GAT E CAMPAIGN
The entire Dark A ngels Chapter takes u p arms against the
renegade forces of the Death  Gu ard. Three months of storm-
wracked warfare see the trai tor forces driven from their
strongholds, and the Dark A ngels’ standards raised in  victory.

M34
T HE DEAT HWING UNLEASHED
The Deathwing deploys to cru sh  the trai tor forces of Obidiah
Hrakon. The Fal len Dark A ngel  is final ly  defeated in  a du el  with
the Grand Master of the Deathwing.

T HE REBULUS CLEANSING
The Dark A ngels and Unforgiven fight a th irty-year war against
the cu l ts of the Rebu lu s System. Many l ives are lost before the
destru ction of the trai tor moons of Ixx.



M38
T HE HUNDRED PLANET  REBELLION
Pu rsu ing the notoriou s Fal len known as Cypher, the Dark A ngels
become mired in  a long and costly  war with  the heretic cu l ts of the
mad priest A l ldric the Su bverter.

T HE LOST  HOPE OF PERDIT ION
A  Dark A ngels investigation of a space hu lk newly  material ised
ou t of the Warp discovers strong elements of the renegades known
as the Cleaved. The battle is won when cyclonic charges destroy
the hu lk’s engine rooms, thou gh at the cost of Su preme Grand
Master Zakaron who manu al ly  triggers the blast.

M40
GRYMM’S LANDING
The Dark A ngels recru iting world of Grymm’s Landing fal l s into
civi l  war after the A lpha Legion and N ight Lords incite rebel l ion
there. The A ngels of V engeance respond, fighting throu gh wave
after wave of renegades, cu l tists and madmen. Final ly , despite
massive casu al ties, they exterminate every  l iving th ing on the
su rface of Grymm’s Landing.

M41
T HE MACHARIAN HERESY
Over three decades, the Dark A ngels are tasked with  su ppressing
the civi l  wars that are ongoing across many of the terri tories
gained du ring the Macharian Conqu ests. The Ravenwing u ncover
several  corru pt cu l ts largely  instigated by the A lpha Legion, and
the u nmistakable signs of Cypher’s presence.



CEGORACH’S DUE
The Dark A ngels track the Fal len known as N eziek to the world of
V riedos. They ru n their qu arry  to grou nd ju st as he is abou t to
escape throu gh a webway portal . However, the Dark A ngels’ efforts
at captu re are foi led when a sizeable band of Harlequ ins bu rsts
from the portal . Fighting fu riou sly , the Harlequ ins hold the
wrathfu l  Space Marines at bay long enou gh to snatch  N eziek and
drag h im into the labyrinth  dimension.

T HE FOURT H QUADRANT  REBELLION
Over ten years, a series of incredibly  destru ctive wars engu l f a
qu arter of the Segmentu m Solar. Mystery  shrou ds the architects
of th is catastrophe, bu t the Dark A ngels fight alongside the
Imperial  Fists at su ch  battles as the Rastabal  Drop and the siege
of Kal igar to end the threat once and for al l .

MASSACARE ON MINORIA
The Deathwing assau l t Minoria in  the Peri l iac System, captu ring
or ki l l ing every  inhabitant. This action raises protests from
several  other Chapters, who claim the Dark A ngels’ aid was
needed to defend Peri l iac Prime against a massive Ork Waaagh!.

T HE FORLEX RESCUE
A  N ecron stasis-crypt awakens beneath  the Imperial  colony of
Forlex. Striking from orbit, the Gu ardians of the Covenant drive
the xenos back below grou nd and, thou gh the cost in  l ives is steep,
wel l  over one hu ndred thou sand colonists are safely  evacu ated.

BAT T LE FOR ST YX
Tau  forces attempt to annex the Dark A ngel  recru itment world of



Styx. The Rock i tsel f arrives in  orbit to defend the planet, and the
Dark A ngels’ response is so violent that the xenos are wiped ou t in
a single day.

SEPHLAGM
The Ravenwing hu nt the possessed governor of the toxic world of
Sephlagm. Du ring a fierce battle in  the gu bernatorial  palace,
they su mmon the Deathwing to strike the ki l l ing blow.

T HE DEAT H OF NABERIUS
Hot on the trai l  of the ever-elu sive Cypher, Commander N aberiu s
– Su preme Grand Master of the Dark A ngels – is led into an
ambu sh and slain  by  Chaos Space Marines. A zrael  leads the
Deathwing to recover h is body, bringing an end to the shadow-
shrou ded confl ict now known as the Rhamiel  Betrayal . For th is
and many other heroic deeds, A zrael  is named N aberiu s’
su ccessor.

WAAAGH! GROBLINIK
The Dark A ngels join  the Imperial  defence against the vast horde
of Waaagh! Grobl inik. It is throu gh the Dark A ngels’ sheer
remorseless determination that the Orks are defeated, thou gh at
great cost.

T HE CANYONS OF KORIS
A zrael  leads a strike force to pu rge the Orks of Waaagh! Gu tgou ger
from Koris. Wings of N ephil im Jetfighters engage in  fu riou s
dogfights throu gh the planet’s storm-lashed canyon maze,
covering the Dark A ngels’ final  pu sh  against Warboss
Gu tgou ger’s monstrou s Ki l l fort.



WYRMWOOD
Several  squ ads of Deathwing board the space hu lk Wyrmwood.
N one are ever seen again, and records of the action are erased.

T ERROR ON DABASCUS

T HE SHADOWSHRINE
A  strike force u nder Chaplain  A smodai  battle a Commorrite host
in  the shrine-ci ty  of Gothala. Thou sands of Mandrakes fal l  u pon
the Space Marines from squ irming portals of sentient shadow,
and i t seems the Dark A ngels mu st be overru n. However, A smodai
holds h is force together throu gh sheer wi l lpower, eventu al ly
leading an attack to col lapse the Dark Eldar portals with
explosives and end the nightmare.

DURGANION XIII
A  distress cal l  lu res a Dark A ngels strike force into a Genestealer
ambu sh amid the h ives of Du rganion XIII. Only  when Sammael
himsel f leads a headlong charge to cu t down the hu lking xenos
Broodlord are the Dark A ngels able to hack and blast their way ou t
of the trap.

T HE RED HUNT

ST ORM OF VENGEANCE
The Dark A ngels defeat Ghazghku l l  Thraka and N azdreg on
Piscina IV .



T HE 3RD T YRANNIC WAR
Several  Dark A ngels strike forces join  the battle against the far-
reaching tendri ls of Hive Fleet Leviathan as they spread deeper
into the Imperiu m.

T O CAT CH CYPHER
The Black Templars fight alongside the Dark A ngels on the world
of Parabu lu s in  an attempt to weaken the renegade pirates who
u se the world as their base. However, a dispu te over a Black
Templars prisoner cau ses both  Chapters to briefly  engage. The
incident is reported, and an Inqu isi torial  enqu iry  commences.

T HE RICH PRIZE
A  Deathwing assau l t smashes the renegade enclave of Darkenhel .
Over two dozen Fal len are seized, and the cel l s of the Rock ring
with  agonised screams for many months.

DARK VENGEANCE
Seeking to avenge the death  of Company Master Zadakiel  on
Stern’s Remembrance – and to strike down a foe who appear to
know their darkest secret – the Dark A ngels 5th  Company engage
the Crimson Slau ghter on the world of Bane’s Landing. The fight
is a desperate one, and only  an act of su preme sel f-sacri fice
prevents the Chaos worshippers from achieving their aims.

T HE 13T H BLACK CRUSADE
A  vast tide of Chaos worshippers pou rs from the Eye of Terror into
the Cadian Gate. Detecting many Fal len amongst the horde, the
Dark A ngels risk al l  by  ordering the Unforgiven to join  them in  a
headlong assau l t against the renegade forces.





COMPANY MASTERS

With  solemn determination, the Company Masters of the Dark
A ngels lead their warriors into battle. Foes pinioned by their
steely  gaze lose the wi l l  to fight, for no amou nt of aggression is a
match  for the Masters’ cold fu ry. V eterans of centu ries of warfare,
inheritors of their Primarch ’s ski l l s at both  bladesmanship and
grand strategy, the Dark A ngels’ Masters are mighty  warriors and
compel l ing commanders.

More than th is, the Company Masters are amongst the foremost
hu nters of the Fal len. They bear a terrible bu rden u pon their
shou lders, for they mu st wage two wars – the Imperiu m’s galaxy-
wide fight for su rvival , and the Dark A ngels’ ongoing battle for
redemption. The secrets to which  they are privy  strengthen the
Company Masters’ resolve, yet they also distance them from their
battle-brothers. Thou gh they fight to protect Hu manity , and seek
always to preserve the l ives of the heroic warriors they lead, the
Company Masters mu st be ready at a moment’s notice to abandon
both  of these closely  held principles shou ld the hu nt demand i t.
N othing is more important than captu ring the Fal len, and i f the
l ives of every  one of a Company Master’s fol lowers mu st be spent to
see another Fal len Dark A ngel  seized, then he mu st make that
trade withou t the sl ightest hesitation. Smal l  wonder, then, that
these devoted leaders are qu iet, sombre individu als; their secrets
weigh  heavy, and i t is a testament to the Company Masters’
heroism that they continu e to discharge their du ties regardless.

THE LION AND THE WOLF
Pe rhaps the  most famous rivalry in the



Impe rium is be twe e n the  Dark Ange ls
and the  S pace  Wolve s. During the

Gre at Crusade , on the  world of Dulan,
the  S pace  Wolve s and Dark Ange ls

fought side  by side . Afte r re ce iving a
pe rsonal insult from the  world’s tyrant

rule r, Durath, Le man Russ vowe d to
cut off the  man’s he ad and de mande d

the  Dark Ange ls stand down.
Howe ve r, Jonson had alre ady

planne d his assault and, disinte re ste d
in pande ring to Russ’  e go, swe pt into

Durath’s palace . The  Dark Ange ls’
victory was so swift that the  S pace

Wolve s we re  caught flat-foote d, and
Russ could only howl in frustration

whe n told that Jonson had slain
Durath. Afte r the  battle , Russ struck

Jonson a blow. Jonson rose  to his fe e t
and struck back. A space  was cle are d,
and the  two Primarchs wre stle d while

the ir asse mble d me n che e re d. The
Primarchs we re  matche d in stre ngth,

spe e d and cunning, and the ir due l
we nt on for a day and a night. Finally
Russ, quick to ange r but also to mirth,

ste ppe d back with a laugh. Jonson,
howe ve r, was sile nt; dour and

re se ntful, he  saw Russ’  first blow as
tre ache rous. As Russ laughe d, Jonson
knocke d him unconscious. By the  time

the  S pace  Wolf Primarch woke , the
Dark Ange ls had de parte d. Russ

vowe d ve nge ance , and so be gan a
fe ud that lasts to this day. Eve n now,



whe n Dark Ange ls and S pace  Wolve s
me e t in the  fie ld, a champion from

e ach Chapte r is calle d upon to re fight
that ancie nt due l.







CHAPLAINS

Few beings have greater presence u pon the field of battle than a
Chaplain  of the Dark A ngels; he su nders foes with  the very  symbol
of Imperial  au thority , every  strike of h is croziu s arcanu m a
devastating hammerblow. He bel lows Litu rgies of Battle,
damning h is enemies and inspiring h is brothers with  words l ike
thu nder. He sermonises u pon the righteou sness of h is cau se, even
as the fires of war rage al l  arou nd h im and the blows of the foe
glance from the crackl ing nimbu s of h is rosariu s.

The Chaplains of the A deptu s A startes are the spiri tu al
gu ardians of their Chapter, stern figu res of au thority  who watch
their brothers’ every  thou ght, word and deed for the sl ightest
signs of corru ption. N owhere is th is tru er than amongst the
Chaplains of the Dark A ngels. To them fal l s the du ty  of seeing that
the Chapter’s apocryphal  lessons are fu l ly  u nderstood by their
battle-brothers, that the timeless ri tu als are observed and the
proper ri tes maintained to gu arantee u nqu estioning devotion by
al l  to their leaders. A s with  al l  Space Marine Chapters, the
Chaplains of the Dark A ngels are the keepers of the Reclu siam.
For the Dark A ngels th is is a vast colonnaded shrine deep beneath
the su rface of the Rock. It is here that many of the Chapter’s most
preciou s rel ics are kept, and al l  of i ts most sacred ceremonies
u ndertaken. It is the Chaplains who lead these ri tes, who ensu re
that they are remembered and passed down throu gh each
generation of the Chapter, so that they might never be forgotten.

THE DARK ORACLE
Ne ar the  he art of the  Rock re side s a



single  ce ll, whe re  only the  S upre me
Grand Maste r and those  calle d the

Watche rs in the  Dark are  allowe d to
ve nture . The re , past doze ns of locke d

gate s, is an oublie tte . I ts walls are
inscribe d with pote nt rune s of

warding me ant both to ke e p hostile
e ntitie s out, and some thing dre adful
in. The re , sustaine d for te n thousand
ye ars by a stasis fie ld, languishe s the
ruine d thing once  known as Luthe r.

Down the  age s, the  S upre me  Grand
Maste rs have  had some  succe ss in

using Luthe r as an oracle . Although
his Warp-contaminate d mind wande rs
or trie s to de ce ive , during mome nts of

lucidity the  traitor spe aks of e ve nts
that will be , or might be , or drops hints

at what is hidde n and whe re .

S ince  the  Fall of Caliban, e ach
S upre me  Grand Maste r has trie d to

e xtract a confe ssion from the  thing that
was, and may still be , Luthe r. Though

the  cre ature  has divulge d many
se cre ts – from the  name s and
locations of the  Falle n, to the

whe re abouts of Le gion re lics hidde n
de e p within the  bowe ls of the  Rock – it
has ne ve r sought absolution. Mostly,
all that come s from Luthe r are  mad

ravings; ove r and ove r again he
re pe ats that he  ne e d not re pe nt, for

one  day Lion El’Jonson will re turn and



absolve  him of his sins. He  claims that
day is ne ar, and that he  can fe e l the

Lion alre ady close  at hand...







COMPANY VETERANS SQUAD

Clad in  swirl ing monastic robes, faces shadowed by deep cowls,
squ ads of Dark A ngels Company V eterans are a sinister sight
u pon the field of battle. Masters of both  long-ranged firefights and
viciou s, close-qu arters combat, the Company V eterans are in  their
element no matter what the enemy throws at them. The V eterans
fight wordlessly , the bark of their gu ns and the cru nch  of their
blades throu gh flesh  and bone al l  the forms of expression they
requ ire. Cou pled with  the single-minded way in  which  these
warriors pu rsu e their objectives u pon the battlefield, Company
V eterans make for frightening foes.

The Dark A ngels are a solemn Chapter, not given to grandiose
displays or acts of sel f-aggrandisement. This does not mean,
however, that deeds of su fficient heroism are not recognised or
rewarded. Those who fal l  valorou sly  in  battle wi l l  be honou red
with  sombre battlefield ceremonies, providing du ty  permits time.
Meanwhile, those who distingu ish  themselves and l ive often find
themselves elevated to the rank of Company V eteran.

To be acknowledged before the assembled might of the Dark
A ngels is a prou d and hu mbl ing moment, for each  battle-brother
is a hero in  h is own right. Their leaders, hooded and robed, are
l iving legends whose names provoke awe amongst even the most
powerfu l  men in  the galaxy. It is one of the h ighest honou rs that a
Dark A ngel  can attain  to be official ly  recognised for their deeds by
su ch  an assemblage, and one that they wi l l  fight to be worthy of
ever after.

Each  company from the 3rd to the 9th  has a complement of
V eterans. These experienced warriors often form into el i te squ ads
for single missions, or for the du ration of speci fic campaigns, bu t



while so assembled they fight with  complete su rety  and mu tu al
tru st. It is from su ch  close-knit brotherhoods that the warriors of
the Deathwing are chosen, their deeds of heroism earning them
ever greater – i f sternly  del ivered – accolades.

‘Forge t your past life . From this day on
you are  simply a Dark Ange l – nothing
e lse  is of conse que nce . The  Chapte r is
all that matte rs.’

- Su preme Grand Master A zrael ,
addressing the Du tysworn

THE ROCK
Following the  de struction of Caliban,
the  Dark Ange ls made  the  Rock the ir

ne w home . Although only a fraction of
what was once  a plane t, the  Rock is

large r than e ve n the  he avie st class of
starship, and it be ars truly stagge ring
fire powe r. The  she e r side s of its mass

are  studde d with gun turre ts, lance
batte rie s, torpe do tube s, obse rvation

bliste rs, and comm-re lays. I ts
cave rnous docking bays, built with the

aid of the  Te ch-Prie sts of Mars, can
accommodate  many hundre ds of

smalle r craft, including Thunde rhawk
Gunships, Ne philim Je tfighte rs and
e scort frigate s. Finally, the  Rock is

outfitte d with Warp e ngine s, allowing



the  Dark Ange ls’  he adquarte rs to
trave l across the  galaxy at will.

Whe n the  Dark Ange ls first claime d
the  Rock, a massive  labour force

carve d out de e pe r and de e pe r
catacombs in the  aste roid’s be drock,

e xcavating room for an e ntire  Le gion.
In the  halls and dunge ons be ne ath the

ancie nt, ruine d fortre ss monaste ry,
the  Dark Ange ls found a hoard of

machine ry that had sat untouche d
since  the  Age  of Te chnology. Many of
the  de vice s – like  the  Rock’s arcane

shie ld ge ne rator – still worke d,
though the ir me chanisms we re  now

unfathomable .

While  the  artisans did marve llous
work transforming this re mnant of

Caliban, crafting halls full of cluste re d
columns rising to arche d vaults, and

much-de corate d ce re monial crypts to
hold the  Le gion’s sacre d ite ms, the
Rock re mains a grim place , full of

e choe s and cold stone .

Although the  Warp storm that scoure d
Caliban could not pe ne trate  the  Rock’s

ancie nt shie lds, the y did le ave  an
inde lible  mark. To this day, the re

e xists a disturbance  within the  force
fie ld that prote cts the  aste roid, as if

part of that te mpe st still rage s within.
Gre at chain-lightnings arc across the



artificial atmosphe re , brie fly outlining
the  ruins. No e ffort was made  to

re build the  ruine d Towe r of Ange ls
atop the  Rock, and e ve n now it

re mains undisturbe d and e e rily sile nt
as the  storm crackle s above .

Although atte mpts have  be e n made  to
mask it, an unusual e ne rgy signature

e manate s outward from the  Rock,
porte nding of some  gre at powe r

hidde n within. Be ne ath the  shatte re d
ruins, many dark se cre ts lie  cloiste re d

from sight, and the  de e pe r into the
Rock’s labyrinth dunge ons one  goe s,

the  close r one  come s to the  truth.

The  highe st ranking Dark Ange ls
be lie ve  that the y know all of the

Rock’s many se cre ts, ye t e ve n the y
re main ignorant of the ir stronghold’s
gre ate st re ve lation. Hidde n inside  a

se clude d chambe r, unre achable  by all
save  the  small, robe d figure s of the

Watche rs in the  Dark, the  mighty
Primarch Lion El’Jonson lie s sle e ping.
His wounds long he ale d, he  waits for

that time  whe n he  will be  ne e de d once
again. Whe n the  clarion call of battle

sounds for the  last time , Jonson will be
summone d forth from his mille nnial

re st to de fe nd the  Impe rium of
Mankind from its e ne mie s. The n shall

all traitors quake  in fe ar, for the  Lion’s
ve nge ance  will be  te rrible  inde e d.









COMMAND SQUADS

Defenders of their Company’s honou r and bodygu ards to their
Chapter’s greatest heroes, the V eterans of the Command Squ ad
form a steadfast ral ly ing point for their brothers in  even the most
chaotic battle. Each  is an expert in  h is field, whether i t be lethal
marksmanship, restorative field-su rgery  or one-on-one combat.
For th is reason, Command Squ ads are often employed by the Dark
A ngels in  roles of great strategic importance, su ch  as seizing key
objectives or sti ffening the resolve of defensive l ines against
overwhelming enemy attacks. While the Company Standard
Bearer inspires al l  arou nd h im, the Company Champion engages
the heroes of the foe in  du els, cu tting them down for h is
Company’s honou r.

Many Command Squ ads inclu de an A pothecary  amongst their
nu mber. Working in  the front l ines, an A pothecary  u ses h is
nartheciu m – a field ki t that contains al l  the tech , stim-packs
and sacred u ngu ents needed to heal  wou nds – to patch  u p h is
wou nded brethren and retu rn them to battle. Shou ld he find a
warrior who is past saving, the A pothecary  calms the dying
brother, perhaps merci fu l ly  helping them on their way with  a
deft cu t, before taking ou t h is redu ctor. This special  device is u sed
to remove the progenoids – the glands that contain a battle-
brother’s gene-seed, and from which  new Space Marine organs can
be cu l tu red. In  th is way, A pothecaries safegu ard the fu tu re of
their Chapter, ensu ring fu rther generations of warriors wi l l  be
created to avenge those who have been lost.

THE BLADES OF CALIBAN



Each Blade  of Caliban is a longsword
e nfolde d in a powe r-fie ld that e mits a
spine -chilling moan – known as the
Ange ls’  Lame nt – as it cuts the  air. A

single  dolorous blow with one  of the se
we apons is e nough to lop the  he ad

from the  mightie st traitor champion or
hack down a rampaging xe nos war-
le ade r. Ye t the  Blade s of Caliban are
more  than just pote nt we apons. Each
is a pre cious re lic that date s back to
the  days be fore  the  Gre at Crusade ,

whe n the  Knights of old Caliban rode
out on que sts to scour the  Chaos-

tainte d monste rs from the ir world’s
vast fore sts. As such, e ach Blade  of

Caliban is a pie ce  of the  Dark Ange ls’
he ritage , a noble  and inspiring

he irloom from a time  be fore  be trayal
staine d the ir souls. I t is only fitting that

such we apons should be  wie lde d by
the  most honourable  warriors

amongst the  Dark Ange ls’  ranks, and it
for this re ason that the y are  give n to

the  Company Champions to wie ld.
Whe n a Company Champion first take s

up his mantle , he  is pre se nte d his
Company’s Blade  of Caliban in a long
and sole mn ritual that take s a full two

days to conclude . During the se
proce e dings, the  name  of the  pre vious

be are r is e ngrave d upon the
we apon’s grip, and the  powe re d-

down blade  use d by the  Chaplains to
cut the  ne w wie lde r’s palm. The



fre shly instate d Champion the n grasps
the  we apon, symbolically binding
himse lf with blood to the  pre vious
wie lde r, and to all those  who have

gone  be fore .







TACTICAL SQUADS

The iron resolve of the Dark A ngels Tactical  Marines is the stu ff of
legend, and they are renowned throu ghou t the Imperiu m.
Hu mou rless, merci less and mu rderou sly  efficient, these ski l led
warriors form the adamantiu m backbone of their Chapter’s
fighting forces.

A daptabi l i ty  is the hal lmark of al l  Tactical  Squ ads. Their battle-
brothers are versed in  the arts of fighting with  blade and pistol ,
heavy weapons su ch  as missi le lau nchers and plasma cannons,
and special  weapons l ike the flamer, mel tagu n or grav-gu n. It is
th is versati l i ty  that makes Tactical  Squ ads so indispensable.
They can be tasked with  holding grou nd, with  providing fire
su pport, or with  charging headlong into the bloody storm of close
combat – often al l  in  the cou rse of a single battle – and wil l  fu l fi l
each  new command with  speed and ski l l .

When circu mstances demand, Tactical  squ ads can even spl i t into
smal ler u nits known as Combat Squ ads, dividing their strength
and armaments to fu rther increase their versati l i ty . This wi l l
often be done when a particu lar objective needs to be seized; one
Combat Squ ad, led by  the Sergeant, advances with  the squ ad’s
special  weapon to make a close-qu arters assau l t, whi le the other
si ts back in  cover, u sing their bol tgu ns and heavy weapon to
provide fire su pport for their brothers. This has proven an
effective model  on cou ntless battlefields throu gh the ages, and
has secu red victory  for the Dark A ngels time and again.

Thou gh not privy  to the secrets of the Inner Circle, Dark A ngels
Tactical  Marines are thorou ghly  indoctrinated in  su ch  a way as to
make them ideal  weapons for hu nting the Fal len. They never
qu estion the teachings of their Chapter or the orders of their



su periors, and frown u pon the sort of improvisation and free
thou ght that characterises su ch  brotherhoods as the Blood A ngels
or Space Wolves. Fu rthermore, they prize sel f-sacri fice above al l
other virtu es, ensu ring that they wi l l  lay  down their l ives at the
command of their Masters withou t any hesitation.



ASSAULT SQUADS

With  chainswords roaring and bol t pistols at the ready, the
A ssau l t Squ ads of the Dark A ngels charge into battle as the
vangu ard of their brothers’ attack. They are the tip of the spear,
the first-strike weapon of the Battle Companies. Their violent
onset pu nches holes in  the enemy l ines, paving the way for those
who come behind. Unl ike the bel l icose hot-heads of many
Chapters’ A ssau l t Squ ads, Dark A ngels A ssau l t Marines are
reserved, and grimly  seriou s. In  place of howled battle-cries, they
maintain  a constant chant, a mantra of hatred and repu gnance
every  bit as terri fy ing as the vox-ampl i fied bel lows of their
cou nterparts in  other Chapters. Droning over the screams of the
dying and the thu nder of gu nfire, th is sinister sou nd spreads a
pal l  of dread over the enemy ranks, shattering the enemy’s resolve
as su rely  as the A ssau l t Marines’ onslau ght.

Dark A ngels A ssau l t Marines embody the sel fless creed of their
Chapter, and are honou red accordingly . Often u sing ju mp packs to
bou nd ahead or to drop directly  into the midst of the foe, the
A ssau l t Squ ads are u su al ly  first to the fight. They dive headlong
into enemy strongpoints, su ffering the worst of their foe’s
firepower in  order to carve the heart from their defences. A rti l lery
emplacements are blown sky h igh  by wel l -placed krak grenades,
enemy officers are cu t down where they stand. Wherever the
A ssau l t Squ ads strike they sow devastation, depriving the foe of
key strategic assets and leaving the enemy battle plan in  tatters.

Brothe r Naphirim fe ll through de nse
black cloud. For long se conds it was as

though he  plunge d alone  through



some  strange  he ll, with only the
ste ady thud of his twin he arts for

company. The n his he lm-vox pippe d
twice , S e rge ant Balophor signalling
re adine ss. S e conds late r, Naphirim
burst from the  unde rside  of the  cloud

bank and saw the  Ork fortre ss dire ctly
be low, hurtling up toward him at

incre dible  spe e d. Calmly, the  Assault
Marine  thumbe d his jump pack’s

activation trigge r, his fall sudde nly
arre ste d as je ts of flame  roare d from
its e xhausts. Around him, Naphirim

saw his brothe rs do the  same , and as
one  the  Dark Ange ls fe ll upon the ir

foe s. Ce ramite  boots crunche d down
onto rive te d me tal as the  Assault

Marine s hit the  fort’s north rampart.
Be llowing gre e nskins poure d in from

all dire ctions, the ir mome ntary
surprise  forgotte n at the  sight of

worthy oppone nts. The  xe nos we re
me t with a hail of bolt pistol fire , torsos

and he ads bursting in we t sprays as
the  mass re active  bolts did the ir work.
Naphirim lobbe d a frag gre nade  ove r

the  he ads of the  foe , the  e xplosive
arcing down into a tight pre ss of

gre e nskins whe re  it de tonate d in a
sudde n blizzard of gre e n fle sh and

dark re d blood. Crude  slugs clange d
from the  Assault Marine s’  armour, a
lucky shot blowing Brothe r Razie l off

his fe e t. Calmly, Naphirim gunne d
down the  gre e nskin that had shot his



comrade , be fore  be ginning the  third
chant of S cornful Re pugnance .

Turning we st along the  rampart,
Naphirim and his squad-mate s be gan

to hack a path toward the  fort’s
he avily de fe nde d gate house . The y
had a mission to comple te , and the y

would se e  the ir duty done , no matte r
the  cost.







DEVASTATOR SQUADS

The very  air shakes with  fu ry  as the heavy weapons of the Dark
A ngels Devastators cu t loose. Enemy battle tanks and aircraft are
redu ced to blazing wrecks, whi le infantry  squ ads are chu rned to
bloody mu lch  or blasted into dri fting ash  by the overwhelming
firestorm. Many warriors wou ld be moved to vent cheers of
exhi laration or bel lowed invective while u nleashing su ch
incredible destru ction; not so the Devastator brethren of the Dark
A ngels. The most these stu bbornly  reserved battle-brothers offer
is the occasional  cu rt nod of satisfaction as their fire sees some
particu larly  trou blesome target blown to pieces.

N ot al l  the members of a Devastator squ ad tote heavy weapons. A
battle-brother’s first posting u pon advancing from the ranks of
the 10th  Company wil l  be as a member of a Devastator Squ ad.
A fter observing al l  the proper ri tes of ascension, advancement
and obeisance to their new brethren, the first du ty  of a new
Devastator Marine is to prove their worth  with  bol ter, blade and
grenade. Su ch  battle-brothers provide covering fire for their more
experienced comrades, act as spotters for their squ ad’s heavy
weapons, and are on hand to hack down any foe who might th ink
to neu tral ise the Devastators at close qu arters. Under the stern
tu telage of their squ ad’s Sergeant, each  Devastator Marine works
to prove their worth , absorbing al l  of the strategic and spiri tu al
teachings necessary  to become one with  the wrathfu l  machine
spiri t of a heavy weapon.

It is du ring their time in  the Devastator Squ ads that Dark A ngels
battle-brothers tru ly  learn the intractable ways of their Chapter.
Feet planted and gu ns blazing, Dark A ngels Devastators are
expected to hold their grou nd no matter the odds stacked against
them. The cool  and efficient priori tisation of targets is key  to th is



style of warfare. A t the direction of their Sergeant, the Devastators
el iminate enemy threats in  the optimal  order to prevent
themselves from being overru n or wiped ou t by  enemy fire. They
ensu re the correct weapon is deployed at precisely  the right
moment, and that not a single shot is wasted. A fter al l , sel f-
sacri fice is to be respected, bu t the careless expenditu re of l ives
and material  is an u nforgivable sin.

‘ In warfare , pre paration is ke y.
De te rmine  that which your foe  prize s
most, the n site  your he avy we apons
so that the y ove rlook it. In this way,
you may be  quite  sure  that you shall
ne ve r want for targe ts.’

- Lion El ’Jonson, ‘Tenets of Strategy
and Su premacy’





TRANSPORTS

Whether advancing u pon the foes of Mankind with  gu ns blazing,
or snatching u p a member of the Fal len before he can flee their
closing net, the Dark A ngels make extensive u se of armou red
transports. The A deptu s A startes’ way of war emphasises speed
and manoeu vrabi l i ty  and – while the Dark A ngels may be more
restrained and methodical  than some Chapters – they sti l l  prize
the abi l i ty  to swiftly  redeploy their forces, or to rapidly  storm
their foe’s positions. To ensu re that infantry  assets su ch  as
Tactical  and Devastator Squ ads can keep pace with  these sort of
advances, Rhinos, Razorbacks and Drop Pods are deployed.

For many mil lennia, the Rhino A PC has served as the Dark
A ngels’ most rel iable and widespread armou red transport. This
pu gnaciou s tank boasts resi l ient armou r, a modicu m of anti-
personnel  firepower, and transport space for ten fu l ly  armou red
battle-brothers and al l  of their wargear. Fu rthermore, the Rhino’s
systems are so straightforward that – between the efforts of the
vehicle’s crew and i ts machine spiri t – battlefield repairs can be
effected u pon the tank withou t the need for a Techmarine in
attendance.

By comparison, the Razorback is a strategical ly  versati le hal f-
way hou se between armou red transport and dedicated battle-
tank. It sacri fices part of i ts transportation space in  order to
accommodate the power capacitors, heat-sinks and ammu nition
hoppers for a tu rret mou nted, twin-l inked heavy weapon. This
modification al lows the Razorback to provide covering fire for i ts
passengers, both  while they are embarked and once deployed into
the enemy’s midst.

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



waves from the lau nch  bays of Dark A ngels space craft, Drop Pods
carry  their passengers safely  throu gh a planet’s atmosphere.
They rain  down u pon enemy positions, their retro-rockets
arresting their hu rtl ing descent at the last moment and bringing
the pod in  for a cru nching landing amongst the shocked foe. A  fu l l
squ ad of Dark A ngels or – with  minor modifications – a
Dreadnou ght can ride inside each  Drop Pod, al lowing the
deployment of overwhelming force in  a matter of seconds.



BATTLE TANKS

The battle tanks of the Dark A ngels ru mble across the field with
enemy fire rattl ing from their armou red hu l ls. Crewed by adept
and determined battle-brothers, the tanks plou gh u ndau nted
throu gh the firestorm, weapons swivel l ing and tracking as they
acqu ire their targets. With  cool , methodical  ski l l  the Dark A ngels
gu nners l ine u p their shots, refu sing to be ru shed by the attacks
of the foe. Final ly , the gu nners h it their firing ru nes, their tanks’
gu ns l ighting u p in  a storm of vengeance as they hammer ki l l ing
shots into their victims. Heretic war engines explode in  bal ls of
dirty  flame, their armou r pierced at i ts weakest points.
Lu mbering monsters roar their last as they crash  to the grou nd,
bodies rent and torn by deadly  accu rate fire. Enemy infantry
scream in  terror as explosions engu l f them, leaving nothing bu t a
fire-l i t abattoir of carnage where deadly  warriors once stood. Ever
mindfu l  of the teachings of their Primarch, Dark A ngels tank
crews are steady and precise, dissecting their foes with  withering
fire patterns and ensu ring they are never ou tmanoeu vred or
ou tgu nned.

The most common and by far the most versati le of Dark A ngels
battle tank formations are the Predator squ adrons. A ble to vary
its loadou t between anti-tank or anti-infantry  weaponry as
requ ired, the Predator’s firepower and resi l ience make i t a
dependable favou rite with  Company Masters. Indeed, i t is a rare
Dark A ngels strike force that takes to the field withou t at least one
squ adron of these potent vehicles to lend armou red su pport. Only
those battle-brothers wel l  versed in  armou red warfare are
permitted the honou r of crewing the Chapter’s Predators,
meaning that each  of these stu rdy tanks is driven into battle by
an experienced veteran.



The Whirlwind is very  mu ch an arti l lery  su pport vehicle.
Usu al ly  deployed in  positions behind the main Dark A ngels battle
l ine, Whirlwind squ adrons can rain  explosive or incendiary
rockets on the foe from great distances. Thanks to their advanced
au gu r systems, Whirlwinds are able to maintain  impressive
accu racy even against targets they cannot see. Meanwhile, their
crashing bombardments are the ideal  weapon to scou r du g-in  foes
from their trenches, or disru pt massed enemy infantry  prior to a
major Dark A ngels assau l t.

V indicators are the most u nsu btle of the Dark A ngels’ battle
tanks. Mou nting massive demol isher siege cannons and clad in
dense adamantiu m armou r, the tanks of the V indicator
squ adrons are often held back by  Dark A ngels commanders u nti l
a decisive moment is reached. They are then deployed, tasked with
the absolu te annihi lation of a single, cru cial  target or forti fied
enemy strongpoint. The sheer destru ctive potential  of these tanks
proves u sefu l  when al l  evidence of a Fal len’s presence mu st be
swiftly  expu nged; more than one traitor has been atomised by a
coordinated bombardment from a squ adron of V indicators when
their captu re proved impossible.





LAND RAIDERS

N o main-l ine Imperial  tank is the equ al  of the mighty  Land
Raider. The vehicle’s slab-armou red bu lk is enormou s, looming
over even the other battle tanks of the A deptu s A startes. Its
weapon systems are devastatingly  potent, able to lay  down a storm
of firepower that few foes can long endu re. Even i ts machine spiri t
is a bold and bel l icose presence far greater than that of most other
Imperial  vehicles, possessing a warl ike sentience closer to those of
the god-machines of the Col legia Titanica. It is therefore a great
boon to Dark A ngels commanders that the armou ries of the Rock
sti l l  hou se an impressive nu mber of these ancient, mighty  war
engines.

Once, the Legiones A startes cou ld field whole armies of warriors
mou nted in  Land Raiders. N ow, the methods of their manu factu re
have been al l  bu t lost, with  only  a few forge worlds cl inging
jealou sly  to the requ isi te lore. It is whispered that the Dark A ngels
mu st maintain  close ties with  at least one su ch  world – th is wou ld
certainly  explain  their continu ed abi l i ty  to field su bstantial
nu mbers of Land Raiders. Bu t, l ike al l  other matters, the Chapter
keeps any su ch  relationship strictly  secret. Sti l l , thou gh their
Land Raiders are not in  as short su pply  as those of many
Chapters, the Dark A ngels revere every  single one of these noble
battle tanks. Their Land Raiders’ hu l ls are decorated by the
Chapter’s finest artisans, and whole squ ads of battle-brothers
wil l ingly  lay  down their l ives to protect them.

A longside the standard Land Raider, two al ternative marks of
th is potent battle tank see regu lar service among Dark A ngels
forces. The first of these is the Land Raider Cru sader, whose
weapon fi t is adapted to faci l i tate close infantry  assau l t. Its racks
of hu rricane bol ters and pintle-mou nted mu lti-melta can



generate a storm of point-blank covering fire, whi le i ts sizeable
transport bay can bear u p to sixteen fu l ly  armou red warriors into
battle.

Perhaps the most feared Land Raider variant is the Redeemer.
Excel l ing amid dense environments su ch  as u rban ci tyscapes or
tangled ju ngle, the Redeemer is designed to flu sh  enemy infantry
from even the most defensible positions. To th is end, lascannons
are replaced by massive flamestorm cannons, al lowing the
Redeemer to engu l f the foe in  great torrents of blazing
promethiu m.



DREADNOUGHTS

Heroism has i ts cost. Even the greatest warriors of the Dark
A ngels wi l l  eventu al ly  meet their death  in  battle. Y et there are
those who cl ing tenaciou sly  to l i fe despite the most horri fic
wou nds. Su ch  heroes refu se to let death  take them while even a
single foe remains to threaten Hu manity . If they can be recovered
from the battlefield in  time, these brothers are interred with in
the armou red sarcophagi  of Dreadnou ghts, exchanging the
final i ty  of death  for an eternity  of battle in  their Chapter’s name.

Each  Dreadnou ght is an armou red walker, rou ghly  hu manoid in
shape bu t massive in  comparison to even the largest Space
Marine. Each  l imb is a bu lky arrangement of layered ceramite
plating, electrofibre bu ndles and heavy hydrau l ic pistons that
lend the Dreadnou ght enormou s strength  and resi l ience. A
thru mming power plant is fi tted to the walker’s back, providing
su fficient motive force for the Dreadnou ght to march  across the
battlefield, smash  a path  throu gh any obstacle that bars i ts
advance, and even effect a lu mbering ru n when circu mstance
demands. Meanwhile, the Dreadnou ght sarcophagu s i tsel f is a
sizeable armou red coffin  that cocoons the pi lot’s biological
remains. Safe with in, the death less hero is l inked to cou ntless
motive systems, sensoriu m arrays, voxponder hook-u ps,
targeting au gu rs and the l ike, that al low them to move their
mighty, armou red body as thou gh i t was their own flesh-and-
blood. It is th is that makes Dreadnou ghts su ch  incredibly  potent
weapons; they fu se the might of a battle tank with  the bou ndless
combat experience and absolu te determination of one of the Lion’s
greatest sons.

Unless their sarcophagi  su ffer irreparable damage in  battle,
Dreadnou ght pi lots are rendered fu nctional ly  immortal  by  their



incarceration. They feel  no regret at th is pu rgatorial  fate, for i t
al lows them to continu e their fight against the heretics and
traitors of the galaxy for hu ndreds, often thou sands of years
before their final  destru ction in  battle. Between confl icts, the
Dreadnou ght sarcophagi  are removed from their armou red bodies
and placed at rest with in the Hal l  of Si lence. There, amid the
echoes of that vast, vau l ted cavern, the ancients dream of days
long past, u nti l  the time comes for them to be awoken and cal led to
war once again in  the Primarch ’s name.

‘ I  am ve nge ance . I  am re tribution.
Fe ar me , he re tic, for I  am your de ath.’

- Dreadnou ght Brother Zakiel  at the
Battle of Shadowmarch





TECHMARINES

The war engines of the Dark A ngels are every  bit as tenaciou s as
the Chapter’s battle-brothers, grimly  able to soak u p tremendou s
amou nts of enemy fire and keep on fighting. They are not
invincible, however, and over the du ration of a campaign they
mu st be repaired nu merou s times, often amid the most fu riou s of
battlefield conditions. This is the task of the Dark A ngels
Techmarines – a noble brotherhood of warrior mechanics and
artisans who have been trained in  the mysteries of the Machine
God by the Priests of Mars themselves.

Withou t the Techmarines, the Dark A ngels’ vast armou ry wou ld
soon degrade, leaving the Chapter u nable to wage war. Thu s, these
special ists and their lu mbering Servitor assistants perform a
cru cial  fu nction with in the Dark A ngels Chapter. For th is they
are honou red, yet they are also viewed with  mistru st and
su spicion by many among their own Chapter. The reason for th is
enmity  is the du al  loyal ty  of the Techmarines, who mu st be
indu cted into the Cu l t Mechanicu s as part of their sojou rn to Mars.
Even those Dark A ngels not invited to join  the Inner Circle are
insu lar and mistru stfu l  of ou tside influ ences, meaning that,
once a battle-brother has taken h is first, fatefu l  step on the path  to
becoming a Techmarine, he wi l l  forever stand apart from the
majority  of h is brothers. This stigma is borne withou t complaint
by the Techmarines, however, for they u nderstand that their sel f-
sacri fice is necessary  to ensu re the su rvival  of their Chapter.

THE MASTER OF THE ROCK
Most S pace  Marine  Chapte rs have  a



Maste r of the  Forge , who is the ir most
se nior Te chmarine . With de e p

unde rstanding of the  arcane  scie nce s
re fine d ove r many ye ars of

e xpe rie nce , the  Maste r of the  Forge  is
comparable  to a Te ch-Prie st of the

Ade ptus Me chanicus. The  Dark Ange ls
have  a similar role , known as the

Maste r of the  Rock, although the re  is
an ominous diffe re nce . Upon

asce nding to this honoure d position,
the  Maste r of the  Rock is pe rmane ntly
wire d into the  control nave  of machine
banks locate d de e p within the  aste roid

base . I t is his sole mn duty to placate
the  most important machine  spirits,

dire cting the  mainte nance  of the
e ngine s and the  Warp drive  that allow

the  e normous aste roid to trave l the
galaxy. I t is his mind alone  that

pe rce ive s the  workings of the  force
fie ld that still shie lds the  Rock from the

void. His augur se nse s watch e ve ry
inch of the  aste roid’s oute r she ll, from
the  ruine d Towe r of Ange ls to the  vast

gun-de cks that stud its flanks, and
re ach de e p into space  in se arch of

pote ntial thre ats. The  pre vious
Maste rs, whose  fle shly bodie s have

withe re d, are  le ft in place , the ir
me chanical upgrade s still working

while  the ir bone s fall in dusty he aps
be low. Be cause  of his alle giance  to

both the  Chapte r and the  Ade ptus
Me chanicus, the  Maste r of the  Rock is



ne ve r allowe d to join the  Inne r Circle .
Inste ad, he  is the  ke e pe r of the  Rock
itse lf, and of its vast hoard of ancie nt,

se cre t te chnology.







SCOUT SQUADS

Swift and su btle, the Scou t Squ ads of the Dark A ngels 10th
Company u se gu eri l la tactics to take the fight to their foes. Scou ts
are neophyte battle-brothers – newly  created Space Marines sti l l
in  the process of mastering their own au gmented bodies. They are
new to the ways of the Dark A ngels, sti l l  immersed in  the first
rou nd of doctrinal  learnings, trials and ri tu als that wi l l  prove
them worthy of advancement. Their tu telage is harsh , overseen by
V eteran Sergeants whose du ty  i t is to teach  the new recru its the
ski l l s necessary  to su rvive and prevai l  on the battlefields of the
41st Mil lenniu m.

N ot al l  Scou ts wi l l  pass the exacting tests they mu st u ndergo at
each  stage of their development. Those who fai l  are removed to
become Chapter Thral ls or lobotomised Servitors – others are
simply  never seen again. However, those who reach  the fi fth  stage
of their Scou t training are formed into squ ads, equ ipped for battle,
and permitted to join  Dark A ngels strike forces in  fu l l  battlefield
operations.

Thou gh Scou ts in  the field are sti l l  comparatively  inexperienced,
no al lowances are made for them by their grizzled Sergeants.
A fter al l , these warriors represent the fu tu re of their Chapter, and
mu st therefore be tempered in  the fires of war lest weakness creep
into the ranks. Thu s they learn to master their new wargear while
raiding the foe’s camps, severing su pply  l ines, and harassing
enemy forces alongside their more experienced brothers.

VETERAN SERGEANT NAAMAN



In 997.M41, a de spe rate  war was
fought on the  re cruiting world of

Piscina IV. The  conflict pitte d a small
Dark Ange ls force  against the

gre e nskin horde s of Ghazghkull
Thraka and Nazdre g. One  name  stood

out as a paragon of honour and
de dication throughout the  campaign:
that of courage ous Ve te ran S e rge ant

Naaman. Whe n the  Orks attacke d
Piscina IV the y use d high-powe re d
te llyportas to be am straight to the
plane t’s surface . The  Dark Ange ls

re sponde d, Company Maste r Be lial
atte mpting to block the  Ork attack on

the  plane t’s capital, Kadillus Harbour.
Afte r a crushing de fe at, the  surviving
Dark Ange ls force s fe ll back to Koth

Ridge , de te rmine d to hold the re  or die
in the  atte mpt. During the  nightmarish
hours that followe d, Ve te ran S e rge ant
Naaman was unre mitting. He  and his
brothe rs he ld the  slope s on the  63rd
Paralle l against ove rwhe lming Ork

force s until re inforce me nts could
move  up. I t was he  who, alongside

Be lial, le d the  counte r-attack around
the  Ork flank and guide d the

De athwing to de stroy the  gre e nskin
te llyporta arrays. Finally, it was

Naaman who, to save  the  re st of his
squad, de tonate d his own krak

gre nade s and de stroye d a rampaging
Ork De ff Dre ad. Naaman is be lie ve d to

have  die d in the  e nsuing fire ball,



though no body was e ve r re cove re d.
S till, he  is he ld up by the  Dark Ange ls

as a mode rn-day paragon of se lf-
sacrifice , and his tale  is told to all

ne ophyte s as an e xample  of how be st
to se rve  the  Chapte r.







RAVENWING BIKE SQUADS

A liens, heretics and witches al ike fear the avenging hu ntsmen of
the Ravenwing Bike Squ ads. Bearing down u pon their prey  with  a
roar of powerfu l  engines, these speeding bands of warriors are
swift and deadly  in  the extreme.

Ravenwing Bikers and A ttack Bikes form the greater part of the
company’s strength , and are commonly  fielded together as A ttack
Squ adrons. Often, these squ adrons are fu rther au gmented by the
inclu sion of a l ightning-fast Land Speeder that skims above their
heads on anti-gravity  repu lsor engines. Working in  concert, these
elements combine to make a deadly, l ightning-fast force. They
possess the speed to ou tflank their enemies, to su rrou nd them or
ru n them to grou nd shou ld they try  to flee. Between the A ttack
Bikes and the Land Speeder, each  A ttack Squ adron can mu ster a
su rprising amou nt of firepower, often enhanced by special
weapons wielded by the Bikers themselves. This al lows them to
cripple enemy transport vehicles, el iminate armou red threats
and mow down ranks of bodygu ards su rrou nding their tru e prey.
Meanwhile, the Ravenwing Bikers who form the squ adron’s
armou red core are h ighly  effective assau l t troops, able to tear
their way throu gh the heart of the foe’s forces, then break away
once more before the enemy can retal iate.

It is these A ttack Squ adrons that make u p the bu lk of the Dark
A ngels’ 2nd Company. Their warriors are drawn from the finest
riders and assau l t troops of the 3rd to 9th  Companies, hand-picked
by the Grand Master of the Ravenwing based on field reports from
Sergeants, Company Masters and Chaplains. Only  the most
incorru ptible battle-brothers wi l l  be given th is chance, for the
Ravenwing demands not only  ski l l  in  battle, bu t u nqu estioning
loyal ty  from its warriors.



Once formed, an A ttack Squ adron begins a remorseless training
regime intended to forge i t into a single, perfectly  coordinated
fighting force. The battle-brothers of the squ adron kneel  together
in  contemplation, compete against one another in  trials of
strength  and wil l , and commit to memory every  detai l  of one
another’s combat h istories and personal i ties. Most importantly ,
they u ndergo endless, exacting combat dri l l s, perfecting dozens of
formations and manoeu vres. Eventu al ly , the brothers of a
Ravenwing A ttack Squ adron can predict one another’s actions
and intentions fau l tlessly , even while hu rtl ing at breakneck pace
throu gh the maelstrom of battle. They are the perfect hu nters, a
single pack of lethal  predators that moves with  u nified,
u ndeniable pu rpose and wil l  not rest u nti l  i ts mission is
complete.





RAVENWING LAND
SPEEDERS

Screaming down from storm-wracked skies, Ravenwing Land
Speeders hu rtle low over the enemy battle-l ines with  their gu ns
blazing. Foes cower as the storm descends, ju st more fodder for the
Land Speeders’ gu ns. The Land Speeder is an ancient and revered
form of anti-grav attack vehicle that dates back to the days of the
Great Cru sade. Thou gh they have changed somewhat in  the ten
mil lennia since, these l ight skimmers sti l l  see frequ ent u se by
the Chapters of the A deptu s A startes. Most Chapters employ these
vehicles for long-range reconnaissance, or u se them as fast-
moving reserves. Few have mastered their deployment l ike the
Dark A ngels, however.

Several  variants of Land Speeder are commonly  u sed by the
Ravenwing, mixed freely  into squ adrons where their di fferent
weapon loadou ts can provide greater combat versati l i ty .
A longside the standard models fly  Land Speeder Tornados, their
firepower au gmented by nose-mou nted heavy weapons. In
addition, many squ adrons wi l l  inclu de one or more Land Speeder
Typhoons – a vehicle whose mu ltiple missi le lau nchers can be
employed to blast enemy tanks to pieces or shred infantry  with
bombardments of fragmentation warheads.

Where i t is the role of the A ttack Squ adrons to ru n the
Ravenwing’s prey  to grou nd, i t is the du ty  of the Su pport
Squ adrons to provide covering fire and annihi late u rgent threats
as they arise. To th is end, Su pport Squ adron crews comprise those
battle-brothers who display  a tru e hu nter’s instinct, cou pled with
a thorou gh grasp of wider strategy. In  battle, each  Su pport
Squ adron normal ly  hangs h igh  above the battlefield as i t scans



for threats. The moment incoming reinforcements are detected,
arti l lery  positions sighted, or some other danger rears i ts head,
the Su pport Squ adron dives from the clou ds. The lethal  strafing
ru n that fol lows sees their targets obl i terated wholesale, torn
apart by  a salvo of shel ls and missi les that come screaming down
from the skies.



RAVENWING VENGEANCE
LAND SPEEDERS

Both  the Land Speeder V engeance and the Ravenwing Darkshrou d
are adaptations of an STC design u nearthed in  M36 from the
ru ined, cru mbl ing chasm-cities of ancient Cortolos. Blessed with
a larger chassis, heavy l i ft-engines and powerfu l  – i f sl ightly
sinister – machine spiri ts, these new marks of Land Speeder were
immediately  appropriated by the Ravenwing, and have been
u ti l ised by  them ever since as h ighly  mobile platforms for some of
their most potent and esoteric weapons.

The V engeance variant was the first of these Ravenwing Land
Speeders to appear with in the Dark A ngels’ ranks, and i t proved
an immediate su ccess. For long centu ries, the Chapter had
possessed the ancient rel ic weapons known as plasma storm
batteries, bu t had lacked the appropriate vehicles to properly
deploy them. They fou nd th is platform in  the V engeance, which
provided a hard-hitting edge to those Ravenwing formations i t
fou ght alongside. The plasma storm battery  is a mu ch sou ght-
after weapon, i ts deployment l imited only  by  the Dark A ngels’
inabi l i ty  to manu factu re replacements for those u nits lost in
battle. It is a terri fy ing armament, capable of blasting almost any
target to ash  with  a single salvo and wreaking u ntold destru ction
and devastation as swathes of foes are blasted to glowing ash .

The Darkshrou d is a far more mysteriou s war engine. Soon after
the fal l  of Cal iban, the Dark A ngels explored the ru ined Tower of
A ngels atop the Rock. Thou gh mu ch of that ancient fortress had
been ru ined, they did find certain  rel ics sti l l  standing prou d
amid the devastation, inclu ding a series of statu es from a past
age, old even by Cal iban’s standards. The statu es had been bathed



in  the strange radiation of the Rock’s crackl ing force field, and
now glowed with  an energy al l  of their own. Mou nted in
rel iqu aries at the rear of Ravenwing Land Speeders, these eerie
statu es, known as the Ten Brothers of the Order, emanate an
u nsettl ing barrier of rippl ing darkness that vei ls friendly  troops
and shields them from harm.



RAVENWING BLACK
KNIGHTS

Few warriors in  the galaxy are as tenaciou s and merci less as the
Black Knights of the Ravenwing. Styl ing themselves after the
monster-hu nting knights of old Cal iban, these el i te warriors fal l
u pon the mightiest of foes with  their corvu s hammers swinging
in bone-cru shing arcs. Mou nted u pon Mark IV  Raven-pattern
bikes, the Black Knights are a swift and u tterly  lethal  assau l t
force. The impact of their headlong charge is matched only  by  the
devastation they can cau se with  a howl ing vol ley  from their
plasma talons – indeed, few foes wi l l  su rvive ei ther. The Black
Knights are the u l timate weapon of the Grand Master of the
Ravenwing, deployed wherever their might is needed most.

To rise to the ranks of the Black Knights is a massive honou r for
any member of the Ravenwing, for the invitation can only  be
issu ed by one who is al ready a member of the el i te brotherhood. If
the offer is accepted the candidate mu st pass a series of deadly
trials known as the Seven Rites of the Raven. Those who l ive
throu gh these tests are sworn into the Black Knights in  a long and
solemn ri tu al  that cu lminates in  the V ow of the Beastslayer. With
this vow, the newly  elevated Black Knight swears to seek ou t evi l
and heresy  wherever i t may lu rk, to stalk i t to i ts lair and there
smite i t with  righteou s fu ry  u nti l  i ts threat to the Imperiu m is
ended forever.

It is from the Black Knights that the Grand Master of the
Ravenwing selects h is Inner Circle, imparting to them the
terrible revelations of their Chapter’s h istory  and reveal ing the
tru e pu rpose of their never-ending hu nt.



It is also from amongst the Black Knights that the warriors of the
Ravenwing Command Squ ad wil l  be drawn. Mu ch as in  a typical
Command Squ ad, th is u nit inclu des the Ravenwing Company
Standard Bearer, A pothecary  and Champion among their
nu mber, and are tasked as bodygu ards to whichever officer they
accompany. Racing into battle at the head of their mou nted
brotherhood, Ravenwing Black Knights form the tip of the spear,
leading their comrades’ thu nderbol t charge into the foe.

‘ I f our quarry stands? We  lay the m
low.
If our quarry fle e s? We  run the m
down.
If our quarry ple ads? We  liste n not.’

- Ravenwing Catechism of the Hu nt,
3rd Passage





NEPHILIM JETFIGHTERS

Sleek air-to-air interceptors, N ephi l im Jetfighters are hu nting
craft perfectly  in  keeping with  the Dark A ngels’ secret mission.
The oversized 2nd and 3rd Squ ads of the Ravenwing provide the
pi lots for these craft, their ski l l s at performing l ightning
manoeu vres in  h igh-speed warfare making them the ideal
candidates for the role. The combination of su ch  ski l led pi lots
with  the heavy armaments, impressive speed and stalwart
resi l ience of the N ephil im has proved a tru ly  potent one and,
since their inception in  late M40, these craft have served as the
foremost combat aircraft of their Chapter.

The Dark A ngels are a conservative Chapter, h ighly  resistant to
change or innovation. Freedom of thou ght is, after al l , the first
step u pon a dangerou s path  that leads to qu estions that shou ld
never be asked. Y et for al l  th is, N ephi l im pi lots are something of a
breed apart. While they revere the ancient rel ics that have been
u sed in  combat since the days of the Great Cru sade, they
continu al ly  pu sh  their Chapter’s Techmarines for enhancements,
modifications or newer marks of craft – anything that can boost
the speed with  which  they can take the fight to those who wou ld
deny the Emperor’s wi l l . Su ch  enthu siasm is looked u pon with
tolerance by  the Company Masters, for the resu l ts i t produ ces are
su bstantial .

THE SILVER TALON
The  Dark Ange ls can claim a

significant numbe r of skille d combat
pilots amongst the ir ranks. Of those



tale nte d individuals, only a handful
have  e ve r achie ve d sufficie ntly

spe ctacular de e ds to be  awarde d the
orde r of the  S ilve r Talon. This is the
gre ate st honour that a Dark Ange ls
pilot can e arn, and is give n only to

those  battle -brothe rs who have
achie ve d se e mingly impossible  fe ats
of he roism. Pre vious incumbe nts of
the  orde r include  Brothe r Azazie l,
who single -hande dly de fe nde d the

skie s above  Ne uve nport in his
Ne philim Je tfighte r for six hours

against succe ssive  wave s of Ne cron
Doom S cythe s, and Brothe r

Raphae nus of the  Rave nwing, whose
airborne  capture  of the  Falle n known
as Ghuldarkk is le ge ndary within the
Inne r Circle . Re cipie nts of this award
have  the ir name s grave n into the  Gate

of Ange ls, the  huge  stone  arch that
give s acce ss to the  Rock’s large st

launch bay. Furthe rmore , the y are
pe rmitte d to we ar a simple  silve r
pe ndant in the  shape  of a Rave n’s

talon, and to have  the  same  de vice
painte d onto the  hull of the ir Ne philim
or Dark Talon. This is an unusual – if

unde rstate d – de corative  honour that
shows how gre atly the  Dark Ange ls

value  the ir ace  pilots.





RAVENWING DARK TALONS

Sweeping from the ash-fi l led skies, the ominou s form of the
Ravenwing Dark Talon descends to snatch  u p the 2nd Company’s
prey. This archaic-looking craft bears sepu lchral  flou rishes
across i ts hu l l  – a gothic facade wel l  in  keeping with  i ts grim
pu rpose. It is the carrion bird that descends u pon the Fal len when
the chase is ru n. It is the shadowed angel  of death  that gathers
them u p to i ts cold, dark bosom. Those that the Ravenwing hu nt
have learned to fear the sinister si lhou ette of th is craft, for they
know that i t brings with  i t a  fate far worse than death .

The Dark Talon is equ ipped with  wing-mou nted hu rricane bol ters
ideal  for mowing down any fool ish  enou gh to stand in  i ts way.
However, the craft’s main armaments are far stranger –
prohibited weapons from the A ge of Technology which  the Dark
A ngels have repeatedly  denied having in  their possession. The
most deadly  of these, the ri ft cannon, is a weapon of absolu te
annihi lation intended to obl i terate the darkest devices and
mightiest protectors of the Fal len. Many of the renegades possess
the abi l i ty  to su mmon forth  Daemons of the Warp to fight in  their
stead. The ri ft cannon provides the Ravenwing with  the means to
simply  hu rl  su ch  enti ties straight back where they came from.
Shou ld the Fal len prove impossible to captu re, or another agency
of the Imperiu m threaten to discover the natu re of the Dark
A ngels’ hu nt, i t is also an excel lent weapon with  which  to remove
al l  evidence – or indeed he who was abou t to discover i t – in  the
most permanent of ways.

The most terri fy ing featu re of the Dark Talon is not a weapon at
al l , however. Concealed with in the craft’s hu l l  is a smal l  chamber
– l i ttle more than a l ightless metal  tomb that echoes with
sinister, whispering voices – into which  a captu red Fal len can be



loaded for transport back to the Rock. This holding cel l  has the
capacity  to engage a stasis field to paci fy  especial ly  trou blesome
cargo, thou gh i f the pi lot is feel ing vindictive they may neglect to
activate th is fu nction. Spending days trapped in  a void-dark
coffin  with  the voices of the lost gnawing at their minds prepares
the Fal len for qu estioning qu ite effectively ...

‘You are  ours now, he re tic. Whate ve r
you have  done , whate ve r you have
be e n, all that is ove r now. From this
mome nt on you have  but one  purpose ,
and one  hope : Re pe nt.’

- Brother Zerekian, Ravenwing Dark
Talon pi lot





DEATHWING TERMINATORS

The battle-brothers of the Deathwing take no pride in  their
exceptional  repu tation. They know that their physical  and mental
forti tu de is merely  what is necessary  to discharge their du ties,
prizing hu mble, monastic asceticism and sel flessness above al l
else. Clad in  the pale, hu lking plates of their Tactical
Dreadnou ght armou r, the veteran warriors of the Deathwing
march  u nfl inching into the fires of war. They feel  no compassion,
no remorse and no fear. Their absolu te devotion to the Chapter
leaves no room for anything bu t a cold and steely  fanaticism, and
they wou ld advance wi l l ingly  into the very  maw of the Warp i tsel f
were they ordered to do so. Whether fighting in  a Deathwing
Terminator Squ ad, or advancing at the side of a Chapter hero as
part of h is Deathwing Command Squ ad, these warriors are
amongst the greatest in  the Imperiu m.

The constant regime of ri tu al , contemplation and sel f-denial
u ndergone by the Deathwing scou rs their sou ls clean of
impu rities. They are mental ly  and spiri tu al ly  armou red against
the temptations of the Daemon and the heretic, deaf to their l ies
and blandishments ju st as they are to pleas of innocence or cries
for mercy. The battle-brothers of the Deathwing – whether
indoctrinated into the Inner Circle or not – fight in  the fu l l
knowledge that they are weapons, extensions of their masters’
wi l l , and indeed the Imperiu m has few weapons greater; the 1st
Company of the First Legion might not bask in  their terri fy ing,
gloriou s repu tation, bu t they always l ive u p to i t.

APOCRYPHAL TALES



The  Te rminators of the  Dark Ange ls
originally wore  black armour, but it

was painte d bone  white  in honour of a
battle  fought long ago. Le ge nds state
that a band of De athwing re turne d to

the  re cruiting world of the ir birth only
to find the ir pe ople  e nslave d to

Ge ne ste ale r invade rs. The  bre thre n
re painte d the ir armour, symbolising

that the y we re  de ad me n walking.
Fighting horde s of Ge ne ste ale rs, the y
pe ne trate d the  alie n lair and, though

the  battle  claime d many of the
Te rminators’  live s, ultimate ly the

world was fre e d. S ince  that day, the
De athwing have  ke pt the ir armour

white , in re me mbrance  of the  sacrifice
of the ir pre de ce ssors. This

instructional tale  is told by a hoode d
S e rge ant to e ve ry Dark Ange ls S cout
upon his e le vation to battle -brothe r.
Othe r oft-re pe ate d tale s in the  Dark
Ange ls’  lore  are  ‘The  Fall of House
Pe rivigilium’ , ‘The  S couring of the

S pace  Hulk Place of Fears ’ , the
‘Ve nge ance  of Be le ague re st’ , ‘The
Lion and the  S nake  of Caliban’ , and

‘Whispe r in the  Gloom’. All such Dark
Ange l le ge nds are  told at spe cific

points in a brothe r’s progre ss through
the  Chapte r’s ranks. S ome  te ll of

he roe s re turne d from war to find the ir
brothe rs corrupte d. Othe rs spe ak of
se lf-sacrifice  or the  re fusal to acce pt
surre nde r. No fe w touch upon those



se e king re de mption from
dishonourable  de e ds. S uch tale s instil
in e ve ry Dark Ange l a ze alous drive  to

right wrongs and se e k out e ne mie s,
no matte r whe re  the y might hide .







DEATHWING KNIGHTS

The very  pinnacle of an already el i te fighting force, the
Deathwing Knights are a shock assau l t force withou t equ al . Robed
and cowled, they embody the si lent nobi l i ty  and brooding threat of
the Lion h imsel f, whi le in  battle they sweep their enemies before
them with  contemptu ou s ease.

When a member of the Deathwing is deemed worthy, he is brou ght
into the Chamber of Ju dgements to face a series of chal lenges that
test h is strength , resolve and loyal ty  to the Chapter past any
breaking point he may have. Shou ld he prevai l , the warrior is
granted the ti tle of Knight and passes beneath  the shadowed arch .
A t th is time, i f he is not already privy  to the secrets of the Inner
Circle, the Knight wi l l  gain  revelation, learning of the terrible
history  of h is Chapter and i ts qu est for absolu tion. The Watchers
in  the Dark present each  new Knight with  h is mace of absolu tion
and a finely  wrou ght storm shield – heirlooms of the Great
Cru sade that sing with  barely  su ppressed power.

It is from amongst the Deathwing Knights that new Company
Masters are selected, for there is no finer proving grou nd than
this au gu st brotherhood. The Knights are u tterly  devoted to the
hu nt for the Fal len, and i t is in  the pu rsu ance of th is qu est that
they tru ly  learn i ts cost. By the time a Deathwing Knight is
promoted to the rank of Master, he u nderstands impl ici tly  that no
l i fe – even h is own – is more important than the Dark A ngels’
never-ending qu est for forgiveness.

CYPHER



Of all the  Falle n, none  is as hate d or
fe are d as the  e nigmatic and de e ply

siniste r individual known as Cyphe r.
He  appe ars as if from nowhe re ,

bringing de ath and de struction with
him, and the n vanishe s as abruptly as

he  arrive d. Cyphe r displays a
supe rnatural ability to e vade  capture ;
he  has be e n surrounde d by the  Dark
Ange ls many time s, ye t has always

e lude d the m. I t is as if Cyphe r is
watche d ove r by dark force s that

whisk him away from harm, though
some  among the  Inne r Circle  have
claime d that pe rhaps it is a highe r

powe r that prote cts him. Whate ve r the
truth, it is possible  that Cyphe r

re pre se nts the  Dark Ange ls’  only true
chance  of re de mption. I t has be e n

sugge ste d that the  se e mingly random
appe arance s of this myste rious,

cowle d figure  hide  a patte rn that has
not ye t be e n disce rne d. The re  is a

the ory, most commonly e spouse d by
the  Inne r Circle  of the  Disciple s of

Caliban, that Cyphe r move s slowly
across the  galaxy towards Te rra and

the  Empe ror himse lf. Many have
pointe d to the  fact that Cyphe r carrie s

a sword which he  ne ve r draws in
combat, and that this could be  the

fable d Lion S word, the  blade  once
wie lde d by Lion El’Jonson himse lf and

thought lost fore ve r with his
disappe arance . Whate ve r the  truth, it



is ce rtainly the  case  that whe n Cyphe r
appe ars, he  attracts othe r Falle n.

Be cause  of this, the  Inne r Circle  se e k
Cyphe r more  than any othe r. No price
is too high, and no de e d too he inous, to

e nsure  his capture .







VENERABLE
DREADNOUGHTS

With  their armou red hu l ls decorated by the Chapter’s finest
artisans, the V enerable Dreadnou ghts of the Dark A ngels exu de
sombre nobi l i ty . A l l  were once members of the Deathwing, and
their hu l ls are sti l l  painted in  the ri tu al  bone white borne by
those el i te warriors. The V enerable Dreadnou ghts of the Dark
A ngels have fou ght for many centu ries and sometimes longer, in
their Chapter’s name and they are, withou t exception, oath-sworn
members of the Inner Circle.

It is rare, bu t not u nknown, for a battle-brother to learn the
secrets of h is Chapter only  after h is interment in  a Dreadnou ght
sarcophagu s, and the sorrow and wrath  of su ch  enl ightened
revenants is terrible to behold. The dedication of the Dark A ngels’
V enerable Dreadnou ghts to the hu nt for the Fal len is fervent in
the extreme. A fter al l , where a typical  battle-brother may l ive to
see a handfu l  of the Fal len brou ght to ju stice, with  their
exceptional ly  long l i fespans the V enerable Dreadnou ghts see
hu ndreds hu nted down and captu red. Fu rthermore, over time, the
pi lots of the V enerable Dreadnou ghts accu mu late a weal th  of
wisdom concerning the Fal len – their habits, their ploys, and the
best ways to hu nt them. Thu s do the leaders of the Chapter come to
these ancients for advice on su ch  matters, and perfect the art of
the hu nt u nder their gu idance.

THE WARDENS IN WHITE
Be low the  Rock’s vaulte d galle rie s,



be yond the  Corridors of S hadows and
the  Portal of Pe numbral S orrow, is the
Chambe r of Passage ways. I t is to this

dome d and myste rious space  that
e ach prospe ctive  S upre me  Grand
Maste r is le d by the  Ke e pe r of the

Ke ys. As the  gre ate st he roe s of the
Chapte r pe rform the  rituals to se nd the
aspirant on into darkne ss alone , the y
are  watche d ove r by a pair of sile nt,

ancie nt guardians. The se  are  the
Warde ns in White , the  two e lde st

Ve ne rable  Dre adnought brothe rs of
the  De athwing.

The  sarcophagi of the se  time le ss
gate ke e pe rs are  he avy with oath

pape rs and ornate  de coration, and
the ir powe r plants rumble  softly as

the y loom motionle ss in the  dark. The
ide ntitie s and name s the y posse sse d
in life  are  now comple te ly subsume d
by se cre ts. We re  any foe  to pe ne trate

the  Rock’s countle ss de fe nce s, it
would be  the  duty of the  Warde ns in

White  to form the  last line , and to
de stroy him without he sitation. For

this re ason, the se  Dre adnoughts are
only take n to war in the  ve ry gre ate st

ne e d, and e ve n the n only one  may
le ave  his post and his duty at any

give n time .





DEATHWING LAND RAIDERS

Like great hu nting beasts, the Land Raiders of the Deathwing
bear down u pon their prey  with  lethal  intent. Painted in  white
and bearing the insignia of the Deathwing u pon their armou red
flanks, these mighty  tanks are el i te special ists in  their own right.
Only  the eldest Land Raiders are selected to serve the Deathwing,
vehicles with  indefatigable machine spiri ts that detest the works
of trai tors and heretics. So potent are these mechanised presences
that they can effect ru dimentary  repairs u pon their own
stru ctu res as battle proceeds, shru gging off damage and
rerou ting power arou nd compromised systems. In  th is way,
enemies who see their shots strike home against weapons or
motive u nits have their cries of triu mph cu t short as the Land
Raider rol ls from the blast, scorched bu t u ndau nted and with  i ts
offensive capabi l i ties sti l l  intact.

The Deathwing make fu l l  u se of both  the Cru sader and Redeemer
variant marks of Land Raider, and benefi t enormou sly  from the
special ist abi l i ties of these armou red behemoths. The Dark
A ngels’ annals are fu l l  of accou nts of Deathwing Squ ads del ivered
into the heart of the foe by  thu ndering Cru saders, or su pported
against overwhelming hordes of xenos or heretics by  the sweeping
firestorms of the Redeemers. Whoever the foe, the Land Raiders of
the Deathwing face them with  mu rderou s determination.

RITUALS OF THE DARK ANGELS
The  Dark Ange ls hold to a be wilde ring

array of ancie nt rite s and traditions,
from the  Fe ast of Male diction and the



Rite  of S ins Re nounce d to the  thre e
day Mindchant of the  Iron Pe nance .

Most sacrame nts are  le d by the  Dark
Ange ls Chaplains, ofte n accompanie d
by Company Maste rs. Many of the se
rite s and rituals involve  only small

groups of robe d and hoode d figure s,
but othe rs are  de live re d to whole

companie s or e ve n, ve ry rare ly, the
e ntire  Chapte r. S ome  are

instructional, some  involve  oath-
taking, while  othe rs are  myste rious,
le aving the  ne ophyte s in awe  at the

unusual proce e dings.

All, howe ve r, are  cold and sole mn
ce re monie s, for the  S ons of the  Lion
are  a se rious-minde d Chapte r who
be lie ve  in a singularity of purpose  –

that of absolute  de votion to battling the
Impe rium’s foe s. Though the y se e m

prosaic, none  of the  Dark Ange ls’
ce re monie s are  without me aning;

whe the r or not the  participants
unde rstand it is anothe r matte r.

Through de votion to the se  traditions,
the  Maste rs strive  to make  the ir Dark

Ange l bre thre n stronge r – in mind,
body and spirit – for in the  wars to
come , only the  most re solute  will

survive .





LIBRARIANS

The etheric energies of the Warp taint and u l timately  destroy
anything they tou ch. Y et for one with  su fficient wi l lpower, they
can be mastered and tu rned into a potent weapon. This is the
pu rview of the Librarians – battle-brothers whose u niqu e
mu tation al lows them to sense and wield the energies of the Warp
in Hu manity ’s defence.

Few prospective Librarians su rvive the hel l ish  training regime
they mu st u ndergo to prove their worth  to the Dark A ngels. Were a
corru pting Warp enti ty  to possess one of these psychical ly  gi fted
Space Marines, the Dark A ngels’ grim secrets might be exposed to
al l . A s su ch, they cannot cou ntenance even the sl ightest crack in
their Librarians’ mental  armou r, and have tested to destru ction
nu merou s talented candidates whom other Chapters might have
accepted and tu tored. While th is extreme intolerance makes the
Dark A ngels slow to replace losses with in their Librariu s, i t also
ensu res that those battle-brothers who do earn their place are
u tterly  incorru ptible, and completely  tru stworthy. A s su ch, every
single Dark A ngels Librarian is a member of the Inner Circle.
This position of knowledge al lows the Librarians to discharge
their du ties to the fu l lest; alongside the normal  tasks of record
keeping, psychic warfare and interstel lar commu nication, these
powerfu l  psykers are expected to assist in  the interrogation of the
Fal len. It is for th is reason that the Dark A ngels Librarians have
developed their own, sinister branch  of telepathy, a discipl ine
that al lows them to bu rrow into the minds of their victims and lay
their darkest secrets bare.

THE WATCHERS IN THE DARK



Pe rhaps the  strange st face t of the  Dark
Ange ls Chapte r is the  pre se nce  of the

Watche rs in the  Dark. The se
diminutive , hoode d atte ndants cluste r
around the  highe st-ranking warriors

of the  Chapte r, ofte n forming e e rie
proce ssions be hind the m during the ir

archaic rite s, or be aring ancie nt
arte facts into battle  at the ir side . None

can say for ce rtain what manne r of
cre ature  lie s be ne ath the  robe s of

the se  strange  figure s, but whate ve r
the y are  the y ne ve r spe ak a word.

The ir pre se nce  is sole mnly acce pte d,
if ne ve r acknowle dge d, by the  Dark

Ange ls; the y simply linge r, like  some
omnipre se nt manife station of guilt

clad in cowle d monastic robe s.

The  Watche rs are  able  to acce ss are as
of the  Rock that e ve n the  Dark Ange ls

cannot. The y come  and go as the y
ple ase , and from the ir first days as

novitiate s all Dark Ange ls are  warne d
not to inte rfe re  with or obstruct the

Watche rs in any way. Cautionary tale s
pe rsist, whispe re d by S cout brothe rs,
of those  who ignore d the se  warnings

and soon disappe are d, ne ve r to be
se e n again. The  air of mystique  and

me nace  that surrounds the se  strange
be ings is only he ighte ne d by the ir

prope nsity to haunt the  winding
passage s and dusty scroll-chambe rs
of the  Rock’s Librarius, though what



strange  busine ss the y have  the re  is a
myste ry to all.







INTERROGATOR-CHAPLAINS

Menacing figu res of fear, the Interrogator-Chaplains of the Dark
A ngels u nsettle even their own battle-brothers with  their si lent
scru tiny. Sworn to the Inner Circle du ring a convolu ted ceremony
in the Hal l  of Secrets, every  Interrogator-Chaplain  has passed the
Test of Faith  and learned the grim secrets of h is Chapter’s h istory.
Henceforth  they become shadowed mirrors of their previou s
selves; where most Chaplains are bel lowing firebrands who
inspire their brothers, Interrogator-Chaplains are si lent and
intense, watching always for the sl ightest h int of heresy  or
weakness.

The cau se of th is sh i ft in  demeanou r is not simply  the revelations
of the Inner Circle, thou gh certainly  these discoveries assai l  a
Chaplain ’s fai th  in  the incorru ptibi l i ty  of h is brethren. Rather, i t
is the dread du ties that come with  promotion that tu rn
Interrogator-Chaplains into su ch  grim and brooding figu res.
When the Fal len are captu red and brou ght back to the dark cel l s
deep with in the Rock, i t is the Interrogator-Chaplains who mu st
secu re their confessions by  any means necessary. This requ ires a
wil l  of u nbreakable adamant, as the horri fic acts of forcing
repentance are not an easy  bu rden to bear. Interrogator-
Chaplains mu st weather heretical  ranting and l ies, discern
insincere bleating and remain steadfast in  their commitment to
compel  contri tion from the l ips of trai tors. Ever more drastic
agonies mu st be administered by the Interrogator-Chaplain, and
over time their own sou ls are sou red by the vi le acts requ ired to
save those of the Fal len.

THE BLACK PEARLS



An Inte rrogator-Chaplain is pe rmitte d
to add a single  black pe arl to his

rosarius for e ach one  of the  Falle n that
he  convince s to re pe nt. Confe ssions

are  as hard-won as the y are  rare , and
most Inte rrogator-Chaplains me e t

the ir e nd with only a handful of black
pe arls to the ir name . Maste r Molocia –

inarguably the  gre ate st of his grim
profe ssion – die d afte r ove r thre e

hundre d ye ars of se rvice  with only te n
black pe arls, and to this day no othe r

has be e n able  to e mulate  his
achie ve me nt. S till, e ve ry

Inte rrogator-Chaplain strive s to do
just that, not for pe rsonal glory but

be cause  e ve ry pe arl acquire d
re pre se nts a tiny shre d of the ir

Chapte r’s honour stitche d back into
that once -proud tape stry.

The  black pe arls the mse lve s can only
be  found on the  plane t of Malmar, a

wate ry de ath world on the  e dge  of the
Eye  of Te rror. Upon promotion to his

role , e ach Inte rrogator-Chaplain must
trave l to Malmar to re trie ve  a black
pe arl from amongst the  razor-re e fs.

This tre asure  is store d within the
Re clusiam, in the  hope  that one  day it

will be  re turne d. Malmar’s global
oce ans are  swe pt by storms of

incre dible  fe rocity, the ir churning
wave s thick with arthropod supe r-

pre dators the  size  of S trike  Cruise rs.



Worse , it is said that on Malmar one
must face  his own darke st

te mptations, a te st of will that make s
all othe r thre ats pale  in comparison.







BATTLE & RESERVE
COMPANIES

Brother A rakiel , Tactical  Marine, 3rd Company, 4th  Squ ad.
A rakiel ’s left knee displays h is company’s colou rs.



Brother N ezekh, Company V eteran. The left shou lder gu ard shows
the Chapter icon with  3rd Company markings.

Brother Zendek is a member of the 8th  Company’s 3rd A ssau l t
Squ ad, u nder the command of Master Molochi .



Devastator Marine Borias, 9th  Company, 2nd Squ ad, bears h is
company’s colou rs on a rou ndel  u pon h is greave.



Master Ezekiah. His left shou lder gu ard shows the Chapter icon,
while h is right bears Terminator Honou rs.



Chaplain  A zazel . His left shou lder gu ard shows the Chapter icon,
while h is right displays the insignia of the Reclu siam.



Brother Zachariu s, Company Champion. The gold-plated shou lder
gu ards are a clear indicator of h is statu s.



A pothecary  N ephriel . His right shou lder gu ard bears the Prime
Hel ix u pon the white of the A pothecarion.

Dark A ngels display  their squ ad designation and nu mber u pon
their right shou lder gu ard. Shown above are the traditional



markings of Dark A ngels Tactical  Marines, who comprise the first
six squ ads in  each  of the Chapter’s Battle Companies.

A ssau l t Squ ad markings

Devastator Squ ad markings

Company V eteran marking



Dark A ngels Rhino Lionhe art i s attached to a Tactical  Squ ad of
the 3rd Company.



Dark A ngels Predator Traitor’s End i s the 2nd tank to be attached
to the 5th  Company.



Brother A zmodor. The markings on h is hu l l  indicate that he is the
2nd Dreadnou ght of the Dark A ngels 5th  Company.

The Dark A ngels Chapter icon



Squ ad designations borne by  transport vehicles

3rd Company

4th  Company

5th  Company



6th  Company

7th  Company

8th  Company

9th  Company



Techmarine Loraphael . His left shou lder gu ard displays the
insignia of the Dark A ngels, whi le the right shows the Machina

Opu s.



DEATHWING

Brother Depheros, Deathwing Terminator. The left shou lder gu ard
bears the Cru x Terminatu s, whi le the right shows the broken-

sword insignia of the Deathwing.



Deathwing Terminator Sergeant Isiah . Both  shou lder gu ards are
embel l ished with  devotional  scrol ls, whi le h is left knee carries a

heraldic device to identi fy  h is squ ad.



Brother N ephoros, Deathwing Knight. The left shou lder gu ard
bears the Cru x Terminatu s, whi le the right shows an icon of the

Deathwing Knights.



Deathwing Knight Master A chrabael . Both  shou lder gu ards
featu re the green trim that distingu ishes Deathwing Knights

from Terminator Squ ads.



Codicier Tu rmiel , Dark A ngels Librarian. The left shou lder gu ard
shows an ornate Chapter insignia, whi le the right displays the

horned sku l l  icon of the Librariu s.



Lexicaniu m A spholon, Dark A ngels Librarian. Hidden in  ancient
scrol ls and tomes secu red abou t h is person, A spholon bears to war

the dark secrets of interromancy.



Interrogator-Chaplain  Dakaru s. His left shou lder featu res both
Chapter insignia and Inner Circle markings, whi le the right

shows a sku l l  icon of the Interrogator-Chaplains.



Interrogator-Chaplain  Ephrek. The left shou lder bears the Cru x
Terminatu s, whi le the right combines a symbol  of the

Interrogator-Chaplains with  the Chapter icon.



V enerable Dreadnou ght Rakaziel . The inscriptions on Rakaziel ’s
hu l l  l ist some of the many campaigns he has fou ght in  over the

mil lennia.



V enerable Dreadnou ght Hammael . Hammael  bears a nu mber of
devotional  scrol ls and personal  honou r badges on the hu l l  of h is

V enerable Dreadnou ght.



Deathwing company insignia

Rou ndels indicating the 1st and 7th  vehicles of the company.

Deathwing heraldic devices



Deathwing A pothecary  V andriel  bears the Prime Hel ix of the
A pothecarion u pon the Cru x Terminatu s on h is left shou lder.



The Company Banner of the Deathwing is carried into battle by
the Company Standard Bearer.



Deathwing Land Raider Inde fatigable , identi fied as the 5th  tank
of the 1st Company.

Deathwing Land Raider Cru sader Final S anction. Instead of
conventional  nu mbering, th is vehicle displays the heraldic

device adopted by i ts passengers.





RAVENWING

Brother Zephrael , Ravenwing Biker, 1st Squ ad. The Ravenwing
company insignia is worn on the left shou lder.



Sergeant Rith iel , Ravenwing Sergeant, 2nd Squ ad. The squ ad
nu mber is displayed on the right shou lder.

Ravenwing helmets tend to featu re Dark A ngels iconography, as
wel l  as hardened vox aerials. The emblem of the Ravenwing is

always depicted in  white.

Ravenwing Marines display  their squ ad nu mber on their right
shou lder gu ard, as shown above.



Brother Zael ion, Ravenwing Company Champion, is armed with
the Blade of Cal iban that signifies h is rank.

Ravenwing A pothecary  Ekrophan. His right shou lder gu ard



carries the insignia of the Ravenwing A pothecary.

Members of the Ravenwing Inner Circle can be identi fied by
vertical  gold bars on their shou lder pads.

Ravenwing Company Banner



The Space Marine bikes of the Ravenwing are instantly
recognisable by  the sty l ised banners fi tted to their chassis.



Ravenwing Black Knight ‘Raven’ pattern bikes are armed with
the fearsome plasma talon, and often featu re ornate honou r

markings reflective of their riders’ veteran statu s.

Land Speeder Tornado S tormlash. This vehicle’s hu l l  shows i ts



squ adron nu mber and the icon of the Ravenwing.

Ravenwing Land Speeder He re sy’s End, displaying i ts
squ adron nu mber and pu rity  seals.

Ravenwing shou lder gu ards for squ ads seven to ten, from which
Su pport Squ adron crews are often drawn.



Ravenwing Land Speeder V engeance Lion’s S torm, showing the
craft’s distinctive ou tl ine and increased crew capacity .



This Ravenwing gu nner’s shou lder gu ard incorporates a
marksman’s honou r.



Ravenwing Dark Talon De athshroud. The craft’s hu l l  displays the
Ravenwing insignia and i ts squ adron nu mber.



N ephil im Jetfighter Knight of the  Gloaming, displaying the
Ravenwing insignia and i ts squ adron nu mber.



Ravenwing Marines bear honou r markings su ch  as the one shown
here, which  can be appl ied to the hu l ls of their craft.



SUCCESSOR CHAPTERS

ANGELS OF VENGEANCE

Brother Scylo and Brother-Sergeant Shaddrach, A ngels of
V engeance 3rd Company, 1st Tactical  Squ ad

The A ngels of V engeance retain  the original  black armou r of the
Dark A ngels Legion, and the members of their Inner Circle are

robed in  the same grim colou r.



CONSECRAT ORS

Brother V and and Brother-Sergeant V ’draes, Consecrators 6th
Company, 2nd Tactical  Squ ad

The Consecrators Chapter are known to favou r older patterns of
power armou r and wargear. On occasion, th is may compel  them to

display  squ ad nu mbers and designations elsewhere u pon their
armou r.



ANGELS OF REDEMPT ION

Brother Z’chael  and Brother-Sergeant Tol , A ngels of Redemption
5th  Company, 3rd Tactical  Squ ad

The A ngels of Redemption’s halved colou r scheme is
complemented by the red robes of their senior officers.



DISCIPLES OF CALIBAN

Brother A laron and Brother-Sergeant Ramiel , Disciples of
Cal iban 7th  Company, 4th  Tactical  Squ ad

The black and dark green of the Disciples of Cal iban is similar to
the l ivery  of the Dark A ngels, with  squ ad designations picked ou t

in  white.



ANGELS OF ABSOLUT ION

Brother Calen and Brother-Sergeant Cafael , A ngels of A bsolu tion
6th  Company, 5th  Tactical  Squ ad

A rmou red in  bone white and dressed in  robes of deep green, the
A ngels of A bsolu tion invert the company markings of their

parent Chapter.



GUARDIANS OF T HE COVENANT

Brother Boros and Brother-Sergeant N yphas, Gu ardians of the
Covenant 3rd Company, 6th  Tactical  Squ ad

The gu nmetal  armou r of the Gu ardians of the Covenant is often
covered in  l ines of painstakingly  engraved script copied from the

pages of revered texts.





SONS OF THE LION

The Dark Angel s radi ate stern nobi l i ty  as they  march
i nto battl e, thei r ornate banners and grav en rel i quari es
a sombre but i nspi ri ng si ght. The dark green of thei r
warri ors’ power armour contrasts wi th the bone whi te
and mi dni ght bl ack of the Deathwi ng and Rav enwi ng,
creati ng a stri ki ng panopl y  of  war that i s unmi stakabl e
upon the fi el d of  battl e.























































FORCES OF THE DARK
ANGELS

The fol l owi ng secti on detai l s background and rul es
i nformati on that descri be the forces used by  the Dark
Angel s – thei r warri ors, thei r v ehi cl es and the characters
that l ead them to battl e. Thi s secti on wi l l  enabl e y ou to
forge y our col l ecti on of Dark Angel s mi ni atures i nto an
army  ready  to fi ght battl es i n y our games of
Warhammer 40,000.

CHOOSING AN ARMY
When choosing an army to play  a game of Warhammer 40,000,
there are two main ways of organising you r col lection. These are
the Unbou nd method, which  means taking whichever u nits you
l ike, and the Battle-forged method, which  is more rigid bu t has
extra benefi ts. Both  are described fu l ly  in  Warhamme r 40,000:
The  Rule s.

If you  are u sing the Unbou nd method, simply  u se the datasheets
later in  th is section that correspond to the models in  you r
col lection. If you  are u sing the Battle-forged method, you  wi l l
instead need to organise the models in  you r col lection into
Detachments. This is a fu n process in  i ts own right. The most
common of these are the Combined A rms and A l l ied Detachments.
N ote that you  can also inclu de any of the Formations presented in
th is section as part of a Battle-forged army.



The Lion’s Blade Strike Force is a special  type of Detachment that
can be inclu ded in  any Battle-forged army. Unl ike the
Detachments shown in  Warhamme r 40,000: The  Rule s, i t has a
Force Organisation Chart whose slots are a combination of speci fic
Formations and A rmy List Entries instead of Battlefield Roles.
However, i t sti l l  has compu lsory  and optional  elements, as wel l  as
Restrictions and Command Benefi ts, ju st l ike any other
Detachment.

A l thou gh u nits cannot normal ly  belong to more than one
Detachment, u nits from a Formation that is part of a Lion’s Blade
Strike Force are an exception. They cou nt as part of both  their
Formation and the Detachment, and have al l  associated
Command Benefi ts and special  ru les. If you r Warlord is part of a
Formation or an A rmy List Entry  that makes u p part of a Lion’s
Blade Strike Force, that entire Strike Force is you r Primary
Detachment.



LION’S BLADE STRIKE FORCE
The Li on’s Bl ade Stri ke Force al l ows y ou to represent the
ty pi cal  structure of  a Dark Angel s army  on the
Warhammer 40,000 battl efi el d. Whether y ou wi sh to
fi el d a ful l  Battl e Company  wi th support el ements to
cl eanse an enti re star sy stem of foes, or a force assembl ed
to tackl e a speci fi c threat, the choi ces bel ow offer a great
way  to pi ck y our army .

For e xample , Adam’s Dark Ange ls colle ction consists of Azrae l,
Be lial, a Company Maste r, an Inte rrogator-Chaplain, four Tactical
S quads, a S cout S quad, two units of De athwing Te rminators, a
Rave nwing Bike  S quad, an Assault S quad, a Rave nwing Land
S pe e de r, a Ne philim Je tfighte r, a De vastator S quad and a Land
Raide r.

I f Adam wishe s to organise  his colle ction using the  Battle -forge d
me thod – as de scribe d in Warhammer 40,000: The Ru les – all of his
units ne e d to be  part of a De tachme nt or a Formation. Adam
achie ve s this by choosing one  Lion’s Blade  S trike  Force  and one
Combine d Arms De tachme nt from Warhammer 40,000: The Ru les.

The  Lion’s Blade  S trike  Force  in Adam’s army consists of one  Core
choice , one  Command choice  and two Auxiliary choice s.
S pe cifically, it consists of an Inne r Circle  (Azrae l), a Battle  De mi-
company (the  Company Maste r, thre e  Tactical S quads, the  Assault
S quad and the  De vastator S quad), a Rave nwing Attack S quadron
(the  Rave nwing Bike  S quad and the  Land S pe e de r) and a
De athwing Re de mption Force  (Be lial and both of the  De athwing
Te rminator S quads).

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



Inte rrogator-Chaplain (HQ), his Ne philim Je tfighte r (Fast Attack)
and his Land Raide r (He avy S upport) form a Combine d Arms
De tachme nt. As all of his units be long to a De tachme nt or a
Formation, Adam’s army is a Battle -forge d army. The  units that are
part of the  Lion’s Blade  S trike  Force  the re fore  have  the  S upre me
Fire  Discipline  Command Be ne fit, whilst those  that are  part of the
Combine d Arms De tachme nt have  the  Obje ctive  S e cure d Command
Be ne fit. Finally, Adam choose s Azrae l to be  his Warlord – the  Lion’s
Blade  S trike  Force  is the re fore  his army’s Primary De tachme nt.

RESTRICTIONS:
This Detachment mu st inclu de a minimu m of one Core choice and
one A u xi l iary  choice. It can optional ly  inclu de any nu mber of
additional  Core or A u xi l iary  choices, in  any combination, and u p
to one Command choice for each  Core choice. Only  the datasheets
l isted above can be inclu ded in  th is Detachment, and al l  u nits in
the Detachment mu st have the Dark A ngels Faction.

COMMAND BENEFITS:
Company  Support: If a Lion’s Blade Strike Force inclu des two
Battle Demi-companies, one inclu ding a Company Master and the
other inclu ding a Chaplain, then together they form a Battle
Company. A ny u nit from the Battle Company that has the option
to take a Rhino , Razorback or Drop Pod as a Dedicated Transport
may take one at no points cost (thou gh they mu st pay for any
additional  u pgrades and options as normal).

Supreme Fi re Di sci pl i ne: Unless Jinking, al l  models in  th is
Formation that have the Grim Resolve special  ru le fire Overwatch
u sing their normal  Bal l istic Ski l l  characteristic.



Core 1+

A u xi l iary  1+

Command 0-1 per Core

BAT T LE DEMI-COMPANY
• 1 Company Master or Chaplain
• 0-1 Command Squ ad
• 0-1 Company V eterans Squ ad
• 3 Tactical  Squ ads
• 1 A ssau l t Squ ad
• 1 Devastator Squ ad
• 0-1 u nits of Dreadnou ghts

INNER CIRCLE (0-1 per BAT T LE DEMI-
COMPANY)
• 1 A zrael , Bel ial , Sammael  1, Company Master, Interrogator-

Chaplain  2 or Librarian 3



RAVENWING AT T ACK SQUADRON
• 1 Ravenwing Bike Squ ad or 1 Ravenwing A ttack Bike Squ ad
• 1 Ravenwing Land Speeder or Land Speeder V engeance

RAVENWING SUPPORT  SQUADRON
• 1 u nit of Ravenwing Land Speeders
• 1 Ravenwing Darkshrou d or Land Speeder V engeance

RAVENWING SILENCE SQUADRON
• 2 N ephil im Jetfighters
• 1 Ravenwing Dark Talon

10th COMPANY SUPPORT
• 1-5 u nits of Scou ts

T HE HAMMER OF CALIBAN
• 1 Techmarine
• 1 Land Raider, Land Raider Cru sader or Land Raider

Redeemer
• 1 u nit of Predators, Whirlwinds or V indicators



DEAT HWING REDEMPT ION FORCE
• 1 Bel ial , Company Master, Interrogator-Chaplain  or Librarian
• 2-5 Deathwing Terminator Squ ads
• 0-1 Deathwing Command Squ ad
• 0-1 u nits of Deathwing Knights
• 0-1 u nit of V enerable Dreadnou ghts

1 S able claw may be  take n in place  of S ammae l.

2 Asmodai may be  take n in place  of an Inte rrogator-Chaplain.

3 Eze kie l may be  take n in place  of a Librarian.



DATASHEETS

Each Dark Angel s uni t i n thi s book has a datasheet.
These detai l  ei ther Army  Li st Entri es or Formati ons,
prov i di ng al l  the rul es i nformati on that y ou wi l l  need
to use y our model s i n y our games of Warhammer 40,000.

ARMY LIST  ENT RIES
Each A rmy List Entry  contains the fol lowing information:

1. Facti on: The  unit’s Faction is shown he re  by a symbol. All units
that have  this symbol, which include s all the  units de scribe d in this
book, have  the  Dark Ange ls Faction.



2. Battl efi el d Rol e: The  unit’s Battle fie ld Role  is shown he re  by a
symbol. Units in this book have  one  of the  following Battle fie ld
Role s: HQ, Troops, Elite s, Fast Attack, He avy S upport or Lords of
War. The  symbols for the se  Battle fie ld Role s are  de fine d in
Warhammer 40,000: The Ru les.

3. Poi nts Cost: This is the  points cost of the  unit without any
upgrade s, use d if you are  choosing an army to a points value .

4. Uni t Name: He re  you will find the  name  of the  unit.

5. Uni t Profi l e: This se ction will show the  profile s of any mode ls
the  unit can include .

6. Uni t Ty pe: This re fe rs to the  unit type  rule s in Warhammer
40,000: The Ru les. For e xample , a unit may be  classe d as Infantry,
Cavalry or Ve hicle , which will subje ct it to a numbe r of rule s
re garding move me nt, shooting, assaults, e tc.

7. Uni t Composi ti on: This se ction shows the  numbe r and type  of
mode ls that form the  basic unit, be fore  any upgrade s are  take n.

8. Wargear: This se ction de tails the  we apons and e quipme nt the
mode ls in the  unit are  arme d with, many of which are  de scribe d in
more  de tail in the  Appe ndix of this book. The  cost for all the  unit’s
basic e quipme nt is include d in its points cost.

9. Warl ord Trai ts: S ome time s a characte r’s datashe e t will have
a spe cific Warlord Trait, in which case  it will be  liste d he re .

10. Speci al  Rul es: Any spe cial rule s that apply to mode ls in the
unit are  liste d he re . S pe cial rule s that are  unique  to mode ls in that
unit are  de scribe d in full he re , whilst othe rs are  de taile d e ithe r in
the  Appe ndix of this book or in the  S pe cial Rule s se ction of



Warhammer 40,000: The Ru les.

11. Rel i cs of  Cal i ban: S ome  e ntrie s have  unique  ite ms of
warge ar, the  de scription and rule s for which will be  liste d he re .

12. Uni t Descri pti on: This se ction provide s a background
de scription of the  unit, de tailing the ir particular stre ngths and
we akne sse s along with the  tactics and me thods the y e mploy to



wage  war in the  grim darkne ss of the  41st Mille nnium.

13. Opti ons: This se ction lists all of the  upgrade s you may add to
the  unit if you wish to do so, alongside  the  associate d points cost for
e ach. Whe re  an option state s that you may e xchange  one  we apon
‘and/or’  anothe r, you may re place  e ithe r or both, provide d you pay
the  points cost for e ach. The  abbre viation ‘pts’  stands for ‘points’  and
‘pts/mode l’  stands for ‘points pe r mode l’ . Whe re  applicable , this
se ction also re fe rs to any Transports the  unit may take . The se  have
the ir own datashe e ts. De dicate d Transports do not use  up any slots
on a Force  Organisation Chart, but othe rwise  function as se parate
units. The  De tachme nts se ction of Warhammer 40,000: The Ru les
e xplains how De dicate d Transports work.



FORMAT IONS
Formation datasheets are identi fied by  th is symbol . The ru les for
Formations can be fou nd in  Warhamme r 40,000: The  Rule s. A
Formation datasheet wi l l  l ist the A rmy List Entries which  make
u p the Formation, any restrictions u pon what i t may inclu de, and
any special  ru les the Formation’s u nits gain.



DARK ANGELS WARGEAR LIST
These l i sts detai l  the poi nts v al ues of  v ari ous i tems of
wargear av ai l abl e to uni ts i n y our army . Many  uni t
entri es i n the datasheets that fol l ow may  i ncl ude
wargear opti ons from one or more of these l i sts – i n each
i nstance, the datasheet wi l l  tel l  y ou (i n bol d text)
exactl y  whi ch of these l i sts y ou may  use. Rul es for these
i tems can be found i n the Appendi x.

RANGED WEAPONS
A  model  may replace i ts bol tgu n, bol t pistol  and/or Melee weapon
with  one of the fol lowing:
- Bol tgu n…fre e
- Storm bol ter…5 pts
- Combi-flamer, -grav, -melta or -plasma…10 pts
- Grav-pistol  or plasma pistol…15 pts

MELEE WEAPONS
A  model  may replace i ts bol tgu n, bol t pistol  and/or Melee weapon
with  one of the fol lowing:
- Chainsword…fre e
- Lightning claw…15 pts
- Power weapon…15 pts
- Power fist…25 pts
- Thu nder hammer…30 pts

T ERMINAT OR WEAPONS
A  model  wearing Terminator armou r may replace i ts storm bol ter
with  one of the fol lowing:
- Combi-flamer, -melta or -plasma…5 pts



- Lightning claw…10 pts
- Thu nder hammer…25 pts

A  model  wearing Terminator armou r may replace i ts power
weapon with  one of the fol lowing:
- Lightning claw…5 pts
- Storm shield…5 pts
- Power fist…10 pts
- Chainfist or thu nder hammer…15 pts

T ERMINAT OR HEAVY WEAPONS
A  model  wearing Terminator armou r may replace i ts storm bol ter
with  one of the fol lowing:
- Heavy flamer…10 pts
- Plasma cannon…15 pts
- A ssau l t cannon…20 pts
- Cyclone missi le lau ncher 1…25 pts

HEAVY WEAPONS
A  model  may replace i ts bol tgu n with  one of the fol lowing:
- Heavy bol ter or mu lti-melta…10 pts
- Missi le lau ncher (with  frag and krak missi les)…15 pts 
May also take flakk missi les…10 pts
- Plasma cannon…15 pts
- Lascannon…20 pts
- Grav-cannon with  grav-amp…35 pts

SPECIAL WEAPONS
A  model  may replace i ts Melee weapon or bol tgu n with  one of the
fol lowing:
- Flamer…5 pts
- Meltagu n…10 pts
- Grav-gu n or plasma gu n…15 pts



SPECIAL ISSUE WARGEAR
A  model  may take u p to one of each  of the fol lowing:
- A u spex…5 pts
- Combat sh ield…5 pts
- Melta bombs…5 pts
- Digital  weapons…10 pts
- Ju mp pack 2…15 pts
- Conversion field…20 pts

DREADNOUGHT  WEAPONS
A  model  may replace i ts mu lti-melta with  one of the fol lowing:
- Twin-l inked au tocannon…5 pts
- Twin-l inked heavy bol ter…5 pts
- Twin-l inked heavy flamer…5 pts
- Plasma cannon…5 pts
- A ssau l t cannon…10 pts
- Twin-l inked lascannon…15 pts

DARK ANGELS ST ANDARD
A  model  may take u p to one of the fol lowing:
- Company standard…15 pts
- Chapter banner (one per army)…25 pts
- Sacred standard…35 pts

RELICS OF CALIBAN
Only one of each  rel ic may be taken per army. A  model  may
replace one weapon with  one of the fol lowing:
- Shrou d of Heroes 3…10 pts
- Foe-smiter…15 pts
- Lion’s Roar…20 pts
- Mace of Redemption…30 pts
- Monster Slayer of Cal iban…40 pts
- The Eye of the Unseen  3…40 pts



DARK ANGELS VEHICLE EQUIPMENT
A  model  may take u p to one of each  of the fol lowing:
- Dozer blade 4…5 pts
- Storm bol ter…5 pts
- Extra armou r…10 pts
- Hu nter-ki l ler missi le…10 pts

1 Doe s not re place  the  mode l’s storm bolte r.

2 May not be  take n by a Te chmarine , or a mode l e quippe d with
Te rminator armour or a S pace  Marine  bike .

3 Doe s not re place  one  of the  characte r’s we apons.

4 May not be  take n by a Land Raide r of any type .







BELIAL
GRAND MASTER OF THE

DEATHWING

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 (Uni que)

WARGEAR:
• Termi nator armour
• Storm bol ter
• Iron hal o
• Tel eport homer

WARLORD T RAIT :



• The Hunt

SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e
• Independent Character

Marked for Retri buti on: Bel ial  re-rol ls al l  fai led To Hit rol l s
when fighting in  a chal lenge.

Tacti cal  Preci si on: Bel ial  and h is u nit do not scatter when
arriving by  Deep Strike.

OPT IONS:
• May replace storm bol ter and Sword of Si lence with  two

l ightning claws or a thu nder hammer and storm shield…fre e

RELIC OF CALIBAN
Sword of Si l ence: A powe r we apon
crafte d from the  same  me te orite  as the
S word of S e cre ts, the  S word of
S ile nce  has traditionally be e n gifte d to
the  most le thal close -quarte rs
combatant in the  Dark Ange ls. The
S word of S ile nce  se e ms to swallow
ne arby light and sound, absorbing
the m into its glowing obsidian blade .



Blade  in hand, Grand Maste r Be lial advance s implacably upon his
foe s. No gre ate r swordsman e xists within the  ranks of the  Dark
Ange ls, for Be lial’s e xpe rtise  with a blade  is as instinctive  as it is
le thal. I t make s no diffe re nce  whe the r his foe  is a be llowing Ork
warlord, a towe ring Tyranid bio-horror, or a dae monically
e mpowe re d he re tic; Be lial’s onslaught soon se e s the m cut to



ribbons, the ir blood slicking the  gloaming blade  of the  S word of
S ile nce . Be lial take s no joy in his victorie s, or his he roic
accomplishme n ts. Rathe r, the  Grand Maste r e xpe cts nothing but
pe rfe ction from himse lf in e ve ry sword-blow and shot, tre ating
e ve n the  slighte st failure  as cause  for ce nsure . He  de mands no le ss
of the  warriors who march at his side , his De athwing bre thre n
fighting the ir way through impossible  odds be ne ath the  glare  of
the ir e xacting maste r. Be lial has good re ason for his ste rn style  of
le ade rship. He  knows that, with e ve ry chance  misse d and battle -
brothe r lost, the  task of hunting down the  Falle n be come s harde r.
No matte r what miracle s he  and his bre thre n achie ve , absolution
will always re quire  more ...



SAMMAEL
GRAND MASTER OF THE

RAVENWING

UNIT  T YPE:
Jetbi ke (Character)

UNIT  COMPOSIT ION:
1 (Uni que*)

* You may not include  S ammae l and S able claw in the  same  army.

WARGEAR:
• Bol t pi stol
• Pl asma cannon
• Twi n-l i nked storm bol ter
• Frag grenades
• Krak grenades



• Iron hal o
• Tel eport homer

WARLORD T RAIT :
• Rapi d Manoeuv re

SPECIAL RULES:
• Eternal  Warri or
• Fearl ess
• Gri m Resol v e
• Hatred (Chaos Space Mari nes)
• Hi t & Run
• Independent Character
• Rav enwi ng
• Scout
• Ski l l ed Ri der

Swi ft  Vengeance: Sammael  can fire u p to two ranged weapons
in the Shooting phase.

RELIC OF CALIBAN
Rav en Sword: This sword is one  of a
numbe r of blade s fabricate d out of a
me te orite  that struck the  Rock at Al
Baradad, shortly afte r the  fall of
Caliban. I t was name d the  Rave n
S word, for it is traditionally the



we apon of the  Grand Maste r of the
Rave nwing. Like  the  othe r re lics
whose  origin it share s, the  Rave n
S word has a razor-sharp e dge  that
has ne ve r dulle d. Alone  amongst its
brothe rs, howe ve r, it make s a low
ke e ning sound whe n swung that fe w
foe s have  he ard and live d to spe ak of.



S cre aming ove r the  he ads of his foe s upon the  ancie nt je tbike
Corvex , Grand Maste r S ammae l strike s like  the  Lion’s own blade .
Courage ous to the  point of madne ss, the  maste r of the  Rave nwing
we ave s low ove r the  battle fie ld, hurtling be twe e n the  striding le gs
of Titans or hamme ring through the  ranks of the  foe  with the  Rave n
S word flashing brightly. S ammae l’s cloak stre ams be hind him as he
arcs through the  skie s, re se mbling the  dark wings of some  vast
rave n as he  swe e ps ahe ad of the  warriors unde r his command. Of
course , the  Grand Maste r and his je tbike  are  far more  than a
figure he ad; the  fe rocious blasts of Corvex’s plasma cannon re duce
e ve n the  mightie st foe s to vitrifie d ash, while  S ammae l’s e ve ry
sword blow le ave s contrails of blood stre aming through the  air
be hind it.



SABLECLAW
GRAND MASTER OF THE

RAVENWING’S LAND SPEEDER

UNIT  T YPE:
Vehi cl e (Fast, Ski mmer, Character)

UNIT  COMPOSIT ION:
1 (Uni que*)

* You may not include  S ammae l and S able claw in the  same  army.

WARGEAR:
• Twi n-l i nked assaul t cannon
• Twi n-l i nked heav y  bol ter
• Iron hal o



WARLORD T RAIT :
• Rapi d Manoeuv re

SPECIAL RULES:
• Deep Stri ke
• Gri m Resol v e
• Rav enwi ng
• Scout
• Ski l l ed Ri der

RELIC OF CALIBAN
Rav en Sword: The  ke e ning of the
Rave n S word rise s to a shrie k as
S ammae l swings it from his se at
aboard Sableclaw.

A t the end of the Movement phase,
nominate one enemy u nit not locked
in combat that th is model  has moved
over that tu rn. That u nit takes D3+1
hits resolved at Strength  4 A P2,
u sing Random A l location. These h its
have the Ignores Cover special  ru le,
bu t do not benefi t from any of the
model ’s other special  ru les. A gainst
vehicles, these h its are resolved
against the target’s rear armou r.



A dark shadow falls across the  foe  as S ammae l’s pe rsonal Land
S pe e de r, Sableclaw, swe e ps ove rhe ad. This is followe d mome nts
late r by a vicious barrage  of e xplosions – a withe ring hail of assault
cannon and he avy bolte r fire  churning through the  e ne my ranks
and le aving trails of torn corpse s in its wake . Whe re  re turn fire
lashe s skyward, it is unable  to pe ne trate  Sableclaw’s myste rious
de fe nce s and bursts into harmle ss blossoms of smoke . S o prote cte d,
Grand Maste r S ammae l is able  to le ad his Rave nwing into the
de adlie st of fire storms, dire cting his pilot’s shots to hit ke y targe ts,
and re aching down with his Rave n S word to strike  the  he ads from
the  foe  as Sableclaw spe e ds past.



INTERROGATOR-CHAPLAIN

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 Interrogator-Chapl ai n

WARGEAR:
• Bol t pi stol
• Crozi us arcanum
• Frag grenades
• Krak grenades
• Rosari us

SPECIAL RULES:
• Deathwi ng
• Fear



• Gri m Resol v e
• Independent Character
• Preferred Enemy  (Chaos Space Mari nes)
• Zeal ot

OPT IONS:
• May take i tems from the Mel ee Weapons, Ranged

Weapons, Speci al  Issue Wargear and/or Rel i cs of
Cal i ban  l i sts.

• May take a power fist…25 pts

• May take a Space Marine bike…20 pts

• If neither a power fist or Space Marine bike is taken, an
Interrogator-Chaplain  may replace h is bol t pistol , frag and
krak grenades with  Terminator armou r and storm bol ter…30
pts

• A n Interrogator-Chaplain  in  Terminator armou r may take
items from the Termi nator Weapons, Speci al  Issue
Wargear and/or Rel i cs of  Cal i ban  l i sts.

• A n Interrogator-Chaplain  in  Terminator armou r may replace
his storm bol ter with  a combi-flamer, -melta or -plasma…5 pts



The  siniste r, hoode d forms of the  Inte rrogator-Chaplains stalk the
battle fie ld, e ve r re ady to dispe nse  viole nt and bloody absolution.
Whe re  the  e ne my re sists, the  Inte rrogator-Chaplains cut de e p like
scalpe ls slicing into fle sh, le ading the ir brothe rs in the  pitile ss
disse ction of the  foe . Privy to the  se cre ts of the  Inne r Circle , the se
me nacing warrior-prie sts are  charge d with se curing the
confe ssions of the  Falle n. This is a dark and te rrible  task, for the
subje cts of the ir inte rrogations are  ancie nt and powe rful be ings
with wills of iron. An Inte rrogator-Chaplain must the re fore  be
capable  of any de e d – no matte r how crue l or horrific – if it will
bre ak his victim’s re solve . This re adine ss to inflict sanity-flaying
horrors upon the ir victims e xte nds be yond the  torture  chambe rs of
the  Rock; an Inte rrogator-Chaplain in battle  knows pre cise ly
whe re  to strike  his victims for maximum e ffe ct. With e ve ry swing of



his crozius, an Inte rrogator-Chaplain e licits pite ous wails of agony
from his foe s. Thus doe s a wave  of te rror spre ad be fore  this skull-
he lme d figure , the  e ne my sure  in the  knowle dge  that de ath itse lf
come s to claim the m.



ASMODAI
MASTER INTERROGATOR-

CHAPLAIN

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 (Uni que)

WARGEAR:
• Bol t pi stol
• Crozi us arcanum
• Frag grenades
• Krak grenades
• Rosari us



WARLORD T RAIT :
• The Hunt

SPECIAL RULES:
• Deathwi ng
• Fear
• Gri m Resol v e
• Independent Character
• Preferred Enemy  (Chaos Space Mari nes)
• Zeal ot

Master of  Repentance: If A smodai  slays the enemy Warlord in
a chal lenge, you  immediately  score D3 extra V ictory  Points.

RELIC OF CALIBAN
Bl ades of  Reason: This is an ancie nt
and horrific de vice , saturate d with
arcane  crue lty and the  sorrow of
Mankind. I ts many sharply hone d and
we ll-polishe d blade s are  e tche d with
scripture s of re pe ntance , and criss-
crossing the  we apon’s he ad are
cable s and fine  ne ural-wire s powe re d
by a mystic scie nce  that amplifie s pain
to agonie s be yond e ndurance .



The  e nds justify the  me ans. No me mbe r of the  Dark Ange ls’  Inne r
Circle  pe rsonifie s this conce pt as comple te ly as Asmodai, whose
spe ctacularly viole nt e xce sse s make  him a figure  of fe ar to frie nd
and foe  alike . Whe the r upon the  fie ld of battle , or within the  fire lit
gloom of the  Rock’s dunge ons, Asmodai’s wicke d blade s are  e ve r
re d with the  blood of his victims. In the  e ye s of the  Maste r



Inte rrogator-Chaplain, guilt is as insidious as it is wide spre ad, and
his se lf-appointe d duty is to root it out no matte r whe re  it lie s.

Asmodai is a ze alous e xe mplar in whose  sight e ne mie s quail and
allie s fight all the  harde r. His sonorous hymnals and rousing
be llows of hatre d are  amplifie d through his vox grill, the ir impact all
the  gre ate r for the ir contrast to the  usual quie t stoicism of the  Dark
Ange ls. Whe the r holding toge the r a de fe nce  line , as was his duty
upon the  Dae mon world of Amity, or le ading a forlorn hope  through
the  blazing bre ach of an e ne my fortre ss, as he  did against the  palace
of the  Traitor of Rhun, Asmodai stoke s his brothe rs’  righte ous
hatre d into an infe rno.



LIBRARIAN

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 Li brari an

WARGEAR:
• Bol t pi stol
• Force weapon
• Frag grenades
• Krak grenades
• Psy chi c hood

SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e



• Independent Character
• Psy ker (Mastery  Lev el  1)

PSYKER:
A  Librarian generates h is powers from the Daemonol ogy ,
Di v i nati on , Interromancy , Py romancy , Tel eki nesi s and
Tel epathy  discipl ines.

OPT IONS:
• May u pgrade to Psyker (Mastery  Level  2)…25 pts

• May take i tems from the Ranged Weapons, Speci al  Issue
Wargear and/or Rel i cs of  Cal i ban  l i sts.

• May take a Space Marine bike…20 pts

• If a Space Marine bike is not taken, a Librarian may replace
his bol t pistol , frag and krak grenades with  Terminator
armou r…25 pts

• A  Librarian in  Terminator armou r may take one of the
fol lowing:

- Storm bol ter…5 pts
- Combi-flamer, -melta or -plasma…10 pts

• A  Librarian in  Terminator armou r may take i tems from the
Speci al  Issue Wargear and/or Rel i cs of  Cal i ban  l i sts.



Ene mie s fall to the  ground scre aming in agony and te rror as the
Dark Ange ls Librarian advance s upon the m. An insidious, fe ar-
inducing cloud e manate s from him, calle d into be ing by his siniste r
psychic powe rs. The  Librarian’s e ye s glow and his lips move  in
sile nt mantras, armoure d finge rs forke d into arcane  symbols as he
cuts and thrusts with the  blade  of his mind. The  Librarian’s powe rs
wind like  razore d te ndrils through his foe s’  psyche s, shre dding
sanity and e xcising knowle dge  with a surge on’s skill. Against his
inte rromantic powe rs, e ve n the  most he avily armoure d warriors
are  all but de fe nce le ss. One  afte r anothe r, the y clutch the ir skulls
with shaking hands, crumple  to the  floor as the ir life -force  is
e xtinguishe d, or turn the ir guns upon the mse lve s in a de spe rate
e ffort to block out the  horror. Disruption ripple s outward from the
Librarian, panic and confusion le aving the  e ne my as e asy pre y for



the  battle -brothe rs that march at his back with bolte rs thunde ring
and flame rs roaring. S o pe rish all who se e k to stand against the
Dark Ange ls – cowe ring on the ir kne e s, be gging for the  be ne diction
of 
a swift de ath.



EZEKIEL
GRAND MASTER OF LIBRARIANS

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 (Uni que)

WARGEAR:
• Master-crafted bol t  pi stol
• Master-crafted force sword
• Frag grenades
• Krak grenades
• Psy chi c hood

WARLORD T RAIT :
• Courage of  the Fi rst Legi on



SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e
• Independent Character
• Psy ker (Mastery  Lev el  3)

PSYKER:
Ezekiel  generates h is powers from the Daemonol ogy ,
Di v i nati on , Interromancy , Py romancy , Tel eki nesi s and
Tel epathy  discipl ines.

RELIC OF CALIBAN
Book of Sal v ati on: This re nowne d
tome  lists the  name s of all the  Falle n
who have  be e n capture d by the  Dark
Ange ls. Only the  Inne r Circle  knows
the  conte nts of this book, but the  whole
Chapte r unde rstands that its
prote ction is paramount.

A ll  friendly  models with  the Dark
A ngels Faction with in 6" of Ezekiel  at
the start of the Fight su b-phase have
+1 A ttack u nti l  the end of the phase.



Like  an ange l of de ath, Eze kie l stride s fe arle ssly through the  ranks
of the  foe  and le ave s naught but pain-twiste d corpse s in his wake .
Those  not slain outright by the  barbe d thought-worms of Eze kie l’s
mind me e t the ir e nd be ne ath the  killing e dge  of his force  sword. I t is
said that many simply throw down the ir we apons and ple ad for
me rcy be ne ath Eze kie l’s icy gaze , for a single  glance  re ve als the
look of one  who has stare d de e ply into the  soul of Man, and found
some thing lacking. Ye t the  Grand Maste r of the  Dark Ange ls’
Librarius has no me rcy to give , as the  he adle ss corpse s of countle ss
battle fie lds can atte st. As one  of the  ke y me mbe rs of the  Dark
Ange ls’  Inne r Circle , Eze kie l is the  be are r of the  Book of S alvation.
This pote nt arte fact is a pre cious icon to the  Chapte r’s battle -
brothe rs, who are  taught from the ir e arlie st days as S couts that its
se cre ts must ne ve r, e ve r fall into e ne my hands. Thus do the



brothe rs unde r Eze kie l’s command fight all the  harde r, chanting the
sonorous hymnal of the  S acre d S e cre t as the y slay with e xtre me
pre judice  any e ne my foolish e nough to thre ate n Eze kie l and the
tome  he  be ars.



COMPANY MASTER

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 Company  Master

WARGEAR:
• Bol t pi stol
• Chai nsword
• Frag grenades
• Krak grenades
• Iron hal o

SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e



• Independent Character

OPT IONS:
• May replace chainsword with  a rel ic blade…25 pts

• May take a storm shield…15 pts

• May take arti ficer armou r…20 pts

• May take i tems from the Mel ee Weapons,
Ranged Weapons, Speci al  Issue Wargear and/or
Rel i cs of  Cal i ban  l i sts.

• May replace bol t pistol , chainsword, frag and krak grenades
with  Terminator armou r, storm bol ter and power sword…30
pts

• A  Company Master in  Terminator armou r may replace h is
power sword with  a rel ic blade…10 pts

• A  Company Master in  Terminator armou r may take i tems
from the Termi nator Weapons, Speci al  Issue Wargear
and/or Rel i cs of  Cal i ban  l i sts.



Blade s he ld re ady, the  Company Maste rs le ad the ir brothe rs into
battle  with grim de te rmination. The y are  supre me  warriors, but
unforgiving and coldly distant figure s whose  strate gic brilliance
e choe s that of the  Lion himse lf. Brooding and re se rve d, the  Maste rs
of the  Dark Ange ls are  not give n to the  inspirational the atrics
common amongst the ir counte rparts in some  othe r Chapte rs.
Rathe r, the y de vote  all of the ir atte ntion to the  comple te  annihilation
of the  e ne my, and in this duty the y are  ne ve r found lacking.
Advancing at a ste ady pace , Company Maste rs place  e ve ry blade -
thrust with pre cision, e mbodying the  me ticulous le thality for which
the ir Chapte r is known. All the  while , the y show consummate
tactical maste ry, maintaining an aware ne ss of troop dispositions
and grand-scale  battle fie ld manoe uvre s that would put the  most
skille d strate gium ade pt to shame . S trate gic brilliance  is a



fundame ntal re quire me nt of Company Maste rs, for the y must be
e ve r mindful of the ir Chapte r’s hidde n age nda, re ady to shift the ir
focus to the  hunt for the  Falle n at any mome nt and swiftly re de ploy
the ir force s no matte r the  cost.



CHAPLAIN

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 Chapl ai n

WARGEAR:
• Bol t pi stol
• Crozi us arcanum
• Frag grenades
• Krak grenades
• Rosari us

SPECIAL RULES:
• Gri m Resol v e
• Independent Character



• Zeal ot

OPT IONS:
• May take i tems from the Mel ee Weapons, Ranged

Weapons and/or Speci al  Issue Wargear l i sts.

• May take a Space Marine bike…20 pts

The  Chaplains of the  Dark Ange ls are  ste rn war-prie sts whose
rhe toric stirs the  sole mn he arts of the ir battle -brothe rs. Clad in
night-black armour and we aring skull he lms whose  e ye  le nse s
blaze  with inne r light, Dark Ange ls Chaplains are  grim and



frighte ning figure s. The y maintain a ste ady stre am of chante d
cate chisms and e xhortations as battle  rage s around the m,
armouring the ir brothe rs in faith and conviction. Ignoring the  shots
and shrapne l that re bound from the ir prote ctive  force  fie lds, the
Chaplains call upon the ir comrade s to le t the ir righte ous hatre d
flow, stoking the ir just re vulsion toward he re tic, xe nos and witch
alike . As battle  is joine d, the  Chaplains stride  to the  fore ,
brandishing aloft the ir iconic we apons of office  and spitting words of
de te station into the  face s of the  foe . The ir e ve ry blow is calamitous,
crushing bone  and buckling armour plate  amid crackling blasts of
e ne rgy. The  Dark Ange ls battle -brothe rs fight e ve r harde r, drive n
on by the  se lfle ss e xample  of the ir Chaplains. All the  while , the
Chaplains watch the  warriors at the ir side  with a se asone d e ye ,
ale rt for we akne ss and quick to stamp it out.



TECHMARINE

UNIT  T YPE:
Infantry . Techmarine is Infantry  (Character).

UNIT  COMPOSIT ION:
1 Techmari ne

Wargear:
T echm arine
• Bol t pi stol
• Power axe
• Frag grenades
• Krak grenades
• Serv o-arm

Servitor



• Serv o-arm

SPECIAL RULES:
T echm arine
• And They  Shal l  Know No Fear
• Gri m Resol v e
• Independent Character

Bl essi ng of  the Omni ssi ah: In  each  of you r Shooting phases,
instead of firing h is weapons, a Techmarine can choose to repair a
single friendly  vehicle that he is in  base contact with  or embarked
u pon. To repair a vehicle, rol l  a  D6 and add 1 for each  Servitor with
a servo-arm in  h is u nit, and an additional  1 i f the Techmarine
has a servo-harness. If the resu l t is a 5 or more, you  may ei ther
restore a Hu l l  Point lost earl ier in  the battle, or repair a Weapon
Destroyed or Immobil ised resu l t su ffered earl ier in  the battle; th is
is effective immediately .

Bol ster Defences: A fter deployment, bu t before Scou t
redeployments and Infi l trate deployments, nominate one piece of
terrain  in  you r deployment zone (th is cannot be one you  have
pu rchased as part of you r army). The terrain  piece’s cover save is
increased by 1 for the du ration of the game (to a maximu m of 3+).
N ote that a piece of terrain  can only  be bolstered once.

Servitor
Mi ndl ock: If i t does not contain a Techmarine, an u nengaged
u nit that contains at least one model  with  th is special  ru le mu st
rol l  a  D6 at the start of i ts tu rn. On a 4+, th is special  ru le has no
effect th is tu rn. On a 1, 2 or 3, the u nit is mindlocked u nti l  the
start of i ts fol lowing tu rn. A  mindlocked u nit may not volu ntari ly
move, shoot or charge, bu t mu st sti l l  complete compu lsory  moves,
su ch  as Pi le In  and Fal l  Back moves.



OPT IONS:
T echm arine
• May take a Space Marine bike…20 pts

• May replace servo-arm with  a servo-harness…25 pts

• May take i tems from the Mel ee Weapons, Ranged
Weapons, and/or Speci al  Issue Wargear l i sts.

• May take u p to five Servitors…10 pts e ach

Servitor
• Up to two Servitors may replace their servo-arm with  one of

the fol lowing:
- Heavy bol ter…10 pts/mode l
- Mu lti-melta…10 pts/mode l
- Plasma cannon…20 pts/mode l

‘Be  slow to ange r, quick to action. The
patie nt warrior knows that one  we ll-
place d shot can e nd a war.’
- from the teachings of Lion El ’Jonson



Amid the  fury of battle , e ve n the  mightie st e ngine s of war can be
cripple d, re duce d to smoking wre cks by the  he re tical works of the
foe . I t is the  task of the  Te chmarine s to re pair this damage , to
she phe rd the ir me chanise d flock through the  horrors of one  war
zone  afte r anothe r and sustain the ir machine  spirits through the
sore st te sts of faith. In this duty, the  Te chmarine s of the  Dark Ange ls
Armoury are  both fe arle ss and se lfle ss, braving the  most
murde rous cauldrons of e ne my fire  to re ach damage d ve hicle s in
ne e d of aid. Unde r the  cove ring fire  of gun S e rvitors and fe llow
battle -brothe rs, and ofte n taking up the ir own formidable  we apons
to ke e p the  foe  at bay, the  Te chmarine s work with icy calm to re -
route  powe r flows, spot-we ld re pairs to armour plating, and coax
motive  actuators and we apon syste ms back into life .



TACTICAL SQUAD

UNIT  T YPE:
Infantry . Space Marine Sergeant and V eteran Sergeant are
Infantry  (Character).

UNIT  COMPOSIT ION:
4 Space Mari nes
1 Space Mari ne Sergeant

WARGEAR:
• Bol tgun
• Bol t pi stol
• Frag grenades
• Krak grenades



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Combat Squads
• Gri m Resol v e

OPT IONS:
• May inclu de u p to five additional  Space Marines…14 pts/mode l

• If the squ ad nu mbers less than ten models, one Space Marine
may take one i tem from either the Speci al  Weapons or
Heav y  Weapons l i st.

• If the squ ad nu mbers ten models, one Space Marine may take
one i tem from the Speci al  Weapons l i st, and one other Space
Marine may take one i tem from the Heav y  Weapons l i st.

• May u pgrade the Space Marine Sergeant to a V eteran
Sergeant…10 pts

• The Space Marine Sergeant or V eteran Sergeant may take
items from the Mel ee Weapons and/or Ranged Weapons
l ists.

• The Space Marine Sergeant or V eteran Sergeant may take
melta bombs…5 pts

• The u nit may select a Drop Pod, Rhino or Razorback as a
Dedicated Transport.



As the  Tactical S quad’s volle ys ring out across the  battle fie ld,
e ne my warriors are  blown from the ir fe e t, he ads and limbs blaste d
apart and torsos torn to ribbons by drumming boltgun fire . Through
this de vastation the  Dark Ange ls Tactical Marine s advance , chanting
the ir hymnals of loathing and fortitude . Whe the r pre ssing forward
on the  attack or standing stubborn and immovable  in de fe nce , the se
he avily armoure d, highly skille d warriors are  the  bane  of the ir foe s
and a mighty boon to the ir comrade s. The y can be  re lie d upon to
comple te  the ir mission re gardle ss of the  cost and no matte r the  odds
– a trait much prize d by the  commande rs of the  Dark Ange ls in the ir
se cre t war for the  re de mption of the ir Chapte r.



SCOUT SQUAD

UNIT  T YPE:
Infantry . Scou t Sergeant and V eteran Scou t Sergeant are
Infantry  (Character).

UNIT  COMPOSIT ION:
4 Scouts
1 Scout Sergeant

WARGEAR:
• Bol tgun
• Bol t pi stol
• Frag grenades
• Krak grenades



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Combat Squads
• Gri m Resol v e
• Infi l trate
• Mov e Through Cov er
• Scout

OPT IONS:
• May inclu de u p to five additional  Scou ts…11 pts/mode l

• The entire squ ad may take camo cloaks…2 pts/mode l

• A ny model  may replace i ts bol tgu n with  a Space Marine
shotgu n or close combat weapon…fre e

• A ny model  may replace h is bol tgu n with  a sniper ri fle…1
pt/mode l

• One Scou t may replace h is bol tgu n with  one of the fol lowing:
- Heavy bol ter…8 pts
º May also take hel l fire shel ls…5 pts
- Missi le lau ncher (with  frag and krak missi les)…15 pts
º May also take flakk missi les…10 pts

• May u pgrade the Scou t Sergeant to a V eteran Scou t
Sergeant…10 pts

• The Scou t Sergeant or V eteran Scou t Sergeant may take i tems
from the Mel ee Weapons and/or Ranged Weapons l i sts.

• The Scou t Sergeant or V eteran Scou t Sergeant may take melta
bombs…5 pts



S lipping through the  tangle d te rrain of the  battle fie ld with the ir
we apons he ld re ady, Dark Ange ls S couts shadow the ir foe s like  a
hunte r stalks his pre y. Conscious of the ir S e rge ants’  ste rn glare s,
the se  novitiate  warriors whispe r ne wly-le arne d hymnals of
righte ous de te station as the y slide  into firing positions and stare
down the ir we apons’  sights. Only whe n the  mome nt is pe rfe ct do
the y sque e ze  the ir trigge rs, snipe r rifle s and bolte rs spitting de ath
into the  midst of the  unsuspe cting foe . Ene my warriors spin from
the ir fe e t in sprays of blood, e ve n as the  S couts advance , we apons
blazing, to finish off the  shocke d survivors. The  battle fie ld is the
proving ground of the  Dark Ange ls S couts, the  the atre  in which the y
can show the ir worthine ss to progre ss through the  ranks and le arn
the  myste rie s of the ir noble  Chapte r.



COMPANY VETERANS SQUAD

UNIT  T YPE:
Infantry . V eteran Sergeant is Infantry  (Character).

UNIT  COMPOSIT ION:
4 Veterans
1 Veteran Sergeant

WARGEAR:
• Bol tgun
• Bol t pi stol
• Frag grenades
• Krak grenades

SPECIAL RULES:
• And They  Shal l  Know No Fear



• Combat Squads
• Gri m Resol v e

OPT IONS:
• May inclu de u p to five additional  V eterans…18 pts/mode l

• A ny model  may take i tems from the Mel ee Weapons and/or
Ranged Weapons l i sts.

• For every  five models in  the squ ad, one V eteran may take an
item from the Speci al  Weapons l i st.

• One V eteran may take an i tem from the Heav y  Weapons l i st.

• A ny model  may take melta bombs…5 pts/mode l

• A ny model  may take one of the fol lowing:
- Combat sh ield…5 pts/mode l
- Storm shield…10 pts/mode l

• The u nit may select a Drop Pod, Rhino or Razorback as a
Dedicated Transport.



Moving with unhurrie d me nace , the ir robe s flowing in the  ash-
clogge d winds of war, the  Company Ve te rans advance  toward the ir
obje ctive . The ir e ye -le nse s blaze  from be ne ath he avy cowls as the
foe  come s into sight; the ir we apons are  raise d – the  full fury of the
Rock’s Armoury prime d and re ady. Taking care ful aim, the
Ve te rans le t fly, the ir sole mn sile nce  broke n by the  sudde n thunde r
of the ir guns. Plasma blasts howl through the  air to e xplode  amid the
foe  with ruinous force . Hails of bolts and gouts of flame  re duce
e ne my warriors to scorche d and blaste d corpse s. The  Ve te rans
raise  the ir we apons in a warrior’s salute , a mome nt’s honour
spare d not for the  de te stable  foe , but for the  Lion who gave  his sons
the  stre ngth to slay the m. The n, with oaths of ve nge ance  upon the ir
lips, the  Company Ve te rans charge .



COMMAND SQUAD

UNIT  T YPE:
Infantry . Company Champion and A pothecary  are Infantry
(Character).

UNIT  COMPOSIT ION:
5 Veterans

WARGEAR:
• Bol t pi stol
• Chai nsword
• Frag grenades
• Krak grenades

SPECIAL RULES:



• And They  Shal l  Know No Fear
• Gri m Resol v e

Honour or Death  (Company Champion only): A  model  with  th is
special  ru le mu st issu e and accept a chal lenge whenever possible.
If there is more than one friendly  model  in  a combat with  th is
ru le, you  may select which  model  issu es or accepts the chal lenge.

OPT IONS:
• One V eteran may take an i tem from the Dark Angel s

Standards l i st.

• One V eteran may be u pgraded to a Company Champion,
replacing h is chainsword with  a Blade of Cal iban and
combat sh ield…15 pts

• One V eteran may be u pgraded to an A pothecary, taking a
nartheciu m…15 pts

• A ny V eteran may take melta bombs…5 pts/mode l

• A ny V eteran may take a storm shield…10 pts/mode l

• A ny V eteran may take i tems from the Mel ee Weapons,
Ranged Weapons and/or Speci al  Weapons l i sts.

• The u nit may select a Drop Pod, Rhino or Razorback as a
Dedicated Transport.



Be ne ath the  ancie nt glory of one  of the ir Chapte r’s honoure d
banne rs, the  Command S quad fights with cold de te rmination. Acting
as bodyguards to a he ro of the  Chapte r’s Inne r Circle , the se  hand-
picke d Ve te rans are  ple dge d to follow the ir maste r’s e ve ry
command without a se cond’s he sitation. S hould brothe rs fall
wounde d, the  Apothe cary te nds the ir hurts and ge ts the m back into
the  fight. S hould a mighty warrior of the  foe  bar the ir path, the
Company Champion ste ps forth to do battle , the  honour of his
brothe rs mantle d upon his broad shoulde rs. Me anwhile , the
re maining Ve te rans maintain a constant hail of fire  dire cte d into the
foe , picking out crucial targe ts at the ir lord’s dire ction and se aling
the ir victims’  doom with a barrage  of bolt she lls and plasma blasts.



DREADNOUGHTS

UNIT  T YPE:
Vehi cl e (Wal ker)

UNIT  COMPOSIT ION:
1 Dreadnought

WARGEAR:
• Mul ti -mel ta
• Power fi st  wi th bui l t-i n storm bol ter
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
• Gri m Resol v e



OPT IONS:
• May inclu de u p to two additional  Dreadnou ghts…100

pts/mode l

• A ny model  may take i tems from the Dreadnought Weapons
l ist.

• A ny model  may replace i ts power fist with  bu i l t-in  storm
bolter with  one of the fol lowing:

- Missi le lau ncher…10 pts/mode l
- Twin-l inked au tocannon…15 pts/mode l

• A ny model  may replace i ts bu i l t-in  storm bol ter with  a bu i l t-
in  heavy flamer…10 pts/mode l

• A ny model  may take extra armou r…10 pts/mode l

• If the u nit contains no additional  Dreadnou ghts, i t may select
a Drop Pod as a Dedicated Transport.



Ene mie s are  scatte re d be fore  the  blazing he avy we apons of a
Dre adnought like  le ave s in a gale . I f still-living Dark Ange ls are
se ve re  and ve nge ful, the  re ve nant pilots of the se  war machine s are
e ve n more  so. The y advance  unflinching into the  he avie st e ne my
fire , war-hymnals booming from the ir vox-amps with all the
righte ous ange r of the  Lion. S ome  Dre adnoughts re live  the ir
warrior-due ls of old, crushing the  foe  with the ir mighty powe r fists
be fore  grinding the ir broke n bodie s unde rfoot. Othe rs act as
implacable  walking tanks, scything down e ne my infantry with hails
of he avy bolte r or assault cannon fire , or blasting armoure d war
e ngine s apart with se aring swathe s of burning prome thium and
swarms of supe r-krak missile s. Whiche ve r role  the se  armoure d
walke rs choose , the y are  le thal in the  e xtre me .



VENERABLE
DREADNOUGHTS

UNIT  T YPE:
Vehi cl e (Wal ker)

UNIT  COMPOSIT ION:
1 Venerabl e Dreadnought

WARGEAR:
• Mul ti -mel ta
• Power fi st  wi th bui l t-i n storm bol ter
• Searchl i ght
• Smoke l aunchers



SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e

Venerabl e: If a  V enerable Dreadnou ght su ffers a penetrating
hit, you  can make you r opponent re-rol l  the resu l t on the V ehicle
Damage table. Y ou  mu st accept the second resu l t, even i f i t is
worse than the first.

OPT IONS:
• May inclu de u p to two additional  V enerable

Dreadnou ghts…125 pts/mode l

• A ny model  may take i tems from the Dreadnought
Weapons l i st.

• A ny model  may replace i ts power fist with  bu i l t-in  storm
bolter with  one of the fol lowing:

- Missi le lau ncher…10 pts/mode l
- Twin-l inked au tocannon…15 pts/mode l

• A ny model  may replace i ts bu i l t-in  storm bol ter with  a bu i l t-
in  heavy flamer…10 pts/mode l

• A ny model  may take extra armou r…10 pts/mode l

• If the u nit contains no additional  V enerable Dreadnou ghts, i t
may select a Drop Pod as a Dedicated Transport.



Armour painte d in the  bone  white  of the  De athwing, Dark Ange ls
Ve ne rable  Dre adnoughts are  invaluable  we apons in the  war
against the  Falle n. The se  are  the  e lde st and most de te rmine d
me mbe rs of the  Inne r Circle , warriors who have  fought to absolve
the ir Chapte r’s shame  for – in many case s – thousands of ye ars.
Though it take s much to rouse  the se  time le ss he roe s from the ir
slumbe rs, once  on the  fie ld of battle  the y are  the  e mbodime nt of the
Dark Ange ls’  ve nge ful wrath. The ir e ve ry shot is pe rfe ctly place d,
punching through we ak spots in e ne my armour to blow tanks sky
high or fe ll the  gre ate st champions of the  foe . The ir e ve ry blow in
close  combat hits like  a strike  from the  Primarch himse lf, hurling
broke n e ne mie s through the  air. None  can stand be fore  the se
ancie nts and live , not e ve n the  mightie st of the  Falle n.



DEATHWING TERMINATOR
SQUAD

UNIT  T YPE:
Infantry . Deathwing Sergeant is Infantry  (Character).

UNIT  COMPOSIT ION:
4 Deathwi ng Termi nators
1 Deathwi ng Sergeant

WARGEAR:
• Termi nator armour
• Storm bol ter
• Power fi st  (Deathwing Terminator only)
• Power sword (Deathwing Sergeant only)



SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e
• Spl i t  Fi re

OPT IONS:
• May inclu de u p to five additional  Deathwing Terminators…40

pts/mode l

• A ny model  may replace al l  of i ts weapons with:
- Two l ightning claws…fre e
- Thu nder hammer and storm shield…10 pts/mode l

• A ny model  may replace i ts power fist with  a chainfist…5
pts/mode l

• For every  five models in  the squ ad, one Deathwing Terminator
may take an i tem from the Termi nator Heav y  Weapons
l ist.

• The u nit may take a perfidiou s rel ic of the Unforgiven…15 pts

• The u nit may select a Land Raider, Land Raider Cru sader or
Land Raider Redeemer as a Dedicated Transport.



Whe the r te le porting into battle  amid a gre at corona of crackling
e ne rgy discharge  or striding down the  assault ramp of a hulking
Land Raide r, the  Te rminators of the  De athwing oblite rate  all be fore
the m. The ir fire powe r is a storm of de ath, shre dding the  e ne my with
such fury that many do not e ve n re alise  the y are  unde r attack
be fore  the y are  turne d into smoking offal. S triding ove r the  ruin of
the ir foe s, the  De athwing pre ss the  attack with me rcile ss e fficie ncy,
re turn fire  re bounding from the  supe r-de nse  plate s of the ir bone
white  Te rminator armour. Those  who se e k to me e t the se  ave nging
ange ls at close  quarte rs fare  no be tte r, for e ve ry mighty swing of
the  Te rminators’  powe r fists se e s anothe r victim splatte re d in
pie ce s across the ir comrade s. S oon, nothing re mains of the  foe  but
mangle d, smoulde ring re mnants.



DEATHWING COMMAND
SQUAD

UNIT  T YPE:
Infantry . Deathwing Sergeant, Deathwing A pothecary,
Deathwing Champion are Infantry  (Character).

UNIT  COMPOSIT ION:
5 Deathwi ng Termi nators

WARGEAR:
• Termi nator armour
• Storm bol ter
• Power fi st



SPECIAL RULES:
• Deathwi ng
• Gri m Resol v e
• Honour or Death (Deathwing Champion only)
• Spl i t  Fi re

OPT IONS:
• One Deathwing Terminator may be u pgraded to a Deathwing

Sergeant, replacing h is power fist with  a power sword…fre e

• One Deathwing Terminator in  the army may take:
- Deathwing Company Banner…20 pts
- Sacred Standard…35 pts

• One Deathwing Terminator in  the army may be u pgraded to
the Deathwing Champion, replacing al l  of h is weapons with
the Halberd of Cal iban…5 pts

• One Deathwing Terminator in  the army may be u pgraded to
the Deathwing A pothecary, replacing h is power fist with  a
nartheciu m…5 pts

• A ny Deathwing Terminator may replace al l  of h is weapons
with:

- Two l ightning claws…fre e
- Thu nder hammer and storm shield…10 pts/mode l

• A ny Deathwing Terminator may replace h is power fist with  a
chainfist…5 pts/mode l

• One Deathwing Terminator may take an i tem from the
Termi nator Heav y  Weapons l i st.

• The u nit may take a perfidiou s rel ic of the Unforgiven…15 pts



• The u nit may select a Land Raider, Land Raider Cru sader or
Land Raider Redeemer as a Dedicated Transport.

Armoure d boots crushing bone  and rubble  to dust, the  warriors of
the  De athwing Command S quad advance  at the  side  of the ir
commanding office r and le nd the ir might to his own. With the ir
pe nchant for de ploying by mass te le port straight into the  he art of the
e ne my army, the  De athwing ofte n finds itse lf be se t from all side s. At
such time s, the  De athwing Command S quad provide  a rock-solid
rallying point, the ir standard flying proud above  the  mae lstrom of
scre aming face s and clashing blade s. Arme d for close  range
annihilation of the  foe , the se  e lite  battle -brothe rs support the  he ro to
whom the y have  be e n assigne d, te aring through e ve ry thre at that
stands in his path.





DEATHWING KNIGHTS

UNIT  T YPE:
Infantry . Knight Master is Infantry  (Character).

UNIT  COMPOSIT ION:
4 Deathwi ng Kni ghts
1 Kni ght Master

WARGEAR:
• Termi nator armour
• Mace of absol uti on (Deathwing Knight only)
• Fl ai l  of  the Unforgi v en (Knight Master only)
• Storm shi el d

SPECIAL RULES:
• Deathwi ng



• Gri m Resol v e
• Hammer of Wrath
• Preci si on Stri kes

Fortress of  Shi el ds: A ny model  in  th is u nit that is equ ipped
with  a storm shield (inclu ding models with  the Independent
Character special  ru le that have joined i t) and is in  base contact
with  at least two other models from th is u nit has +1 Tou ghness.

OPT IONS:
• May inclu de u p to five additional  Deathwing Knights…45

pts/mode l

• The u nit may take a perfidiou s rel ic of the Unforgiven…15 pts

• The u nit may select a Land Raider, Land Raider Cru sader or
Land Raider Redeemer as a Dedicated Transport.



S hie lds locke d and mace s of absolution glowing, the  De athwing
Knights advance  upon the ir quarry with the  ine vitability of de ath. A
cold fury burns within the ir he arts, for the se  warriors know of
Luthe r, of his he re sie s and of the  stain he  and his followe rs have  le ft
upon the ir Chapte r’s honour. The ir ange r at this be trayal is
channe lle d into e ve ry battle ; the  De athwing Knights swing the ir
mace s with a stre ngth born of hatre d for all those  who impe de  the ir
que st for re de mption. The se  warriors are  the ir Chapte r’s ultimate
we apon against the  Falle n, capable  of crushing any re sistance  and
subduing e ve n the  mightie st foe s. Ne ithe r Warp-infuse d Dae mon
nor rampaging Tyranid monstrosity can stand against the ir
righte ous wrath, for the  De athwing Knights fight for the  ve ry soul of
the ir Chapte r.



RAVENWING COMMAND
SQUAD

UNIT  T YPE:
Bi ke. Ravenwing A pothecary  and Ravenwing Champion are
Bi ke (Character).

UNIT  COMPOSIT ION:
3 Rav enwi ng Bl ack Kni ghts

WARGEAR:
• Bol t pi stol
• Pl asma tal on
• Corv us hammer
• Frag grenades
• Krak grenades
• Tel eport homer



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Gri m Resol v e
• Honour or Death (Ravenwing Champion only)
• Hi t & Run
• Rav enwi ng
• Scout
• Ski l l ed Ri der

OPT IONS:
• May inclu de u p to three additional  Ravenwing Black

Knights…40 pts/mode l

• One Ravenwing Black Knight in  the army may take:
- Ravenwing Company Banner…20 pts
- Sacred Standard…35 pts

• Up to two Ravenwing Black Knights may replace their plasma
talon with  a Ravenwing grenade lau ncher…fre e

• One Ravenwing Black Knight in  the army may be u pgraded to
the Ravenwing A pothecary, taking a nartheciu m…30 pts

• One Ravenwing Black Knight in  the army may be u pgraded to
the Ravenwing Champion, replacing h is corvu s hammer with
a Blade of Cal iban…5 pts



Roaring into battle  at the  side  of one  of the ir Chapte r’s gre ate st
he roe s, the  Black Knights of the  Rave nwing Command S quad ride
down all who bar the ir path. Like  the  Knights of old Caliban, the se
pitch-clad warriors thunde r out of the  gloom in the  wake  of the ir
he roic le ade r to smite  the ir monstrous foe s. Plasma talons rake  the
e ne my ranks, blasting e ve n he avily armoure d warriors to drifting
ash, while  e ve ry swing of a corvus hamme r se e s anothe r che st
crushe d, anothe r he ad se nt spinning through the  air. Be ne ath the
shadow of the ir flutte ring standard, the  warriors of the  Rave nwing
Command S quad form a rallying-point for one  of the  most fe arsome
fast-strike  force s in the  galaxy, the ir he roic e xample  le ading the ir
brothe rs to gre atne ss time  and again.



RHINO

UNIT  T YPE:
Vehi cl e (Tank, Transport)

UNIT  COMPOSIT ION:
1 Rhi no

WARGEAR:
• Storm bol ter
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
Repai r: If a  Rhino is Immobil ised, then in  su bsequ ent tu rns, i t
may attempt to repair i tsel f instead of shooting. To make the
attempt, rol l  a  D6 in  the Shooting phase; on the rol l  of a 6+, the



vehicle is no longer Immobil ised. N ote that a su ccessfu l  Repair
does no restore a Hu l l  Point.

T RANSPORT :
• Transport Capaci ty : Ten models. It cannot carry  models

with  the Bu lky, V ery  Bu lky or Extremely  Bu lky special  ru les.

• Fi re Poi nts: Two models can fire from the Rhino’s top hatch .

• Access Poi nts: The Rhino has one A ccess Point on each  side
of the hu l l  and one at the rear.

OPT IONS:
• May take i tems from the Dark Angel s Vehi cl e Equi pment

l ist.



With a tire le ss de te rmination to match that of the  warriors the y
carry into battle , the  Rhino APCs of the  Dark Ange ls shrug off
incoming fire  and plough through obstacle s that bar the ir way. The
storm bolte rs of the se  dauntle ss transports play le ft and right,
spitting stre ams of she lls into the  foe  and scouring the m from the
Rhinos’  path. Only once  the y have  re ache d the ir de stination do the
Rhinos skid to a halt, e ngine s rumbling and storm bolte rs continuing
to roar. With a whine  of hydraulics, the  Rhinos’  hatche s swing ope n,
squads of Dark Ange ls de ploying to gun down the ir foe s with
ruthle ss e fficie ncy. S wift, re liable  and re silie nt, the  Rhino APC is as
stoic a ste e d as the  S ons of the  Lion could hope  for, and it forms an
indispe nsable  part of the ir arse nal.



RAZORBACK

UNIT  T YPE:
Vehi cl e (Tank, Transport)

UNIT  COMPOSIT ION:
1 Razorback

WARGEAR:
• Twi n-l i nked heav y  bol ter
• Searchl i ght
• Smoke l aunchers

T RANSPORT :
• Transport Capaci ty : Six models. It cannot carry  models

with  the Bu lky, V ery  Bu lky or Extremely  Bu lky special  ru les.



• Fi re Poi nts: N one.

• Access Poi nts: The Razorback has one A ccess Point on each
side of the hu l l  and one at the rear.

OPT IONS:
• May take i tems from the Dark Angel s Vehi cl e Equi pment

l ist.

• May replace i ts twin-l inked heavy bol ter with  one of
the fol lowing:

- Twin-l inked heavy flamer…fre e
- Twin-l inked assau l t cannon…20 pts
- Twin-l inked lascannon…20 pts
- Lascannon and twin-l inked plasma gu n…20 pts



Blasts of pote nt fire powe r pre ce de  the  Razorback into battle , its
turre t swive lling rapidly as it hamme rs the  foe  with salvoe s of fire .
A hybrid of battle  tank and transport, the  Razorback se rve s as the
pre fe rre d mount for Company Ve te rans and Command S quads
alike . As it roars forward, the  Razorback provide s fast-moving fire
support for those  force s advancing alongside  it. This role  continue s
afte r its passe nge rs have  dise mbarke d; thanks to its turre t-
mounte d we aponry, the  Razorback is able  to e liminate  armoure d
thre ats, cull large  numbe rs of e ne my infantry, or blast ope n gaps in
the  foe ’s de fe nce s through which its accompanying warriors can
charge . Fe w ve hicle s can boast this le ve l of tactical ve rsatility,
making the  Razorback an ide al transport for the  fast-moving, e lite
force s of the  Dark Ange ls.



DROP POD

UNIT  T YPE:
Vehi cl e (Open-topped, Transport)

UNIT  COMPOSIT ION:
1 Drop Pod

WARGEAR:
• Storm bol ter

SPECIAL RULES:
Drop Pod Assaul t: Drop Pods and u nits embarked u pon them
mu st be held in  Deep Strike Reserve. A t the beginning of you r first
tu rn, hal f of you r Drop Pods (rou nding u p) au tomatical ly  arrive
from Reserve. The arrival  of remaining Drop Pods is rol led for
normal ly . Once a Drop Pod lands, al l  passengers mu st disembark



and no models can embark for the rest of the game.

Immobi l e: A  Drop Pod cannot move once i t has entered play, and
cou nts in  al l  respects as a vehicle that has su ffered an
Immobil ised resu l t that cannot be repaired in  any way. This does
not cau se i t to lose a Hu l l  Point.

Inerti al  Gui dance Sy stem: If a  Drop Pod scatters on top of
impassable terrain  or another model  (friend or foe), redu ce the
scatter distance by  the minimu m requ ired in  order to avoid the
obstacle. If the Drop Pod scatters off the edge of the board, i t su ffers
a Deep Strike Mishap.

T RANSPORT :
• Transport Capaci ty : Ten models or one Dreadnou ght of any

type.

OPT IONS:
• May replace storm bol ter with  a deathwind lau ncher…15 pts

• May take a locator beacon…10 pts



Fire d from the  launch bays of orbiting S trike  Cruise rs, Dark Ange ls
Drop Pods plumme t toward the  plane t be low. Within, squads of
battle -brothe rs me ditate  upon the  battle  to come , ignoring the
viole nt shaking of the  pods’  atmosphe ric re -e ntry as the y re cite
mantras of re adine ss and re ne w oaths of de te station. Plunging
towards the  battle fie ld, the  Drop Pods fire  the ir re tros at the  last
mome nt, the  armoure d capsule s slamming down amidst the
panicke d e ne my with sle dge hamme r force . Within, e le ctro-candle s
flare  from ambe r to gre e n, warriors raise  the ir he ads from praye r,
and bolte rs are  he fte d in re adine ss. A se cond late r, the  Drop Pods’
locking bolts re le ase  with a bang, the ir hatche s crash down, and the
S ons of the  Lion charge  forth like  a storm of ve nge ance  to slaughte r
the  unworthy.



ASSAULT SQUAD

UNIT  T YPE:
Infantry . Space Marine Sergeant and V eteran Sergeant are
Infantry  (Character).

UNIT  COMPOSIT ION:
4 Space Mari nes
1 Space Mari ne Sergeant

WARGEAR:
• Bol t pi stol
• Chai nsword
• Frag grenades
• Krak grenades



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Combat Squads
• Gri m Resol v e

OPT IONS:
• May inclu de u p to five additional  Space Marines…14 pts/mode l

• The entire squ ad may take ju mp packs…3 pts/mode l

• Up to two Space Marines may replace their bol t pistols with
one of the fol lowing:

- Flamer…5 pts/mode l
- Plasma pistol…15 pts/mode l

• For every  five models in  the u nit, one model  may replace i ts
bol t pistol  and chainsword with  an eviscerator…25 pts

• May u pgrade the Space Marine Sergeant to a V eteran
Sergeant…10 pts

• The Space Marine Sergeant or V eteran Sergeant may take
items from the Mel ee Weapons and/or Ranged Weapons
l ists.

• The Space Marine Sergeant or V eteran Sergeant may take a
combat sh ield and/or melta bombs…5 pts e ach

• If the squ ad does not take ju mp packs, i t may then take a Drop
Pod, Rhino or Razorback as a Dedicated Transport.



Chanting mantras of wrath and ve nge ance , the  warriors of the  Dark
Ange ls Assault S quads strike  the ir foe s like  a bre aking storm.
Be ne ath the  Assault Marine s’  ve ne e r of monastic sole mnity lie s a
passion e ve ry bit as fie rce  as that of the ir counte rparts in othe r
Chapte rs, a fire  that burns all the  hotte r for be ing strictly controlle d.
Whe re  a le ss discipline d warrior might rain a flurry of waste ful,
re ckle ss blows upon his foe , a Dark Ange l will targe t his e ne my’s
we ak-points with a focusse d fury; e ach blade -swing will be
pe rfe ctly place d, and drive n with all the  stre ngth and hatre d the
battle -brothe r can muste r. In this way, Dark Ange ls Assault
Marine s he w through armour and fle sh, hacking down the ir foe s
with the  unstoppable  might of the  righte ous.



RAVENWING BIKE SQUAD

UNIT  T YPE:
Bi ke. Ravenwing Sergeant and Ravenwing V eteran Sergeant are
Bi ke (Character).

UNIT  COMPOSIT ION:
2 Rav enwi ng Bi kers
1 Rav enwi ng Sergeant

WARGEAR:
• Bol t pi stol  or chai nsword
• Heav y  bol ter (A ttack Bike only)
• Frag grenades
• Krak grenades
• Space Mari ne bi ke
• Tel eport homer



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Combat Squads
• Gri m Resol v e
• Hi t & Run
• Rav enwi ng
• Scout

OPT IONS:
• May inclu de u p to three additional  Ravenwing Bikers…25

pts/mode l

• Up to two Ravenwing Bikers may each  take one i tem from the
Speci al  Weapons l i st.

• May u pgrade the Ravenwing Sergeant to a Ravenwing
V eteran Sergeant…10 pts

• The Ravenwing Sergeant or Ravenwing V eteran Sergeant
may:

- Take i tems from the Mel ee Weapons and/or
Ranged Weapons l i sts.
- Take melta bombs…5 pts

• May inclu de one Ravenwing A ttack Bike…45 pts
- The Ravenwing A ttack Bike may replace i ts heavy bol ter
with  a mu lti-melta…10 pts



S pe e ding through the  smoke -wre athe d he ll of battle  come  the
warriors of the  Rave nwing. The  throaty roar of S pace  Marine  bike s
is the  only warning the ir foe s have  be fore  the  black-clad huntsme n
of the  2nd Company de sce nd upon the m in force . Following strict
doctrine s of lightning warfare , the  Rave nwing slice  like  blacke ne d
blade s through the  ranks of the  foe  be fore  bre aking off and
spe e ding away once  more . As the ir panicke d victims struggle  to
proce ss the  de struction wrought in the ir midst, the  Rave nwing
strike  again and again. Eve n the  mightie st foe s are  cut apart and
e ve ntually massacre d, le ft as tatte re d, bloody re mnants in the
bike rs’  wake . S o do the  Rave nwing ride  the ir pre y to ground and
se al the ir doom.



RAVENWING ATTACK BIKE
SQUAD

UNIT  T YPE:
Bi ke

UNIT  COMPOSIT ION:
1 Rav enwi ng Attack Bi ke

WARGEAR:
• Bol t pi stol
• Heav y  bol ter
• Frag grenades
• Krak grenades
• Space Mari ne bi ke
• Tel eport homer



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Gri m Resol v e
• Hi t & Run
• Rav enwi ng
• Scout

OPT IONS:
• May inclu de u p to two additional  Ravenwing A ttack Bikes…45

pts/mode l

• A ny Ravenwing A ttack Bike may replace i ts heavy bol ter with
a mu lti-melta…10 pts



Those  de signate d as the  Rave nwing’s quarry are  dange rous foe s,
posse sse d of pote nt we apons and armoure d fighting ve hicle s that
can wre ak havoc amongst the  ranks of the  2nd Company. To
ne utralise  such thre ats, Rave nwing Attack S quadrons fre que ntly
include  whole  squads of he avily arme d Attack Bike s. S pe e ding
alongside  the ir battle -brothe rs, the  cre ws of the se  swift gun-
platforms play the  de vastating fire  of the ir we apons across the  foe .
Attack Bike s arme d with he avy bolte rs punch volle ys of she lls into
infantry, te aring ragge d wounds in the  e ne my battle  line  through
which the ir comrade s race . Me anwhile , those  Attack Bike s that
mount multi-me ltas dire ct the ir fire  towards the  e ne my’s armoure d
ve hicle s, vaporising massive  battle  tanks with e ach roaring shot.



RAVENWING LAND
SPEEDERS

UNIT  T YPE:
Vehi cl e (Fast, Ski mmer)

UNIT  COMPOSIT ION:
1 Rav enwi ng Land Speeder

WARGEAR:
• Heav y  bol ter

SPECIAL RULES:
• Deep Stri ke
• Rav enwi ng



Anti -grav  Upwash: Whilst th is u nit inclu des at least three
Ravenwing Land Speeders, i t can move an additional  6" when
moving Flat Ou t.

OPT IONS:
• May inclu de u p to fou r additional  Ravenwing Land

Speeders…50 pts/mode l

• A ny Ravenwing Land Speeder may replace i ts heavy bol ter
with  one of the fol lowing:

- Heavy flamer…fre e
- Mu lti-melta…10 pts

• A ny Ravenwing Land Speeder may take one of the fol lowing:
- Heavy bol ter…5 pts/mode l
- Heavy flamer…5 pts/mode l
- Mu lti-melta…15 pts/mode l
- A ssau l t cannon…20 pts/mode l
- Typhoon missi le lau ncher…25 pts/mode l



S kimming fast and low ove r the  battle fie ld, Rave nwing Land
S pe e de rs swe e p above  the ir pre y like  murde rous shadows. Mixe d
marks of Land S pe e de rs make  up the se  squadrons, standard attack
craft holding formation with Tornado and Typhoon support
skimme rs as the y race  toward the  foe . The  amount of fire powe r
ge ne rate d by the se  squadrons is tre me ndous, e ach pass e ngulfing
the  foe  in a cauldron of e xplosions that le ave s blazing wre ckage  and
smoking corpse s in the ir wake . Whe re ve r the  bike rs of the
Rave nwing face  ove rwhe lming odds, the  Land S pe e de rs swoop
down to e ve n the m. Whe re ve r the  quarry looks se t to e scape , the
skimme rs race  afte r the m, arrow swift, crippling the ir transports
with pinpoint fire . To the  foe , the  Land S pe e de rs se e m to strike
e ve rywhe re  at once , always with de adly spe e d and viole nce .



RAVENWING DARKSHROUD

UNIT  T YPE:
Vehi cl e (Fast, Ski mmer)

UNIT  COMPOSIT ION:
1 Rav enwi ng Darkshroud

WARGEAR:
• Heav y  bol ter

SPECIAL RULES:
• Deep Stri ke
• Rav enwi ng
• Scout
• Shrouded



Icon of Ol d Cal i ban: Friendly  u nits with  the Dark A ngels
Faction with in 6" of one or more Ravenwing Darkshrou ds gain the
Fear and Steal th  special  ru les (thou gh th is does not affect the
Darkshrou ds themselves). Fu rthermore, enemy u nits cannot fire
Overwatch  at friendly  u nits with  the Dark A ngels Faction that are
with in 6" of one or more Ravenwing Darkshrou ds at the start of
the A ssau l t phase.

OPT IONS:
• May replace heavy bol ter with  an assau l t cannon…15 pts

The  Rave nwing Darkshroud skims low across the  battle fie ld,
wre athe d in a crackling nimbus of gloaming shadow. This strange



e ne rgy rolls in wave s from the  se pulchral statue  that looms at the
ve hicle ’s re ar, e nshrine d upon its armoure d dais. Advancing
around it, the  Dark Ange ls fade  in and out of sight as fe arsome , half-
se e n wraiths with fire  in the ir e ye s. Ene my fire  dire cte d at the
Darkshroud – or at those  e ngulfe d by its pall-like  e ne rgy fie ld –
simply flicke rs out of be ing, se aring bolts of e ne rgy re duce d to
dying glimme rs while  missile s and rocke ts fall out of the  air.
Me anwhile , the  Darkshroud draws e ve r close r, its ominous
pre se nce  shie lding and inspiring the  S ons of the  Lion e ve n as it
te rrifie s the  foe .



NEPHILIM JETFIGHTER

UNIT  T YPE:
Vehi cl e (Fl y er)

UNIT  COMPOSIT ION:
1 Nephi l i m Jetfi ghter

WARGEAR:
• Twi n-l i nked heav y  bol ter
• Av enger mega bol ter
• Si x bl acksword mi ssi l es

SPECIAL RULES:
• Mi ssi l e Lock
• Rav enwi ng
• Strafi ng Run



Unrel enti ng Hunter: When shooting at enemy vehicles, a
N ephil im Jetfighter can choose to treat any Weapon Destroyed
resu l t as an Immobil ised resu l t instead.

OPT IONS:
• May replace avenger mega bol ter with  a twin-l inked

lascannon…5 pts

S wift, agile  and he avily arme d, the  Ne philim make s for an
e xce ptional air supe riority fighte r. Whe the r dogfighting amid the
tangle d spire s of an industrial world, or scre aming through the
storm-lashe d canyons of a mountain range , the  Ne philim is winge d



de ath to e ne my flye rs. Dark Ange ls make  for te nacious pilots, and
once  a battle -brothe r of the  Rave nwing has an aircraft in his sights
the  targe t’s de struction is almost guarante e d. Foe s hurl the ir craft
into e ve r more  de spe rate  e vasive  manoe uvre s, the ir panic
re aching fe ve r pitch just mome nts be fore  a salvo of blacksword
missile s punche s the m from the  sky in a tumbling ball of flame .
Ground ve hicle s are  no safe r, for the  strafing runs of the se  agile
fighte r craft le ave  tanks and transports cripple d and blazing – e asy
game  for the  ground-base d huntsme n of the  Rave nwing.



RAVENWING DARK TALON

UNIT  T YPE:
Vehi cl e (Fl y er, Hov er)

UNIT  COMPOSIT ION:
1 Rav enwi ng Dark Tal on

WARGEAR:
• Two hurri cane bol ters
• Ri ft  cannon
• Stasi s bomb

SPECIAL RULES:
• Rav enwi ng
• Strafi ng Run



STASIS BOMB
The  stasis bomb combine s e xplosive s
with ancie nt and little  unde rstood
te chnology that cause s any not slain
by the  blast to be come  froze n in time .
At battle ’s e nd, the se  unfortunate  souls
will be  hande d ove r to the
Inte rrogator-Chaplains for
judge me nt.

Vast Stasi s Anomal y : A ny u nit
h it by  one or more weapons with  th is
special  ru le redu ces i ts Weapon Ski l l
and Initiative by  3 (to a minimu m of
1) u nti l  the end of the tu rn.
Fu rthermore, i f a  model  su ffers one
or more u nsaved Wou nds from th is
weapon, i t mu st pass a separate
Initiative test for each  Wou nd
su ffered or be removed from play  as
a casu al ty .



The  Rave nwing Dark Talon glide s through the  skie s like  a gre at bird
of ill ome n. As its shadow passe s ove rhe ad, the  e ne my cowe r in
te rror, for he re  is the  most horrific we apon that the  Rave nwing
have  at the ir disposal. The  Dark Talon is the ir killing blow, the  final
grim and te rrible  sight that the ir pre y will se e , and it is e quippe d
accordingly. Alongside  racks of hurricane  bolte rs for shre dding the
worshippe rs of the  Falle n, the  Dark Talon mounts we apons base d
upon ancie nt te chnology from the  de pths of the  Rock. The  first of
the se , the  stasis bomb, is use d to disrupt the  flow of time  itse lf in
orde r to we ake n and disorie nt its pre y. Far more  e xtre me  is the  rift
cannon, a monstrous we apon that rips asunde r the  ve ry fabric of
re ality in orde r to cast its victims into the  void be yond.



RAVENWING BLACK
KNIGHTS

UNIT  T YPE:
Bi ke. Ravenwing Hu ntmaster is Bi ke (Character).

UNIT  COMPOSIT ION:
2 Rav enwi ng Bl ack Kni ghts
1 Rav enwi ng Huntmaster

WARGEAR:
• Bol t pi stol
• Pl asma tal on
• Corv us hammer
• Frag grenades
• Krak grenades
• Tel eport homer



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Gri m Resol v e
• Hi t & Run
• Rav enwi ng
• Scout
• Ski l l ed Ri der

OPT IONS:
• May inclu de u p to seven additional  Ravenwing Black

Knights…40 pts/mode l

• For every  three models in  the u nit, one Ravenwing Black
Knight may replace h is plasma talon with  a Ravenwing
grenade lau ncher…fre e

• The Ravenwing Hu ntmaster may replace h is corvu s hammer
with  a power weapon…12 pts

• The Ravenwing Hu ntmaster may take melta bombs…5 pts



Te rrifying figure s upon snarling, armoure d ste e ds, the  Black
Knights of the  Rave nwing ride  down the ir foe s without me rcy. In
the ir gauntle ts the y grip we ighty corvus hamme rs, a single  blow
from which can smash the  he ad from a traitor S pace  Marine . Those
foe s not struck from the ir fe e t at close  quarte rs are  inste ad gunne d
down at range , the  se aring blasts of the  Knights’  plasma talons
making short work of e ve n the  large st be asts. Ye t more  te rrifying
still than all of the ir vaunte d we aponry is the  she e r, single -minde d
conviction of the se  grim hunte rs. Nothing can de te r the  Black
Knights once  the ir hunt has be gun, and if the y must hack the ir way
through an oce an of foe s to re ach the ir pre y the n the y will do so
without the  slighte st he sitation.



RAVENWING LAND SPEEDER
VENGEANCE

UNIT  T YPE:
Vehi cl e (Fast, Ski mmer)

UNIT  COMPOSIT ION:
1 Land Speeder Vengeance

WARGEAR:
• Heav y  bol ter
• Pl asma storm battery

SPECIAL RULES:
• Deep Stri ke
• Rav enwi ng



OPT IONS:
• May replace heavy bol ter with  an assau l t cannon…15 pts

A low, siniste r hum fills the  air as the  Land S pe e de r Ve nge ance
be ars down upon the  foe . Cold light flare s, the  spe e de r’s me nacing
plasma storm batte ry glowing e ve r brighte r as its powe r core s
cycle  rapidly up to full force . The  hum be come s a crackling moan,
and the n a ne rve -shre dding howl as the  Ve nge ance  ope ns fire .
Fie rce  white  light strobe s across the  battle fie ld, mome ntarily
transforming the  warriors of both side s into monochrome  shadows.
The n the  Ve nge ance ’s plasma salvo slams home  into its targe t,
comple te ly oblite rating it and le aving nothing be hind but glowing
vapour and a glassy crate r. S uch fire powe r would be  frighte ning
e nough from a ponde rous battle  tank. Mounte d on a lightning fast



attack skimme r it is more  te rrifying still, cle ar proof that the
ve nge ance  of the  Dark Ange ls is ine scapable .



DEVASTATOR SQUAD

UNIT  T YPE:
Infantry . Space Marine Sergeant and V eteran Sergeant are
Infantry  (Character).

UNIT  COMPOSIT ION:
4 Space Mari nes
1 Space Mari ne Sergeant

WARGEAR:
• Bol tgun
• Bol t pi stol
• Frag grenades
• Krak grenades
• Si gnum (Space Marine Sergeant and V eteran Sergeant only)



SPECIAL RULES:
• And They  Shal l  Know No Fear
• Combat Squads
• Gri m Resol v e

OPT IONS:
• May inclu de u p to five additional  Space Marines…14 pts/mode l

• Up to fou r Space Marines may take i tems from the Heav y
Weapons l i st.

• The u nit may take an armoriu m cheru b…5 pts

• May u pgrade the Space Marine Sergeant to a V eteran
Sergeant…10 pts

• The Space Marine Sergeant or V eteran Sergeant may take
items from the Mel ee Weapons and/or Ranged Weapons
l ists.

• The Space Marine Sergeant or V eteran Sergeant may take
melta bombs…5 pts

• The u nit may select a Drop Pod, Rhino or Razorback as a
Dedicated Transport.



The  fire powe r of a Dark Ange ls De vastator S quad can te ar apart
e ve n the  mightie st e ne my war e ngine , or scour whole  squads of
infantry from the  battle fie ld amid thunde rous e xplosions. The  S ons
of the  Lion take  we ll to the  use  of he avy we aponry, for the  powe r to
annihilate  targe ts with a single , we ll-aime d volle y tallie s with the
me thodical and conside re d te achings of Lion El’Jonson. The
De vastators of the  Dark Ange ls stand unflinching in the  midst of
incoming e ne my fire , ste adily waiting to take  the  pe rfe ct shot that
will lay the ir e ne mie s low. Only whe n such an opportunity pre se nts
itse lf do the ir mighty we apons spe ak as one , unle ashing de ath and
de struction upon the  Empe ror’s foe s. S uch a way of war take s all
the  training and discipline  a battle -brothe r can muste r, but the se  are
qualitie s which no Dark Ange l lacks.



PREDATORS

UNIT  T YPE:
Vehi cl e (Tank)

UNIT  COMPOSIT ION:
1 Predator

WARGEAR:
• Autocannon
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
Ki l l shot: Whilst th is u nit inclu des three Predators, al l
Predators in  the u nit have the Monster Hu nter and Tank Hu nters
special  ru les.



OPT IONS:
• May inclu de u p to two additional  Predators…75 pts/mode l

• A ny Predator may replace i ts au tocannon with  a twin-l inked
lascannon…25 pts/mode l

• A ny Predator may take two side sponsons which  are both
armed with  one of the fol lowing:

- Heavy bol ters…20 pts/mode l
- Lascannons…40 pts/mode l

• A ny Predator may take i tems from the Dark Angel s Vehi cl e
Equi pment  l i st.



Barging forward through the  wre ckage  of the  battle fie ld, the
Pre dator battle  tanks of the  Dark Ange ls crush the  unrighte ous
be ne ath the ir grinding tre ads. S ome  Chapte rs’  warriors, most
notably the  individualistic and impulsive  S pace  Wolve s, scorn Dark
Ange ls tank cre ws as stolid and unimaginative . Ye t what some
mistake  for a lack of initiative  is in fact a we ll-drille d and me thodical
approach to battle  that se e s the ir Pre dator squadrons act with
impre ssive  synchronicity. The  tanks roll into battle , the ir fire -
patte rns care fully calculate d to provide  cove r for one  anothe r’s
advance . Whe n a choice  targe t come s into sight the  Pre dators
triangulate  the ir targe ting augurs be fore  laying down barrage  of
fire  that no foe  can survive .



WHIRLWINDS

UNIT  T YPE:
Vehi cl e (Tank)

UNIT  COMPOSIT ION:
1 Whi rl wi nd

WARGEAR:
• Whi rl wi nd mul ti pl e mi ssi l e l auncher
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
Suppressi v e Bombardment: Whilst th is u nit inclu des three
Whirlwinds, each  model ’s Whirlwind mu ltiple missi le lau ncher
has the Pinning and Shred special  ru les.



OPT IONS:
• May inclu de u p to two additional  Whirlwinds…65 pts/mode l

• A ny Whirlwind may take i tems from the Dark Angel s
Vehi cl e Equi pment  l i st.

Be hind the  re le ntle ss advance  of the  Dark Ange ls, Whirlwind tanks
rumble  into position. The ir multiple  missile  launche rs swive l to the
skie s be fore  spitting forth a roaring volle y of le thal warhe ads.
S cre aming in ove r the  Dark Ange ls line s, the  Whirlwinds’  missile s
pumme l e ne my positions, throwing fire  and bodie s high into the  air
amid gre at gouts of flame  and rupture d e arth. Finally, the
bombardme nt stops, le aving a pall of thick black smoke  drifting



ove r a fire -blaste d he llscape  of bloody me at and burning wre cks.
The  Dark Ange ls stalk forward into this rive n waste land, bolte rs
barking as the y put down the  she ll-shocke d survivors. Me anwhile ,
the  Whirlwinds are  alre ady on the  move , cogitators calculating a
ne w firing solution as the y pre pare  to unle ash the  Lion’s fury once
again.



VINDICATORS

UNIT  T YPE:
Vehi cl e (Tank)

UNIT  COMPOSIT ION:
1 Vi ndi cator

WARGEAR:
• Demol i sher cannon
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
Li nebreaker Bombardment: Whilst th is u nit inclu des three
V indicators that can al l  fi re their demol isher cannons, the u nit
can fire a single Linebreaker Bombardment instead of firing



normal ly . To do so, nominate one model  in  the u nit as the firer;
the firer’s demol isher cannon changes i ts type from Large Blast to
A pocalyptic Blast and gains the Ignores Cover special  ru le.

OPT IONS:
• The squ adron may inclu de u p to two additional

V indicators…120 pts/mode l

• A ny V indicator may take a siege sh ield…10 pts/mode l

• A ny V indicator may take i tems from the Dark Angel s
Vehi cl e Equi pment  l i st.



Pe e ring ove r the ir barricade s, the  e ne my’s e ye s wide n in horror as
the y se e  the  bulky silhoue tte s of Vindicators grinding toward the m.
Gunne rs rake  the  Dark Ange ls sie ge -tanks with panicke d fire , ye t
the y can do little  more  than scratch the ir dark gre e n paintwork.
Horrifie d troope rs throw down the ir we apons and turn to fle e , but
the y are  too late . As one , the  muzzle s of the  tanks’  de molishe r
cannons be lch fire , lobbing the ir massive  she lls at the  e ne my line s.
The  e arth-shaking force  of the  blast that follows se e ms apocalyptic
to those  ne arby. White  fire  roars outward. Plaste e l, rockcre te , and
scre aming de fe nde rs are  all vapourise d in an instant. As the  smoke
cle ars, all that re mains is a blazing re nt in the  e ne my’s de fe nce s,
through which the  Dark Ange ls continue  the ir implacable  advance .



LAND RAIDER

UNIT  T YPE:
Vehi cl e (Tank, Transport)

UNIT  COMPOSIT ION:
1 Land Rai der

WARGEAR:
• Twi n-l i nked heav y  bol ter
• Two twi n-l i nked l ascannons
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
• Assaul t Vehi cl e
• Power of the Machi ne Spi ri t



T RANSPORT :
• Transport Capaci ty : Ten models.

• Fi re Poi nts: N one.

• Access Poi nts: The Land Raider has one A ccess Point on each
side of the hu l l  and one at the front.

OPT IONS:
• May take a mu lti-melta…10 pts

• May take i tems from the Dark Angel s Vehi cl e Equi pment
l ist.



Like  a tracke d fortre ss, the  Land Raide r rolls into battle  with e ne my
fire  bouncing harmle ssly from its mighty hull. Within, its Dark Ange l
cre wme n maintain a constant mantra, re citing the  Thousand and
One  Canticle s of Enforce d Absolution as the y guide  the ir re lic war
e ngine  towards the  foe . An ancie nt and be llige re nt pre se nce , the
Land Raide r’s machine  spirit e choe s the ir chant in the  snarl of its
e ngine  and the  pulsing thunde r of its guns. Foe s disinte grate  be fore
its fury, while  within the  tank’s transport bay its passe nge rs offe r
sole mn praise  to the ir armoure d prote ctor. Whe the r painte d the
gre e n of the  old Calibanite  fore sts, or clad in the  bone  white  of the
e lite  De athwing, the  Land Raide r is a force  of both de struction and
de live rance  upon the  fie ld of battle .



LAND RAIDER CRUSADER

UNIT  T YPE:
Vehi cl e (Tank, Transport)

UNIT  COMPOSIT ION:
1 Land Rai der Crusader

WARGEAR:
• Twi n-l i nked assaul t cannon
• Two hurri cane bol ters
• Frag assaul t l aunchers
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
• Assaul t Vehi cl e



• Power of the Machi ne Spi ri t

T RANSPORT :
• Transport Capaci ty : Sixteen models.

• Fi re Poi nts: N one.

• Access Poi nts: A  Land Raider Cru sader has one A ccess Point
on each  side of the hu l l  and one at the front.

OPT IONS:
• May take a mu lti-melta… 10 pts

• May take i tems from the Dark Angel s Vehi cl e Equi pment
l ist.



Roaring through no-man’s land, the  Land Raide r Crusade r smashe s
ove r ruins and wre ckage  without slowing. As it ne ars the  e ne my
line s, the  armoure d be he moth swings its guns to be ar, raking the
foe ’s de fe nce s with a howling storm of fire . Ene my infantry are
blown off the ir fe e t or flash-blaste d to ash, mome nts be fore  the
massive  tank crashe s straight through the ir sunde re d ranks like  a
batte ring ram. With a whine , the  Crusade r’s assault ramp hinge s
ope n, clouds of ince nse  billowing forth from its shadowe d inte rior.
S triding through this coiling smoke  come  the  Dark Ange ls, we apons
alre ady raise d and spitting de ath into the  re e ling foe . No battle  crie s
accompany this grim spe ctacle , just the  roar of gunfire  and the
scre ams of the  dying as the  e ne my’s de fe nce s collapse .



LAND RAIDER REDEEMER

UNIT  T YPE:
Vehi cl e (Tank, Transport)

UNIT  COMPOSIT ION:
1 Land Rai der Redeemer

WARGEAR:
• Twi n-l i nked assaul t cannon
• Two fl amestorm cannons
• Frag assaul t l aunchers
• Searchl i ght
• Smoke l aunchers

SPECIAL RULES:
• Assaul t Vehi cl e



• Power of the Machi ne Spi ri t

T RANSPORT :
• Transport Capaci ty : Twelve models.

• Fi re Poi nts: N one.

• Access Poi nts: A  Land Raider Redeemer has one A ccess Point
on each  side of the hu l l  and one at the front.

OPT IONS:
• May take a mu lti-melta… 10 pts

• May take i tems from the Dark Angel s Vehi cl e Equi pment
l ist.



A te rror we apon without e qual, the  Land Raide r Re de e me r grinds
through the  anarchic tangle  of urban warfare  with its flame storm
cannons blazing. Whe re ve r the  foe  dig in to re sist the  Dark Ange ls’
attack, white -hot she e ts of flame  boil through the ir ranks. Warriors
re e l from the ir strongpoints, e nve lope d in crackling shrouds of
flame . Ash billows upon the  wind, the  e ne my choking upon the
blaste d re mnants of the ir own comrade s as the y fall back be fore  the
Re de e me r’s te rrifying wrath. The  Dark Ange ls gunne rs re main
unmove d by the  horrors the y inflict, sole mnly intoning rite s of
purgation as the y watch the  e ne my shrive l and blacke n be fore  the ir
e ye s. Re de mption is the  ultimate  goal of the  Lion’s sons, and unde r
the ir dire ction this mighty tank live s up to its name .



AZRAEL
SUPREME GRAND MASTER OF THE

DARK ANGELS

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 (Uni que)

WARGEAR:
• Master-crafted combi -pl asma
• Bol t pi stol
• Frag grenades
• Krak grenades

SPECIAL RULES:



• Deathwi ng
• Feel  No Pai n
• Gri m Resol v e
• Independent Character

Master Tacti ci an: A n army that inclu des A zrael  adds +1 to any
Seize the Initiative rol ls i t makes.

Ri tes of  Battl e: A l l  friendly  models with  the Dark A ngels
Faction can u se A zrael ’s Leadership valu e in  place of their own.

Supreme Strategi st: When determining Warlord Traits for
A zrael , choose any trait from the Dark A ngels Warlord Traits
table.

RELIC OF CALIBAN
Sword of Secrets: First of the  mighty
He ave nfall blade s, the  S word of
S e cre ts is an incre dibly powe rful
we apon.

Li on Hel m: An ancie nt arte fact said
to have  be e n worn by El’Jonson
himse lf, this he lm ge ne rate s a
powe rful force  fie ld.



The Lion Helm is carried by  a Rel ic
Bearer (see perfidiou s rel ic of the
Unforgiven). The Lion Helm confers a
4+ invu lnerable save to A zrael , al l
models in  h is u nit, and any vehicle
he is embarked in.

Amid the  whirling storm of battle , with scre aming foe s on all side s,
S upre me  Grand Maste r Azrae l re mains icily calm. Face  se t in a
scowl of righte ous disgust, he  swe e ps the  S word of S e cre ts in
killing arcs. His foe s fall disme mbe re d, the ir dying blows glancing



from Azrae l’s ornate  armour to no avail. All the  while , the  S upre me
Grand Maste r issue s a ste ady stre am of concise  commands,
conducting his brothe rs to form a single , mighty we apon to smite  the
foe . Azrae l’s strate gic skills are  se cond to none , his ope rations
faultle ssly planne d down to the  most minute  de tail. His abilitie s in
battle fie ld command are  no le ss ste llar, the  S upre me  Grand Maste r
re sponding with de cisive  ge nius to e ve ry e bb and flow of battle .
Azrae l is ne ve r surprise d, ne ve r caught off guard, and rare ly face d
with any situation for which he  has not alre ady planne d se ve ral
cunning continge ncie s. This he roic le ade r fights with the  stre ngth,
skill and pre se nce  of the  Primarch himse lf, knowing that e ve ry foe
slain is anothe r ste p take n along the  ne ve r-e nding path to
absolution.



BATTLE DEMI-COMPANY

FORMAT ION:
• 1 Company Master or Chaplain

• 0-1 Command Squ ad
• 0-1 Company V eterans Squ ad

• 3 Tactical  Squ ads
• 1 A ssau l t Squ ad

• 1 Devastator Squ ad
• 0-1 u nit of Dreadnou ghts

REST RICT IONS:
N one.

SPECIAL RULES:
Fi re Di sci pl i ne: Unless Jinking, al l  models in  th is Formation
that have the Grim Resolve special  ru le cou nt their Bal l istic Ski l l
as 3 instead of 2 when firing Overwatch .



Objecti v e Secured: A  u nit with  th is special  ru le controls
Objective Markers even i f an enemy scoring u nit is with in range
of the Objective Marker, u nless the enemy u nit also has th is
special  ru le.

Compose d of grim, re solute  and utte rly de te rmine d warriors, the
Battle  De mi-companie s of the  Dark Ange ls are  the  obsidian-hard
foundations around which the  Chapte r’s strike  force s are  built. Eve n
a single  Dark Ange ls battle -brothe r is a force  to be  re ckone d with,
his discipline , fortitude  and ability a match for doze ns of le sse r me n.
A squad of the se  monastic maste r-combatants is more  te rrifying
still. Whe n gathe re d into whole  Battle  De mi-companie s, the  Dark
Ange ls are  the  e qual of any foe  in the  galaxy. Rigorously drille d,
bound toge the r by unbre akable  tie s of rhe toric and brothe rhood,



the se  warriors ope rate  upon the  battle fie ld like  a single , le thally
e fficie nt machine . Obje ctive s are  he ld with stoic de te rmination, the
e ne my bre aking like  wave s against the  indomitable  cliffs of the
Dark Ange ls’  ranks.



DEATHWING REDEMPTION
FORCE

FORMAT ION:
• 1 model  chosen from the fol lowing l ist:

- Bel ial
- Company Master

- Interrogator-Chaplain
- Librarian

• 2-5 Deathwing Terminator Squ ads

• 0-1 Deathwing Command Squ ad

• 0-1 u nits of Deathwing Knights

• 0-1 u nits of V enerable Dreadnou ghts

REST RICT IONS:
If i t is taken, the u nit of V enerable
Dreadnou ghts in  th is Formation may
only  inclu de one model , which  mu st



be given a Drop Pod as a Dedicated
Transport. A l l  Independent
Characters in  th is Formation mu st
have Terminator armou r.

SPECIAL RULES:
• Preferred Enemy  (Chaos Space Mari nes)

Deathwi ng Assaul t: A l l  u nits in  th is Formation mu st be placed
in Deep Strike Reserve. Immediately  after determining Warlord
Traits, make a secret note of which  of you r tu rns you  wou ld l ike
each  Deathwing Redemption Force in  you r army to arrive: you r
tu rn 2, 3 or 4. A l l  u nits in  th is Formation au tomatical ly  arrive by
Deep Strike at the start of the chosen tu rn.

If th is Formation inclu des a V enerable Dreadnou ght embarked in
a Drop Pod, the Drop Pod au tomatical ly  arrives at the start of the
chosen tu rn, and ignores the normal  ru les that determine when a
Drop Pod arrives.

Take the Fi ght to the Enemy : Units from th is Formation can
either shoot and then Ru n, or Ru n and then shoot, in  the Shooting
phase of the tu rn they arrive by  Deep Strike.



Though the y fight to de fe nd Humanity, the  bre thre n of the  Dark
Ange ls’  Inne r Circle  know that the ir hunt for the  Falle n must always
be  fore most in the ir thoughts. The  De athwing Re de mption Force
stands re ady to strike  e n masse  at the ir command – a we apon
me ant to crush the  stre ngth of the  Falle n and the ir followe rs with a
single  thunde rous blow. I t is a me asure  of how se riously the
capture  of the  Falle n is take n by the  Dark Ange ls that the  De athwing
Re de mption Force  has might e nough to swing the  course  of an
e ntire  war; whe n not active ly on the  hunt, it is the  Chapte r’s ultimate
we apon against the  most te rrible  of e ne my thre ats. Whe n the  fate  of
whole  worlds hangs in the  balance , the se  warriors de ploy with
sudde n, de vastating force  to de stroy the ir foe s utte rly.



RAVENWING ATTACK
SQUADRON

FORMAT ION:
• 1 Ravenwing Bike Squ ad or 1 Ravenwing A ttack Bike Squ ad

• 1 u nit of Ravenwing Land Speeders or 1 Ravenwing Land
Speeder V engeance

REST RICT IONS:
The u nit of Ravenwing Land Speeders may only  inclu de one

model .

SPECIAL RULES:
• Scout

Attack Squadron: If the Ravenwing Land Speeder or Ravenwing
Land Speeder V engeance from th is Formation scores one or more
hits u pon an enemy u nit in  the Shooting phase, then al l  models in



th is Formation’s Ravenwing Bike Squ ad or Ravenwing A ttack
Bike Squ ad add 1 to their Bal l istic Ski l l  characteristic when
shooting at the same target for the rest of the phase.

Summon the Deathwi ng: Friendly  u nits composed entirely  of
models with  the Deathwing special  ru le do not scatter when they
Deep Strike, so long as the first model  is placed with in 12" of a
model  from th is Formation. For th is to work, the model  from th is
Formation mu st have been on the battlefield at the start of the
tu rn.

Dust clouds billow be hind the  Rave nwing Attack S quadron as it
hurtle s into battle . S triking swiftly, the  2nd Company huntsme n
drive  hard into the  midst of the  e ne my, many foe s falling be fore  the y



e ve n re alise  the ir dange r. With masse d fire powe r, the  Attack
S quadron mow the ir victims down in huge  numbe rs. The y plough a
bloody furrow through the  he art of battle , bursting from the  foe ’s
re ar ranks be fore  whe e ling about and diving back into the  fray once
more . I t is the se  high-spe e d attacks for which the  Rave nwing are
rightly fe are d, ye t this is not the  only trick the y have  to play. S hould
some  vital quarry be  sighte d, or a mighty e ne my strongpoint ne e d
to be  purge d, the  hunte rs activate  the ir te le port home rs and – amid
a crackling storm of light – summon the  me rcile ss warriors of the
De athwing to join the  fight.



RAVENWING SUPPORT
SQUADRON

FORMAT ION:
• 1 u nit of Ravenwing Land Speeders

• 1 Ravenwing Land Speeder V engeance or 1 Ravenwing
Darkshrou d

REST RICT IONS:
The u nit of Ravenwing Land Speeders mu st inclu de at least 3

models.

SPECIAL RULES:
• Gri m Resol v e

• Interceptor

• Strafi ng Run



Rav enshi el d: When an enemy u nit declares a charge against a
friendly  u nit with  the Ravenwing special  ru le, models from th is
Formation with in 24" of that friendly  u nit can choose to fire
Overwatch  against the charging u nit (even thou gh vehicles
cannot normal ly  fire Overwatch). Template weapons can only  u se
the Wal l  of Death  special  ru le i f they  are with in 6" of the friendly
u nit. Remember that a u nit can sti l l  only  fire Overwatch  once per
tu rn.

Support Squadron: A l l  vehicles in  th is Formation mu st form a
single V ehicle Squ adron as described in  Warhamme r 40,000: The
Rule s. However, th is V ehicle Squ adron cou nts as two u nits for the
pu rposes of calcu lating V ictory  Points i f i t is completely
destroyed.



I f the  Attack S quadrons are  the  sword of the  Rave nwing, the n the
S upport S quadrons are  the ir shie ld. S kimming fast and low ove r
the  fie ld of battle , the  Land S pe e de rs of the  S upport S quadrons scan
constantly for anything that might thre ate n the  mission. Whe re
he avily armoure d war e ngine s or e ntre nche d artille ry atte mpt to
de vastate  the  Rave nwing formations, the  S upport S quadrons
swoop low ove rhe ad, missile s and plasma blasts re ducing the
we apons of the  foe  to blazing scrap. Whe re  infantry mass in
sufficie nt quantitie s to swamp the  huntsme n of the  2nd Company, the
S upport S quadron’s Land S pe e de rs pass back and forth, raking the
e ne my with bulle ts, bolts and fie ry blasts. In this way, the  S upport
S quadrons combine  the ir stre ngth with the ir land-bound brothe rs to
crush the  foe  comple te ly.



RAVENWING SILENCE
SQUADRON

FORMAT ION:
• 2 N ephil im Jetfighters

• 1 Ravenwing Dark Talon

REST RICT IONS:
N one.

SPECIAL RULES:
Capture Run: When making a Bombing Ru n (see Warhamme r
40,000: The  Rule s) with  the stasis bomb of th is Formation’s
Ravenwing Dark Talon, do not rol l  for scatter; the stasis bomb hits
au tomatical ly . Fu rthermore, enemy models that su ffer an
u nsaved Wou nd from the stasis bomb mu st rol l  two dice and pick
the h ighest resu l t when taking their Initiative tests to see i f they
are removed as casu al ties.



In missions that u se V ictory  Points to determine the winner, the
Slay  the Warlord Secondary Objective is worth  D3 additional
V ictory  Points to the control l ing player at the end of the game i f
the enemy Warlord was removed as a casu al ty  as a resu l t of a
Captu re Ru n.

Fi ghter Escort: When making Reserve Rol ls, make a single rol l
for th is entire Formation, which  you  can choose to re-rol l . On a
su ccessfu l  Reserve Rol l , al l  of the u nits in  th is Formation arrive
from Reserve.

At the  culmination of the  hunt, the  Rave nwing’s pre y must be
snatche d from the  fie ld of battle . No e ne my re inforce me nts can be



allowe d to re scue  the m, and none  must slip the  ne t to te ll of what
the y have  witne sse d. I t is the  task of the  Rave nwing S ile nce
S quadron to e nsure  the se  rule s are  adhe re d to. A single  ominous
Dark Talon scre ams down from the  skie s with a de dicate d wing of
Ne philim e scorts in tow. While  the  Dark Talon capture s its vital
targe t – ide ally a Falle n Dark Ange l – the  Ne philim Je tfighte rs pe e l
off to cove r the  e xtraction. Arrowing through the  skie s, the y cripple
e scaping transports, mow down fle e ing foe s and e liminate  airborne
thre ats. Utte rly me rcile ss in the ir purge , the  Ne philim e nsure  that
no e ne my ge ts close  to the  Dark Talon while  it e xe cute s its capture -
run, and that no-one  live s to te ll the  tale .



THE HAMMER OF CALIBAN

FORMAT ION:
• 1 Techmarine

• 1 u nit chosen from the fol lowing l ist:
- Land Raider

- Land Raider Cru sader
- Land Raider Redeemer

• 1 u nit chosen from the fol lowing l ist:
- Predators

- Whirlwinds
- V indicators

REST RICT IONS:
This Formation’s u nit of Predators, Whirlwinds or V indicators

mu st inclu de three models.

SPECIAL RULES:



• Monster Hunter

• Tank Hunters

Hammer of Hereti cs: This Formation’s Techmarine mu st begin
the game embarked u pon th is Formation’s Land Raider, Land
Raider Cru sader or Land Raider Redeemer. Whilst the
Techmarine from th is Formation is embarked u pon the Transport
vehicle from th is Formation, that vehicle’s Bal l istic Ski l l  is
increased to 5.

Mi ght of  the Li on: A l l  vehicles in  th is Formation mu st form a
single V ehicle Squ adron as described in  Warhamme r 40,000: The
Rule s. However, th is V ehicle Squ adron cou nts as 2 u nits for the
pu rposes of calcu lating V ictory  Points i f i t is completely
destroyed.



Only the  mightie st foe s are  worthy of the  de ath de alt by the  Hamme r
of Caliban. Name d for the  be ast-slaying we apons once  wie lde d by
the  Knights of the  Orde r, this formation conce ntrate s the  fury of the
Rock’s Armoury into a single , mighty hamme rblow. Comprising
multiple  squadrons of he avily armoure d battle  tanks unde r the
auspice s of the  Chapte r’s fine st Te chmarine s, the  Hamme r of
Caliban is most ofte n de ploye d whe n the  e ne my have  multiple
monstrous be asts or war e ngine s in the  fie ld. Like  the  knights of
the ir ancie nt home  world, the  tank-cre ws of the  Hamme r of Caliban
ride  the ir armoure d ste e ds to war, charging down the ir massive
pre y and blasting the m apart with the  fire  of the ir he avy we apons.





APPENDIX
Thi s secti on of the book detai l s many  of the rul es for
usi ng an army  of Dark Angel s i n y our games of
Warhammer 40,000, i ncl udi ng thei r uni que Warl ord
Trai ts, wargear, psy chi c powers, Tacti cal  Objecti v es and
addi ti onal  Detachments. The profi l es page at the end
prov i des a l i st  of  uni t and weapon profi l es for reference
duri ng y our games.

DARK ANGELS SPECIAL RULES
There are a nu mber of special  ru les that are common to several
Dark A ngels u nits, which  are col lected here for you r convenience.
Special  ru les that are u niqu e to particu lar u nits are presented in
the relevant u nit entry  instead. Other ru les are simply  l isted by
name – these are al l  described in  the Special  Ru les section of
Warhamme r  40,000: The  Rule s.

COMBAT  SQUADS
It is sound doctrine  for S pace  Marine  units to re main fle xible ,
splitting into two e ntitie s as the  tactical situation dictate s.

A  fu l l  strength , ten-man u nit with  th is special  ru le can break
down into two five-man u nits, cal led combat squ ads, considered to
be two five-man squ ads of the same type. For example, a ten-man
Tactical  Squ ad can spl i t into two five-man Tactical  Squ ads u sing
the Combat Squ ads special  ru le.

Y ou  mu st decide which  u nits are spl i tting into combat squ ads,
and which  models go into each  combat squ ad, immediately  before
determining you r Warlord Traits. A  u nit spl i t into combat squ ads
therefore is now two separate u nits for al l  game pu rposes,
inclu ding calcu lating the total  nu mber of u nits in  the army and
determining the nu mber of u nits you  can place in  Reserve. Then



proceed with  deployment as normal . In  an exception to the normal
ru les, two combat squ ads spl i t from the same u nit can embark in
the same transport vehicle, providing i ts Transport Capacity
al lows. Once you  have decided whether or not to spl i t a  u nit into
combat squ ads, i t mu st remain that way for the entire battle. It
cannot spl i t u p or join  back together later on in  the battle, nor can
you  u se a redeployment to spl i t u p a u nit or join  i t back together.

N ote that Ravenwing Bike Squ ads cou nt as being at fu l l  strength
when they inclu de seven models. If spl i t into combat squ ads, th is
u nit wi l l  divide into three u nits: two u nits of three models and a
single Ravenwing A ttack Bike.

DEAT HWING
No traitor can stay the  wrath of the  Dark Ange ls 1st Company.

A  model  with  th is special  ru le has the Fearless and Hatred (Chaos
Space Marines) special  ru les.

GRIM RESOLVE
The  S ons of the  Lion are  re nowne d for the ir ruthle ss te nacity,
composure  and fire  discipline  in battle .

Models with  th is special  ru le have the Stu bborn special  ru le and,
u nless Jinking, cou nt their Bal l istic Ski l l  as 2 when firing
Overwatch .

RAVENWING
The  Dark Ange ls 2nd Company are  the  hunstme n of the  Chapte r, and
undispute d maste rs of mounte d combat.

A  model  with  th is special  ru le can re-rol l  fai led cover saves when
it Jinks.





WARLORD T RAIT S
When generating Warlord traits for a Warlord with  the Dark
A ngels Faction, you  can ei ther rol l  on one of the Warlord Traits
tables in  Warhamme r 40,000: The  Rule s or rol l  on the table below.

WARLORD T RAIT S T ABLE



ARMOURY OF THE ROCK

Thi s secti on of Codex: Dark Angels  l i sts the weapons and
equi pment used by  the Dark Angel s, al ong wi th the rul es
for usi ng them i n y our games of Warhammer 40,000.
Equi pment that i s carri ed by  named characters i s
detai l ed i n the appropri ate entry  i n the datasheets,
whi l e equi pment used by  al l  other ty pes of  uni ts are
detai l ed here.

RANGED WEAPONS

AUT O-WEAPONS
The se  robust we apons are  automate d, se lf-loading fire arms that
fire  bursts of high-ve locity, case le ss shot.

AVENGER MEGA BOLT ER
The  ave nge r me ga bolte r ope ns up with a thunde rous roar, filling
the  air with a de adly hail of he avy bolt she lls. Jutting from the  nose
of the  Ne philim Je tfighte r, this we apon is the  ide al tool for te aring
apart light aircraft, or shre dding infantry with high-spe e d strafing
runs.



BLACKSWORD MISSILES
S tre aking through the  air like  blade s of ve nge ance , blacksword
missile s le ave  ominous dark contrails in the ir wake . Each missile
impacts with a de afe ning crack, swatting e ne my aircraft from the
sky as spinning fire balls.

BOLT GUNS
The  boltgun, or bolte r, fire s small missile s known as ‘bolts’ . Each
se lf-prope lle d bolt e xplode s with de vastating e ffe ct once  it has
pe ne trate d its targe t. The re  are  many variations of boltguns, from
the  short-barre lle d bolt pistol to the  be lt-fe d he avy bolte r.



Storm bol ter

Bol tgu n



COMBI-WEAPONS
Combi-we apons are  boltguns that have  be e n spe cially modifie d by
skille d artisans. Each has be e n e xpe rtly conve rte d to house  anothe r
we apon, commonly e ithe r a me ltagun, plasma gun or flame r. This
e xtra we apon carrie s only a limite d charge , allowing the  be are r a
single  shot – pe rfe ct for e me rge ncie s.

A  model  armed with  a combi-weapon can choose to fire ei ther the
primary bol tgu n, or the secondary weapon. The bol ter can be fired
every  tu rn, bu t the secondary weapon can only  be fired once per
battle (a combi-plasma gu n can, of cou rse, Rapid Fire). Y ou
cannot fire both  weapons in  the same tu rn. Each  combi-weapon
has only  one secondary weapon.

PRIMARY WEAPON

SECONDARY WEAPONS



Combi-plasma

CYCLONE MISSILE LAUNCHER
Borne  on the  broad shoulde rs of a Te rminator battle -brothe r, the
cyclone  missile  launche r spits salvoe s of high impact warhe ads.
Trigge re d with a thought, the  we apon can fire  e ithe r frag missile s
for slaughte ring tightly-packe d e ne my infantry, or krak missile s
capable  of punching through the  thicke st armour.

A  Terminator can fire h is cyclone missi le lau ncher in  addition to
his storm bol ter.



DEAT HWIND LAUNCHER
Explosions ripple ou tward in  a fu riou s storm as the deathwind
lau ncher opens u p. Designed to pu rge Drop Pod landing zones,
these missi le lau nchers are short-ranged bu t pu nishingly
effective.

DEMOLISHER CANON
Fe w we apons command the  te rror e voke d by the  blunt maw of the
de molishe r cannon. Firing fe rociously de structive  high e xplosive
she lls, the  de molishe r can le ve l an e ne my bunke r or re duce  a battle
tank to a crate r with a single  shot.

FLAMER WEAPONS
Flame rs are  short-range d we apons that spe w out highly volatile
clouds of liquid che micals that ignite  on contact with air. The y are
primarily use d to scour the  e ne my from de fe nde d positions, as
walls are  of no de fe nce  against blasts of supe rhe ate d vapour.



GRAV-WEAPONS
The  se cre ts of grav-we apon construction are  known only to a se le ct
fe w. In battle , grav-we aponry affe cts the  local gravity fie ld, using
its victim’s own mass against the m, an orde al that will stun those  it
doe s not kill outright. He avily armoure d targe ts find the mse lve s
crushe d as if by the  mighty fist of a god, while  ve hicle s are  le ft as
crumple d, smoke  be lching wre cks.

HURRICANE BOLT ER
The  aptly name d hurricane  bolte r spe ws forth a torre ntial barrage
of shots, re ducing whole  squads to re d mist in se conds.

A  hu rricane bol ter consists of three twin-l inked bol tgu ns fired as
a single weapon.

LAS WEAPONS
Las we apons fire  packe ts of e xplosive  lase r e ne rgy – the  large r the
gun, the  more  powe rful the  shot. Re gardle ss of size , las we apons
are  incre dibly re liable , making the m favoure d tools of war
throughout the  Impe rium.



MELT A WEAPONS
Me lta we apons are  le thal anti-armour guns, most e ffe ctive  at ve ry
short range . Whe n fire d, the  supe r-he ating of the  air produce s a
distinctive  and siniste r hiss. S olid rock is re duce d to molte n slag,
and living cre ature s are  vaporise d in an instant!

MISSILE LAUNCHERS
Missile  launche rs can fire  a varie ty of diffe re nt missile s, making
the m incre dibly ve rsatile  we apons.

A ll  missi le lau nchers come with  frag and krak missi les as
standard, and some have the option to u pgrade to inclu de flakk
missi les. Each  time a missi le lau ncher fires, the control l ing
player mu st choose which  type of missi le is being u sed.

PLASMA WEAPONS



Plasma we apons fire  pulse s of se aring e ne rgy that are  e xtre me ly
e ffe ctive  against he avy infantry and light ve hicle s. Howe ve r, the y
ge ne rate  e normous te mpe rature s whe n fire d and are  thus prone  to
ove rhe ating – some time s proving de adly to the  fire r.

PLASMA ST ORM BAT T ERY
Like  a supe rnova born amid the  fire s of battle , the  blast of the
plasma storm batte ry annihilate s anything it touche s. Whe the r
spitting multiple  bolts of e ne rgy or loosing a single , monstrous blast,
this we apon spe lls de ath to all be fore  it.

PLASMA T ALON
Armour me lts away and fle sh turns to se e thing vapour as the
plasma talons of the  Black Knights le t fly. Le sse r victims are  simply
e rase d from e xiste nce  by the  fire  of the se  te rrifying we apons, while
e ve n the  most re silie nt foe s are  le ft wounde d and re e ling, wide
ope n for the  Black Knights’  de vastating charge .



RAVENWING GRENADE LAUNCHER
Calibrate d to maintain le thally accurate  fire  at e xtre me  spe e ds, this
we apon pumme ls the  e ne my with spre ads of e xplosive  munitions.

Rad Poi soni ng: When attacking with  a weapon that has th is
special  ru le, a To Wou nd rol l  of 6 cau ses 2 Wou nds on the target
u nit, regardless of the target’s Tou ghness. Each  Wou nd is
al located and saved against separately .

Stasi s Anomal y : A l l  models in  a u nit h it by  one or more
weapons with  th is special  ru le su ffer a -1 penal ty  to their Weapon
Ski l l  and Initiative (to a minimu m of 1) u nti l  the end of the tu rn.

RIFT  CANNON
The scinti l lating beam of the ri ft cannon cracks a hole in  real i ty
i tsel f, creating a deadly  implosion. Those not dragged screaming
into the breach  are left temporari ly  bl inded, their vision a
su rreal , static image of the moment before the ri ft howled into



existence.

Ri ft Vortex: If any dou ble is rol led when rol l ing for scatter for
an attack made by th is weapon, resolve the rest of the attack as i f
the weapon had the V ortex special  ru le.

SNIPER RIFLE
S nipe r rifle s have  powe rful te le scopic sights, e nabling the  fire r to
targe t we ak points and distant foe s with une rring accuracy. S ome
commande rs se e  the  snipe r rifle  as a dishonourable  we apon, but
the y are  in the  minority. Most unde rstand that pragmatism, and
de ad e ne mie s, win more  battle s than honour e ve r will.

SPACE MARINE SHOT GUN
S pace  Marine  shotguns are  sturdy and ve rsatile  we apons ofte n
carrie d by S pace  Marine  S couts.

T YPHOON MISSILE LAUNCHER
This ve rsatile  we apon is spe cially adapte d for high-spe e d assaults.



WHIRLWIND MULT IPLE MISSILE
LAUNCHER
Whirlwind multiple  missile  launche rs suppre ss the  foe  with
punishing salvoe s of long range  warhe ads.

Whirlwind mu ltiple missi le lau nchers have two di fferent
profi les. A l l  Whirlwind mu ltiple missi le lau nchers in  the
squ adron mu st u se the same profi le each  time the squ adron fires.

MELEE WEAPONS

BLADE OF CALIBAN
Ancie nt and le thal re lics of war, the  Blade s of Caliban are  carrie d
only by those  he roic Company Champions who have  e arne d the
right in battle . He avy, ornate  we apons grave n with the  name s of
the ir pre vious wie lde rs, the se  e ne rgise d swords cut through all but



the  thicke st armour with e ase .

CHAINFIST
A chainfist is a powe r fist fitte d with a chainblade  attachme nt
de signe d to carve  its way through armoure d bulkhe ads. Originally
de signe d for ge tting into ships during boarding actions, the  whirring
adamantine  blade s of a chainfist have  long since  prove n the ir worth
whe n e ngaging armoure d targe ts of all kinds.

CHAINSWORDS
A chainsword is a high-powe re d chainsaw fitte d with hilt, pomme l
and guard to make  it le ss unwie ldy. I t is a common we apon across
the  Impe rium, with a quite  horrifying re putation for the  damage  it
can inflict on unarmoure d fle sh.

CLOSE COMBAT  WEAPON
S pace  Marine s may be  e quippe d with a varie ty of close  combat



we apons, the  most common of which is a simple  but de adly combat
knife .

CORVUS HAMMER
S wung with ve nge ful might by its Black Knight wie lde r, the  corvus
hamme r smashe s its victim from the ir fe e t in a shocking spray of
blood. Adapte d from the  traditional monste r-slaying we apons of the
old Calibanite  knights, the se  sharp-be ake d hamme rs punch through
armour and crush bone  to powde r.



Corvu s hammer

CROZIUS ARCANUM
The  crozius se rve s as both a sacre d staff of office  and a we apon for
Dark Ange ls Chaplains. An e ne rgy fie ld boosts the  crozius
arcanum’s mauling powe r.

FLAIL OF T HE UNFORGIVEN



Lashing through the  air with crue l force , the  flail of the  Unforgive n
te ars gre at strips from armour, fle sh and bone  alike . Wie lde d by the
le ade rs of the  De athwing Knights, the se  archaic we apons are  use d
with furious force  to castigate  all unworthy scum that stand in the
Dark Ange ls’  path, and fore shadow the  horrific fate  that awaits
those  Falle n who are  take n to the  dunge ons of the  Rock.

FORCE WEAPONS
Force  we apons come  in all shape s and size s, but for the  purpose s of
our game , we  have  thre e  simple  cate gorie s: force  axe s, force
stave s and force  swords.

If a model ’s wargear says i t has a force weapon that has no fu rther
special  ru les, look at the model  to tel l  which  type of force weapon i t
has: i f i t’s a sword or dagger, i t’s a force sword; i f i t’s an axe or
halberd, i t’s a force axe; i f i t’s a blu nt weapon l ike a staff or mace,
i t’s a force stave.

HALBERD OF CALIBAN



The  Company Champion of the  De athwing traditionally carrie s this
massive  we apon, re forge d from a Blade  of Caliban shatte re d in
battle  long ago and incorporating the  same  grim te chnologie s that
powe r the  we apons of the  De athwing Knights. The  name  of e ve ry
brothe r to wie ld this we apon is microscopically e tche d into its
blade , while  the  ground finge r bone s of the  Falle n burn amid
e ve rlasting flame s within ce nse rs fitte d in the  we apon’s haft.

LIGHT NING CLAWS
Lightning claws are  commonly use d as matche d pairs and consist of
a numbe r of blade s, e ach a miniature  powe r we apon, normally
mounte d on the  back of the  hand.

MACE OF ABSOLUT ION
Wre athe d in glowing smoke , the se  massive  we apons are  as siniste r
in aspe ct as the y are  le thal in application, and are  capable  of
oblite rating e ve n the  mightie st he re tics in a blaze  of killing light.



Smi te: When a model  equ ipped with  th is weapon makes i ts close
combat attacks, i t can choose instead to make a single Smite
attack. If i t does so, rol l  To Hit as normal  bu t resolve the A ttack at
Strength  x2, A P2.

POWER FIST
A powe r fist is an armoure d gauntle t surrounde d by a disruptive
e ne rgy fie ld. I t is an incre dibly de structive , but bulky, we apon.

POWER WEAPON
T y pes of Power Weapon
Powe r we apons come  in all shape s and size s, but for the  purpose s
of our game , we  have  four simple  cate gorie s of powe r we apons:
powe r axe s, powe r mauls, powe r swords and powe r lance s.

If a model ’s wargear says i t has a power weapon which  has no
fu rther special  ru les, look at the model  to tel l  which  type of power
weapon i t has: i f i t’s a sword or dagger, i t’s a power sword; i f i t’s an
axe or halberd, i t’s a power axe; i f i t’s a blu nt weapon l ike a mace
or staff, i t’s a power mau l ; i f i t’s a spear or lance, i t’s a power lance.



* Powe r lance s have  two profile s for both S tre ngth and AP. The  first
is use d only on a turn in which a mode l charge s; the  se cond is use d
at all othe r time s.

Unusual Power Weapons
Many models have u nu su al  power weapons that have one or more
u niqu e ru les. If a  power weapon has i ts own u niqu e close combat
ru les, treat i t as an A P3 Melee weapon with  the additional  ru les
and characteristics presented in  i ts entry.

RELIC BLADE
The  re lic blade s of the  Dark Ange ls are  sole mnly be stowe d upon
the ir gre ate st warriors. Fe w foe s can stay the  wrath of the se  coldly
glowing blade s, or e ndure  the ir scything blows.

SERVO-ARM
The se  massive  articulate d utility-claws are  primarily use d to
facilitate  battle fie ld re pairs, but are  strong e nough to crush the  life
from a foe  and wre ck armoure d ve hicle s, should the  ne e d arise .



T HUNDER HAMMER
Thunde r hamme rs re le ase  a tre me ndous blast of e ne rgy whe n the y
strike , slamming the  foe  to the  ground and le aving him stunne d (if he
survive s at all). This, combine d with the  crushing we ight of the
hamme r itse lf, make s for an incre dibly de adly we apon.

SPECIAL ISSUE WARGEAR

ARMORIUM CHERUB
Che rubim are  cyborg constructs cre ate d to assist the  Empe ror’s
se rvants. Among the  Ade ptus Astarte s the y are  rare ly se e n outside
of the  Librarius, save  for those  fe w that re lay targe ting data and
carry spare  ammunition for De vastator S quads.

One u se only . One model  in  a u nit equ ipped with  an armoriu m
cheru b can re-rol l  al l  fai led To Hit rol l s in  one Shooting phase. A n
armoriu m cheru b is represented by a separate miniatu re that
wil l  always remain as close as possible to the u nit that selected i t.
The model  i tsel f is pu rely  decorative and is always ignored for
game pu rposes – ju st move i t to one side i f i t gets in  the way.



Remove the armoriu m cheru b once i t has been u sed or once the
u nit that selected i t has been completely  destroyed.

AUSPEX
A short-range d scanning de vice , the  auspe x de te cts hidde n he re tics
no matte r whe re  the y hide .

A  model  with  an au spex can u se i t in  place of making a shooting
attack. If he does so, target an enemy u nit with in 12" (th is does not
cou nt as choosing a target for h is u nit to shoot at). A  u nit that is
targeted by one or more au spexes has i ts cover save redu ced by 1
u nti l  the end of the phase.

CAMO CLOAK
Dark Ange ls S couts clad in camo cloaks slip unse e n across the
battle fie ld. The  mate rial of the se  garme nts absorbs light and shifts
its hue  and te xture  to match its surroundings, allowing the  novitiate
warriors to re main unse e n until the  mome nt the y strike .

A  model  wearing a camo cloak has +1 cover save. If i t does not
already have a cover save, i t gains a 6+ cover save.

CHAPT ER BANNER
The  Dark Ange ls’  Chapte r Banne r is a re lic that date s back to the
days of the  Gre at Crusade  – the y will fight like  he roe s to de fe nd it,
de te rmine d not to dishonour the mse lve s in its pre se nce .

Friendly  u nits with  the Dark A ngels Faction with in 12" of a model
equ ipped with  the Chapter banner re-rol l  fai led Morale checks,
Pinning tests and Fear tests. In  addition, al l  friendly  models with
the Dark A ngels Faction in  the same u nit as th is banner have +1
A ttack whilst the bearer is al ive.



COMBAT  SHIELD
Ofte n style d afte r those  carrie d by the  Knights of the  Orde r, the se
lightwe ight shie lds are  wre athe d in pote nt force  fie lds capable  of
turning aside  e ve n the  most de vastating blow.

A  combat sh ield confers a 6+ invu lnerable save.

COMPANY ST ANDARD
The  company standards of the  Dark Ange ls are  pre cious he irlooms,
hand-crafte d ove r the  mille nnia by skille d artisans and he avy with
the  honour of the  Chapte r.

Friendly  u nits with  the Dark A ngels Faction with in 12" of a model
equ ipped with  the company standard re-rol l  fai led Morale checks,
Pinning tests and Fear tests.

CONVERSION FIELD
Crackling and sparking like  a miniature  ve rsion of the  force  fie ld
around the  Rock itse lf, this strange  shie ld e nfolds its we are r in its
prote ctive  e ne rgie s. S hots and blows that strike  the  fie ld are
conve rte d instantly into a flash of e ne rgy that le ave s assailants
blinde d and re e ling.

A  conversion field confers a 4+ invu lnerable save. A t the end of a
phase in  which  the bearer passes one or more invu lnerable saves
granted by the conversion field, al l  u nits with in D6" of the bearer
mu st test as i f they  had been h it by  a weapon with  the Bl ind
special  ru le. Friendly  u nits can re-rol l  th is test.



DEAT HWING COMPANY BANNER
De picting a shatte re d towe r and a falle n ange l, the  De athwing
Company Banne r is re dole nt with ve ile d me anings. I t is one  of the
most pre cious re lics of the  Dark Ange ls 1st Company, whose  battle -
brothe rs will prote ct it with the ir live s.

Friendly  u nits with  the Dark A ngels Faction with in 12" of a model
equ ipped with  the Deathwing Company Banner re-rol l  fai led
Morale checks, Pinning tests and Fear tests. In  addition, al l
friendly  models with  the Deathwing special  ru le in  the same u nit
as th is banner have +1 A ttack whilst the bearer is al ive.

DIGIT AL WEAPONS
S tabbing light and sudde n agony are  the  e ne my’s only warning as
the se  miniature  we apons trigge r. Fitte d into gauntle ts, rings and the
like , digital we apons are  e xtre me ly short-range d lase rs that give
the ir wie lde r a le thal e dge  in close  combat.

A  model  armed with  digital  weapons can re-rol l  a  single fai led
rol l  To Wou nd in  each  A ssau l t phase.

FRAG GRENADES
Assault gre nade s, like  the  ubiquitous frag gre nade , can be  hurle d at
the  e ne my as your warriors charge  into battle . The  le thal storm of
shrapne l from the se  gre nade s drive s oppone nts furthe r unde r
cove r for a fe w pre cious mome nts, allowing attacke rs more  time  to
close  in and, hope fully, ge t the  first blow in against a disorie nte d foe .

Shooting
When a u nit armed with  assau l t grenades makes a shooting
attack, one model  can choose to throw a grenade, rather than
u sing another shooting weapon.



Assault
Models equ ipped with  assau l t grenades don’t su ffer the penal ty  to
their Initiative for charging enemies throu gh difficu l t terrain,
bu t fight at their normal  Initiative in  the ensu ing combat.

GRAV-AMP
The  grav-amp is a wonde r of arche ote ch that focusse s and
stre ngthe ns the  fie ld of the  be are r’s grav-we apons.

When rol l ing to Wou nd with  a grav-weapon, or to determine i ts
effects on a vehicle, the bearer can re-rol l  the resu l t.

HELLFIRE SHELLS
Each he llfire  she ll contains a re se rvoir of conce ntrate d bio-acid.
Upon de tonation, this incre dibly caustic substance  sprays across its
targe ts, burning away fle sh and sine w with hide ous spe e d.

Each time a weapon equ ipped with  hel l fire shel ls fires, the
control l ing player can choose whether to fire a hel l fire shel l  or to
u se the ordinary  profi le for that weapon.

IRON HALO
The  iron halo is a symbol of e xce ptional brave ry and wisdom. I t



contains a powe rful e ne rgy fie ld that acts as a ward against the
we apons of the  e ne my. An iron halo is capable  of re nde ring use le ss
e ve n the  most pote nt of attacks.

A n iron halo confers a 4+ invu lnerable save.

JUMP PACK
A jump pack e nable s the  we are r to take  gre at bounding le aps
across the  battle fie ld and make  a booste d flight ove r short
distance s. S pace  Marine s ofte n e nte r battle  via airdrop de ployme nt,
we aring jump packs and le aping from low-flying Thunde rhawk
Gunships, issuing controlle d bursts to slow the ir de sce nt to the
ground.

Models equ ipped with  ju mp packs gain the Ju mp u nit type as
described in  Warhamme r 40,000: The  Rule s.

KRAK GRENADES
Krak gre nade s are  implosive  charge s de signe d to crack ve hicle
armour.

Shooting
When a u nit armed with  krak grenades makes a shooting attack,
one model  can choose to throw a grenade, rather than u sing
another shooting weapon.

Assault
Unless u sed in  assau l ts against vehicles, gu n emplacements or
Monstrou s Creatu res, krak grenades have no effect. When they are



u sed in  assau l ts against vehicles, gu n emplacements or
Monstrou s Creatu res, krak grenades have the fol lowing profi le:

MELT A BOMBS
Me lta bombs are  fusion charge s de signe d to burn through an
armoure d hull in a matte r of se conds.

Shooting
Melta bombs are cu mbersome devices. Melta bombs cannot be
u sed to make a shooting attack.

Assault
Unless u sed in  assau l ts against vehicles, gu n emplacements or
Monstrou s Creatu res, mel ta bombs have no effect. When u sed in
assau l ts against vehicles, bu i ldings, gu n emplacements or
Monstrou s Creatu res, mel ta bombs have the fol lowing profi le:

NART HECIUM
This de vice , along with the  re ductor, is e mploye d to he al wounde d
Dark Ange ls or, if this is impossible , to re move  the  proge noid gland
containing the  battle -brothe r’s pre cious ge ne -se e d.

A s long as the bearer of the nartheciu m is al ive, al l  models in  h is
u nit have the Feel  N o Pain special  ru le.



PERFIDIOUS RELIC OF T HE UNFORGIVEN
Ancie nt re lics from the  old Le gion that have  be e n re capture d by the
De athwing are  some time s carrie d into battle  by the  wraith-like
figure s known as Watche rs in the  Dark. The  e xact nature  or function
of most of the se  re ve re d re lics is unknown – the y are  as myste rious
as the  cowle d figure s that be ar the m. What is known is the ir e ffe ct
on the  battle fie ld – the ir pre se nce  alone  dampe ns the  powe r of
e ne my psyke rs and fills the  Dark Ange ls’  oppone nts with fe e lings of
dre ad.

A  perfidiou s rel ic of the Unforgiven is borne to battle by  a Rel ic
Bearer. A  Rel ic Bearer is represented by a separate miniatu re that
wil l  always remain as close as possible to the u nit that selected i t.
The model  i tsel f is pu rely  decorative and is always ignored for
game pu rposes – ju st move i t to one side i f i t gets in  the way.
Remove the Rel ic Bearer once the u nit that selected i t has been
completely  destroyed.

Models in  a u nit that inclu des a Rel ic Bearer carrying a
perfidiou s rel ic of the Unforgiven have the A damantiu m Wil l  and
Fear special  ru les.

PSYCHIC HOOD
Psychic hoods are  e mbe dde d with arcane  constructions of
psychically attune d crystals that allow the  we are r to e xte nd his
psychic prote ction to ne arby allie s.

Each time a u nit (or model) is targeted by an enemy psychic power
and is with in 12" of a friendly  model  with  a psychic hood, the
wearer of the hood can attempt to Deny the Witch  in  their stead, as
i f he were in  the target u nit. If the Deny the Witch  attempt is
fai led, the psychic power is resolved as normal , bu t effects only
the initial  target, not the wearer of the hood.



If a model  with  a psychic hood is embarked in  a vehicle or
bu i lding, he can only  u se the hood to nu l l i fy  powers targeting the
vehicle or bu i lding he is embarked with in.

RAVENWING COMPANY BANNER
Flying proud from its adamantine  banne r-pole , the  standard of the
Rave nwing shows a cowle d figure  slaying a horne d, skull-he ade d
se rpe nt that, unbe knownst to most, re pre se nts the  Falle n.

Friendly  u nits with  the Dark A ngels Faction with in 12" of a model
equ ipped with  the Ravenwing Company Banner re-rol l  fai led
Morale checks, Pinning tests and Fear tests. In  addition, al l
friendly  models with  the Ravenwing special  ru le in  the same u nit
as th is banner au tomatical ly  pass Initiative tests when
attempting to Hit & Ru n and rol l  one additional  dice when
determining the distance of a Hit & Ru n move whilst the bearer is
al ive.

ROSARIUS
A rosarius is a gorge t or amule t worn by Dark Ange ls Chaplains,
both for prote ction and as a symbol of office . A rosarius e mits a
prote ctive  e ne rgy fie ld around the  we are r, and is capable  of
de fle cting blows and shots that would smash a fe rrocre te  bunke r. I t
is be lie ve d that the  stronge r its be are r’s be lie f in the  might of the
Empe ror, the  stronge r a rosarius’  force  fie ld will be .

A  rosariu s confers a 4+ invu lnerable save.

SACRED ST ANDARD
Hanging in the  Gre at Hall of the  Rock, the re  are  those  standards of
the  Dark Ange ls that are  pre cious works of art. S ince  be fore  the
Horus He re sy the  Dark Ange ls have  guarde d icons such as the



S tandard of Fortitude , the  S tandard of De vastation and the  S tandard
of Re tribution, all of which command fanatical le ve ls of de votion
from the  warriors of the  Chapte r. The se  re lics are  borne  into only
the  most de spe rate  of battle s, for though the ir e ffe ct upon the  Dark
Ange ls is truly inspiring, e ach one  is irre place able . More  than once ,
whole  strike  force s of Unforgive n have  be e n de ploye d simply to
re cove r such a banne r lost upon the  fie ld of battle .

Friendly  u nits with  the Dark A ngels Faction with in 12" of a model
equ ipped with  a sacred standard re-rol l  fai led Morale checks,
Pinning tests and Fear tests. In  addition, al l  friendly  models with
the Dark A ngels Faction in  the same u nit as th is banner have the
Cou nter-attack and Relentless special  ru les whi lst the bearer is
al ive.

SERVO-HARNESS
Pistons hissing and actuators whining, the  se rvo-harne ss e nfolds its
we are r in the  manife st ble ssings of the  Omnissiah. Be aring a
multitude  of crushing claws and hissing plasma torche s, this multi-
limbe d harne ss aide s its we are r by re pairing Dark Ange ls ve hicle s,
not to me ntion te aring apart the  foe .

A  servo-harness gives the bearer two servo-arms, a plasma cu tter
and a flamer. In  the Shooting phase, the bearer can fire both
harness-mou nted weapons, or one harness-mou nted weapon and
another weapon.

SIGNUM



A targe ting auto-cogitator of prodigious powe r, the  signum swiftly
calculate s optimal traje ctorie s and imparts the  data dire ctly to the
machine  spirits of we apons within its be are r’s squad.

A t the start of the Shooting phase, a model  with  a signu m can
choose to u se i t instead of shooting. If he does so, one model  in  h is
u nit is Bal l istic Ski l l  5 for the remainder of the Shooting phase.
Declare that the signu m is being u sed before any rol ls To Hit are
made.

SPACE MARINE BIKE
Engine s snarling like  the  be asts of old Caliban, the  bike s of the
Rave nwing be ar the ir ride rs into battle  with spe e d and sure ty. We ll
armoure d and able  to trave rse  e ve n the  de nse st te rrain, the  S pace
Marine  bike  is a ve rsatile , durable  and faithful ste e d.

Models equ ipped with  Space Marine bikes change their u nit type
to Bike, as described in  Warhamme r 40,000: The  Rule s. Space
Marine bikes are fi tted with  a twin-l inked bol tgu n.

ST ORM SHIELD
A storm shie ld is a solid shie ld that has an e ne rgy fie ld ge ne rator
built into it. Though the  bulk of the  shie ld offe rs some  physical
prote ction, much more  impre ssive  is the  e ne rgy fie ld. I t is capable
of de fle cting almost any attack – blows that would normally cut
through e ve n Te rminator armour fail to make  a scratch.

A  storm shield confers a 3+ invu lnerable save. In  addition, a
model  equ ipped with  a storm shield can never claim the +1 A ttack
for being armed with  two Melee weapons in  an assau l t.



Storm Shield

T ELEPORT  HOMER
Te le port home rs e mit a powe rful signal e nabling orbiting S trike
Cruise rs to lock on to the m with the ir te le portation e quipme nt.

Friendly  u nits composed entirely  of models in  Terminator armou r
do not scatter when they Deep Strike, so long as the first model  is
placed with in 6" of the teleport homer’s bearer. For th is to work,



the bearer of the teleport homer mu st have been on the battlefield
at the start of the tu rn.

ARMOUR

ART IFICER ARMOUR
Embe llishe d by the  fine st artifice rs in the  Dark Ange ls Armoury,
the se  lavish suits afford the  we are r prote ction to rival e ve n
Te rminator armour.

A rti ficer armou r confers a 2+ A rmou r Save.

T ERMINAT OR ARMOUR
Te rminator armour is the  be st prote ction a S pace  Marine  can be
e quippe d with. I t is e ve n said that Te rminator armour can withstand
the  titanic e ne rgie s at a plasma ge ne rator’s core , and that this was,
in fact, the  armour’s original purpose .

Terminator armou r confers a 2+ A rmou r Save and a 5+
invu lnerable save. Fu rthermore, models in  Terminator armou r
have the Bu lky, Deep Strike and Relentless special  ru les, and may
not make Sweeping A dvances.

Vengeful  Stri ke: A  model  with  the Deathwing special  ru le that
arrives by  Deep Strike treats al l  of i ts ranged weapons as having
the Twin-l inked special  ru le u nti l  the end of the tu rn.

DARK ANGELS VEHICLE



EQUIPMENT

DOZER BLADE
Doze r blade s are  he avy ploughs, blade s, rams, or scoops, use d to
cle ar obstacle s from the  ve hicle ’s path.

V ehicles equ ipped with  dozer blades treat their front armou r as
one h igher than normal  when ramming. Fu rthermore the vehicle
can re-rol l  fai led Dangerou s Terrain  tests.

EXT RA ARMOUR
S ome  ve hicle  cre ws add additional armour plating to the ir ve hicle s
to provide  a little  e xtra prote ction.

V ehicles equ ipped with  extra armou r cou nt Crew Stu nned resu l ts
from the V ehicle Damage table as Crew Shaken resu l ts instead

FRAG ASSAULT  LAUNCHERS
The  hulls of Land Raide r Crusade rs and Land Raide r Re de e me rs
are  studde d with e xplosive  charge s de signe d to hurl shrapne l at the
e ne my as the  troops inside  charge  out.

A ny u nit charging into close combat on the same tu rn as i t
disembarks from a transport vehicle equ ipped with  frag assau l t
lau nchers cou nts as having frag grenades.

HUNT ER-KILLER MISSILE
Hunte r-kille r missile s are  commonly fitte d to Impe rial ve hicle s.
The se  single -use  we apon syste ms allow ve hicle s such as Rhinos to



e ngage  armoure d e ne my ve hicle s that would othe rwise  far
outmatch the m.

A  hu nter-ki l ler missi le is an additional  weapon, fired u sing the
vehicle’s Bal l istic Ski l l .

LOCAT OR BEACON
The  locator be acon is a signalling package  that contains a te le port
homing de vice , broad-spe ctrum communicators and ge o-positional
tracking. Whe n activate d, the  locator be acon stre ams de taile d
positional uploads in Ade ptus Astarte s code d signals, allowing for
pre cision re inforce me nt by re se rve  force s.

Friendly  u nits do not scatter when they Deep Strike, so long as the
first model  is placed with  6" of a model  equ ipped with  a locator
beacon. The locator beacon mu st have been on the battlefield at
the start of the tu rn in  order for i t to be u sed.

SEARCHLIGHT
S e archlights are  use d whe n the  Night Fighting rule s are  in e ffe ct. I f
a ve hicle  has a se archlight, it can, afte r firing all of its we apons,
choose  to illuminate  its targe t with the  se archlight. I f it doe s so, it
also illuminate s itse lf. You may find it he lpful to place  coins, or othe r
suitable  counte rs, ne xt to the  units as re minde rs, and ne xt to a
ve hicle  to show it has use d its se archlights this turn.

Il lu mination lasts u nti l  the end of the fol lowing tu rn.
Il lu minated u nits gain  no benefi t from the N ight Fighting ru le.



SIEGE SHIELD
Due  to the ir e ffe ctive ne ss in rubble -stre wn city fights and urban
assaults, Vindicators are  ofte n fitte d with e normous sie ge  shie lds
which e nable  the m to bulldoze  through obstacle s with impunity.

A  vehicle with  a siege sh ield au tomatical ly  passes Dangerou s
Terrain tests.

SMOKE LAUNCHERS
S ome  ve hicle s have  small launche rs mounte d onto the m that carry
smoke  caniste rs. The se  are  use d to te mporarily obscure  the  ve hicle
be hind billowing clouds of smoke , allowing it to cross ope n are as in
gre ate r safe ty – although it doe s so at the  cost of be ing able  to fire  its
own we apons.

Once per game, instead of shooting or moving Flat Ou t (or
Ru nning in  the case of Walkers), a  vehicle with  smoke lau nchers
can trigger them. Place some cotton wool  or some other
appropriate cou nter next to the vehicle to show i t is obscu red. The
vehicle may not fire any of i ts weapons in  the same tu rn as i t u sed
smoke lau nchers, bu t cou nts as obscu red in  the next enemy
Shooting phase, receiving a 5+ cover save.

A fter the enemy’s Shooting phase, the smoke disperses with  no
fu rther effect. N ote that a vehicle may sti l l  u se smoke lau nchers
even i f has su ffered a Crew Shaken or Stu nned resu l t or i t does not
have any shooting weapons.

ST ORM BOLT ER



Raven Sword

Sword of Si lence
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RELICS OF CALIBAN
These artefacts are anci ent hei rl ooms that are
mai ntai ned i n pl aces of  honour on the Rock. Onl y  the
mi ghti est of  Dark Angel s are worthy  of  usi ng such
stori ed i tems, and hav i ng thei r heroi cs and deeds added
to the conti nui ng l egends of the i tems themsel v es. Onl y
one of each of the fol l owi ng rel i cs may  be chosen per
army .

FOE-SMIT ER
This ornate  storm bolte r was wrought by Fe dorovich the  Gre at, one
of the  gre ate st Martian we aponsmiths of the  e ra of the  Gre at
Crusade . Fe dorovich forge d many of the  maste r-crafte d we apons
still prize d by the  Impe rium today. Eve n by comparison to the se ,
Foe -smite r has always be e n conside re d spe cial. I t was pre se nte d
with honour to the  first Grand Maste r of the  De athwing, and
continue s to lay low the  e ne mie s of the  Chapte r to this day.

LION’S ROAR
One  of the  most unusual pie ce s in the  arse nal of the  Rock is the
combi-we apon known as the  Lion’s Roar. The  single -shot plasma



blast it fire s is accompanie d by a de vastating roar, from whe nce  the
we apon ge ts its name . The  Lion’s Roar is issue d to he roe s of the
Chapte r and ove r the  ye ars it has prove n to be  an ide al we apon for
those  le ading boarding missions, bunke r assaults or a forlorn hope .
Whe the r its he roic be are r survive s the  battle  or not, the  Lion’s Roar
has always be e n re cove re d and re turne d to its place  of honour in
the  Rock’s armourie s.

The Lion’s Roar is a Master-crafted combi-weapon. The secondary
weapon has the fol lowing profi le:

MACE OF REDEMPT ION
The  Mace  of Re de mption is pe rhaps the  gre ate st of the  we apons
forge d by the  Dark Ange ls to hunt the ir traitorous comrade s.
Ble sse d with incantations of ve nge ance , the  hollow ce ntre  of this
sacre d powe r maul flare s white -hot whe n it smite s a foe . I t is said
that, with the  mace  in hand, S upre me  Grand Maste r Raphae l struck
down the  Dae mon Prince  rule r of the  blasphe mous world of Ne w
Caliban, allowing the  arch-he re tic to be  capture d. Of all the  Dark
Ange ls who have  e ve r hunte d the  Falle n, none  has be ste d this
he roic de e d.

Bane of the Trai tor: When the Mace of Redemption is u sed to
attack a u nit with  the Chaos Space Marines Faction, i ts A P is



increased to 1.

MONST ER SLAYER OF CALIBAN
This ancie nt we apon was traditionally be stowe d upon the  most
honourable  Knight of the  Orde r be fore  the  onse t of a long que st into
the  wilds of Caliban. I ts we ll-hone d blade  is e mpowe re d by a force
ge ne rator of magnifice nt stre ngth; howe ve r, ove r the  age s, it has
grown some what te mpe rame ntal, and the  know-how to fix such
ancie nt te chnology is now be yond the  Te chmarine s of the  Dark
Ange ls. I t is be lie ve d that as long as its owne r stays pure  of mind,
the  Monste r S laye r of Caliban will strike  down e ve n the  gre ate st of
foe s.

A t the start of each  Fight su b-phase in  which  the wielder is locked
in combat, rol l  a  D6 to determine which  profi le the Monster Slayer
of Cal iban u ses that tu rn.

SHROUD OF HEROS
The  rite s of the  Dark Ange ls dictate  that whe n one  of the ir mightie st
is slain in glorious battle , his re cove re d re mains are  wrappe d in a
de ath shroud until he  can be  inte rre d within the  crypts of the  Lion’s
S anctum de e p within the  Rock. Pie ce s of this fabric, staine d in the
blood of he roe s, are  the n continually stitche d into a single  se t of
robe s known as the  S hroud of He roe s. I t is customary for the
S hroud of He roe s to be  pre se nte d to a noble  warrior of the  Chapte r,
who will we ar it for the  duration of a battle  or ongoing campaign
be fore  passing the  re ve re d robe s on to anothe r worthy aspirant of



the  Chapte r. Those  who we ar the  S hroud of He roe s claim the y can
fe e l the  prote ctive  powe rs of the ir pre de ce ssors swirling around
the m, still e age r to aid the  Chapte r.

The bearer of the Shrou d of Heroes has the Feel  N o Pain special
ru le. In  addition, whi le he is not in  a u nit, the bearer has the
Shrou ded special  ru le.

T HE EYE OF T HE UNSEEN
This ancie nt augme tic was first be que athe d to Inte rrogator-
Chaplain Enoch by the  Watche rs in the  Dark, and has since  be e n
e xtracte d and re -implante d in a string of Dark Ange ls he roe s. I t is
said that no se cre t can e scape  the  gaze  of the  Eye , nor guilt, lie s or
any obfuscation. Those  fixe d by the  glowing le ns of the  Eye  of the
Unse e n have  the ir de e pe st wants and fe ars laid bare , and the ir
e ve ry we akne ss e xpose d. The  se nsation is said to be  akin to
Catachan harpoon-bugs crawling across the  inside  of the  skull, and
it is all the  victim can do not to drop to the ir kne e s and confe ss all.

The bearer of the Eye of the Unseen has the Fear and Preferred
Enemy special  ru les.



INTERROMANCY DISCIPLINE
In order to ai d the Interrogator-Chapl ai ns i n thei r cruel
l abours, the Li brari ans of  the Dark Angel s hav e
mastered a si ni ster and i nv asi v e form of tel epathy . Few
sensati ons are more horri fi c for a v i cti m than the
i nsi di ous sl i ther of  the Li brari an’s thoughts as they
wri the through the gaps i n hi s mental  defences, f l ay i ng
and twi sti ng hi s psy che at wi l l .

PRIMARIS POWER
MIND WORM... WARP CHARGE 1
The  Librarian burrows his consciousne ss into the  scre aming
victim’s brain, ripping fre e  the ir se cre ts in a spray of gore .

Mind Worm is a focu ssed witchfire power with  the fol lowing
profi le:

Sap Wi l l : If a  model  su ffers any u nsaved Wou nds from Mind
Worm, i ts Weapon Ski l l , Bal l istic Ski l l , Initiative and Leadership
characteristics are redu ced by 3 (to a minimu m of 1) for the rest of
the battle.

1 SEED OF FEAR... WARP CHARGE 1



The  Librarian inve igle s his way into the  minds of his foe s. S ubtly, he
twists and he ighte ns the ir fe ars, inciting first une ase , the n paranoia,
the n outright, ove rwhe lming te rror.

S e e d of Fe ar i s a mal edi cti on  that targets al l  enemy u nits
with in 9". Whilst the power is in  effect, al l  target u nits mu st take
Morale checks as wel l  as Pinning and Fear tests on 3D6.

2 RIGHT EOUS REPUGNANCE... WARP
CHARGE 1
Re aching into the  minds of his brothe rs, the  Librarian stoke s the
fire s of the ir hate . Conditione d and re ce ptive  to such manipulation
by the ir le ade rs, the  Dark Ange ls re spond with a surge  of cold,
furious viole nce .

Righte ous Re pugnance  is a bl essi ng that targets a single friendly
u nit with in 24". Whilst the power is in  effect, the target u nit has
the Rage special  ru le.

3 AVERSION... WARP CHARGE 1
The  Librarian se nds wave s of cold fe ar washing outwards. The  foe
find the mse lve s unable  to focus upon the  psyke r, the ir subconscious
scre aming at the m to look away for fe ar of what the y will se e .

Ave rsion i s a mal edi cti on  that targets a single enemy u nit
with in 24". Whilst the power is in  effect, the target u nit can only
fire Snap Shots.

4 MAELST ROM OF MISERY... WARP CHARGE
2
The  Librarian focusse s his disgust for the  foe  into a pote nt assault.



All e ne mie s in the  vicinity e xpe rie nce  agonising pain as the ir brains
implode , the n fall to the  ground without a mark on the m.

Mae lstrom of Mise ry i s a wi tchfi re power with  the
fol lowing profi le:

Neural  Shock: Hits cau sed by th is psychic power always wou nd
on a 4+. This special  ru le has no effects on vehicles or bu i ldings.

5 T REPHINAT ION... WARP CHARGE 2
The  Librarian gathe rs his thoughts into a white  hot spike  to plunge
straight into his victim’s mind. The re  is no subtle ty he re , just a
vicious psychic thrust that le ave s the  foe ’s sanity in tatte rs and the ir
brain matte r dribbling from e ars, nose  and e ye s.

Tre phination i s a focussed wi tchfi re power with  a range of 18".
The affected model  mu st rol l  2D6+2 and su btract their
Leadership. That model  su ffers a nu mber of Wou nds equ al  to the
resu l t. A rmou r and cover saves cannot be taken against Wou nds
cau sed by  Tre phination.

6 MIND WIPE... WARP CHARGE 3
Like  a barbe d lash, the  Librarian’s mind scourge s that of his foe ,
dragging out e ve ry me mory, se cre t and thought that make s the m
who the y are . For some  foe s, this the ft of ide ntity is mome ntary, a
fe arful but te mporary blank. Othe rs are  pe rmane ntly re duce d to
glassy-e ye d walking corpse s – hollow she lls of what the y once
we re .



Mind Wipe  i s a mal edi cti on  that targets a single enemy u nit
with in 24". A l l  models in  the target u nit have their Weapon Ski l l
and Bal l istic Ski l l  redu ced to 1 u nti l  the end of their next tu rn, at
which  point the u nit mu st take a Leadership test. If the
Leadership test is fai led, the effects of Mind Wipe  last for the rest of
the game.



TACTICAL OBJECTIVES
Codex: Dark Angels  descri bes si x Tacti cal  Objecti v es to
use i n y our games that are excl usi v e to Dark Angel s
pl ay ers and refl ect thei r secreti v e, but i ncredi bl y  si ngl e-
mi nded and resol ute method of war.

If you r Warlord has the Dark A ngels Faction, these Tactical
Objectives replace the Captu re & Control  Tactical  Objectives
(nu mbers 11-16) described in  Warhamme r 40,000: The  Rule s.

If a Warhammer 40,000 mission has the Tactical  Objectives
special  ru le, players u se the normal  ru les for u sing Tactical
Objectives with  the fol lowing exception: when a Dark A ngels
player generates a Captu re & Control  objective (nu mbers 11, 12, 13,
14, 15 or 16), the Dark A ngels player instead generates the
corresponding Dark A ngels Tactical  Objective, as shown in  the
table (below). Other Tactical  Objectives (nu mbers 21-66) are
generated normal ly .

11 NOT  ONE ST EP BACKWARDS



T YPE: DARK ANGELS
Intractable  and immovable , you must stand firm in the  face  of the  foe
no matte r what horrors the y unle ash.

When th is Tactical  Objective is generated secretly  choose ei ther
you r next tu rn, you r next two tu rns or you r next three tu rns; score
1, D3 or D3+3 V ictory  points respectively  i f th is Tactical  Objective
is sti l l  A ctive at the end of the nu mber of tu rns you  chose. This
Tactical  Objective is immediately  discarded i f any friendly  u nit
fai l s a Morale Check. If the game ends before th is Tactical
Objective is achieved, no V ictory  Points are scored.

12 NO FORGIVENESS
T YPE: DARK ANGELS
Be  implacable  in your hatre d of the  foe . Root the m out and scour
the m from e xiste nce , whe re ve r the y may hide .

Score 1 V ictory  Point at the end of you r tu rn i f you  completely
destroyed 1 or more enemy u nits that were control l ing an
Objective Marker at the start of you r tu rn.

13 LET  NONE ESCAPE YOUR GAZE
T YPE: DARK ANGELS
Te ar aside  the  flimsy ve il that hide s the  thoughts of the  foe . Rip fre e
the ir se cre ts from the  darke st hollows of the ir minds, and prove  to
the m that the re  is no e scape  from ve nge ance .

Score 1 V ictory  Point at the end of you r tu rn i f you  su ccessfu l ly
manifested one or more psychic powers from the Interromancy
discipl ine du ring you r tu rn.



14 APPREHEND AND INT ERROGAT E
T YPE: DARK ANGELS
The  path of one  of the  Falle n has crosse d this battle fie ld – more
information must be  e xtracte d from e ne my le ade rs.

Score 1 V ictory  Point at the end of you r tu rn i f at least one enemy
character was slain  in  a chal lenge du ring you r tu rn. If you r
opponent’s Warlord was slain  in  a chal lenge du ring you r tu rn,
score D3 V ictory  Points instead.

15 FLAWLESS ST RAT EGY
T YPE: DARK ANGELS
Honour the  Lion in the  pe rfe ct application of battle fie ld tactics.

Score 1 V ictory  Point at the end of you r tu rn i f one or more friendly
u nits with  the Deathwing or Ravenwing special  ru le arrived from
Reserve du ring you r tu rn. If one or more friendly  u nits with  the
Deathwing special  ru le u sed a teleport homer to arrive by  Deep
Strike with in 6" of a friendly  u nit with  the Ravenwing special
ru le du ring you r tu rn, score D3 V ictory  Points instead.

16 T HE PAT H OF REDEMPT ION
T YPE: DARK ANGELS
Prove  your faith and loyalty in the  Empe ror by fulfilling your duty,
no matte r the  cost.

Score 1 V ictory  Point at the end of you r tu rn i f, du ring you r tu rn, a
friendly  u nit with  the Dark A ngels Faction charged an enemy
u nit that, at the start of the Charge su b-phase, inclu ded more
models than their own u nit.



Secret Agenda: If you r Warlord has the Dark A ngels Faction,
h ide you r dice rol l  when generating Tactical  Objectives. If the
Tactical  Objective generated does not have the Dark A ngels Type,
reveal  both  the dice rol l  and the Tactical  Objective to you r
opponent as normal  (u nless the mission you  are playing instru cts
you  otherwise). If the Tactical  Objective generated has the Dark
A ngels Type, keep the dice rol l  and Tactical  Objective h idden;
reveal  these Tactical  Objectives only  when achieving them.

DESIGNERS NOTE – 
TACTICAL OBJECTIVES CARD

DECK
I f you own a de ck of Dark Ange ls
Tactical Obje ctive  Cards, you can

ge ne rate  your Tactical Obje ctive s by
shuffling the  de ck and drawing the  top

card inste ad of rolling a D66. The se
should be  ke pt face  up, so your

oppone nt can se e  which Tactical
Obje ctive s you have  ge ne rate d,

unle ss the  mission you are  playing
instructs you othe rwise , or the y have

Dark Ange ls Type  (se e  S e cre t
Age nda, above ).



DEATHWING STRIKE FORCE

Codex: Dark Angels  detai l s two further Detachments, the
fi rst of  whi ch i s based upon the mi ghty  1st Company  of
the Dark Angel s – the Deathwi ng – whi ch speci al i ses i n
dev astati ng tel eportati on stri kes i nto the heart of  the
enemy  army . Thi s Detachment fol l ows al l  of  the rul es
for Detachments as presented i n Warhammer 40,000: The
Rules.

REST RICT IONS:
A ll  u nits in  th is Detachment mu st have the Deathwing special
ru le or be Dedicated Transports. Units of V enerable Dreadnou ghts
in  th is Formation may only  inclu de one model , which  mu st be
given a Drop Pod as a Dedicated Transport.

COMMAND BENEFIT S:
Summoned to War: A l l  u nits in  th is Detachment mu st begin
the game in  Deep Strike Reserve. If you r army inclu des a
Ravenwing A ttack Squ adron or a Ravenwing Strike Force (see
below), you  can choose to au tomatical ly  pass or fai l  any Reserve
Rol ls you  make for u nits in  th is Detachment; there is no need to
rol l .

Fi rst Kni ght of  Cal i ban: If th is Detachment is you r Primary
Detachment, you  can re-rol l  the resu l t when rol l ing on the Dark
A ngels Warlord Traits table.

Take the Fi ght to the Enemy : Units from th is Detachment
can ei ther shoot and then Ru n, or Ru n and then shoot, in  the
Shooting phase of the tu rn they arrive by  Deep Strike.







RAVENWING STRIKE FORCE

The fi nal  Detachment i n Codex: Dark Angels  focusses on
the 2nd Company  – the Rav enwi ng – and thei r hi ghl y
mobi l e sty l e of  warfare. As the ey es and ears of  the
Chapter, i t  i s the Rav enwi ng who are tasked wi th
runni ng the Fal l en to ground. Thi s Detachment fol l ows
al l  of  the rul es for Detachments as presented i n
Warhammer 40,000: The Rules.

REST RICT IONS:
A ll  u nits in  th is Detachment mu st have the Ravenwing special
ru le.

COMMAND BENEFIT S:
Fi rst Huntsman: If th is Detachment is you r Primary
Detachment, you  can re-rol l  the resu l t when rol l ing on the Dark
A ngels Warlord Traits table.

Speed of the Rav en: Du ring you r first tu rn (or you r second
tu rn i f the u nits in  th is Detachment were placed in  Reserve – see
below), any u nits from th is Detachment that Tu rbo-boost or move
Flat Ou t cou nt as Jinking u nti l  you r next tu rn. However, u nits
from th is Detachment that do so can sti l l  fi re their gu ns normal ly
in  you r next tu rn; they do not have to fire Snap Shots.

Stri ke as One: A l l  of the u nits in  th is Detachment mu st ei ther
be placed in  Reserve or deployed as normal . If placed in  Reserve,
al l  u nits in  th is Detachment au tomatical ly  arrive at the start of
you r second tu rn.







PROFILES









UNIT  T YPES
Bike  = Bk, Characte r = (ch), Fast = F, Flye r = Fl , Hove r = H,
Infantry = In, Je tbike  = Jb, Ope n-toppe d = O, S kimme r = S,
Tank = Tk, Transport = T, Walke r = W
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