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THE Horus HERESY”

It is a time of legend.

The galaxy is in flames. The Emperor’s glorious vision for humanity is
in ruins. His favoured son, Horus, has turned from his father’s light and
embraced Chaos.

His armies, the mighty and redoubtable Space Marines, are locked in
a brutal civil war. Once, these ultimate warriors fought side by side as
brothers, protecting the galaxy and bringing mankind back into the
Emperor’s light. Now they are divided.

Some remain loyal to the Emperor, whilst others have sided with the
Warmaster. Pre-eminent amongst them, the leaders of their thousands-
strong Legions are the primarchs. Magnificent, superhuman beings, they
are the crowning achievement of the Emperor's genetic science. Thrust
into battle against one another, victory is uncertain for either side.

Worlds are burning, At Isstvan V, Horus dealt a vicious blow and three
loyal Legions were all but destroyed. War was begun, a conflict that will
engulf all mankind in fire. Treachery and betrayal have usurped honour

and nobility. Assassins lurk in every shadow. Armies are gathering. All

must choose a side or die.

Horus musters his armada, Terra itself the object of his wrath. Seated

upon the Golden Throne, the Emperor waits for his wayward son to

return. But his true enemy is Chaos, a primordial force that seeks to
enslave mankind to its capricious whims.

The screams of the innocent, the pleas of the righteous resound to the
cruel laughter of Dark Gods. Suffering and damnation await all should
the Emperor fail and the war be lost.

The age of knowledge and enlightenment has ended.
The Age of Darkness has begun.
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The Horus Heresy has erupted within
proud Ultramar. Total war rages across
the once-glorious world of Calth,
bringing it to blazing ruin beneath
the radioactive hell of a poisoned sun.
The Ultramarines, having suffered

a Legion-shattering hammerblow
from their treacherous Word Bearer
brothers, are forced to seek shelter

in the subterranean arcologies that
thread the planet’s underworld. The
Word Bearers have likewise headed
underground, determined to complete
their heretical work by hunting down
every one of their Ultramarines rivals
and slaying them with bolter and
crozius. At their fore is Kurtha Sedd,

a fervent demagogue who burns with
the fires of hatred and disillusionment.
Against him stands Captain Aethon, a

veteran praetor whose tactical acumen

is eclipsed only by his desire for bloody

vengeance against those who killed his
world. Under Aethon’s command, the
Ultramarines rally and counter-attack,
waging a desperate war in the darkness
against foes they once called brothers.

INTRODUCTION

‘The Horus Heresy: Betrayal at Calth is a
game of claustrophobic tunnel combat
between two forces of Space Marines,
elite superhuman warriors created by
the Emperor to lead his conquest of the
galaxy. Set amidst the treachery and
confusion of the 315t Millennium, the
game features six scenarios in which
players take command of either the
noble Ultramarines or the traitorous
Word Bearers. The story told by these
scenarios forms part of the wider events
of Warmaster Horus' heretical crusade,

explained in detail later in this book.

This rules section will show you how

to outmanoeuvre your opponent in the
ancient arcologies, and how to slay your
foe at range with ruinous boltguns, or in
the press of close combat with crackling
lightning claws or brutal power fists.

To be victorious you will need to learn
the strengths of each of the different
warriors under your command, while
using a variety of inspired tactics

and cunning tricks to overcome your
opponent’s battle plan.

Box CONTENTS

CITADEL MINIATURES:

ULTRAM

* Captain Aethon

* 1 Legion Veteran Tactical Squad

consisting of 1 Veteran Sergeant

and 9 Veterans

1 Legion Terminator Squad

consisting of 1 Terminator

yeant and 4 Terminators

WORD BEARERS

» Kurtha Sedd

* 2 Legion Veteran cal
Squads, each consisting of 1
Veteran Sergeant and 9
Sor Gharax, ‘The Bull’

eterans

Tue Horus HERESY: Bx
AT CALTH RULEBOOK

4 BOARD SECTIONS

CARD MARKERS:

15 Ultramarines Tactical Markers
15 Word Bearers Tactical Markers

3 Blast Doors

4 Barri /Obstructic

t Ultramarines Standard

1 Word Bearers

Desecration Marker
CARDS:

aptain Aethon, Legion
Veteran Tactical Squad, Legion
Terminator Squad)
3 Word Be

(Kurtha Sedd, Legion Veteran

s Reference Cards

Tactical Squad, Sor Gharax)
15 Ultramarines Command C
15 Word Bearers Command C

6 Sor Gharax T

OTHER:
* Miniatures assembly guide
* 12 customs led dice

¢ Transfer Sheet




BROTHER
AGAINST BROTHER

“Too late, Aethon!’ shouted Kurtha Sedd.
Captain Aethon raised his relic weapon

and sent a pair of explosive bolts roaring

towards the traitor Chaplain. Quick as
a serpent, Kurtha Sedd hooked a Word
Bearer with his crozius and yanked him
close. The legionary shook in violent
death throes as the mass-reactive shots

opened his chest.

‘What have you done?’ shouted Aethon
as he strode. ‘What happened to you?’

‘It’s all lies, replied Kurtha Sedd. ‘There
is no divinity but Chaos!’
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The captain’s shock turned to disgust.
Old friendships had no place here, not

any more. Only violence mattered now.

From the flank, the Word Bearer’s

Contemptor Dreadnought — Sor Gharax,

often called ‘The Bull' - stormed from
the darkness of the vaults. Its multi-
melta sent shimmering beams of
superheated energy into a nearby squad
of Veterans, turning Brother Heptus to
molten slurry. The Dreadnought bent
forward and charged, power fist lashing
out to crush Brother Ulius into the

adamantium vault door behind.

‘Grenades, barked Aethon. A triple

clink of metal, and explosions

blossomed at the monster’s feet,
throwing it back. ‘Thorias, put it down,
he continued, focussing his combi-
weapon’s heat beam on the Contemptor
as his anti-tank expert Jantor Thorias
added a fusion beam of his own. The
beast roared, the boiling crater that
appeared upon its armour turning to

a smoking black tunnel as thick as a
man’s arm. Squad Ventrus took the
chance to hammer bolter shells into its
torso, blasting splinters of adamantium
from its chestplate. Yet somehow the
Bull came on. Aethon ducked under

its roundhouse swing and strode

on towards Kurtha Sedd without

looking back.




Ahead, a trio of Word Bearers hurdled
a fallen pillar as one, skidding into gun
crouches and levelling a hail of bolter
fire at Squad Ventrus. Spent casings
tinkled on shattered mosaic floors as
detonations rippled from their targets’
Terminator armour. The Ultramarines

turned their shoulder armour into the

fusillade, but Sergeant Ventrus himself

was punched from his feet, his helm

twisted at an unnatural angle.

Aethon spared a quick glance;
Ventrus’ Cataphractii comrades were
pounding down a wide colonnade
lined with bronze representations

of the Primarchs. Brother Thaegus

backhanded a statue of Lorgar across

the hall to plough into the ranks of

the Word Bearers before the charge

hit home. Power fists swung, lightning
claws flashed. In scant seconds all three
of the traitor legionaries had come apart
in explosions of gore, spattering the

priceless tapestries on either side.

Kurtha Sedd’s stentorian tones rang
out, chanting dark gibberish that made
Aethon'’s skin crawl. The air shimmered
around the Chaplain, making his

outline ripple as if underwarer.

Turning his unease into cold resolve,
the captain broke into a run. He fired a
stream of shots from his combi-weapon

Moricorpus, but the bolts that spat from

f -
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> colonnade

“You cannot kill me, Aethon, chuckled
Kurtha Sedd, eyes glowing green. ‘It is
no longer within your power.
> captain, his
oud. ‘We'll see, old

Aethon charged, the vault echoing to
the boom of his footsteps.

‘Your time is nigh!’ he shouted. ‘Die in

the Emperor’s name!’
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THE MINIATURES

N There are a number of different Citadel Miniatures used in a game of The Horus Heresy: Betrayal at Calth. The

B models under the Word Bearers player's command are collectively referred to as the ‘Word Bearers force’, while the
H models under the Ultramarines player’s command are ‘the Ultramarines force'.

LEGION VETERAN
The Tactical Squads of the
Legiones Astartes are experts
in all forms of war, as skilled
with their combat knives as
they are with their deadly
boltgun sidearms.

KurTHA SEDD

The traitorous Chaplain
Kurtha Sedd is devoted to the
utter ruin of the Ultramarines
and the death of the False
Emperor. His maniacal fervour

is a weapon in its own right.

5

SOR GHARAX, THE BuLr
Once a noble warrior, now a raging madman interred within
a mighty Contemptor Dreadnought, Sor Gharax spreads

merciless destruction throughout the arcologies of Calth.

CAPTAIN AETHON
A valiant lord of Calth,

Captain Aethon’s cool and
methodical approach to war
has turned to fiery rage at
the treachery unleashed

upon his home world.

CATAPHRACTII
TERMINATOR

Clad in hulking suits of
Terminator armour, the
Cataphractii lay down heavy
fusillades of fire before
lumbering in to rip their

victims limb from limb.

i

S e
SPACE MARINES
The Space Marines of the Legiones Astartes are heroes
to a man. Selected from the strongest and most athletic
specimens in the Imperium, they are genetically
enhanced to superhuman levels and trained night and
day until they are engines of destruction made flesh.
Armed in the finest battle plate the Tech-Priests of

the Mechanicum can provide and bearing a powerful
boltgun that fires mass-reactive shells, a single Space
Marine is the equal of a platoon of lesser men. The
eighteen Legions that fight at the Emperor’s command
are the sword and shield of Mankind itself. They are the
angels of death that roar down from the skies to bring
violent retribution to those who usurp Man’s rightful
domain, and bring those worlds that have strayed into
compliance with Imperial rule. With such dauntless
warriors at their command, the Space Marine Legions
that fight at Humanity's vanguard are capable of
conquering the galaxy twice over.
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The arcologies beneath Calth’s surface are represented in the game by four double-sided board sections, which can be
combined in different ways to form the battlefield of the scenario you choose to play.

The board is divided into a number

of hexagonal spaces, which are

referred to throughout these rules as
‘hexes’ Models from the same force

can share a hex (see Hex Capacity
on page 10 for more details), but
models from opposing forces can

never share a hex.

THE BoARD

Some hexes are filled with

rock walls, machinery or other
obstructions. These are referred to
as blocked hexes, and are denoted
by a solid red outline. Empty spaces
around the edge of the board
sections are treated as blocked hexes
for all rules purposes.
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Other hexes are filled with debris,
fallen masonry and other detritus of
war. These are referred to as rubble
hexes, and are denoted by a dotted
white outline.
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REFERENCE CARDS

There are six Reference Cards included in the game, one for each squad type or character. These provide information
regarding how the different miniatures included in The Horus Heresy: Betrayal at Calth are used, from their
equipment and characteristics to any special abilities that they can use.

Armour value represents how
well-protected 2 model is against
attacks, and is used when making
Defence Rolls (pg 15).

Stamina is a measure of a model’s
resilience to harm. It is used when
allocating Hits from a damage pool

(pg 15)-

Assault value is a model’s
proficiency in hand-to-hand combat,
and is used in Assault actions (pg
13). Melee Weapons (pg 20) often
provide a bonus to the wielder's
Assault value.

Bulk represents the model's sheer
size and volume, and is used to
determine how many models can
share a hex (pg 10).

You only need to use the Reference
Cards for the units in your force,
determined by the scenario you are
playing. This example shows a Legion
Terminator Squad’s Reference Card.

Each player has three Reference Cards.

Each Reference Card gives the
standard equipment and/or
composition of the model(s) in
question.

If the model(s) referenced on the card
have any special rules, they will be
listed on the card.

The image above shows the information
that can be found on the front of
each Reference Card.

The reverse of each card provides
information that is specific to the
model(s) depicted on the front.

For Legion Veteran Tactical Squads and
Legion Terminator Squads, the reverse
features the squad composition and a
list of wargear options, while on Sor
Gharax’s card this space is taken up by
additional special rules.

ACSEES
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Captain Aethon and Kurtha Sedd

have two separate profiles depending
on whether or not they have

been Wounded. Ensure that the
non-Wounded side is face-up at the start
of the scenario.

R R

Girtas Midesy davctioeen vardc Movra Jaiera Mlotas b



7o (ebConeixe gt

OTHER COMPONENTS

In addition to the miniatures, boards and rulebook, the box contains a number of other components, which are

described below.

CoMMAND CARDS

Command Cards allow players to use
tactics and ploys that represent the
unique combat doctrines of the Word
Bearers and Ultramarines.

A player draws cards from his
Command Deck into his hand, from
which he can play them (according

to the rules on each card). When

a card is played it is placed into a
face-up discard pile next to the player’s
Command Deck.

DESECRATION MARKER

This is used when the Word Bearers
player plays the Foul Desecration
Command Card.

STANDARD MARKER

This is used when the Ultramarines
player plays the Not One Step Back
Command Card.

CONCENTRATED FIRE

The Ultramarines have honed their fire solutions
over years of non-stop war. Their weapons drill is
beyond reproach, and their vesponses to the battle
cant devised by Roboute Guilliman are all but
automatic. At a single word, the Ultramarines
level a storm of firepower into the ranks of the
foe. Not even the traitor legionaries of the Word
Bearers can hope to survive such a lethal fusillade. |

Play when 2n Ultramarines unit makes a
Ranged Attack, before rolling Artack Dice.

Hit is rolled playercan
choose to trigger the Critical Effect of a
single Ranged Weapon from either unit

BARRICADES AND OBSTRUCTIONS
These markers represent purpose-built
barricades (pg 14) or improvised
obstructions (pg 32).

Barricade Face

Obstruction Face

TAcTICAL MARKERS

Tactical Markers (in two designs, one
for the Word Bearers and one for the
Ultramarines) are used to record each
unit’s tactical points. One side of each
marker represents two tactical points,
while the reverse represents a single
tactical point.

Brast Doors

There are three double-sided Blast Door
markers included in the game (open on
one side and sealed on the other). These
are set up on the board according to

the scenario guidelines. If doors can be
opened or sealed during a scenario, the

guidelines will explain how this works.

Models cannot move through sealed
doors, and the two hexes either side
of a sealed door do not count as
being adjacent.

Open Blast Door

Sealed Blast Door

s
|

=
g
y
i
:
3

[
| Dice
| This game uses special six-sided dice, r \ r \
| marked as follows: ‘ o ' ‘ '
|« Two sides are marked with Hits. Hit Face Critical Hit Face
| * One side is marked with a Critical
} Hit. This counts as a Hit, but has

additional effects.
| * Two sides are marked with Shields,
" represented by the helix symbol.
! * One side is Blank. Shield Face
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GENERAL PRINCIPLES

This page contains various rules terms that are referred to elsewhere in the rulebook, and gives an overview of some
key concepts that form the basis of the rules in general.

AcTIvATING UNITS

To activate a unit, a player must spend
one of its tactical points. An activated
unit usually makes an action, though
this is not always the case.

ADJACENT HEXES

Two hexes are adjacent if they share

a straight edge, unless that edge hasa
sealed Blast Door (pg 9) or Obstruction
(pg9)onit.

CouNTING HEXES

If the rules require you to count hexes
(for example, they might refer to a unit
that is within three hexes of another),
count along the shortest route that does
not cross any blocked hexes or sealed
Blast Doors.

HEx CAPACITY

Each model has a Bulk value (pg 8). A
hex can hold any combination of models
so long as their combined Bulk values
do not exceed 3 points. For example, a
Legion Veteran has a Bulk value of 1,
while a Cataphractii Terminator has a
Bulk value of 2, so a hex could contain

three Legion Veterans or a Legion
Veteran and a Cataphractii Terminator,
but not two Cataphractii Terminators.

MAKING ACTIONS

Units make actions in the Action
phase. There are five actions to choose
from, detailed on pages 12 to 14.
Unless otherwise stated, a unit must be
activated before it can make an action.

Occuriep HEX
An occupied hex is a hex that contains

at least one model.

PINNED UNITS
A unit that is adjacent to an enemy unit
is Pinned.

RE-ROLLS

Some rules allow players to re-roll dice.
To do so, simply roll those dice again.
The second result stands, and a re-rolled
result cannot be re-rolled unless
specifically stated in the rules.

REMOVED As A CASUALTY

A model that is removed as a casualty
is immediately removed from the
board and takes no further part in
the scenario.

TacTICAL POINTS

Tactical points represent the number of
times a unit can be activated. Units gain
two tactical points in the Ready phase of
each round, then spend them when they
are activated in the Action phase. Units
can also be forced to lose tactical points
as the result of Command Cards or
Critical Effects. Note that if a unit has
no tactical points remaining, it cannot
be forced to lose any. The number of
tactical points that a unit has remaining
should be recorded with a Tactical
Marker, which should be added, flipped

or removed as appropriate.

UNITS

A unit consists of all the models ina
single hex. Models can join or leave
units by way of a Consolidate action (pg
12) or when Retreating (pg 13), but must
otherwise remain in their unit.

“’i T 4

EXAMPILE
1t is the Ultramarines
turn to activate a unit and m:

an action wi . He activates

unit that has tw
remaining by flipping their
actical Marker to s

point remaining, then makes a
Run action (pg 12).

tical points




PLAYING THE GAME

This section explains all the rules needed to play the scenarios later in this book, showing you how to move, shoot

and launch brutal assaults with each of your different units. Some of the Reference Cards and Command Cards used

in the game modify these core rules, allowing your units to perform special actions.

A scenario is divided into a number of

rounds, each consisting of three phases:

the Initiative phase, the Ready phase
and the Action phase. These phases are
completed in order each round.

INITIATIVE PHASE

In the Initiative phase, each player
rolls three dice. The player who scores
the most Hits takes the Initiative for
the round. If the result is a draw, both
players re-roll all their dice until one
player scores more Hits.

Note that in most scenarios, it will be

stated that one force has the Initiative in

the first round. In this case, players do
not need to roll any dice in that round.

READY PHASE
Each player draws a card from their

Command Deck and adds it to his hand.

Each unit on the board then receives

two tactical points.

ACTION PHASE

Starting with the player that has the
Initiative, players take turns to activate
a unit (pg 10) and then make up to one
action with it. There are five available
actions (Advance, Run, Consolidate,
Shoot and Assault), as detailed on the
following pages.

If a player runs out of units with tactical
points remaining, the opposing player
continues to activate units, making up
to one action for each activation, until
he also has no units with tactical points

remaining. When neither player has any

units with tactical points remaining the
round is over and a new round begins.

RouND OVERVIEW

INITIATIVE PHASE

» Players roll to see who takes the
Initiative for this round.

ReADY PHASE

+ Players draw a Command
Card and all units receive two
tactical points.

ACTION PHASE

* Players alternate activating units
and making actions.

When no units have any tactical
points remaining, the round ends

and a new one begins.
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ACTIONS

The five actions available to units (Advance, Run, Consolidate, Shoot and Assault) are detailed over the following

pages. In some scenarios, additional ‘special actions’ are available — these will be detailed in the scenario guidelines.

ADVANCE

The activated unit moves to an adjacent unoccupied hex.

PinNED!

A unir that is adjacent to an enemy unit is Pinned. Pinned

Run

The activated unit moves up to two hexes. Each move must

take it into an adjacent unoccupied hex. If it moves into a

rubble hex, or a hex that is adjacent to an enemy unit, the

units can only make Advance, Consolidate or Assault actions.

CONSOLIDATE

Any number of models in the activated
unit can each move to an adjacent hex
with sufficient capacity. If a model
moves into an occupied hex, it becomes

part of the unit that is occupying that

hex for all rules purposes, including
the number of tactical points it has
remaining. Any models that move to

action ends immediately.

EXAMPLE
Unit A makes a Run action,
moving two hexes. Unit B is

so cannot Run. Instead, it

yance action.

an empty hex form a new unit, gaining
as many tactical points as the unit they
left (even if that unit no longer exists
because all models have left it).

EXAMPLE
At the start of the round, Unit A is
Pinned by a unit of Word Bearers.
The Ultramarines player activates
makes a Consolidate
ion. One of the Veterans meves
into Unit A's hex, becoming part
of that unit. (Note that this unit
retains its two tactical points.) The

two remaining Veterans move to an

unoccupied hex, becoming Unit C.

Unit B would have had one tactical

point remaining, so {




ASSAULT
The activated unit makes a Melee

Attack (pg 15) against a target unit that
is adjacent to it. If it is not adjacent to an
enemy unit, the activated unit can move
to an adjacent unoccupied hex before it
makes its Melee Attack, provided that
this hex is adjacent to an enemy unit.

EXAMPLE
The Ultrama
Assault act
djacent to t
It thenn
Melee Atta

RETREAT!

After all Melee Attacks have been
made during an Assault action, count
up the number of models removed as
casualties from each unit. If more were
removed from the target unit than
from the activated unit, the target unit
must Retreat.

Unit A has made an Assault

action against an Ultramarines
hit. After all Melee Artacks, the

Ultramarines unit has lost two

models, while the Word Bea

none. The remaining

ine must Retreat intc
2d hex, as the only other

ea Wo

rers unit in the shaded

If the target unit still contains at least
one model after the Attack has been
resolved, it can immediately make a
Melee Attack against the activated unit
without being activated itself.

A Retreating unit immediately makes

a Consolidate action, during which all
models must leave their hex if possible.
However, no model can move into a hex
that is adjacent to an enemy unit. Any
model that cannot leave its hex must
make a Desperate Last Stand.

If the target unit’s hex is unoccupied at
the end of the action, either because all
models were removed as casualties or
because all remaining models Retreated
(see below), the activated unit can
choose to immediately move into it

for free.

Roll a dice for each model that makes
a Desperate Last Stand. If a Shield is
rolled, the model stays where it is and
loses any remaining tactical points. If
anything else is rolled, the model is
removed as a casualty.
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The acrivated unit makes a Ranged
Attack (pg 15) against a target unit

to which it has a Line of Sight. To
determine whether it has a Clear Line
of Sight to another unit, trace a straight
line from the centre of its hex to the

centre of the target unit’s hex — this is
its Line of Sight. If this line does not
pass through any occupied or blocked
hexes, or cross any sealed Blast Doors,
the activated unit has a Clear Line of
Sight to the target unit.

Note that Line of Sight can be traced
along the straight edge of a hex without
counting as passing through it, so

long as this straight edge does not pass
directly between two adjacent blocked
or occupied hexes.
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If the activated unit does not have a to any point in the target unit’s hex. make a Ranged Attack (see opposite).

g

Clear Line of Sight to its target unit, it This Line of Sight may pass through Models in the target unit, however,
may still be able to make an Obscured
Shot. To see if this is possible, trace a

straight line from the centre of its hex

occupied hexes, but so long as it does add two dice to any Defence Rolls they

not pass through any blocked hexes or make and the Attack Roll cannot trigger

cross any sealed Blast Doors the unitcan  any Critical Effects (pg 16).
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RUBBLE

Tarte

If the target unit is in a rubble hex,

oo Coferns @

rarget models in the unit add one dice to
any Defence Rolls they make.
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BARRICADES

gl v

If a unit’s Line of Sight crosses a

Plasis

Barricade within the target unit's hex,

o Aot

target models in the unit add two dice to
any Defence Rolls they make.

.

Note that simply standing in a hex that
contains a Barricade does not grant this
bonus — the attacking unit’s Line of
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Sight must cross the Barricade itself.

o e
edvire. Cepnic sslarins e




When a unit makes a Melee Attack or
Ranged Attack, it is resolved as follows:

1) MAKE ATTACK ROLL

For a Melee Attack, total the Assault
values of all models in the unit and

any weapons they are carrying. Fora
Ranged Attack, total the Shoot values of
the weapons carried by all models in the
unit. The controlling player rolls this
many dice and gathers any Hits rolled
to form the damage pool.

subtracts 2 Hits from the damage
pm’)l, lea g only one. The t
mode

this is not

be removed asa ca

EXAMPLE
In this Assault action, the

Ultramarines player’s Attack Re
s four hits. The first Def

Roll scores no Shields, so the

first target model is remove

The second Word Bearer Veteran
becomes a nes , with

1
the remain Hits allocated

Roll once

RESOLVING ATTACKS

2) SELECT TARGET MODEL
The opposing player chooses one model
in the target unit to be the target model.

3) MAKE DEFENCE RorL

The opposing player rolls a number of
dice equal to the target model's Armour
value. Each Shield rolled discards one
Hit from the damage pool.

4) AL1OCATE DAMAGE
Any remaining Hits in the damage pool

are allocated to the target model, one ar
a time. If a number of Hits equal to the
model’s Stamina are allocated, that many
Hits are discarded from the damage
pool and the model is removed as a
casualty. If fewer hits are allocated than
the model’s Stamina, they are discarded.
If there are any Hits remaining in the
damage pool, repeat steps 2-4 until all
Hits have been discarded or allocated, or
until all models in the target unit have
been removed as casualties.
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All Ranged Weapons and Melee
Weapons have a Critical Effect that
represents the weapon's unique
battlefield role. A boltgun, for example,
is capable of suppressing enemy units
thanks to its high rate of fire and
explosive payload, so its Critical Effect
forces a unit to lose a tactical point.

Note that when a model makes an
Assault action without using a Melee
Weapon, it does not usually have access
to a Critical Effect.

CRITICAL EFFECTS

TRIGGERING CRITICAL EFFECTS

If one or more Critical Hits are rolled at
the Make Attack Roll step, the attacking
unit’s controlling player can choose to
trigger the Critical Effect of a single
weapon carried by a model in the unit.
This must be a Ranged Weapon if the
unit is making a Ranged Attack, ora
Melee Weapon if the unit is making a
Melee Attack. Only one Critical Effect
can be triggered per Attack, no matter
how many Critical Hits are rolled.

Note that Critical Hits still count as
Hits, and are added to the damage pool.

ExAMPLE

A unit of two Veterans armed with

boltguns and a Veteran armed with
ile launcher makes a Shoot

er rolls

The controlling p

five Hits, two Critical Hits and two
ical Hit
was rolled he can trigger a Critical
Effect. This

Critical Effect (stripping the target

is. As at least one
ould be the boltgun’s

unit of a tactical point) or the
missile launcher’s Critical Effect
(add a dice to the Attack Roll for

each model in the target unit).

DAMAGING SOR GHARAX

When a unit makes an Attack with Sor Gharax as the target, the ‘Select Target Model’ stage of resolving the Attack is

carried out differently. Full rules can be found on Sor Gharax’s Reference Card, but an example is provided below.

SorR GHARAX

AMPLE
A unit of three Veterans (two
equipped with boltguns and one

ipped with a missile launcher
makes a Shoot action, nominati

Gharax as its target, and scc
Hits. The Ultrz

draws a Damage Card: the Atomantic

arines '_PIJ‘

Power Core (Armour 3, Stamina 2

The Word Bearers player rolls three
dice and scores one Shield, reducing
the number of Hits in the damage

pool to five. Two are allocated to the
Atomantic Power ,damaging it,
s placed face-up in front

there

d Bearers player. A

| Armour &

tamina 3). Due to the Atomantic
Power Core’s Damage Effect the
Armour Value is reduced to 2, so the
Word Bearers rolls 2 dice — he
\\'1” Y‘l\‘(f\i to score at ]1' St one S}“]L“l(j.

Fist Arm will also
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WEAPONS

The Legiones Astartes carry a variety of powerful weapons, each of which has a prescribed battlefield role. In games
of The Horus Heresy: Betrayal at Calth, players will find that each weapon has its own strengths, from the boltgun
carried by most Legion Veterans to the roaring heavy flamer wielded by some Cataphractii Terminators.

gy st rlendneley Cedvvive b

RANGED WEAPONS

ASSAULT CANNON

The Kheres pattern assault cannon howls like a hurricane as it

SHOOT 6

tears its targets to pieces with a storm of shots. Mounted upon
a Contemptor Dreadnought, this weapon can lay down a hail
of lethal, armour-piercing rounds. Care must be taken not to

overheat the weapon, as in extreme circumstances the assault

cannon can jam, sometimes with catastrophic consequences.

Critical Effect: The controlling player can immediately
re-roll any number of dice in the Atrack Roll that scored

a Shield or Blank, and can continue to do so until no
Shields or Blanks remain or he decides to stop. However,
if the Attack Roll contains four or more Critical Hits
after all re-rolls have been made, the weapon is destroyed
after the Shoot action has been resolved. (Place the Heavy
Weapon Arm Damage Card face-up in front of the Word
Bearers player).

Q&“& BOLT PISTOL

BOLTGUN SHOOT 2

No weapon is as iconic as the noble boltgun. Firing self-propelled,
mass-reactive bolts that explode inside their targets, the Umbra,
Tigrus, and Phobos patterns of boltgun are the mainstay weapons of
the Legiones Astartes.

Critical Effect: The target unit loses one tactical point.

SHOOT 2
Smaller and more compact than the boltgun, the bolt pistol
nonetheless retains its larger cousin’s stopping power. At close
quarters it is able to blow a hole in even MRIV power armour.

Close Assault: A model equipped with a bolt pistol adds 1
to its Assault value. This weapon can only be used in a Shoot

action if the target unit is within three hexes.

Critical Effect: The target unit loses one tactical point.

COMBI-BOLTER SHOOT 4
Typically wielded by Cataphractii Terminators, the Tigrus pattern
combi-bolter generates an impressive rate of five. Even the staccato
boom of these weapons cutting loose is enough to send a mortal foe
diving for cover.

Critical Effect: The target unit loses one tactical point.
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its fire mode. It can fire as a boltgun, in which case the model
is treated as being equipped with a boltgun, or it can fire as its
secondary weapon, in which case the model is treated as being
equipped with a flamer (for a combi-flamer), a meltagun (for a
combi-melta) or a plasma gun (for a combi-plasma).

HEAVY BOLTER SHOOT 6

The heavy bolter is one of the most effective fire-suppression
weapons employed by the Legiones Astartes. Firing great streams of
outsized bolt shells, this man-portable cannon is an infantry killer
without compare.

Critical Effect: The target unit loses one tactical point.

s
S
MULTI-MELTA SHOOT 4

No other man-portable weapon can match the sheer destructive

potential of the multi-melta, a gun capable of blasting the leg off
a Warhound Titan. Against living battle-brothers, its effects are

beyond horrific.

Critical Effect: If the target unit is within six hexes
of Sor Gharax, the first target mode! counts its Armour
value as 0 when making its Defence Roll.

T : e

o

y‘ COMBI-WEAPON FLAMER SHOOT 4

; (COMBI-FLAMER, COMBI-MELTA OR COMBI-PLASMA) Projecting great sheets of burning promethium, the Phaestos pattern

| Combining an advanced-model Phobos pattern boltgun with a flamer is an especially dangerous weapon in the close confines of
E ‘ special weapon that can incinerate a nearby foe, the combi-weapon Calth's arcologies. i

3 ensures its wielder always has the right gun to hand.

H Limited Range: This weapon can only be used if the target

i When a model equipped with a combi-weapon makes a Shoot unit is within three hexes of the activated unit.
. E action, before rolling dice, the controlling player must choose

Critical Effect: After the Attack has been resolved, make
another Shoot action against a unit adjacent to the target unit
and within three hexes of the activated unit. Only models
equipped with weapons that have this Critical Effect count as
part of the activated unit when making this new Shoot action.

HEAVY FLAMER SHOOT 6

By the time of the battle on Calth, Phaestos and Anvilus pattern heavy
flamers were in common usage in the Legiones Astartes. Able to project
huge blasts of roiling flame, these weapons can immolate several foes

at once.

Limited Range: This weapon can only be used if the target
unit is within three hexes of the activated unit.

Critical Effect: After the Attack has been resolved, make
another Shoot action against a unit adjacent to the target unit
and within three hexes of the activated unit. Only models
equipped with weapons that have this Critical Effect count as
part of the activated unit when making this new Shoot action.
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MELTAGUN SHOOT 3
Primarily designed for annihilating heavily armoured tanks, the
MRII Primus pattern meltagun can vaporise a battle-brother with a

searing beam of heat.
Critical Effect: If the target unit is within three hexes of the

activated unit, the first target model counts its Armour value
as 0 when making its Defence Roll.

PLASMA GUN

SHOOT 3

Most commonly manufactured by the forge world of Ryza, the

Legiones Astartes plasma gun is temperamental but deadly. It
fives rapid volleys of searing energy that make a mockery of power

armour’s vaunted resilience.

Critical Effect: Add four dice to the Attack Roll. If these four
dice roll at least two Critical Hits, the firing model is removed
as a casualty after the Attack is resolved.

FeAchr vt ANl RO ¢

MISSILE LAUNCHER SHOOT 5

A deadly tool of war, the shoulder-mounted missile launcher sends
high explosive fragmentation warheads blasting out to explode with
sudden fury in the midst of the foe.

Critical Effect: Add one dice to the Attack Roll for each
model in the target unit.

PLASMA PISTOL SHOOT 3
The Sunspite pattern plasma pistol reduces its target to ash with
blasts of plasma energy. However, like the larger plasma gun, this
weapon’s devastating potency is offset by ifs potential to misfire,

damaging or even killing the wielder.

Close Assault: A model equipped with a plasma pistol adds 1
to its Assault value. This weapon can only be used in a Shoot
action if the target unit is within three hexes.

Critical Effect: Add four dice to the Attack Roll. If these
four dice roll at least two Critical Hits, the firing model is
removed as a casualty after the Attack is resolved.

WARGEAR

GRENADE HARNESS

This auxiliary system is fitted to Legion Terminator plate, allowing
the armour’s wearer to trigger a barrage of frag grenades that precede
a devastating charge.

Frag Assault: When a unit that contains a model equipped
with a grenade harness makes an Melee Attack, it rolls one
additional dice for each model in the target unit.

LEGION VEXILLA

A proud icon of warrior traditions, the Vexilla is the embodiment of
its Legion’s honour. Battle-brothers will fight to the death to protect

these glorious standards.

Protect the Standard: Units containing a model equipped
with a Legion Vexilla can re-roll any number of dice when
making Melee Attack Rolls and Desperate Last Stands.

avvim Moy, braas Jldiuook Wedistes AN T

b
\
ks
3
3
2
3

y S

» TR WA

~ o e

oo

(oL s el s B

SR R e

AR W3R B153) TRy WA

T panrg s Ty

NIV Mgt PeTDs

oYY £

R SCR S ——
gt wiswgh) Jagm

AT PR TR PRy

vEpniprt

NIRRT A Loy aie 5737 e




Toks A ele i o

foe-oe7s Red

m—
v torert

oot re o

MELEE WEAPONS

CONTEMPTOR POWER FIST

ASSAULT +2

The sheer pressure exerted by a
Contemptor power fist is enough
to crumple Terminator armour
like foil. When swung in anger
they can punch a battle-brother
clean through a rock wall,
pulverising every bone in his body
in the process.

Critical Effect: The first
target model counts its Armour
value as 0 when making its
Defence Roll.

CHAINFIST ASSAULT +1

A gauntlet augmented by a roaring Charatran pattern chain blade,
this weapon is equally effective whether cutting through heavy
bulkhead doors or violently dismembering enemy warriors.

Critical Effect: The first target model counts its Stamina
value as 1 when allocating Hits.

POWER FIST ASSAULT -
The power fist is a blunt and ponderous weapon, intended for
punching or crushing its victims. Its lack of subtlety is more than
made up for by the sheer devastation it can wreak.

Critical Effect: The first target model counts its Armour
value as 0 when making its Defence Roll.

CHAINSWORD ASSAULT +1

With its revving motor and churning chain-teeth, the Thunder Edge

" chainsword is able to chew its way through battle plate amid showers

of sparks.

Critical Effect: Add one dice to the Attack Roll for each
Critical Hit rolled. If these dice roll further Crirical Hits, no
further dice are added.

LIGHTNING CLAW

ASSAULT +1

Generating a distinctive tooth-rattling hum, the energised blades of

a Legiones Astartes lightning claw slice through power armour to
gouge and impale the flesh beneath.

Paired Weapons: Paired lightning claws have an Assault
value of +3 instead of +1.

Critical Effect: Re-roll up to two dice in the Attack Roll. Ifa
model is equipped with two lightning claws, re-roll up to four
dice instead.

POWER SWORD ASSAULT +1
To bear the Proteus pattern power sword is not only an honour,
but also a powerful asset, for its energised blade can hack through
ceramite with ease.

Critical Effect: The first target model halves its Armour value
(rounding down) when making its Defence Roll.
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SCENARIOS

The following pages contain six scenarios that follow key battles fought during the Underworld War. Each scenario
presents both players with a new challenge, encouraging quick thinking and strategic planning.

For your first game of The Horus Heresy:
Betrayal at Calth, we recommend that
you start with Scenario 1: The Wrath

of Veridia. This will give both players a
chance to familiarise themselves with
commanding a force of Space Marines,
while also racing against time to escape
the radioactive fury of the Veridian star.

Even after completing all six scenarios,
there is plenty of opportunity to
continue playing. The simplest way to
do this is to switch sides, and experience
the game with a different selection

of warriors and tactical doctrines at
your command.

PrayinG A CAMPAIGN

For the most rewarding experience we
recommend playing all six scenarios

as a campaign, with each player
controlling the same force throughout.
1f you choose to do this, the player who
achieves a victory in Scenario 6 (pg 32)
is the overall victor, but the previous
scenarios will have an effect on this
victory. Keep track of the victorious

player after each of the first five
scenarios. If the player who is victorious
the most times achieves a minor victory
in Scenario 6, it is instead counted as

a major victory. Alternatively, if that
player suffers a major defeat it is instead
counted as a minor defeat, while a
minor defeat is instead counted as

a draw.

Each scenario features all of the
following information:

Forces

This section details the forces available
to each player. The models that are
included in a squad, and how they can
be equipped, are detailed on the reverse
of the squad’s Reference Card.

If a squad is listed as ‘depleted;, it has
all the wargear options of a squad of its
type — it simply contains fewer models.

SET-UP AND INITIATIVE
This section gives step-by-step
instructions for setting up the forces,

which should be followed in order.
It also notes which player takes the
Initiative in the first round.

CoMMAND CARDS

Before a game, each player creates a
Command Deck from which he will
draw cards. This section explains how
to create this deck and details each
player’s starting hand of cards. Players
still draw a Command Card in their first
Ready phase.

SPECIAL RULES
You will find the scenario’s unique
special rules in this section.

VicToRY
This section describes the victory
conditions for each player.

Map AND COMPONENTS LisT

To set up a scenario, use the listed
components and set them up as shown
on the map. This also shows deployment
zones, objectives and other areas.
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SceNARIO 1: THE WRATH OF VERIDIA

The vox broadcast from Captain Ventanus - its desperate message to get underground, or die to the wrath of an angry
sun - galvanises all who hear it into action. The Ultramarines must penetrate the arcologies’ outer edges and make it
inside the automatic blast doors if they are to survive. Veridia’s solar flares are catching those who linger, powerful
enough to kill even a Space Marine in Cataphractii plate. Yet the Ultramarines are not alone in seeking shelter...

‘Keep sprinting! Do not slow!’

Sergeant Cladius of the X111 Legion
barrelled through the arcology tunnels.
His squad pounded along behind him;
the corridors shook to the thunder of
their armoured feet. Blazing white light
sent stark shadows ahead. Even through
the layered ceramite of his battle plate,
Cladius could feel the heat of Veridia on
the back of his legs.

To tarry here was to die.

Rock dust trickled from cracks in the
vaulted ceiling, shaken loose by muffled
explosions overhead. Captain Aethon
was somewhere nearby, but with the
crackling solar flaves robbing them

of long-range vox and the immediate
danger right behind them, proper
regroup was impossible.

FORCES
Each player’s force consists of one
Legion Veteran Tactical Squad.

SET-UP AND INITIATIVE

First, the Word Bearers player sets
up his force anywhere in the Word
Bearers Deployment Zone.

Then, the Ultramarines player
sets up his force anywhere in the
Ultramarines Deployment Zone.

The Word Bearers player takes the
Initiative in the first round.

ComMAND CARDS

Each player takes one card at
random into his hand, then creates a
Command Deck of six random cards.

They had but one option now — get
inside, seal the blast doors, and survive.

The Ultramarines hammered down a
wide-mouthed vestibule that emerged
into a pillared chamber. Its priceless
mosaics and friezes were already
bleached by baleful energies; triumphal
sculptures and statues of ancient heroes
lay shattered near their pedestals. Calth
had been cast into ruin, inside and out.

To the right other Space Marines were
lit in stark silhouette, their shadows
casting dark spears towards the safety of
the vault doors across the hall.

Cladius shouted over the low growl of
the battle above. ‘This is Cladius of the
X111 Identify!

There was no reply.

SPECIAL RULES

Seal the Blast Doors!: At the end of
the third round, Blast Door Primus
seals (flip the Blast Door to represent
this). At the end of the fourth round,
Blast Door Secundus seals. At the end
of the sixth round, Blast Door Tertius
seals and the scenario ends.

VicTory

When Blast Door Tertius seals the
game ends, and the player with the
most models behind sealed Blast
Doors is victorious. If both players
have the same number of models
behind sealed Blast Doors, a player
that has the most units behind sealed
Blast Doors is victorious — otherwise
the result is a draw.

The sergeant ghosted past a pillar, his
tactical drill effected at high speed.
He got a clean visual. The other Space
Marines were clad in dark ved.

XVII Legion. Word Bearers. The death
of Calth made flesh.

Bolter fire boomed, and an explosion of
alabaster puffed a finger’s breadth from
Cladius head. The sergeant ducked
behind a statue, blind-firing even as his
men sent tight fusillades winging across
the hall to suppress the Word Bearers
beyond. On the wall ahead shadows
merged and tumbled as two legionaries
fought to the death, each shouting his
own oath of vengeance.

‘No time for this!” bellowed a distant
Word Bearer sergeant to his men.
‘Onward!’

Abvict FOR YOUR FIrsT GAME

With both forces setting up so close
together, it's very tempting to launch an
all-out attack on the foe from the start.
However, it's important to remember that
the Blast Doors start closing very quickly,
and it will take a couple of turns of
movement to reach them. The real key to
victory is moving quickly and preventing
your enemy from doing the same, either by

-
Pinning them or by using Critical Effects :
to make them lose actions. ‘
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Blast Door
Primus

Word Bearers
Deployment Zone

COMPONENTS

A2,B1,C

Blast Doors x 3

Blast Door Tertius

Bx

Blast Door Secundus

C2

Ultramarines
Deployment Zone

‘The traitor is right,’ snarled Cladius.
Up ahead, the vault doors were already
closing as their servitor systems reacted
to the rising heat in the hall.

‘Make haste, brothers! Speed is all!’
shouted Cladius. The sergeant motioned
his own squad to advance and plunged
on through the tunnels without a
backward glance.

Cladius felt something detonate

hard on his power pack, sending him
sprawling across a shattered statue
portraying Guilliman as a youth. A
power-armoured boot pressed him down
as a Word Bearer sergeant lrampled
over him, the traitor slamming his
armoured bulk sidelong through the last
of the blast doors ahead as it rumbled
closed. Cladius saw the traitor sketch

an Ultramarian salute as the door

thumped home and sealed airlock-tight.

‘Damn you all!’ shouted Cladius. A
blast furnace roar consumed his words.
He leapt for the door, scrabbling at it
with all his might, but it would not
budge. A moment later, the sergeant
melted away like a tallow candle before
a blowtorch.
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SCENARIO 2: FLoOD THE VAULTS

Calth'’s ring of orbital defences has been poisoned and its planetside fortifications cast down. Even the arcologies
beneath the world’s surface are under attack. Yet Captain Aethon knows them well, for he called their confines home
as a youth. Should he reach a command nexus, he can use his knowledge of the underground realm to win a critical
advantage, opening a subterranean vault and freezing hundreds of Word Bearers with a flood of hypercoolant.

Acthon’s chainblade juddered as he
hefted it through a Word Bearer’s guis,
halving his foe in a welter of gore.

‘No more than you deserve!" roared

Acthon, spitting out a tooth as he kicked

his victim’s flailing torso across the floor.

“We have visual on the command
nexus, said Victurus, one of the
Terminator battle-brothers still
at Aethon’s side. ‘Rendrus and his
Cataphractii must be close.

‘It's Kurtha Sedd I want, said Captain
Aethon, his fury barely held in check.
‘Rendrus missed his chance.

‘With respect, captain, said Victurus,
‘we need all the brothers we can get.

The vault ahead thrummed with
mechanical life, its generator hubs

purring low. At ifs heart was a towering

cylindrical edifice. Tt was lit from
within by the flashing red dataslabs of
a cogitator bank. A hololith projection
of Roboute Guilliman stared into
nothingness, the Primarch’s presence
and charisma palpable even in replica.

‘If this broadcast has been triggered,
said the shimmering Primarch, ‘a solar
event of great magnitude has occurred.
Your orders are to yield compromised
zones and consolidate intact arcologies.

Captain Aethon was alveady powering
across the plates towards the command
nexus, his fellows doing their best to
keep up. In the reaches beyond, flashes

of crimson came through the gloom.
Bolter shells boomed upon Aethon’s
Terminator armour, knocking him off
balance for a moment. His blood ran
cold; failure here was not an option.

A squad of Ultramarines Cataphractii
stomped from the shadows. ‘Aethon, this
is Rendrus. The sergeant aimed his gun
at the distant Word Bearers. ‘Our initial
teleport strayed. Theoretical: is it true?
Ave all the XV1I Legion corrupt?’

As if in response, a Word Bearer shouted
from across the hall. ‘Cease fire! We
three are still loyal to the Emperor!’

Hesitantly, Rendrus lowered the muzzle
of his combi-bolter. Aethon watched in
horror as a bolt of plasma flashed from
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ForcEs

The Ultramarines Force consists

of Captain Aethon and one Legion
Terminator Squad. The Word Bearers
Force consists of one Legion Veteran
Tactical Squad.

SET-UP AND INITIATIVE

First, the Ultramarines player

sets up three Terminators in the
Antechamber as marked on the map.

the Ultramarines Deployment Zone.
The Word Bearers player then sets
up his force anywhere in the Word

Bearers Deployment Zone.

The Word Bearers player takes the
Initiative in the first round.

Then he sets up the rest of his force in

CoMMAND CARDS

The Ultramarines player takes two
random cards into his hand, then
creates a Command Deck of five
random cards. The Word Bearers
player takes the Would You Fire Upon
Your Brothers card and one other
random card into his hand, then
creates a Command Deck of five
random cards.

SpecIAL RULES

Isolation and Disbelief: At the start
of the game, the Terminators in the
Antechamber are Inactive. Models
that are Inactive cannot gain any
tactical points or make actions in any
way. At the start of the third round all
Inactive models stop being Inactive

Contingency Override: Captain
Aethon has access to a special action
while he is in the Cogitator Access
hex. If he makes this special action,
the contingency override is input (see
below). Aethon can attempt to make
this action while Pinned, but if he
does so, the Word Bearers player rolls
a dice for each of his units adjacent to
the Cogitator Access hex. If any dice
score a Hit, the action is not made.

VicTory

If the contingency override is input,
the game ends and the Ultramarines
are victorious.

If Captain Aethon is removed as a
casualty, or if the Ultramarines player
draws the last card from his Command
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and can gain tactical points and make
actions as normal.

Deck, the game ends and the Word
Bearers are victorious.
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Cogitator
Access

Antechamber

Ultramarines
Deployment Zone

Barricade Marker

D1

A1

Barricade Marker

C1

Word Bearers
Deployment Zone

the shadows, burning the Terminator
next to Rendrus to molten ruin. A salvo
of bolter fire followed it as a squad of
Word Bearers fanned out to surround
the comms nexus.

‘Cover me, Victurus!' shouted Aethon.
He barged right through the hololith
projection of his Primarch and slid

clumsily up to the cogitator bank

of the command nexus, his fingers
clawing at its red display. ‘There’s an

old hypercoolant reservoir nearby. All
Cataphractii, harken close — once I flood
the vaults, make for the teleportarium!’

Lethal crossfives blasted across the vault
as Aethon’s fingers punched override

commands into the cogitator bank.
Nearby, Squad Rendrus heavy flamer
turned a trio of Word Bearers into
pillars of flame, the bow wave of heat

forcing Aethon to turn away.

‘Forgive me, my Primarch, Aethon
said through gritted teeth, ‘but
‘compromised” doesn’t even come close.

A
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SCENARIO 3: KNIVES IN THE GLOOM

Far below Calth’s surface, the battle lines are drawn. Burning Ultramarine corpses and grisly statues of frozen
Word Bearers now dot the arcologies’ tunnels. Vox comms are down, and an inky blackness pervades the murk, a

near-sentient gloom summoned by Kurtha Sedd’s offerings to the Dark Gods. Combat knives flash in the gloom, each
side striving to break the other’s line - and the Word Bearers have just the tool to do it...

A bellowing roar echoed through the
dust-strewn tunnels. The sound was not
that of a man, but of a mad beast.

‘He's getting closer, said Acholus.

“That’s no “he”, I'll wager, replied
Daeclus, re-awakening a teleport node
hidden under the jagged curve of a
shattered amphora. ‘That's an “it”

‘Vox silence unless necessary, snapped
Veteran Sergeant Herxes. ‘Theoretical:
if they can engineer this catastrophe and
bring a darkness that even autosenses
cannot penetrate, like as not they can
pick up on your idle chatter. Practical:
we finish placing the locator beacons,
secure the entrance, and leave.

Forces

The Ultramarines Force consists of
one Legion Veteran Tactical Squad
and one Legion Terminator Squad.
The Word Bearers Force consists of
Sor Gharax and one depleted Legion
Veteran Tactical Squad (one Veteran
Sergeant and four Veterans).

SET-UP AND INITIATIVE

First, the Ultramarines player sets up
his Legion Veteran Tactical Squad
anywhere in the Ultramarines
Deployment Zone. He does not set up
his Legion Terminator Squad.

Then, the Word Bearers player sets up
Sor Gharax and his Legion Veteran
Tactical Squad anywhere in the Word
Bearers Deployment Zone.

The Word Bearers player takes the
Initiative in the first round.

‘Aye, sergeant,’ said Acholus and
Daeclus. Their voxes clicked silent.

The bellow came again, shockingly
close. This time it was accompanied by
a pounding reverberation, slow at first,
but gathering speed.

Herxes barked an oath. ‘You two,’ he
said, ‘get to the control panel, now. That
thing gets past, Aethon'll kill us himself.
Acholus and Daeclus split off from the
squad, running between the churning
machineries of the teleportarium.

Herxes motioned the rest of his squad
forward. Stomping through the
gloom towards them was a monstrous
Contemptor Dreadnought the colour

CoMMAND CARDS
The Ultramarines player takes the

Melta Bomb and Precision Strike cards
into his hand, and then creates a
Command Deck of six random cards.
The Word Bearers player takes two
random cards into his hand, then
creates a Command Deck of six
random cards.

SpECIAL RULES

Teleportarium Control Panel: A
non-Pinned Ultramarines unit in the
Teleportarium Control Panel hex has
access to a special action. Each time it
makes this action, the Ultramarines
player nominates one model from the
Legion Terminator Squad that has not
yet been deployed and rolls a dice. On
a blank, the Terminator is removed as a
casualty. Otherwise, the Ultramarines
player deploys it by placing it on an
unoccupied Teleport Node hex.

of dried blood, five Word Bearers
advancing in its lee. The Dreadnought's
collared head scraped rock from the
uneven ceiling. Curling its massive fist,
it smashed a cogitator from its path as it
pounded forwards. A beam seared from
its multi-melta arm to strike Daeclus.
The battle brother was blasted to
nothing more than vaporised blood and
scattering limbs.

‘Bring it down!” shouted Herxes,
readying a krak grenade. Bolter shols
boomed; some hit home despite the
murk. Detonations rippled across

the giant’s torso, leaving starbursts of
cracked adamantium but nof slowing
it in the least. Even Herxes' hurled
grenade did no more than dent it.

Warp-spawned Darkness: For the
duration of this scenario, a unit cannot
have Line of Sight to a unit that is
more than three hexes away.

VICcTORY

1f the last Ultramarines model on the
board is removed as a casualty, or if
Sor Gharax makes an Advance action
while standing on the Access Tunnel
Entrance hex, the game ends and the
Word Bearers player is victorious.

1f Sor Gharax is removed as a casualty,
or if the Word Bearers player draws
his last Command Card, the game
ends and the Ultramarines player

is vicrorious.
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Marker

Teleportarium
Contro] Panel

Answering salvoes shot out, but in the
infernal darkness, they failed to find
their mark. Herxes stepped back fo the
access tunnel entrance and prepared to
sell his life as dearly as possible.

To the Ultramarines’ flank, two Word
Bearers charged towards Acholus, their
combat knives flashing in the strobing

light of bolter fire. Herxes shouted a
warning, but Acholus’ reaction was

a split second too late, his attention
divided between the teleportarium

and the battle. The first Word Bearer
plunged his blade, dagger-like, into the
weak spot under the back of Acholus’
helm. Blood spurted like rubies scattered
in the darkness.

Acholus kicked back hard, taking

the traitor’s legs as the second moved

in to finish the kill. A flash of azure
light, and the second Word Bearer was
hammered back, fist-sized holes punched
through him by combi-bolter fire. The
teleportarium was active, and the
Terminators of the 19th Company had
arrived to turn the tide,
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SCENARIO 4: THE LABYRINTH

The Underworld War rages in earnest, but with the battle lines breached in several places, all cohesion has been lost.

The mysterious tunnels of Calth’s arcologies are as likely to hide friends as they are foes. Daemonic chanting fills the 7
air, vox contact is breaking down on both sides, and supplies are running low. Only those with quick wits as well as
trigger fingers will survive the labyrinth...
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‘Rejoice, said Kurtha Sedd, ‘for your
enlightenment is upon you!” His crozius
war maul swept forward, catching

an Ultramarine under the chin and
sending him flying. ‘The Truth shall
find you and your False Emperor alike.

A heavy bolter round detonated upon
the Chaplain’s chestplate, all but
bowling him over. He simply laughed
and strode forward, snapping off a shot
from his plasma pistol. The blast took
the head from an Ultramarine in a puff
of bloody smoke. Kurtha Sedd began
chanting the Catechism of Immortals
whilst the sacrifice was still fresh, and
felt the veil between worlds quiver

in response. The voices of a hundred
invisible entities rose up to join his.

4y,
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The Ultramarines Force consists of
Captain Aethon, one Legion Veteran
Tactical Squad and one Legion
Terminator Squad. The Word Bearers
Force consists of Kurtha Sedd, Sor
Gharax and two Legion Veteran
Tactical Squads.

SET-UP AND INITIATIVE

The Word Bearers player sets up
Kurtha Sedd and one Legion Veteran
Tactical Squad in the Antechamber,
and one Legion Veteran Tactical
Squad in the Bunker Access Tunnels.
He does not set up Sor Gharax. The
Ultramarines player sets up one
Legion Veteran Tactical Squad in the
Nexus Ingress, and the remainder of
his force in the Stockpile Chamber.

The Ultramarines player takes the
Initiative in the first round.

There was no stopping one who had

the favour of the true gods, thought the
Chaplain. ‘The command nexus, he
murmured. ‘The Bull must be unleashed
once more. A smile tugged at the corner
of his lips. Soon the Ultramarines would
learn how frail they really were.

St

That damnable chanting! Aethon could
feel it, each syllable clawing at the skin
of his face. All around him promethium
dripped from the split ceiling, fiery

blue dribbles that buckled the air. The
underworld was becoming like some
primitive concept of hell. He thrust the
thought aside; such notions had no
place in the Tmperium of Man.

CoMMAND CARDS
Each player takes two random
cards into his hand, then creates a

Command Deck of six random cards.

SpeCIAL RULES

Mystic Ward: Once per game, in the
Ready phase, the Word Bearers player
can beseech the Dark Gods for aid.
Until the end of that round, the Word
Bearers player can re-roll any number
of dice when making Defence Rolls.

The Bull Unleashed: 1f a Word
Bearers unit moves adjacent to the
Nexus Blast Door, it opens. If a Word
Bearers unit ends an action in the
Command Nexus, the Secured Blast
Door is opened and Sor Gharax is
placed on the marked hex with two
tactical points. The Word Bearers
player must immediately activate Sor
Gharax and make one action with him.

‘Squad Thaddeus, report, said Aethon.
He heard only sounds of distant

battle in reply, the disruption further
compounded by the death-knell boom
that reverberated through the halls.
Down the corridor, next to the vox :
bunker that represented their only
chance of a coordinated attack, was a
blast door imprisoning the Contemptor.
It hammered its fist over and over info
the thick adamantium. Captain Aethon
smiled grimly. Tt was amazing what a
bit of local knowledge could achieve.

‘Contact, said Sergeant Lantor, loosing
off a shot. The air filled with explosions
as a tactical squad of Word Bearers
advanced down the hall, blocking the
route between Aethon’s men and the

‘Q““M%%&»

Comms Uplink: If Captain Aethon
moves adjacent to the Bunker Blast
Door, it opens. If Captain Aethon
makes an advance action while he is in
the Command Bunker Entrance hex,
he activates the communications array
(see below).

VicTory

If the communications array is
activated, the game ends and the
Ultramarines player is victorious.

1f Captain Aethon is removed as a
casualty, the game ends and the Word
Bearers player is victorious.
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command bunker. Aethon was about to
charge headlong into them when a bolt
round detonated in the gap above his
thigh plate, almost breaking his hip. The
jolt of pain was fierce — potent enough to
turn his anger into a menciless focus.

‘Lantor, circumvent left, said Aethon.
‘Santus, advance and suppress. He put

his back to a pillar, awaiting the click-
thump of Santus’ grenade harness
discharging before sprinting out.
Explosions blasted the Word Bearers,
giving Aethon a critical second to reach
their ranks. A swipe of his chainfist, a
gout of blood, and he was through. The
command bunker was within arm'’s
reach. Aethon heard a distant shout —

not of pain, but of harsh triumph. His
mind raced as the blast door, scant feet
away, ground open. There was a rising
roar of anger that no human throat
could have made as a shadow fell across
a frieze of the Ullanor Triumph.

Acthon steeled his mind, and turned to

face the Bull.
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SCENARIO §: WARQUAKE

One by one the cities and spaceports of Calth's surface topple to ruin, consumed by the cataclysm unfolding under
Veridia’s blue fire. Dozens of yards below, the tunnels shake violently and begin to come apart, the seismic spasms
of the tortured planet throwing warriors from their feet. Shafts of killing flame spear down through cracks and
fissures. Can Kurtha Sedd turn the mayhem to his own ends?

T refuse it, snarled Kurtha Sedd, air above the warp-flask’s wriggling ‘My Lord Lorgar, gasped the Chaplain.
drawing an octogram in the dust. ‘Tt contents, but nothing more. ‘Kor
cannot end in confusion and in dirt. Phaeron, 1 beseech thee. Guide my path!  ‘Kor Phaeron is gone, my child, said

Lorgar Aurelian, his voice thick as
He took off his gauntlet and cut his Awkward seconds passed. Kurtha Sedd spiced honey. ‘He has fled into the void.
wrist with the edge of his sacrificial keenly felt the gaze of the Word Bearers  There will be no reinforcements!
dagger, dribbling blood into the wired stationed at each point of the octogram.
glass warp-flask Kor Phaeron had given  ‘Kor Phaeron,’ he shouted, You sent us Kurtha Sedd hung his head, his heart
him. Something vile wriggled inside, its  here! Will you forsake us in our — on fire. ‘Then we too are betrayed.
sentience stimulated by the offering. The
Chaplain felt tremors underfoot; high The warp-flask exploded in a blast There was a mind-numbing boom
above, Veridia still ravaged the surface. of light. When Sedd's vision cleared, as an explosion of titanic magnitude

a massive golden face loomed above blasted Calth’s surface. The tunnels

‘Kor Phaeron, intoned Sedd, ‘answer him, its hooded eyes set within features shook around them, rock dust pouring
my call. There came a shimmer in the illuminated by glowing tracts of text. from the ceiling and piling up on the
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FoRrcEs In the first round, the Word Bearers must remove one model from that unit
The Ultramarines force consists of player takes the Initiative. as a casualty.
one depleted Legion Veteran Tactical
Squad (one Veteran Sergeant and seven ~ COMMAND CARDS Seismic Turmoil: In the Ready phase
Veterans), and one depleted Legion Each player takes two random cards of the first round, each unit gains only
Terminator Squad (two Terminators). into his hand. Then each player creates  one tactical point. From the second

o

2 Command Deck of six random cards.  round onwards, if both players roll at

§ The Word Bearers force consists of least one Critical Hit when rolling for
| i Kurtha Sedd and two depleted Legion ~ SPECIAL RULES Initiative (after any re-rolls), each unit
H Veteran Tactical Squads (1 Veteran Jammed Blast Door: 1f a Word gains only one tactical point in the

f Sergeant and 5 Veterans in one squad, Bearers unit containing Kurtha Sedd subsequent Ready phase.

§ 6 Veterans in the other). ends an action adjacent to the Jammed

ts Blast Door, the door opens. If any VicTory

1 SET-UP AND INITIATIVE other Word Bearers unit ends an If Kurtha Sedd is in the marked

il First, Kurtha Sedd is placed on the action adjacent to the Jammed Blast Pipeline Chamber at the start of 2

E marked hex. Door, the controlling player rollsa dice  round the Word Bearers player rolls

i for each model in the unit. The door three dice, plus one for each other

:; Each player then divides his force opens if a Critical Hit is rolled. Word Bearers model that is in the

; ' into five units, each with a total Bulk marked Pipeline Chamber. If a Critical
F value of either 2 or 3. Starting with the Murderflares: At the start of each Hit is scored, the game ends and the
s Ultramarines player, the players take round except the first, roll a dice for Word Bearers player is victorious.

‘§ turns to set up a unit, either one of each unit that is on a rubble hex. On

3 their own or an opponent’s. A unitcan  a Hit, the controlling player must If Kurtha Sedd is removed as a

‘Si be set up in any unoccupied hex thatis  remove one model from that unitasa casualty, or if the Word Bearers player
4 not within two hexes of another unit, casualty. Then roll a dice for each unit draws his last Command Card, the

ié and is not within the marked Pipeline  that is adjacent to a rubble hex. On game ends and the Ultramarines

i Chamber hexes. a Critical Hit, the controlling player player is victorious.
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COMPONENTS

W
Pipeline Chamber
Jammed
Blast Door
Kurtha Sedd
Deployment Hex
Barricade Marker

D1

Barricade Markers

A1

T T

| :
invisible hemisphere that surrounded ‘Chaos is all around you, Kurtha Sedd, the loyalists. ‘Then we make for the
the Word Bearers' ritual circle. This intoned the golden apparition, smiling pipeline chamber. These tunnels will oy
time, the reverberations did not stop. As  like a benevolent father. Harness it. burn, and Ultramarine and Word
rubble began to fall from the ceiling, the Bearer alike shall burn with them.
Chaplain's despair turned to anger. The face disappeared. Up ahead, Kurtha

Sedd caught sight of bulky blue figures. Several of Kurtha Sedd’s men hesitated.
‘How are we to bring the loyalists low, ‘Fear not, true believers, said the :
my lord Primarch? How do you see “First, kill these fools, said the Chaplain  Chaplain, his tone bright. ‘We shall be }
Calth won?’ grimly, loosing a bolt of plasma towards  reborn in the fires of Calth’s demise! ;
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SCENARIO 6: INTO THE ABYSS

Many Ultramarines died before the fires set by the Word Bearers were sealed off, yet through sheer tenacity and a
series of cunning manoeuvres, Aethon has brought his betrayers to bay. Kurtha Sedd has one last trick to play -the
seismic upheavals have opened a subterranean chasm to reveal an ancient site of power. Battle is joined on the
precipice. Can Aethon stop the traitor Chaplain before he summons daemonic allies to turn the tide once more?

‘Now!” shouted Aethon, smashing
aside the improvised barrier with a
sweep of his chainfist as the weapon
revved into action. The captain and
his men barrelled out onto the chasm'’s
edge, opening fire at the Word Bearers
gathered at the lip of the abyss. Sedd
stood in their midst, conducting some
depraved ceremony; scorn and horror

FORCES
The Ultramarines Force consists of

Captain Aethon, one Legion Veteran
Tactical Squad and one Legion
Terminator Squad. The Word Bearers
Force consists of Kurtha Sedd, Sor
Gharax and two Legion Veteran
Tactical Squads.

SET-UP AND INITIATIVE

The Word Bearers player sets up
Kurtha Sedd and one Legion Veteran
Tactical Squad in the Ritual Site,
then sets up his other Legion Veteran
Tactical Squad in the Winding

marked hex.

The Ultramarines player sets up
Captain Aethon and his Legion
Veteran Tactical Squad in the
Ultramarines Deployment Zone. The

The Ultramarines player takes the
Initiative in the first round.

ComMAND CARDS

Each player takes two cards of his
choice into his hand, then creates a
Command Deck consisting of twelve
random cards.

Tunnels. Sor Gharax is deployed in the

Legion Terminator Squad is not set up.

mingled in Aethon’s chest af the sight.
A knot of Word Bearers leaned from

cover on the right, their missile launcher

blasting an Ultramarine from his feet.

‘Strike, said Aethon. He was answered
by a blue shimmer in the air. Squad
Urcus materialised at a run, power fists
drawn back. They slammed into the

In each Ready phase, each player
draws two cards instead of one.

SPECIAL RULES

The Abyss: Models cannot move

into Abyss hexes. Any model that is
forced to Retreat while in a hex that is
adjacent to an Abyss hex is removed as
a casualty.

Teleport Assault: At the start of the
second round, the Ultramarines player
sets up the Legion Terminator Squad.
Each model must be placed into an
unoccupied hex that is adjacent to one
of the Ultramarines units that was

on the board at the start of the round.
Any Terminators that cannot be
placed are removed as casualties.

Vengeance of the Ultramarines:
The Ultramarines player can re-roll
any Attack Dice that score a blank
when making a Melee Attack against
Kurtha Sedd's unit. If Captain
Aethon’s unit is making the Melee
Attack, the Ultramarines player can
re-roll any dice that do not result in

a Hit.

Obstructions: Obstructions block
movement and Line of Sight in the
same way as sealed Blast Doors. A

Word Bearers, each punch bursting its

target into so much armoured meat.

‘Right pincer; said Aethon, striding

towards the ritual circle. From the right

came two lines of Tactical Marines, their

salvoes in perfect concert. The fusillade

hammered into the Word Bearers,
throwing fwo of them into the abyss.

D
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model with the Relentless Advance
special rule can move through an
Obstruction, in which case it is
removed. If a unit can draw Line of
Sight to an Obstruction, it can target
it with a Shoot action. If four Hits are
caused, the Obstruction is removed.

VicTory

If Kurtha Sedd is removed as a
casualty, the game ends immediately
and the Ultramarines achieve a
victory. This is a major victory if
Captain Aethon is on the board, ora
minor victory if he has been removed
as a casualty.

If the Word Bearers player has no
cards in his Command Deck at the
start of any round and Kurtha Sedd

is adjacent to an Abyss hex, the game
ends immediately and the Word
Bearers player achieves a victory. This
is a major victory if Captain Aethon
has been removed as a casualty, ora
minor victory if he is on the board.

1f the Word Bearers player has no
cards in his Command Deck at the
start of any round and Kurtha Sedd is
not adjacent to an Abyss hex, the game
ends in a draw.
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« Obstructions x

‘The Octed is strong here,’ called the
Dark Chaplain. ‘The flames of darkness
shall consume you all!’

‘Shut up, traitor, snarled Aethon,
sidestepping Sedd’s plasma pistol shot.
He closed the distance, bringing his
chainfist down hard. 1t gnawed through
the pillar Sedd was using for cover,
spraying rock dust everywhere.

Sedd’s crozius arcanum lashed out,
catching the caplain on the shoulder.
Aethon felt rock give way beneath the
edge of his foot, and lurched back as
rubble tumbled down into the darkness.

Sedd’s sacrificial dagger met him
coming the other way. Its point dug into
Aethon's armpit, the tip driving between
his armour plates and into his ribs.

‘Steloc, old friend, said Kurtha as his
Word Bearers were shot down around
him, ‘forgive me, but you would never
have seen sense.

The Chaplain heaved the dagger

home into Aethon’s heart, toppling the
captain into the abyss. Sedd stood back
with arms open wide in benediction,
embracing his final damnation forever.
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THE GREAT
CRUSADE

As the Emperor of

Mankind brought Terra’s

under his
rule, a cataclysm of terrible
magnitude howled
the

storms that }

rs were swept away, and
Mankind looked to the

the Emp
arshalled his L
retically engineered
rarriors, and taken
t to the myriad
worlds of the galaxy.
The alien and the fiend
were hurled back to their
lairs or destroyed utterly
wherever they were found.
It was a golden age for
Humanity, the beginning
of a new and unstc
ascendar 1d yet even
e times of
ds of disaster
¢ being sown ac

hundred worlds.

The Imperium was forged in the fires of
battle, shaped by an aeon of warfare that
saw Humanity's scattered worlds melded
into a single mighty realm. The founder
of this glorious age was the Emperor of
Mankind, a being of immeasurable power
and presence. Thousands of years old even
when the Warp storms around Terra still
raged, the Emperor was a psyker powerful
beyond mortal reckoning. Not only did he
have the vision to strive for a galaxy where
Mankind was pre-eminent, but he also had
the genius to make it happen.

In order to realise his grand ambitions, the
Emperor built armies beyond counting,
creating indomitable legions from the
techno-barbarian tribes he had brought
under his rule during the Unification
Wars. He did so not merely through sheer
force of will, but via extensive biological
and alchemical engineering. Taking the
heroes of that time into his labyrinthine
laboratories, the Emperor perfected his
genetic alteration techniques. Thus were
born those who would become the Space
Marines — warriors so powerful that each
could slay a hundred lesser men.

First amongst the Emperor’s creations
were the majestic lords of battle known
as Primarchs. Each Primarch was a
masterpiece of the Emperor’s miraculous
arts, a towering demigod possessed of
supernatural powers. The Space Marine
legions were created from the genetic

THE SCATTERING OF THE PRIMARCHS

Marine Legion.

The creation of the Primarchs was marred by a strange disaster. The prevalent
theory is that the Emperor’s finest creations were caught up by a strange Warp
vortex while they were still in their infancy. They were cast across the heavens,
each coming to land upon a separate planet where they quickly matured and
realised their peculiar powers. Over the course of the Great Crusade, the
Emperor recovered his lost sons one by one. Each had risen to a position of
power upon the world he had by then claimed for his own. Many of these were
to become the home worlds of the Emperor’s legions, and in most cases the
Primarchs inducted their loyal followers from that home world into their Space

A DESTINY IN FLAMES

material of these exceptional individuals,
each of these warrior brotherhoods
bearing characteristics and abilities that
echoed those of its progenitor. The greatest
of these immortal exemplars was Horus,

a king amongst Primarchs whom the
Emperor considered like unto a son.

The next step in Humanity’s ascendance
was taken not on the dusty soil of Earth,
but amongst the wastes of Mars. There

the Emperor was hailed as the Omnissiah,
prophet of the Machine God, who knows
all and comprehends all. The Master of
Mankind struck a great pact with the
parliament of technocrats that ruled the
Red Planet, ensuring that his legions
were armoured in the finest battle plate
and armed with the deadliest weapons
Humanity could devise. More than that,
the alliance bolstered the Emperor’s fleets.
Slowly, his influence spread outward until
it reached across the heavens.

With his warrior hosts led by the
Primarchs and girded for war by the
Mechanicum of Mars, the Emperor
crushed every threat he encountered. The
Space Marines were shock troops without
equal, and none could stand before them.

Horus and his brother Primarchs brought
hundreds of planets into compliance with
the Emperor’s edicts. Battle by battle,

world by world, Mankind staked its claim

upon the stars.
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Just as the reconquest of the galaxy
reached its peak, the Emperor named
Horus as Warmaster in his stead, and
announced that he was withdrawing
back to Earth. Horus fought on, uniting
many more planets under the Aquila

of Imperial rule. But gifted as he was,
the tremendous weight placed upon his
shoulders took a heavy toll.

Dismay gave way to confusion, then to
resentment. How could the Emperor
abandon his own crusade just as victory
was within his grasp? It was Horus
who strove with every iota of his being
to keep the Crusade alive; it was he
who fought, bled and mourned at the
forefront of every critical battle whilst
the Emperor enjoyed the safety and
sanctity of his palace.

The seed of doubt soon bore rotten fruit.

When Horus was grievously wounded

B (LS AT ATTEANTS AP

in the Davin system, the powers of
Chaos took their chance. They played
upon the Warmaster's dark thoughts
whilst he was art his lowest ebb, and in
doing so, corrupted his recovery.

The cracks that appeared in Horus'
devotion were all the Dark Gods
needed to drive wedges of dissent
between the Primarchs. Through guile,
manipulation, and raw emotion, Horus
turned many of the Emperor’s faithful
sons into bitter rebels.

Through warrior lodges and secret
brotherhoods, Horus' spiritual malaise
spread slowly across the Legiones
Astartes. The roster of dishonour grew
long. A full half of the Space Marine

Legions turned to the Warmaster's side;

within a matter of scant years the stage
was set for a cataclysmic treason that
would sunder the Imperium forever.

The first open sign of Horus' treachery
occurred on the doomed planet

of Isstvan ITI. The Warmaster had
ordered vast armies of loyalists onto
the planet’s surface, a force many times
stronger than that needed to quell the
world's rebellious populace. Horus'
true plan became clear only when he
sent a barrage of world-killing virus
bombs planetside. He intended to
scourge the world of all life, including
those legionaries who would resist

his plan. The aftermath saw brother
fighting brother and Primarch duelling
Primarch as war spread across the
Isstvan system. Only then did the sheer
scale of the treachery blighting the
Imperium become evident. From the
coreworlds of the Segmentum Solar

to Ultramar on the galaxy's Eastern
Fringe, whole legions of traitors and
loyalists were locked in a bitter war that
would tear Mankind apart.
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Under the guise of galactic strategy,
Horus isolated those he knew would
oppose him, redeploying them from the
centre of the nascent Imperium to its
furthest reaches. He intended to strike
at the heart of the Emperor’s domain,
invading Terra itself and personally
ensuring the Emperor’s demise. First,
however, he took great pains to stack the
odds in his favour before his allegiance
to the Dark Gods became clear.

To the Ultramarines, staunchest of all
the Emperor’s Legions, Horus had given
orders to muster upon distant Calth —a
neighbouring planet to their home
world Macragge. The Legion was to use
the world as a staging post to cleanse
the Eastern Fringe of Ork infestation.
Warmaster Horus had ostensibly
ordered the Word Bearers Legion to
act in support, but in truth, they had a
secret mission of their own.

Soon the stars above Calth played host
to the twin armadas of the two Legions,
one resplendent in blue, the other
marked in deep scarlet.

CALTH

To call Calth a cavern
world would be to do an
injustice to its grandeur.
As a jewel in Ultramar's
crown, Calth was I
civilised world o

and beauty. The planet’s
cities had been built to
survive; it boasted not only
shielded starports and

exte orbital

but also sprawling

subterranean arc
These covered hundred
of miles under the sur
ct refuge in the

t of solar catastrophe

THE BATTLE OF CALTH

Many senior officers amongst the
Legiones Astartes saw this decision as

a diplomatic masterstroke. When the
Emperor had punished the zealous
Word Bearers for revering him as a
living god, the Ultramarines had acted
as his iron fist. Guilliman’s Legion had
destroyed Monarchia, the ‘perfect city’
the Word Bearers had built to honour to
the immortal Emperor, and humiliated
Lorgar and his Legion in the process. By
assigning the two Legions to the same
part of the Great Crusade against a foe
as savage as the Orks, it seemed Horus
hoped to eradicate the bad blood his
father had created between the Legions.
The bonds of brotherhood would be
reforged in the red-hot crucible of
battle. Yet his true purpose was more
devious than even Guilliman suspected.

The Word Bearers had long been won
over to Horus' side; indeed, there

were whispered rumours that one of
their Chaplains had engineered the
Warmaster's downfall during the war
for the Davin system. Lorgar’s sons were
fully complicit with his scheme — not

only to keep the Ultramarines from the
war that would decide the fate of the
Heresy, but also to strike a devastating
blow against their loyalist counterparts
from which they would never recover.

Once the two armadas had massed in
orbit, legionaries from both factions
coordinated their muster whilst the
ground forces and Titans affiliated to
the Word Bearers gathered. The Word
Bearers had all the time they needed

to set their trap, for Horus had kept
hidden the treacheries of Isstvan. The
architects of Calth’s apocalypse seeded
tainted scrapcode throughout the
cogitators of its orbital defence network,
and ensured their spacefleet was poised
to cripple as much of the Ultramarines
armada as possible in the confusion to
follow. Dark sorceries were conducted
in secret, the Word Bearers following
rituals penned by Lorgar himself. Each
new ritual was intended to thin the veil
between reality and the Empyrean, the
better to summon strange allies the
traitor Primarch had won within the
psychic tides of that strange dimension.




Perhaps grander still, they intended

to trigger a cataclysmic solar event by
poisoning Veridia, Calth’s life-giving star.
In doing so they would bring to bear a
weapon of galactic magnitude, ensuring
the corrupted sun’s solar flares scoured
Calth's surface more thoroughly than any
virus bomb. The doom of the Ultramarines
Legion was a matter of hours away.

The attack commenced with the last
journey of the Campanile, a starship
captured on the system’s edge by Word
Bearers forces and sent hurtling like a
titanic spear into the orbital docks and
naval echelons of the Ultramarines fleet.
The resultant collisions sowed destruction
on an unprecedented scale, for Guilliman's
spacecraft fortresses were densely packed
and unable to escape.

The sheer force of the disaster sent out
an electromagnetic pulse that not only
disabled many of the Ultramarines’
ships but also shut down the already
compromised orbital defence system,
allowing the Word Bearers prophet Kor
Phaeron to capture it and direct its fire
into the heart of the star Veridia. On the
planet’s surface far below, Kor Phaeron’s
fellow cardinal in darkness, Erebus,
conducted a great ritual, allowing
Daemon lords to tear their way into
realspace as Calth’s sun glowed

evilly overhead.

With the Ultramarines armada crippled,
the Word Bearers fleet found good hunting
indeed. The skies above Calth burned

as the corpses of the loyalist fleet veered
through low orbit to smash into the
world’s surface. Eagle-beaked battle barges
ploughed great chasms into the planet’s
crust as they dived to their rocky graves.
Bulk landers crushed spire-dotted cities
beneath their gravid bulk, and wounded
transport ships spilled their contents
through the heavens until frozen corpses
and super-heavy tanks alike fell from the
skies like hail.

The gross act of betrayal that was to
reshape Calth unfolded, the Ultramarines
there taken completely by surprise.

Even Guilliman, who had spent weeks
preparing contingencies for every
conceivable eventuality the muster

could pose, was caught flat-footed.
Reports flooded in of grievous ship-
to-ship violence in high orbit, but at

first, Guilliman was convinced that he
was witnessing simple disaster born

of miscommunication. Only when the
Primarch’s pleas for a ceasefire became
vitriolic oaths of vengeance did Lorgar
deign to answer his communiqué requests.
The heart-stopping truth became clear as
the lord of the Word Bearers gloated and
leered, drinking in Guilliman's anger and
dismay like a fine wine. A devastating
war was already unfolding across the
Imperium, the scale of the treachery so
vast that those loyal to the Emperor had
likely already lost.

Just as the contemplation of treachery was
alien to Guilliman’s Legion, so was the
concept of despair. Though he had lost
perhaps half of his Legion in the opening
attack, the Primarch of the Ultramarines
declared open war, marking well the
fulcrum upon which his Legion’s fate had
turned. He ordered the system evacuated,
knowing that should Veridia reach the
peak of its killing wrath, the sunstorm
would incinerate not only those struggling
upon Calth, but its neighbouring planets
as well.

The Ultramarines fought a dauntless
rearguard in a dozen theatres of war as
the star’s solar flares reached out towards
the planet’s ravaged surface. Captain
Ventanus of the 4th Company broadcast a
last order across the planet’s vox network,
insisting that every living soul retreat to
the cavern networks, be they legionary
or normal man. The Ultramarines were
not the only warriors to retreat below
ground. The Word Bearers too recognised
the fiery doom descending through the
void towards them, and likewise made
for the safety of Calth’s arcologies. There,
in the confusion and mayhem of the
cataclysm's aftermath, a new phase of

the Horus Heresy unfolded. The Battle
of Calth had burned bright, but briefly.
The Underworld War had begun.
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ROBOUTE
GUILLIMAN

Borne to rocky Macragge as
an infant, Guilliman quickly
rose to pre-eminence. There
he swiftly outclassed even
the harshest of training

academies and brought both

barbarian tribes and corrupt

rulers to heel. He excelled
in physical combat, though
it swiftly became obvious
th s true genius lay in

leadersh

united the planet’s people

e philosophy

ss, honour and
discipline. It was not long
before the same ideals
shaped the Ultramarines
into the foremost warriors
of the Legiones Astartes. It

illiman’s

the Ultramarines Legion

that Horus considered the
warriors of Ultramar to be one
oft w obstacles that could
keep him from his ultimate

prey — the Emperor himself.
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With bolter and blade the X111 Legion
purges evil from the galaxy. Using
judicious force of arms, they bring order
and truth to the stars, knowing well that
only through violence can lasting peace be
ensured. Such is their mastery of the arts
of war that their efficiency as a military
force is famous across the galaxy.

The Ultramarines fully believe in the
notion of Humanity’s manifest destiny.
They do so not out of dogged obedience
to the Master of Mankind, but out of an
appreciation of their race’s resourcefulness
and limitless potential. They believe the
children of Earth, with the genius of the
Emperor as their guiding light and the
Space Marines as their blazing sword,
will conquer the sea of stars once more.
With the Ultramarines and their brother
Legions at the forefront of the Great
Crusade, failure is surely impossible. It

is this noble goal that defines Roboute
Guilliman's every act, and casts the
Ultramarines amongst the foremost
defenders of Mankind.

The Ultramarines have a long history of
self-belief, indomitable courage and inner
strength, for they hail from one of the
most well-established warrior cultures

ULTRAMARINES

in all of Mankind's domain. Theirs is

the largest Space Marine Legion, for the

Ultramarines trace their recruitment base '
not to a single home world, but to a wider
area of space in the galactic southeast
known as Ultramar.

In distant Ultramar, every citizen is
judged and trusted according to his or
her own merit. Discipline, honour and
selfreliance are valued above all, whilst
physical and mental trials are woven into
society at all levels. Because of the quality
of the populations from which they
recruit, the strength of the Ultramarines
is not only in their measured might, but
also in astonishing mental acuity and
organisational excellence. In both tactics
and strategy they are all but unrivalled,
their commanders employing the finest
military wisdom in the Imperium.

The Ultramarines have always lived

in a world of order and logic, reason

and efficiency. They are able to assess

a situation in terms of theory and hard
practicality alike, divining the most
efficient route to victory in a heartbeat.
Only in matters supernatural do they
have a blind spot, and even then, their
indomitable will proves no small defence.

The proud symbol of the Ultramarines
Legion has long been steeped in glory.

A symbol bifurcated by a gladius is
common among melee specialists.

Veteran Ultramarines often add the
Imperial laurels to their legion symbol.

Heavy elements may adorn their legion
symbol with stylised lightning icons.




Amongst those gathered on Calth were
Tetrarchs, Captains, and Chapter Masters:
an assemblage of nobility enough to
conquer a dozen star systems. Yet none
felt a stronger connection to Calth than
Aethon of the 19th Company.

Steloc Aethon was a native son of Calth,
born to a proud family of underworld
castellans and brought up in the principal
arcology of Gallica Subdelta. For the first
ten years of his life Aethon saw neither
sky nor stars. His eidetic memory saw him
become a master of the arcologies — his
fellow cadets called Aethon the White
Spider, saying that he knew the labyrinths
better than the arachnids that crawled
their ceilings. Aethon grew to be an
extremely capable warrior and a natural
leader of men, and soon duty called him
to the planet’s surface. There he aided
Guilliman in turning the world into a
multi-level fortress — the orbital defences
were their moat, the surface bastions their
curtain wall, and the arcologies their
inner keep. By the time the Ultramarines
and Word Bearers mustered upon Calth,
Aethon had proved a gifted ambassador,
and was awarded the title of praetor by

unanimous accord.

On hearing that the Word Bearers were to
visit his world, Aethon felt hope mingled
with trepidation. Half a century ago, he
had fought alongside the Word Bearers
against the Orks of Ultima Segmentum.
There the Word Bearers' fiery passion for
the Imperial cause complemented the
Ultramarines’ cool, logical war doctrine.
Aethon had heard that his old comrade,
Kurtha Sedd, was to deploy within the
same command quadrant. The captain was
anxious to reaffirm his friendship with
Sedd, for the Word Bearer Chaplain had
saved Aethon’s life during a planetstrike
upon an Ork factory world. Aethon

knew the Ultramarines’ part in the Word
Bearers' censure at Monarchia would have
shaken their friendship, but over forty
years had passed since then. He had no
idea of just how far Sedd and his fellows
had fallen in the interim.

STELOC AETHON L
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ULTRAMARINES TACTICAL LEGIONARY '

DEcios RENACTUS

ULTRAMARINES LEGION,

19TH COMPANY, 15T CHAPTER
Renactus is equipped with latter-issue
Mark IV Legiones Astartes battle
plate, formally known as Maximus
pattern power armour. Renactus’
highly advanced, all-enclosing armour
represents the cutting edge of Imperial
war-tech in the latter half of the Great
Crusade. It originally hails from the
Martian forge temples of Malevolus, a
senior Tech-Priest famous for having
fashioned the armour of Horus himself.
The fibre bundles and servomotors of
Maximus power armour bolster the
wearer's might; its bio-systems allow
Renactus to fight for weeks without
resupply, and its bonded ceramite and
plasteel bartle plating is proof against
even xenos heavy weaponry.

1. The auto-reactive pauldrons of
Maximus pattern power armour
give it a distinctive silhouette. By
presenting his shoulder guard to
the fore, a Space Marine can adopt
a guarded firing stance that allows
him to slay his foes at range whilst
enduring the worst return fire.

2. The Phaeton pattern backpack power
unit Renactus wears is standard issue;
it is both a life support unit and the
primary energy core for his armour.

3. It is common practice amongst the
Ultramarines to wear their legion’s

numeral over the knee plate.

Renactus’ right shoulder guard bears After Calth, Renactus always bore his Later in his career, Renactus took the
the insignia of his battlefield role. legion number upon his left shoulder. white helm of the veteran sergeant.
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ApMmus CALOCON

ULTRAMARINES LEGION,

19TH COMPANY, 1ST CHAPTER

The legionary depicted here is clad

in Cataphractii Terminator armour, a
personal war asset that is far heavier
than even Maximus pattern battle plate.
Also known as Tactical Dreadnought
armour, it makes Calocon more akin to a
walking tank than a heavy trooper. This
armour interfaces with the legionary's
black carapace in the same manner as

power armour, and hence allows a great
deal of flexibility for armour of such
density. Even a bolter shell can detonate
against its layered ceramite without
causing significant harm. Calocon
bears the scars of a hundred battle
impacts and even thin gouges caused by
powered weaponry, though none have
pierced through to the wearer beneath.
Internal translocation arrays allow
Calocon to be teleported into battle,
though the process is risky to employ.

Calocon bears the gold filigree and
lightning-pattern trim of one elevated
to high status in Marius Gage's 1st
Chapter. The white of his pteruges is
consistent with the colours used to
denote veteran status within the X111
Legion. Calocon’s armour was scorched
black across its left side during the
opening stages of the Underworld
War, for he was caught in one of the
raging firestorms that consumed
Calth'’s surface.
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LORGAR
AURELIAN

Long before the founding of
the Word Bearers, the planet
Colchis was dotred with
ancient fanes to unknowable
entities. Its populace had
long looked for the coming
of a god-like saviour. When
Lorgar descended in a fie
comet llnd n’ﬂtﬂ'(‘d fh(’ h‘ 7}1
temple as a golden-skinned

youth,

pYUphl’f. dﬂd Lorgar H.)Uﬂ\,i I.U.a

true calling.

Years later, the Emperor made

planetfall upon Colchis, and

for a time all Lorgar’s dreams,

predictions and promises
came true. Yet when the
Emperor condemned L
belie

devastated. Love soured to

the Primarch was
loathing, as it so often d
the hearts of bitter men. Kor
he Word Bearers’
Faith, prey ed

Phaerc
Master of t
on his friend’s heartache

and need for accepta He

of worship, other pow

vould g

in the galax
accept his devotions. Lorgar
listened well, and in doing so

sealed the fate of the Word

Bearers torever.

they finally found their
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WORD BEARERS

The Word Bearers are a Legion of warrior
fanatics whose history is steeped in
blood. They are religious zealots whose
conviction is so powerful it can drive them
to the heights of personal valour or the
depths of villainy. Chanting devotional
hymns in deep, sonorous voices, their
mighty Legion storms into war, grinding
all before it in the name of belief itself.
And yet there was a crux point in their
history where beatific devotion curdled

to the most unholy hatred. Now the Word
Bearers chant praise not to the Emperor,
but to the Dark Powers of Chaos.

As the Great Crusade spread further and
further across the stars, the Emperor
became a divinity in the eyes of his people.
The Master of Mankind forbade such
illogical thoughts; his goal was for logic
and reason to rule the galaxy, not blind
faith. Even so,amongst the ranks of the
Word Bearers there were those whose
admiration crossed the line into worship.

When the Emperor was reunited with
Lorgar upon Colchis, vast displays of
devotion and rapture were laid before the
Master of Mankind. Their scale was so
great that the Emperor became impatient,
demanding war, not veneration.

Lorgar soon led the Legion he had been
bequeathed into the stars, but still his
progress lacked urgency — each conquest
would be followed by a period of
reconsecration and monument-building
to the glory of Humanity's saviour.

The Emperor took exception to these
indulgent displays and the slow progress
they represented, chastising Lorgar and
ordering the Ultramarines to cast down
his works, including Monarchia — known
to the Word Bearers as the Perfect City.

Slowly, like a seeping poison, Lorgar’s
bitterness at his censure spread
throughout the Word Bearers Legion.
Some amongst them — notably the
Chaplain Erebus — turned their sorrow
into hatred, their dark faith infecting
those under their sway. Though the Word
Bearers’ new creed was at first covert, when
Horus declared his plans of secession from
the Emperor, Lorgar was swift to offer his
allegiance. Their first act of open rebellion
would be to strike hard at their rivals, the
hated Ultramarines. The planet’s death
would be a titanic sacrifice to the Chaos
Gods that would yield powerful daemonic
manifestations. A grand armada of Word
Bearers ships set a course for Calth'’s orbit,
bringing with it a secret doom.

The sacred book of the Word Bearers
came to represent a darker knowledge.

Each Chapter of the Word Bearers
Legion has its own pictorial icon.
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Kurtha Sedd, a veteran Chaplain of the
XVII Legion, fought at the forefront

of the Great Crusade. He possessed a
boundless drive, channelling his faith
into acts of selfless heroism. There was
an urgency to his every action that saw
him climb the hierarchies of power, for
Lorgar himself had told the Chaplain
the Emperor was watching him, and he
had taken the Primarch at his word.

When fighting alongside the
Ultramarines against the Ork menace,
Kurtha Sedd impressed the Captain of
the Ultramarines 19th Company, Steloc
Aethon, with his faultless commitment.
The two were in many ways alike,

for Sedd was a warrior of dauntless
conviction, almost obsessive in his

furtherance of the Great Crusade.

After Monarchia, the humiliation

of Kurtha Sedd’s beloved Primarch
drove him over the edge. Soon after

the Emperor’s censure of Lorgar, the
Chaplain’s despair and rage saw him
turn a prayer hall into a corpse-strewn
abattoir. When he came to his senses,
Kurtha Sedd felt panic in his bones.
The all-seeing Emperor had surely
witnessed the act from on high — he had
disgraced himself utterly in front of his
god with the most horrendous of deeds.
Retribution could not be far behind.

Yet that retribution never came. The
‘incident’ was covered up by Kurtha
Sedd’s fellow officers, and the matter
was drowned out by the thunder of war.
The foundation of his belief, that the
Emperor was divine and omniscient,
was irrevocably shattered. Within
weeks the Chaplain was working to
further the doom of the False Emperor.
His belief that Lorgar had lied to him
made him unpredictable, and as such he
was chosen by Kor Phaeron to lead the
ground assault on Calth. Upon hearing
he would be deployed alongside Captain
Aethon, Kurtha Sedd felt a twinge of
regret. Yet it was nothing next to the

fires of hatred burning in his soul.




WOoRD BEARERS TACTICAL LEGIONARY

Lec1oNARY Toc DERENOTH

: ULUGHAR TACTICAL SQUAD,

5TH ASSAULT COMPANY,

CHAPTER OF THE THIRD HAND
Legionary Toc Derenoth is pictured

in MKkIV Maximus pattern armour.
Though the bartle plate of the Word
Bearers Legion was originally slate grey,
as the Heresy unfolded, Toc Derenoth
and his kin adopted armour of deep
crimson. The script that once adorned
Toc Derenoth’s armour changed too;
where his ceramite once bore Imperial

K truths in calligraphic High Gothic, after

the censure of his Legion Toc Derenoth
replaced the hymnal text with runic
sigils and arcane symbols redolent with
hidden meanings.

1. After Monarchia, almost all Word -

Bearers legionaries embellished their
traditional iconography with flames

and horned skulls.

aitlu CACCrORe W) 1

2. Veteran Word Bearers such as Toc

3 Derenoth took to wearing hermetic
§ icons, stylised after the geometric
symbols devised by Lorgar to
summon and bind entities from the
Empyrean. These were displayed

quite openly during the muster above
Calth. This could be read as a signifier

2 Birtires glad (crwee Jendeclas Leerw

of the contempt Toc Derenoth and
his kin had for the Ultramarines and
their lack of occult knowledge.

Toc Derenoth wears the stylised symbol ~ Lorgar's most devoted sons incorporate A variety of esoteric symbols and sigils
of his Chapter, the Third Hand. fiery daemonic skulls into theiricons. are worn by all senior Word Bearers.




Sor GHARAX, THE BuLr
CONTEMPTOR DREADNOUGHT,
WoRD BEARERS LEGION

Sor Gharax was once a wise war-priest
and mentor to his Legion's recruits.
Wounded gravely due to the detonation
of a Titan upon the volcanic world of 17-
17, Sor Gharax was interred in a special
cybernetic sarcophagus to preserve

his life. This in turn was installed
within the shell of 2 Contemptor
Dreadnought, a personal war engine

of surpassing potency. The multiple

points of articulation built into the
Contemptor allowed Sor Gharax to
fight at full effect even in the winding
arcologies of Calth.

Sor Gharax’s Contemptor is amongst the
finest of its kind, a towering construct
that possesses the strength of a dozen
Space Marines. Those given the honour
of joining the Annunake — a Colchisian
term meaning ‘Princely Sons’ or Tudges
of Hell' - fought at the front line of
every major Word Bearers engagement.

Unfortunately the trauma Sor Gharax
experienced upon 17-17 took a grievous
toll. He found his objectivity eroded

by crashing waves of bitterness, for he
saw his incarceration within a war-shell

as unbecoming of a true warrior, His

chagrin grew to anger, then to madness.

By the time he reached Calth, the
beloved leader of men that had once
been Sor Gharax was dead, though his
body lived on. In its place was little
more than a raging, hate-filled monster
intent on murder alone.
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NEw FRoM FORGE WORLD

s evsgeae

TaE Horus HERESY BOOK FIVE - TEMPEST allow players to field a range of Ultramarines units and racters,
including the Primarch, Roboute Guilliman. This book also conta

T'his book, lavishly illustrated in full colour, contains extensive new rules and units for the Word Bearers, along with their mortal and

background information on the Word Bearers' treacherous attack allies, and rules that allow you to recr the cataclysmic

on their brothers, the Ultramarines, at Calth. It presents the history Battle of Calth in your ow “Warhammer 40,000

of the Ultramarines as well as special rules and army list entries to

Tue Horus HERESY BOOKS

\ . : All books detail war and battle in the dark age of the Horus Heresy

Tas Homs 1 x5 Hous Hexssy 3 & e . : :
BOOR O ALY S Contain extensive bac Kg.’l‘l‘nd ”‘-2(‘('”\2“!('11 onc lfn;‘. ns ana

legions from the Hor

Contain rules for the Primarchs and named characters featured in
the Forge World Horus Heresy Character Series model range

All books are bonded leather hardbacks, each beautifully illustrated
and presented in full colour

The Horus Heresy Books One, Two, Three and Four are supplements

for Warhammer 40,000

Tue Horus HERESY LEGIONES ASTARTES

The Horus Heresy Legiones Astartes: Crusade Army List provides updated and revised rules to
field the armies of the Legiones Astartes

T'he Horus H y Legiones Astari sstvan Campaign Le, collects rog_rt‘n:’! the unigue
rules, units and characters from our first three Horus Heresy volumes

Both books allow Horus Heresy players to carty something lighter to their games than
the weighty tomes of the main Horus Heresy volumes

Both books are hardbacks

In order to use these books you will need a copy of Warhamn

For more information visit FORGEWORLD.CO.UK
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DESCEND INTO THE UNDERWORLD WAR

Black Library’s novels expand upon the exciting

action of The Horus Hevesy: Betrayal at Calth
THE \ 'HE b Discover the true fate of Steloc Aethon in

HONOURED O] UNBURDENED

The Honoured by Rob Sanders, and unearth more of

Kurtha Sedd's shadowed destiny in The Unburdened by

David Annandale

The Battle of Calth is just one of many legendary

conflicts explored in the bestselling Horus Heresy
ries - including the destriction of Isstv: he

series — including the destruction of Isstvan 111, the

Dropsite Massacre and Signus Prime

* Kurtha Sedd goes on to face

Ultramarines Sergeant Aeonid Thiel in

AA / the audio drama Censure by Nick Kyme
l\(l([;\{zllgrg F Eight more tales of Calth and the

a8 ¥
‘ i . e L anthology Mark of Calth, also available as
CENS U RE \ o 5 s an audiobook

There are over one hundred Black

Underworld War are told in the

Nick Kyme

Library audio dramas and unabridged

audiobooks on sale now, both on CD and
as MP3 downloads

FULLAND UNABRIDGED

* New York Times bestselling author Dan Abnett follows one of the most infamous naval

duels in Imperial history, as Kor Phaeron flees from Calth on board the Infidus Imperator

in the graphic novel Macragge’s Honour

MACRAGGE'S
HONOUR

* The book is fully illustrated by Neil Roberts, with over a hundred pages of full

-.\,‘IU'.II' arrwor 1\

For more information visit blacklibrary.com
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REFERENCE i
|3 B b
4 RanGep WEAPONS £ A
I A
WEAPON SHoot CriticAL EFFECT 3
: Assault cannon 6 Re-roll any number of Blanks or Shields. Do this until none remain i |
or you wish to stop. If Attack Roll contains 4 or more Critical Hits, ;
Heavy Weapon Arm is destroyed after action has been resolved. 2 |
. Boltgun 2 Target loses one tactical point. H i
Bolt pistol * 2 Target loses one tactical point. 2
H Combi-bolter 4 Target loses one tactical point. ;;
‘ Flamer * 4 After attack, make another Shoot action against a unit adjacent to target ¢ 1
l unit. Only weapons with this Critical Effect are counted. &
| Heavy bolter 6 Target loses 1 tactical point. I
| Heavy flamer * 6 After Attack, make another Shoot action against a unit adjacent to target {
' unit. Only weapons with this Critical Effect are counted. 5
3 Meltagun 3 If target unit is within three hexes, first target model counts its Armour i
%] value as 0 when making its Defence Roll. ;i
‘ Missile launcher 5 Add 1 dice to the Attack Roll for each model in the target unit. 3{
‘ Multi-melta 4 If target unit is within six hexes, first target model counts its Armour ‘
? value as 0 when making its Defence Roll. : :
: Plasma gun 3 Add four dice to the Attack Roll. If these dice roll at least two Critical 3
) Hits the firing model is removed as a casualty. :
Plasma pistol ’ 3 Add four dice to the Attack Roll. If these dice roll at least two Critical ‘f
: Hits the firing model is removed as a casualty. ‘
{
* A model equipped with a bolt pistol or plasma pistol adds 1 to its Assault value. Pistols can only be used if the target is within three hexes. z\
‘ * Flamer weapons can only be used if the target is within three hexes. H
; B
i MELEE WEAPONS
o
WEAPON ASSAULT CriticAL EFFECT
Chainfist +I First target model counts its Stamina value as 1 when allocating Hits. :
o Chainsword +1 Add 1 dice to the Attack Roll for each Critical Hit. If these roll further :
Critical Hits, no further dice are added. ! |
: Contemptor power fist +1 First target model counts its Armour value as o when making its ’ |
Defence Roll. }
Lightning claw +1 Re-roll up to two dice in the Attack Roll. \ }
Two lightning claws +3 Re-roll up to four dice in the Attack Roll.
Power fist - First target model counts its Armour value as 0 when making its é
Defence Roll.
Power sword 41 First target model halves its Armour value when making its Defence Roll. !i
1l WARGEAR RESOLVING ATTACKS ACTIONS Hin
B Grenade Harness: When a unit 1) Make Atrack Roll Advance , Run, Consolidate, )|
x: that contains a model equipped with 2) Select target model Shoot, Assault g
a grenade harness makes an Assault 3) Make Defence Roll Pinned units can only choose 5
k: action, add one dice to the Attack Roll 4) Allocate damage Advance, Consolidate or Assault. ‘#
2 for each model in the target unit. : |
i If there are Hits remaining in the E
‘ Legion Vexilla: Units containing a damage pool, repeat steps 2-4. DEFE NCE ROLI. B ONUSES ! ?
: model equipped with a legion vexilla Obscured shots: +2 dice a
§ can re-roll any number of dice when Rubble: +1 dice i
; making Melee Attack Rolls and Barricades: +2 dice §
! Desperate Last Stands. §* s
: A
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