\&EUZ‘@{}

N
Tue Horus HERESY
f" r‘»
I.EGIONES' ASTARTES
CRUSADE ARMY LIST
y;

,
e

PN













':g}.

..,‘_:ﬁ,, T g o ey o i g S %

gty regester efove sl S i riclion et e o ety Fo e teste gelmteates TN Tar dgeas S RLtel ey fler et et wer Tl atpi et Toaa s

THE Horus HERESY'

—

SRR PSS BT SRR 0673 STIEN WLHRIS ey TR RTINS AR g

oo Wargr ATy TG 0 PO SRR cupees T e P

o

b FEIIBy TFENe I MENTRA S

LEGIONES ASTARTES

CRUSADE ARMY LIST

A SUPFLEMENT FOR WARHAMMER 40,000

'n,urn-ai-::ul -zdu g rwerE .r.-,vmw UEFNTMGTED GREEY WL i) CEPTAY WY

mads betarecs i onn deuivtas fomi redeam veeed prleemoatta: Qibontlie 1 ns el givitales itimintes ma beilictss mnils roiiagnater fabovis iareis delartas et denationen: mavts AarRres FUALren AAITGIERs PETE.
: - - ] — . y /el =







FOREWORD

, compiled and updated, for the core Legiones Astartes Legion ¢

| ! 1 1 ft P Taaiec :
1is book contains the complete profiles, special rules and warg

. ry 1 . [ 1
army list for Warhammer 40,000 and the Battles in the Age of Darkness gaming expansion. It allows Horus Heresy players to carr

ty tomes of our main volumes, and it is also intended to be used be

something lighter to their Warhammer 40,000 games than the wei

as a resource for constructing your armies and as a handy reference during play.

gy series, and are

The contents of this book have been drawn from across the three volumes of Forge World's Horus Heresy Isstvan tril
hich provides the special rules and
|

g stages. It can also |

intended 1o be used alongside its companion book — Legiones Astartes — Isstvan Campaign Le

as a basis to build a Gi

2] -4 H‘I'\‘

acters for the specific Legions featured in the epic conflict of the Horus Heresy’s openi

unigue u

1

ice Marine Legions.

at Crusade army list for any of the Sy

» been revised and vX]'-\I:h.h-J from those 1"I'E."\'i~‘l\\‘i‘.' |1|:l‘-§i-151m]. both in order to take

Where needed, the various entries in this book h
into account changes in the game rules, and to incorporate the invaluable feedback we have received from our players
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The following army list comprises the
- complied and updated Space Marine Legion
Crusade Army list found in The Horus
Heresy Books I-111. The Space Marine Legion
Crusade Army list is a rules expansion for
~ Warhammer 40,000, presenting all of the
unit entries and rules a player will need
to assemble and use an army of Legiones
Astartes Space Marines from the age of the
Great Crusade and the dawning of the Horus
Heresy, Unlike the Space Marine Chapters
of the 41* Millennium, the Space Marine
Legions fielded a diverse range of military
formations and unique war machines, and
this army list allows players to construct a
wide variety of armies to represent these
different styles of warfare, featuring all of
the specialist units and vehicles that have
appeared in the first three books of
Forge World's Horus Heresy series.

The Space Marine Legion Crusade

Army list is intended for use in games of
Warhammer 40,000, and principally in using
the Battles in the Age of Darkness rules
expansion originally found in Books I-1II and
summarised in abstract here. The Battles in
the Age of Darkness system, which uses its
own Allies matrix and Force Organisation
charts, allows players to replicate the epic
scope and nightmarish slaughter of the

age of the Horus Heresy in their games

of Warhammer 40,000 in a more focused
manner than the colossal clashes represented
by Apocalypse games. A points total of
around 1,750 - 3,500 points per player is an
ideal game size for use with the Battles in the
Age of Darkness rules, battles of a larger size
may benefit from using the Apocalypse rules
instead, while smaller games may benefit
from the use of a more restricted Force
Organisation chart.

Lorps oF WAR

The Lords of War system, originally developed
by Forge World, has since been expanded

into other formats in the Warhammer 40,000
range, however the bespoke version presented
here is designed to be used in conjunction
with Horus Heresy gaming.

Availability: In a Battles in the Age of
Darkness game of 2,000 points or greater,
Lords of War selections will be available
to an army based upon the specific Force
‘Organisation chart being used (see the
subsequent section for more details). These
~ selections must be bought from the army’s

| points total as normal, and may not make up

BATTLES IN THE AGE OF DARKNESS

A WARHAMMER 40,000 EXPANSION

more than 25% of the army’s total points cost
for each Lord of War choice, unless specified
as being otherwise by the mission being
played. Lords of War are only available to an
army's primary detachment.

The Price of Failure

(Lords of War Secondary Objective)

As well as being colossally powerful and
destructive units capable of turning the
tide of battle on their own, a Lord of War
also represents a substantial strategic asset
to their own side, the loss or destruction of
which can have dire implications for their
army's cause.

As a result, unless specifically exempted or
modified by the special rules of a Battles in
the Age of Darkness mission, destroying an
enemy Lord of War choice always represents
a secondary objective in the game. This
secondary objective is worth 2 additional
Victory points to the destroying side in the
case of an Engine of Destruction, Great Beast
or Primarch or 1 additional Victory point
each per vehicle/creature in the case of War
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Machine Detachments, Monstrous Hordes
and Sub-orbital Strike Wings.

The following section presents the different
Battles in the Age of Darkness Force
Organisation charts you can use in your
games, as well as allies available during the
Horus Heresy.

*The 25% rule: This means that the
maximum points value of a single Lord

of War selection in a Battles in the Age of
Darkness game for some common army sizes
is as follows:

* 2,000 points — 500 points
* 2,250 points — §63 points
* 2,500 points — 625 points
* 2,750 points — 688 points
* 3,000 points — 750 points
 * 3,250 points - 813 points
* 3,500 points — 875 points

primary detachment.

appropriate Apocalypse datasheet.

the game. :

considered to be separate units in the game.
+ The Great Beast: A single Gargantuan Creature of any type with a Wounds value of 9 or
greater, chosen either from the specific army list for the primary detachment or from an

Each of the following constitutes a single Lord of War choice within the limits of the game
being played and must be available to the army it is being chosen for:

+ The Primarch: The Primarch of the Space Marine Legion who forms the army’s

» The Engine of Destruction: A single Super-heavy vehicle of any type with a Hull
Points value of 9 or greater, chosen either from the specific army list for the primary
detachment or from an appropriate Apocalypse datasheet.

* War Machine Detachment: 1-2 Super-heavy vehicles of the same unir type, each with
a Hull Points value of 8 or less, and each chosen either from the specific army list for
the primary detachment or from an appropriate Apocalypse datasheet. This detachment
must be deployed within a 6" coherency if on the table at the start of the game or, if
placed in reserve, will be rolled for as a single unit and must enter the table within ¢"
of a single eligible location. However, after their deployment, these war engines are

« Monstrous Horde: 1-2 Gargantuan Creatures of the same unit type, each with a
Wounds value of 8 or less chosen either from the specific army list for the primary
detachment or from an appropriate Apocalypse datasheet, This horde must be deployed
within a 6" coherency if on the table at the start of the game or, if placed in reserve,
will be rolled for as a single unit and must enter the table within 6" of a single point.
However, after their deployment, these creatures are considered to be separate units in

» Sub-orbital Strike Wing;: 1-3 Flyers with up to 3 Hull Points each and of the same type
may be chosen to represent a sub-orbitally launched strike force of fighters or bombers
during Horus Heresy games. This wing of Flyers arrives from reserve as a single unit.
They must enter play from within 6" of the same chosen point on the table edge, but are
afterwards treated as entirely separate units during the game.
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The Battles in the Age of Darkness « Battles in the Age of Darkness precedence over that listed in the rulebook g
Force Organisation Chart Castellan Force Organisation Chart: and, unlike the standard chart and battle 1
Games using the Battles in the Age of This chart represents an army focused on missions found in the Warhammer 40,000
Darkness rules expansion use one of a defence, be it of a prepared fortification rulebook, you may not take an additional :
number of potential Force Organisation or battle line against an enemy attack ora primary detachment in games over 2,000
charts presented on page 10, depending vital objective on the battlefield. points unless specified by the particular
on the kind of battle being waged, each mission (the expansion of the army being
reflecting a powerful concentration of * Battles in the Age of Darkness taken has already been taken into account in
military force on the tabletop. The standard Leviathan Force Otganisation Chart: the Battles in the Age of Darkness charts). ?
is the Battles in the Age of Darkness Force This chart allows the most colossal engines ' %
Organisation chart, which offers the of war, such as Battle Titans, to take to the OprioNAL AGE OF DARKNESS RULE: o
widest degree of flexibility and should be field alongside their escorting forces, but DesTROYER WEAPONS §
considered the standard form of play while imposes structured limits on what forces In Age of Darkness battles, players may opt to §4
using this rules expansion. This Force may support them. reduce the power of Destroyer (Strength D) E\
Organisation chart has also been created to weapons by introducing a random element g
work in tandem with the Rites of War rules Using Force Organisation Charts to moderate their effect on play in smaller i
found in this book. When selecting your army for a Battles in games. If doing so, it should be agreed upon h
the Age of Darkness game, you use your by all parties openly before play begins. ;ii
Battles in the Age of Darkness chosen army list in conjunction with one If this option is chosen, use the following ¥
Alternative Force Organisation Charts of the Force Organisation charts shown on amended rules for Destroyer weapons: £
This expansion also details three other page 10 of this book, and the scenario you are é
alternative and optional Force Organisation playing. Each chart is split ifito a number of + Destroyer Weapons count as being i
charts you can use to fight Battles in the Age categories which correspond to the sections Strength 10 and have the Instant Death, {
of Darkness games, as well as several special in the army list, and each category has one Sunder and Ignores Cover special rules. :E
missions specifically designed to incorporate or more boxes. Each light tone box indicates In addition, successful invulnerable saves ?ﬂ
them. The use of these alternative Force that you may make one choice from that taken against hits from Destroyer weapons §
Organisation charts is strictly optional when section of the army list, while a dark tone box must be re-rolled. i
not included as part of a particular mission means that a choice there is compulsory and E
and should always be agreed upon by both you must make a choice from that section. « Each unsaved wound from a Destroyer ?
sides before their use. When playing Horus weapon inflicts D3+1 wounds. Each H
Heresy games using these alternative charts, Further advice on selecting your army and its penetrating hit from a Destroyer weapon {
the Rites of War rules for the Space Marine composition can be found in the Warhammer causes D3+1 Hull Points/rolls once on the H
Legions may not be used in conjunction 40,000 rulebook. However, note that the Force appropriate Vehicle Damage chart. §
with them unless specifically mentioned Organisation charts presented here take i
in a particular mission, as the provisions i
and formations illustrated by the chart take F
precedence over them. Using Imperial units from other Forge World Books in Horus Heresy Games i
The vast milieu of battle during the Horus Heresy and the armies of the Great Crusade jE
Designer's Note: These alternative charts were staggeringly diverse, only the briefest portion of which has so far been dealt with H
are created with fun and narrative play, rather by Forge World's Horus Heresy supplements. In order to represent this diversity when it l§
than pure competitive balance in mind, comes to Super-heavy vehicles and Flyers, it is perfectly acceptable to use specific Imperial 5
and should be treated accordingly. This is Super-heavy vehicles and Flyer units from Forge World's wider Imperial Armour range g
particularly the case with the Leviathan such as Imperial Armour: Apocalypse or Imperial Armour: Aevonautica, which do not already R
option which, for example, provides a rules have an era-specific counterpart listed in a Horus Heresy supplement. In many cases, the i
framework for that age old question: ‘Could a Imperium of the Great Crusade sees the origin of some of these designs, while in others f&
Space Marine company lake out a Reaver Titan?', they can simply be used to stand-in for one of the many, less widespread war machine :
and similar entertaining match-ups. types and unique parterns employed by a vast Imperial armed force, far less regimented
and standardised than its 41 Millennium counterpart.
These alternative Battles in the Age of
Darkness charts are: Space Marine Crew: Imperial Super-heavy tanks included with a Space Marine Legion
primary detachment may be given the option to upgrade to a Space Marine Crew for N
» Battles in the Age of Darkness +15 points, increasing their Ballistic Skill to BS 4 where this is not already the case. f
Onslaught Force Organisation Chart:
This chart represents an army focused on Battle Servitor Control: Imperial Flyers may replace their human crew with hard-wired H
direct mobile attack by heavy assault units, servitor control and dedicated cogitator targeting arrays, designed to identify and target ;
but at the cost of tactical flexibility and the weak spots on enemy vehicles. This upgrade gives the Flyer the Tank Hunters special rule
element of surprise. and costs +15 points. If raken as an option for a Sub-orbital Strike Wing, then all the Flyers
in the wing must be so upgraded.
: (AN G
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PRIMARY DETACHMENT
(REQUIRED)
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BATTLES IN THE AGE OF DARKNESS FORCE ORGANISATION CHART

®

Fasr hrmack

Primary Detachment (Required)

* Compulsory: 1 HQ, 2 Troops

» Optional: +2 HQ, +4 Troops, +4 Elites,
+3 Fast Attack, +3 Heavy Support

Fortification Detachment (Optional)
» 1choice

Lords of War Detachment (Optional)
« 1choice

Allied Detachment (Optional)

¢ Compulsory: 1 HQ, 1 Troops

« Optional: +1 Troops, +1 Elites,
+1 Fast Attack, +1 Heavy Support

FORTIFICATION
(oPTIONAL)

L T e T T R R i

Loros oF WAR
(oPTIONAL)
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PriMarY DETACHMENT

(REQUIRED)

OprioNAL ONSLAUGHT FORCE ORGANISATION CHART

Loros oF WaR
(oPmioNAL)

Primary Detachment (Required)

* Compulsory: 1 HQ, 1 Troops,
1 Heavy Support

* Optional: +1 HQ, +3 Troops, +4 Elites,
+2 Fast Attack, +3 Heavy Support

Lords of War Detachment (Optional)
« +2 choices

Fortification Detachment (Optional)
» Not available

Allied Detachment (Optional)
= Not available

Onslaught Army Special Rule:

Rolling Thunder

Thanks to the thunder of their approach,
the attack of an Onslaught army is usually
more than easy to detect or predict. Asa
result, in any mission where the first turn
and/or deployment is the result of a dice roll
and unless the enemy force is also using the
Onslaught Force Organisation chart, this
army never has the first turn, unless it can
Seize the Initiative.
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Opr1ONAL CASTELLAN FORCE ORGANISATION CHART Primary Detachment (Required) e
+ Compulsory: 1 HQ, 3 Troops 1

« Optional: +1 HQ, +3 Troops, +2 Elites,
+1 Fast Attack, +3 Heavy Support £

PRIMARY DETACHMENT

(REQUIRED) Fortification Detachment (Required)
* 1 Compulsory®, +3 Optional
*If desired, this may be a Massive Fortification
Apocalypse datasheel type, see Warhammer 4o,000:
Apocalypse for details.

Lords of War Detachment (Optional)
* +1 choice

Allied Detachment (Optional)

* Compulsory: 1 HQ, 1 Troops

« Optional: +1 Troops, +1 Elites,
+1 Fast Attack, +1 Heavy Support

ForTIFICATION Lorps oF WaR
(REQUIRED) (OPTIONAL)
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OpT1ONAL LEVIATHAN FORCE ORGANISATION CHART

PRIMARY DETACHMENT Primary Detachment (Required) Fortification Detachment
- Lorps oF WAR + Compulsory: 1 x Leviathan Lord « Not available
(REQUIRED)
(opriONAL) of War

: . Allied Detachment (Optional)
Lords of War Detachment » Compulsory: 1 HQ, 1 Troops
(Optional) + Optional: +1 Troops, +1 Elites,
« +2 choices +1 Fast Attack, +1 Heavy Support

Leviathan Army Special Rule: The Leviathan Lord of War

The centre and destructive heart of this army is its Leviathan. This must be a
Lord of War of either the Engine of Destruction or Great Beast type. Unlike
usual Lords of War, this may represent any percentage of your army value (and
indeed constitute your entire force in a single model if you are so inclined,
brave enough and your opponent agrees!). In contrary to the usual rules of
Warhammer 40,000, this Leviathan is both your force’s Warlord effectively
(and uses its own special Warlord trait listed here) and is also a scoring unit.

T e T S sl S T iy ST Ty e o mpemgl Caee

Leviathan Warlord Trait — Legendary Destroyer: The Leviathan may fire
Overwatch with any of its weapons that do not possess either the Primary
Weapon or Blast types and may fire Overwatch at different targets (but no
single weapon may fire Overwatch more than once per turn). The Leviathan
has the Monster Hunter and Tank Hunters special rules (if it does not already
do so) and, in addition, when making Fear tests in order to charge it, units
must roll an additional D6 and discard the lowest of their results.
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In the tumult and warfare of the Age of
Darkness, the forces of the Imperium and
the Traitors alike were torn apart by war and
suspicion. During these times old arguments,
suspicions and rivalries were bought to

the fore. This is represented by the Age

of Darkness Allies chart which works ina
similar manner to the Allies chart in the
Warhammer 40,000 rulebook, but rather than
depicting relationships between alien races
and forces, it offers a more nuanced web

of relationships and discords between the
Space Marine Legions at the beginning of the
Horus Heresy. Note that the chart itself is not
split along the lines of Traitors and Loyalists,
as in many cases the Legions were in
themselves spilt into factions for either side,
and so instead, in particular campaign battles
you are fighting, who plays the Traitor and
who plays the Loyalist in your own version
of the Horus Heresy (and such additional
limitations this poses) is left up to you.

In any game where the primary detachment
is built using the Space Marine Legion
Crusade Army list and an allied detachment
representing a different Legion (i.e., one with
a different version of the Legiones Astartes
special rule) is included, use the table
presented here rather than the one found in
the Warhammer 40,000 rulebook to determine
any additional affects which may apply to
both detachments during the game.

Note: The ‘Mechanicum' entry on the Allies
chart includes both the Legio Cybernetica
and the Taghmata Omnissiah army lists.

@ Sworn Brothers
The closest of allies who have fought beside
each other many times.

The two forces are considered ‘friendly units’
in all regards. These means, for example,

that Sworn Brothers may be joined by

allied independent characters, are treated as
friendly units for the targeting of psychic
powers, special abilities, Warlord Traits and
so on, and may also benefit from nuncio-vox
carried by allied units.

Note: Not even Sworn Brothers can embark
in allied transport vehicles, and rules that
affect a particular force owing to its Legiones
Astartes special rule do not carry over to an
allied force.

ALLIES IN THE AGE OF DARKNESS

Imperial Fists

Dark Angels
® Emperor’s Children

Dark Angels

@ @ Iron Warriors

Emperor's Children

@ ® ® White Scars

Iron Warriors

White Scars

® @ @ @ Space Wolves

® & ® 8 8

Space Wolves

® ® ® ® @ ® NightLords

Imperial Fists

® @ @ @ @ ® ® BloodAngels

Night Lords
Blood Angels
Iron Hands
World Eaters
Ultramarines
Death Guard
Thousand Sons
Sons of Horus
Word Bearers
Salamanders
Raven Guard
Alpha Legion

Mechanicum

P S 9 B 9 B B B S H S S S "D
2 9 9 9 P P B DB S P BB DB P BB
. B S 9 9 B B B 8 B 6 e 8 5 B
» 9 B 9 9 W D B H B S BB D B8

s 8 5 @ 2 9 9 @ B 8 0 @ 8 S D

» @ P 9 9 B 9 B H D D S DD

B 8 @ @ @ ® % @ 8 @ 9 9 @

» @ D B B 9 D BB DS D

Imperial Army
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8 Fellow Warriors
The two forces are willing to fight together
for common cause against their foes.

Units in your army treat Fellow Warriors

as not being part of their army with the
exception that they may not be deliberately
targeted, attacked, targeted with psychic
powers, etc (note that blasts, psychic powers
and the like may still scatter over allied
forces and adversely affect them). Fellow
Warriors cannot benefit from the effects of
allied Warlord Traits or be joined by allied
independent characters and are not counted
as friendly units for the purposes of psychic
powers. In essence, the two forces fight
alongside each other without any additional
positive or negative effect.

# Distrusted Allies

The two forces can make common cause
against an enemy, but never fully trust
each other due to long-standing feud or
inherent antipathy.

Distrusted Allies are treated exactly like
Fellow Warriors except that the allied units
are never counted as scoring units.

@ By the Emperor’s (or the Warmaster’s)
Command

Two forces with this relationship will only
ever fight beside each other in the direst of
circumstances or by the direct command of
their overlord, be they the Emperor or the
Warmaster.

In this case the two forces are dealt with
exactly like Distrusted Allies (see previously),
but, in addition, at the start of each of the
player's Movement phases, a D6 must be
rolled for every unit (except those already
engaged in combat) within 6" of an allied
unit. On a roll of a 1, that unit may not move,
shoot, run or assault that turn (being too busy
watching for betrayal). Make a note or place

a counter to indicate which units have been
so affected.

AGENTS

In addition to the forces shown here,

some units in later volumes will be
described as being either Agents of the
Emperor or Agents of the Warmaster. These
forces are always treated as being Sworn
Brothers to either all Loyalist or all Traitor
forces respectively.
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SpacE MARINE LEGION WARLORD TRAITS

When generating their Warlord Traits, a Space Marine Legion Warlord may either roll on one of the Traits
tables found in the Warhammer 40,000 rulebook, or can alternatively roll on the table below.

WARLORD TRaITS TABLE
De Warlord Trait
1 Bloody-handed

The Warlord has overseen the ending of whole species and cultures, and the bloodshed has left its mark
upon their soul.
The Warlord and any unit with the Legiones Astartes special rule they join cause Fear.

Master Tactician

The Warlord has long honed their tactical acumen to almost preternatural levels, and their skills of
generalship allow them to outmanoeuvre and outthink an enemy before a blow is struck.

After both sides are deployed but before which side gets the first turn is determined, the
Warlord's side may redeploy one of their units within the limitations of the mission being
played. This may place a unit that had been deployed normally into reserve, or bring a unit out
of reserve.

World Burner

The Warlord has commanded the purgation of enemy worlds and has battled foul xeno-forms and burned
them from their noisome lairs time and again. :

The Warlord may nominate D3 units within their primary detachment, which these are must
be marked down before the game begins. Any Template or Blast weapons possessed by these
units gain the Shred special rule if they did not already have it.

Paladin of Glory

The Warlord embodies the highest mavtial ideals of bravery and skill-at-arms, and inspires their forces to
even greater heights of glory by their presence.

The Warlord has the Fearless special rule, and both the Warlord and any unit with the
Legiones Astartes special rule with models within 6" of the Warlord may add +1 to the
Wounds score calculated to see if they win combat in the Assault phase.

Void Walker

The Warlord has spent time at the fovefront of the Crusade fleets piercing the outer darkness alongside the
Rogue Traders Militant and has staved into the Abyss of Old Night.

The Warlord gains the Adamantium Will special rule and one nominated infantry unit gains
the Deep Strike special rule.

Child of Terra

The Warlord saw the birth of the Great Crusade, and is the veteran of countless battles alongside warriors
and demigods of legend.

The Watlord and any unit they join with the Legiones Astartes special rule may re-roll any
failed rolls of 1 To Wound in close combat.
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LEGION PRAETOR

Legion Praetor 6

Unit Composition
* 1 Legion Praetor

Unit Type
» Infantry (Character)

Wargear (Legion Praetor only)
* Artificer armour

* Bolt pistol

» Chainsword or combat blade

* Frag and krak grenades

Wargear (Terminator only)

¢ Terminator armour or
Cataphractii armour

+ Combi-bolter

* Power weapon

Special Rules (All)

* Legiones Astartes

*+ Master of the Legion

* Independent Character

Fedrrre Tares glodiorem poviestes foe regeem ras

100 POINTS
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Options

+ A Legion Praetor may take one of the following:
- Bolter +2 points
- Combi-weapon +10 points
ENoBces charghr k.l b L +10 points

* A Legion Praetor may exchange either their bolt pistol and for
chainsword/combat blade for one of the following:

Solkied Serpenrates i iaa . LAl ) +§ points
- Plasma pistol +1§ points
=yArchaectechipiseol con e b s o s +20 points
- Heavy chainsword crreenent 10 poOINIES
- Charnabal sabre cresersssssss+ 10 POINLS
- Power weapon cnnnnenH 1§ pOINTS
- Power fist +20 points
- Single lightning claw. e 20 pOINLS
- Thunder hammersoe daiasas s naonle o osa s points
- Paragon blade... e ....+2§ points

+ A Legion Praetor may cxchange both thur bolt pl&.to] and
chainsword/combat blade for a pair of lightning claws.......+25 points

+ A Legion Praetor may take melta bombs. ... +5 points
* A Legion Praetor may take digital lasers.........cocoooerccoes +15 points
» A Legion Praetor may upgrade a single weapon to become:
- Master-crafted......... crsssessesnseneeneet 1§ POIDTS
+ A Legion Praetor may take one of the following:
= COMDBAL SRIEL covvvoreeeerrveeesser s eer s sessesssmmmssseenne +5 points
- Refractor field . +10 points
- Boarding shield ......... +10 points
- Iron halo +25 points
+ A Legion Praetor may take one of the following:
- Jump pack +20 points
- Space Marine Bike with twin-linked bolters ..........coocomuemn +25 points
- Legion Scimitar Jetbike with a heavy bolter ........ccccooernerm. +45 points

Options (Terminator only)
Alternatively, the Legion Praetor may be equipped with Terminator
armour. If this is the case they use the following list of options:
« A Terminator may be one of the following:
- Terminator armour with

combi-bolter & power weapon +35 points
- Cataphractii Terminator armour
with combi-bolter & power Weapon .....ccccccevuevverserssresssssesians +35 points
+ A Terminator may exchange their combi-bolter for cne of the
following:

- Combi-weapon +7 points

- Volkite charger +7 points
« A Terminator may exchange their power weapon for one of the

following:

- Power fist or lightning claw s 10 pOINtS

- Chainfist +15 points

- Thunder hammer or Paragon blade ... . e +20 POINLS
* A Terminator may exchange both thelr power weapon and combi-

bolter for a pair of lightning claws +20 points
« ATerminator may take digital lasers +15 points
* ATerminator may take an iron halo +10 points
« A Terminator may upgrade a single weapon to become:

- Master-crafted +15 points
A Terminator may take a grenade harness..............................+10 points
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MASTER OF THE LEGION

The full panoply of war of a Legion is a terrible thing to behold, and is
capable of obliterating entive civilisations through a variety of deadly means
ranging from sheer brute force and numbers, armoured assault waves,
murderous siege-craft or. overwhelming and relentless attack from close orbit.
On the battlefield the wider operating deployments of a Space Marine Legion
are represented by the army list as written, however varied formations and
tactics are also present within the Legions and represented here by the Rites
of War special vule.

A Space Marine Legion army may only include a single model
with this rule as part of their HQ choice per 1,000 points

in the force. A model with this special rule may also include a
Command squad as a retinue as part of the same choice on the Force
Organisation chart (see page 10).

If the army’s Watlord (see the Warhammer 40,000 rulebook), they
have the Master of the Legion special rule. They may also roll twice
on their chosen Warlord Traits chart (re-rolling any doubled result)
and select which of the two results they wish to use.

The use of one of the Rites of War is always optional as they impose
limitations on your army as well as offering other abilities and

new configurations of units on the Force Organisation chart. In
particular you may be prevented from using certain types of units
unless you purchase a particular type of Dedicated Transport for
them. This makes creating the army list 2 more complex procedure
than normal and is recommended mainly for experienced players.

Only one Rites of War formation may be used by an army, regardless
of whether multiple characters with this rule are included, and the
Rites of War chosen only affects the force’s primary detachment.
However, allied forces eligible to do so may use different rites

or none at all - effects do not carry over to allied forces from the
primary detachment and vice versa.

Several of the more common Rites of War for the Space Marine
Legions are shown below — individual Legions or special characters
may also have unique Rites of War of their own.

RITE OF WAR: ORBITAL ASSAULT

Effects

+ All units in the army eligible to take a Rhino as a Dedicated
Transport may instead select Legion or Dreadclaw Drop Pods as
Dedicated Transports.

» Legion Dreadnoughts may take Legion Drop Pods as Dedicated
Transports (on a 1:1 ratio) and Contemptor Dreadnoughts may
take Dreadclaw Drop Pods (see page 45) as Dedicated Transports
(ona 1:1 ratio).

» Units and models in Terminator armour gain the Deep Strike
special rule.

« Legion Rapier Weapons Batteries may select Legion Drop Pods as
Dedicated Transports.

Limitations

 Units that cannot be deployed via Deep Strike, either by having
access to the rule themselves or because they cannot be carried in
a transport vehicle that has it (infantry in Drop Pods, for example),
may not be chosen as part of the army.

* You may not take a fortification allied detachment.

« All units purchased Dedicated Transports in this army must begin
the game transported within them.

RITE OF WAR: ARMOURED SPEARHEAD

Effects

« All units in the army eligible to take a Rhino as a Dedicated
Transport may instead select either a Land Raider Phobos ora
Land Raider Proteus if they number ten models or fewer as their
Dedicated Transport.

» Tank Shocks inflicted by tanks in the force impose an additional
-1 Ld penalty.

Limitations

« All units with the Infantry type in the army must either be
purchased Dedicated Transports and start the game deployed
inside them, or begin play transported inside another vehicle
in the army. This in essence means that you may not take more
infantry models in your army during selection than you have
transport capacity to carry!

» Should all the tanks in the force be destroyed in the battle, then the
enemy counts as having scored an additional secondary objective.
* You may not take a fortification allied detachment.

RITE OF WAR: ANGEL'S WRATH

Effects

+ Any model with the Jump Infantry type gains the Hit and Run
special rule if it did not already possess it.

« Any unit eligible to take a Rhino as a Dedicated Transport may
instead take a Storm Eagle Gunship as a Dedicated Transport.

Limitations

* Only units with the Jump Infantry, Skimmer and Jetbike types, as
well as infantry units which begin the game inside transporting
Skimmers and Flyers, may be chosen as part of the force. This
in essence means that you may not take more infantry models
in your army during selection than you have Skimmer/Flyer
transport capacity to carty!

» No unit with the Tank type (unless also a Skimmer or flyer) may
be taken as part of this army.

» You may not take a fortification allied detachment.

RITE OF WAR: PRIDE OF THE LEGION

Effects

= Vetéran and Terminator squads are Troops choices in the force,
and units of either of these types must be selected as the force’s
compulsory Troops selections. This also includes any Legion
specific Terminator squads which are also Elites choices.

» Command squads may take a Land Raider of either the Proteus or
Phobos type as a Dedicated Transport.

Limitations

« Should all Veterans and Terminator squads in the force be
destroyed in the battle, then the enemy counts as having scored
an additional secondary objective.

« You may not take an allied force detachment.
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LeGION CENTURION

WS
Legion Centurion 5

Unit Composition
* 1 Legion Centurion

Unit Type
* Infantry (Character)

‘Wargear

(Legion Centurion only)

* Power armour

* Bolt pistol

* Chainsword or combat blade
* TFrag and krak grenades

Wargear (Terminator only)

* Terminator armour or
Cataphractii armour

+ Combi-bolter

* Power weapon

Special Rules (All)

* Legiones Astartes

* Consul

* Independent Character

hforen Tra glasm fosiites tor g vens Clemasates Ceretae Tyt dsirt piiies e glimtes
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Options

* A Legion Centurion may take one of the following:
- Bolter +2 points
- Combi-weapon +10 points
- Volkite charger +10 points

* A Legion Centurion may exchange either their bolt pistol and/or
chainsword/combat blade for one of the following;

- Volkite serpenta +5 points
- Plasma pistol +15 points
- Heavy chainsword +10 points
- Charnabal sabre +10 points
- Power weapon +15 points
- Power fist +20 points
- Single lightning claw +20 points
- Thunder hammer +25 points

« A Legion Centurion may exchange both their bolt pistol and
chainsword/combat blade for a pair of lightning claws....... +25 points

* A Legion Centurion may take melta bombs.....cooovvvvevssrnees ... +5 points
« A Legion Centurion may exchange their power armour for:

= ATHICET ATMOUT c.vvvvevveveenessesssssesssmssssssssassssassassassassassssssssssssssssssssss+ 10 POINES
* A Legion Centurion may take one of the following:

- Combat shielddo il il b v RS POIRTS

- Refractor field : +10 points

- Boarding shield .........cccoevvrrrnn : +10 points
* A Legion Centurion may take one of the following:

- Jump pack ..o ..+20 points

- Space Marine Bike with twin-linked bolters ...
- Legion Scimitar Jetbike with a heavy bolter

+25 points
+4§ points

Options (Terminator only)
Alternatively, the Legion Centurion may be equipped with Terminator
armour. If this is the case they use the following list of options:
*+ A Terminator may be one of the following:
- Terminator armour

with combi-bolter & power weapon.........ccccovivie +35 points
- Cataphractii Terminator armour
with combi-bolter & power weapon.......coooooeeccvcee. +35 points
* A Terminator may exchange their combi-bolter for one of the
following:
- Combi-weapon +7 points
- Volkite charger +7 points

* A Terminator may exchange their power weapon for one of the
following:

- Power fist +5 points
- Lightning claw +5 points
- Chainfist +10 points
- Thunder hammer +10 points

* A Terminator may exchange both their power weapon and combi-
bolter for:
- Pair of lightning claws +15 points
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CoNSUL: Any Centurion may be upgraded to one of these roles for
the points cost listed, gaining any wargear and special rules, and

abiding by army limitations shown. No Consul may have more than
one particular upgrade. These upgrades should always be clearly
represented on the model.

CHAPLAIN: 3§ POINTS

Wargear

* Crozius Arcanum — power weapon (type as shown on model).
Special Rule

+ Zealot

MASTER OF SIGNAL: 4§ POINTS

Wargear

+ Cognis-signum and Nuncio-vox.

* May not take a combi-weapon, boarding shield, bolter, power fist,
thunder hammer, lightning claw(s), Bike, Jetbike ot Terminator
armour.

Special Rule

* Bombardment — Once per game, in lieu of firing a weapon in the
Shooting phase, they can opt to call in a bombardment attack
against the enemy. This has the following profile:

Weapon
Bombardment

Range Str AP
Unlimited & 3

Type

Ordnance D3, Large

Blast (5"), Barrage

LEc1oN CHAMPION: 35 POINTS

Wargear

* One close combat weapon wielded by the Legion Champion gains
the Master-crafted special rule.

Special Rules

+ Supreme Fighter — Increase WS to 6.

* Honour of the Legion — Must re-roll failed attempts at Glorious
Intervention, and must always issue challenges in combat if able.

LIBRARIAN: 2§ POINTS PLUS THE COST OF PsycHIC MASTERY

Psyker

* Must take up to two levels of psychic mastery (costing 20 points
each) A single psychic discipline from the Warhammer 40,000
rulebook is then chosen.

Wargear

+ Replaces their chainsword or combat blade (or power weapon if in
Terminator armour) with a force weapon. A force sword, force axe
or force stave may be chosen,

Forge LoRrD: 35 POINTS

Wargear

¢ Servo-arm and artificer armour.

« Additional wargear listed for the Techmarine on page 23, may also
be taken at the costs indicated.

* May take a Cortex Controller for +15 points.

Special Rule

+ Battlesmith

Provus MEDICAE: 35 POINTS

Wargear

* Narthecium and needle pistol.

Special Rule

* Sacred Trust — In missions where Victory points are scored for
destroying units, if a Primus Medicae is within 6" of a friendly

Space Marine infantry or Jump infantry unit which is wiped
out by the enemy, roll a D6. On a 5+ the player whose unit was
destroyed also gains a Victory point, as well as the enemy.

VIGILATOR: 35 POINTS

Wargear

¢ Cameleoline and bolter (Kraken/Tempest/Scorpius bolts).

* May replace their power armour with scout armour (4+ save), this
gains them the Infiltrate and Move through Cover rules (free).

* May not take combi-weapon, boarding shield, power fist, thunder
hammer, lightning claw(s), Bike, Jetbike or Terminator armour.

Special Rules

* Scout and Sniper. i

* Sabotage! After both sides have deployed, but before the first game
turn, select a single enemy unit or fortification on the table (not an
Independent Character.) Roll a D6. On a 2+ that unit suffers
D6 Str 5 AP 6 hits. Targets are struck against their weakest Armour
value. Casualties are allocated by the opposing player and do not
cause Morale checks. A single Sabotage! attack may be made for
each Vigilator in the force. If both sides possess them, roll off to
determine which side’s attacks go first.

SIEGE BREAKER: 4§ POINTS

Wargear

* Nuncio-vox.

* May take up to three Phosphex bombs for +10 points each.
Medusa Siege Tanks in the army may exchange their normal shells
for Phosphex shells for free.

Special Rule

* Art of Destruction: The Siege Breaker has the Tank Hunters and
Wrecker special rules applied to all of their own attacks, and also
confers these rules to the heavy weapon shooting attacks of any
infantry unit they join.

MoRiTAT: 45 POINTS

Wargear

+ Additional bolt pistol and rad grenades.

* May not take a combi-weapon, boarding shield, bolter, power fist,
thunder hammer, lightning claw(s), Bike, Jetbike or Terminator
armout.

Special Rules

* Scout and Counter-attack.

* Chain Fire — When attacking with pistol weapons, the Moritat
may declare a Chain Fire attack. For every successful hit, they may
make an immediate additional shooting attack with the weapon
against the same target and may continue doing so until they miss
with the weapon (note that the Gunslinger special rule applies and
so the Moritat may fire two pistols at once). After they have made
a Chain Fire attack, they may not assault in that player turn or use
shooting attacks in the following turn.

* Lone Killer — A Moritat may not be taken as a Compulsory HQ
choice, only as an optional HQ choice, and may never be the
army’s Warlord. Note that this means a Moritat may not be taken
as part of an Allied Contingent. They may not join units or travel
inside transports with other units except Legion Destroyer squads.
They may not benefit from any Blessing type psychic powers, or
from Leadership bonuses, Leadership re-rolls or other beneficial
special rules provided by other friendly models or army-wide
effects which are the result of a Rite of War.
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LecioN COMMAND SQUAD 100 POINTS

WS BS S T w I A 1d Sv

Legion Space Marine Chosen s 4 4 4 1 4 2 8 2+
Legion Standard Bearer 5 4 4 4 2 4 2 9 24
Unit Composition Special Rules (All)
* 2 Space Marine Chosen * Legiones Astartes
* 1 Legion Standard Bearer + Chosen Warriors
* Retinue
Unit Type
* Infantry Dedicated Transport
* A Legion Command Squad may choose a Rhino or Proteus Land
Wargear Raider as a Dedicated Transport. Note that if an army contains a
* Artificer armour character that has one of the Rites of War special rules (see page 15),
* Bolter (Chosen only} other Dedicated Transport options may be available for the squad.

+ Legion Standard (Legion
Standard Bearer only)

* Bolt pistol

« Chainsword or combat blade

* Frag and krak grenades

Wargear (Terminator

Bodyguard only)

* Terminator armour or
Cataphractii armour

* Combi-bolter

* Power weapon

*+ Legion Standard (Terminator

Standard Bearer only}
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Options
+ The Legion Command Squad may take:

- Two additional Legion Space Marine Chosen........... +20 points each
« The Legion Command Squad may take:

- Melta bombs
+ Any member of the Legion Command Squad may take:

- Combat shield +5 points each
+ Any member of the Legion Command Squad may exchange their

chainsword/combat blade or bolt pistol for one of the following;

- Heavy chainsword +5 points each

+25 points

- Charnabal sabre +5 points each
- Power weapon +10 points each
- Power fist or lightning claw +15 points each
- Plasma pistol +15 points each
* Any Space Marine Chosen may exchange their bolter for one of the

following:

- Combi-bolter +10 points each
- Volkite charger +10 points each

If the squad’s Legion Praetor has either a Jump pack, Space Marine
Bike or Jetbike, then the Legion Command Squad may also be
identically equipped for the cost shown below. If any of these oprions
are taken, the squad may no longer take a Dedicated Transport and
every member of the squad must be identically upgraded.

- Jump pack +15 points each

- Space Marine Bike with twin-linked bolters ............ +20 points each
- Legion Scimitar Pattern Jetbike with heavy bolter...+35 points each

Special Option (Terminator Bodyguard)

If the Legion Praetor which is part of the Legion Command Squad’s
Force Organisation chart choice has Terminator armour, the squad
may exchange their wargear for a set of Terminator armour. If the
squad is upgraded with Terminator armour, then every member of
the squad must be upgraded in the same way and has access to the i
following options rather than those shown previously:

» The Terminator Bodyguard and Terminator Standard Bearer must be
equipped with one of the following: :
- Terminator armour

T

with combi-bolter & power weapon.............cvcieueees +15 points each

- Cataphractii Terminator armour
with combi-bolter & power weapon ..., +15 points each
+ One model in the squad may exchange their combi-bolter for one of

D e

the following;

- Heavy flamer +10 points
- Reaper autocannon +15 points
- Plasma blaster.... +15 points

« Any Terminator and/or the Terminator Standard Bearer may
exchange their combi-bolter for:

e et s 237 w(W:;mgﬁ-

- Combi-weapon +7 points
- Volkite charger +7 points
+ Any Terminator and/or the Terminator Standard Bearer may

exchange their power weapon for one of the following: :
- Power fist +5 points E
- Lightning claw +5 points

- Chainfist +10 points

- Thunder hammer +15 points

» Any Terminator and/or the Terminator Standard Bearer may
exchange both their power weapon and combi-bolter for:
- Pair of lightning claws
* The Terminator Standard Bearer may take:
- Grenade harness i
« Legion Command Squads equipped in Terminator armo
numbering five models or less may take a I.a];sd*hlder ]
Dedicated Transport (and can not take a :

+15 points

Retinue
A Legion Command Squad may only be chosen as a retinue for
a Legion Praetor or Legion special character with the Warlord :
special rule, and may not be taken as part of an army on their own.
They take up a single Force Organisation chart choice with th
Praetor, but do not have to be deployed w1th them and are
as a separate unit during the game.
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LEGION VETERAN TACTICAL SQUAD 125 POINTS

WS BS S T w it A Id  Sv
Legion Veteran Space Marine 4 4 4 4 T 4 2 8 34+
Legion Veteran Sergeant 4 4 4 4 1 4 2 9 3+
ELITES Unit Composition Options
* 4 Legion Veteran Space » The Legion Veteran Tactical Squad may take:
eptional and Marines - Up to 5 additional Veteran Space Marines...............+15 points each
¢ ; * 1 Legion Veteran Sergeant * One Legion Veteran Space Marine may take:
within the ranks of the = NUNCIOVOK oottt +10 points
Space ine Legions are Unit Type * One Legion Veteran Space Marine may carry:
quickly si out and * Legion Veteran Space Marine: - Legion vexilla.... SR (o1 n VA1)
honoured with additional Infantry = The entire squad may take melta bombs ..o, +25 points
training in all aspects of * Legion Veteran Sergeant: » Any Veteran Space Marine or the Veteran Sergeant may exchange
warfare and equipped to Infantry (Character) their bolt pistol for one of the following;
the highes lards, so - Volkite serpenta ... +5 points each
to further amplify their Wargear * Any Veteran Space Marine or the Veteran Sergeant may exchange
battlefield pos Certain = Power armour their chainsword,/combat blade for:
ions will further * Bolter - Power weapon +10 points each
e their veterans = Bolt pistol + For every five models in the squad one Veteran may exchange their
and raise them above the + Chainsword or combat blade bolter for one of the following:
I * Frag and krak grenades - Volkite charger +10 points each
! - Meltagun +135 points
ial cults or st | Special Rules - Plasma gun +15 points
mpanies. This = Legiones Astartes - Heavy flamer +15 points
te an elite  Veteran Tactics - Heavy bolter and Suspensor web +20 points
rion to - Missile launcher and Suspensor web
i Dedicated Transport (with frag and krak missiles) +25 points
¢ 1, and from « A Legion Veteran Tactical * The Veteran Sergeant may exchange their chainsword /combat blade
 future commanders squad may choose a Rhino asa for one of the following:

» drawn. Dedicated Transport. Note that - Power fist +15 points
if an army contains a character - Single lightning claw....cooccccooconrerecennn : +15 points
that has one of the Rites of - Thundet BATMINIET A ..o issivissrsissinminss +20 points
War special rules (see page * The Veteran Sergeant may upgrade their power armour to:

15), other Dedicated Transport A TRTICEE GEIOUE -t i et et +10 points
options may be available for * The Veteran Sergeant may exchange their bolter for one of the
the squad. following:
= COMDbI“WEAPOTI ..covoeeree oo sevessmsssssesessessssmssssesensessessssessssnsent 10 POLTIES
- Plasma pistoli cuianaimmniinii i ot R SIS
» If the squad contains a missile launcher, this may be upgraded to
also fire flakk missiles....... +10 points
Veteran Tactics
A Legion’s veterans are among its most experienced warriors,
consummate fighters who have ground the armies of scores of
worlds under their boots. Before the game begins you must select
one of the following special rules for the squad:
- Fearless
% - Sniper
. - Furious Charge
' - Outflank
- Tank Hunters

Fas T gt renor wmmu«iﬁmm.
- —_—




LEGION DESTROYER SQUAD 150 POINTS

WS BS S T w I A Ld Sv
Legion Destroyer Marine 4 4 4 4 1 4 1 9 3+
Legion Destroyer Sergeant 4 4 4 4 1 4 2 9 3+
Unit Composition Options ELITES
* 4 Legion Destroyer + The Legion Destroyer Squad may take:
Space Marines - Up to 5 additional Destroyer Space Marines..............+20 points each lhe origins of the I >
* 1 Legion Destroyer Sergeant * The entire squad may take melta bombs ... +25 points squad in the Unification
+ The entire squad may be equipped with jump packs............. +7§ points s of Terra, but perhaps
Unit Type (if this is done the squad may not take a Dedicated Transport). surprisingly not with the
* Legion Destroyer Marine: * For every five models in the squad, one Destroyer Space Marine may !
Infantry exchange one of their bolt pistols for one of the following: is enemies. Considere
» Legion Destroyer Sergeant: - Missile launcher equipped with a suspensor web and ll dishonourable by sc
Infantry (Character) rad missiles (and no other type) ... +25 points each | ions who make little
- Volkite serpenta ..... . +5 point each use of them or esche
Wargear - Hand flamer ..o +15 points each : ther, the

« Power armour - Plasma pistol....vcoeeeoeeeeeeeesessseseeeeeesesesssssss s sseeneenenen 1§ POINLS €ach

= Two bolt pistols each + The Destroyer Sergeant may exchange their chainsword /combat il with and ¢
= Chainsword or combat blade blade for one of the following: W of others
» Frag, krak and rad grenades < POW L WeaAPOIYs: i S +10 points

- Power fist,

+15 points

Special Rules - Single lightning claw. .o, +15 points of th nicum,

» Legiones Astartes - Thunder hammer......occooinins .+20 points estroyer cadres

» Counter-attack + The Destroyer Sergeant may upgrade their power armour to:

- Artificer armour i 410 points forbidden devi
Dedicated Transport + The Destroyer Sergeant may take up to: @ weapons, bio-alchem
* A Legion Destroyer Squad may - Three phosphex bombs +10 points each munitions and the

choose a Rhino or a Proteus burning ho
Land Raider as a Dedicated
Transport. Note that if an army nal—weapons which

contains a character that has : 5ly taint the ground

one of the Rites of War special : " on which they are 1
rules (see page 15), other : ; During the i
Dedicated Transport options e % i of the e s
may be available for the squad. j e weapons rendered m

once life-sustaining

by their fire-bl

ded armour,
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LecIoN TERMINATOR SQUAD 175 POINTS
WS BS S T w 1 A 1d Sv

Legion Terminator 4 4 4 4 I T 8 2+

Legion Terminator Sergeant 4 4 4 4 I 4 b3 9 2+

Unit Composition Options

* 4 Legion Terminators
* 1 Legion Terminator Sergeant

Unit Type

+ Legion Terminator Space
Marine: Infantry

* Legion Terminator Sergeant:
Infantry (Character)

Wargear

* Terminator armour
* Combi-bolrer

* Power weapon

Dedicated Transport

+ A Legion Terminator squad
numbering five models may
take a Land Raider Phobos
as a Dedicated Transport ora
Spartan if ten models or fewer.
Note that if an army contains
a character that has one of
the Rites of War special rules
(see page 15), other Dedicated
Transport options may be
available for the squad.

Special Rules
» Legiones Astartes
‘= Implacable Advance

+ The Legion Terminator Squad may take:
- Up to 5 additional Terminators +30 points each
« Forevery five models in the Legion Terminator Squad, one

Terminator may exchange their combi-bolter for one of the
following special weapons:

A T AT s sscsecsniiiiissittimsessiesiisitanisssssiis st o SO, POLIES
- Reaper aUtOCANNON ..........cuimimimmsmsmminissssssssmssmmsmsssssmsssssnt 15, POLRLS
- Plasma blaster...... st L5 POLNES

+ Any Terminator and/or the Terminator Sergeant may exchange their
combi-bolter for one of the following:
- Combi-weapon +7 points each

- Volkite charger +7 points each

« Any Terminator and/or the Terminator Sergeant may exchange their
power weapon for one of the following:

< Do At R S POLE S e A C h
- Lightning claw..... woeee§ points each
AT s s e s st st +10 points each
- Thunder hammer .+10 points each

+ Any Terminator and,/or the Terminator Sergeant may exchange both
their power weapon and combi-bolter for:
- Pair of lightning claws +1§ points

+ The Terminator Sergeant may take a grenade harness......... +10 points

Any unit may exchange its Terminator armour for Cataphractii
pattern armour for free. If this is the case then the entire unit must
be so equipped and appropriately modelled.

Implacable Advance

Legion Terminator squads are used to assail the most heavily
defended objectives and secure them for the advance of allied
forces. Legion Terminator Squads are always counted as scoring
units in any mission where Troops are also counted as scoring units.
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TECHMARINE COVENANT

WS
Legion Techmarine 4
Servo-automata 3

Unit Composition

» 1-3 Legion Techmarines may
be taken as a single Elites
choice for the army. Each
Legion Techmarine functions
as a separate unit in the game
and may be joined by Servo-
automata (see Options).

Unit Type
» Servo-automata: Infantry
» Legion Techmarine: Infantry

{Character)

Wargear (Legion Techmarine)
+ Artificer armour

+ Bolt pistol

+ Frag and krak grenades

* Power axe

= Servo-arm

Woargear (Servo-automata)
+ Chainsword
+ Bolter

Special Rules (Legion
Techmarine)

* Legiones Astartes

* Battlesmith

Special Rule (Servo-automata)
* Cybernetica

Dedicated Transport
« Any Legion Techmarine
may mke a Rhinoasa

45 POINTS PER

MODEL

BS S w I A 1d Sv

4 4 4 I 4 2 8 2+

3 4 5 1 1 1 6 5+

Options

+ Any Legion Techmarine may take one of the following items of
wargear:
- NUNCIO-VOX ooiriereersersnerssesseessscscsssassanies +10 points
- Augury scanner ...+5 points
- Master-crafted bolter..... +5 points
<Gomblrwed Pt s +10 points
- Volkite charger T et e BT R +10 points
- Plasma pistol.....niiiciiiiiiiinn ..+15 points
= GIAVITON ZUN Lo ss s ssss s sisss s +15 points

« Any Techmarine may rakc melta bombs v +5 points

« Any Techmarine may replace their servo-arm with:
- CoNVErsion BEATNEr . immrrermsrssdssssssssee s ssssssss s sens +35 points

» Any Techmarine may take rad grenades ... +10 points

+ Any Techmarine may exchange their power axe for a thunder
RATAIETL ........oooonreeene e R RS ..+15 points

« Any Techmarine may take a Cyber-familiar........ccccocnnn +15 points

» Any Techmarine may be accompanied by:

- Up to 4 Servo-automata forming a unit with them...+12 points each

- Any Servitor-automata may exchange its bolter with one of the
following:
T 1751 1 1 R T s e e 0 e R TP +5 points
- Power fist........ +15 points
- Flamer +5 points
- ROtOr CanNON cwecvecesiesseissensnnsnes +10 points

Cybernetica
If Servo-automata are no longer accompanied by a Legion

.whichm% they figh

Techmarine, they must take a Pinning test at the start of each
Movement phase unless they are already engaged in combat (m :

ELITES
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APOTHECARION DETACHMENT 45 POINTS PER MODEL

WS BS S w A Ld Sv
Legion Apothecary 4 4 4 4 1 4 I 8 3+
Unit Composition Wargear
ELITES « 1-3 Legion Apothecaries « Power armour
may be taken as a single * Bolt pistol
Elites choice for the army as = Frag and krak grenades
long as you have sufficient = Chainsword
units to attach them to. Each « Narthecium
ymise of its future, Apothecary must be assigned
attlefield healers to one of the following squad Special Rule
types in your army during * Legiones Astartes
deployment and may not
voluntarily leave it during the Options
game. Only one Apothecary * The Apothecary may take one of the following:
may be assigned to each: - Augury scanner +5 points
- Legion Tactical squad - Combi-weapon +10 points
- Legion Breacher Siege squad - Volkite charger +10 points
- Legion Destroyer squad « The Apothecary may exchange their chainsword for:
- Legion Seeker squad - Power sword +10 points
- Legion Tactical  The Apothecary may have artificer armour oo +10 points
Support squad
- Legion Heavy Support squad
- Legion Veteran
Tactical squad
- Legion Command squad
- Night Lords Terror squad
- Salamanders Pyroclast squad
- Alpha Legion Headhunter
J Kill Team
- Imperial Fists Phalanx
Warder squad
+ Note: Additional Legion
specific squads may also
include an Apothecary — units

which can do so will be noted
in their unit entry.
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Legion Dreadnought -

Unit Composition
* 1-3 Legion Dreadnoughts

Unit Type
» Vehicle (Walker)

Wargear
» Smoke launchers
» Searchlight

Twin-linked heavy bolter

Dreadnought close combat
weapon with inbuilt twin-
linked bolter

Special Rule
* Dreadnought Talon

Dedicated Transport

« A Legion Dreadnought
Talon numbering a single
Dreadnought may select a
Legion Dreadnought Drop Pod
as a Dedicated Transport.

Armour
BS S Front Side Rear I A HP
6 T2 12 10 4 2 3

Options

Any Legion Dreadnought in the Talon may replace their twin-linked
heavy bolter with one of the following:

sMultiselta e e smnn s Free
- Twin-linked aULOCANNON ...occovinmimsrirmmsmessserssisssmsessemssssensesss + 5 POINLS
- Twin-linked missile launcher

{with frag and krak missiles) ..., +10 points

= PI:!SIT\Q CATLIIOTY . oo s sniasasasnanansamnmnsiannsssdaninesani s amu s s sasnss

F10 points

- Flamestorm cannon ..

+15 points

- "Twin-linked lascannon i mianmssms +25 points
= "Volkite ctilverinus s it +10 points
- Dreadnought close combat weapon with

inbuilt twin-linked bolter ..o, Free

(This grants the Dreadnought an additional close combat attack)
Any Dreadnought may replace its Dreadnought close combat
weapon and inbuilt twin-linked bolter with one of the following;

- Twin-linked heavy bolter .. Free
- Chainfist with an inbuilt twin-linked bolter..........cooee
- Siege Wrecker with inbuilt twin-linked bolter....

+10 points
.+10 points

- Twin-linked autocannon ... +10 points
= VOLKite CUIVETIN o ecrcereereeeee e eeesececesessesi s +10 points
- Twin-linked missile launcher

(with frag and krak missiles) .....oooerreerceeecosieniernicis +15 points

Any Dreadnought in the Talon may replace any twin-linked bolter
with one of the following;

- Heavy flamer..
- Plasma blaster......

..+10 points each

+20 points each
- Graviton gun.. +15 points each
- Meltagun
Any Legion Dreadnought may be Lqmpp(,d with:

- Extra Armour

+15 points each

+10 points
.+20 points

- Armoured Ceramite
Any Legion Dreadnought may be equlpped with one of the

following:

- Up to two Hunter-killer missiles.......enicciiiicscns ..+10 points each
- Havoc launcher ..+15 points
Any Legion Dreadnought may be equipped with:

Frag assault launchers +15 points

the fiercest resistance, but given ower arﬂi di
v 4

Dreadnought Talon
' Breadnought Talon isa specxﬁc formauon designed to operate
a'clenched fist on the battlefield in order to smash through
% 'du&hty afi;.
the Dreadnoughts themselves operates more akin to a
band than a squadron unit. When first deploye
(either at the start of the game or when arrivi:
on), the Dreéé'noughts must be placed wi
but afterwards operate :ndependently, %

ELITES
Dreadnoughts are heavily
armed and armoured
robotic walkers, pilote
by an interred Space
Marine whose injuries are
irreparable but who has
enough spark of life and will
left to endure encasement
within the Dreadnought's

rame. From within

this armourec opha;
the warrior can continue
to fight for his Legion for
centuries, perhaps millennia,
striding the bartlefield like
one of the giants of le
both more and less than
what they were before.
Dreadnoughts have their
roots far back in the Dark
Age of Technology, and have
endured in il]iﬂ.\_ zratic
forms both on Mars and
with the techno-barbaric H
warlords of Terra as well
as in scattered human
realms lhunwimu[ the Age

: Some of these
m\{1~ idual relic
service—altho
millennia. Brought together
now “n'.]l'_"l' ]1\[" l"'.'l!'ll"l['] of [!1".'
Imperium, many patterns of
Dreadnoug
is in latter-day conjunction

uperhuman
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CONTEMPTOR DREADNOUGHT TALON 175 POINTS PER MODEL

Armour
WS  BS S Front Side Rear 1 A HP
Legion Contemptor Dreadnought 5 5 7 13 12 10 4 2 3

ELITES Unit Composition Options
* 1-3 Contemptor Dreadnoughts ¢ Any Legion Contemptor Dreadnought in the Talon may replace
their twin-linked heavy bolter with one of the following:

Unit Type SNl Al s R Free
= Vehicle (Walker) «Twinslinked:autacannon s mainisnnanmmeg +5 points
- Plasma cannon ..+10 points
Wargear - Volkite culverin +10 points
+ Smoke launchers - Kheres pattern assault cannon +15 points
« Searchlight - Twin-linked lascannon +25 points
+ Twin-linked heavy bolter - Heavy conversion beamer +35 points
* Dreadnought close combat - Dreadnought close combat weapon with
weapon with inbuilt twin- inbuilt twin-linked bolter .Free
linked bolter (This grants the Dreadnought an additional close combar attack)

* Any Legion Contemptor Dreadnought may replace its Dreadnought

. Special Rules close combat weapon and bolter with one of the following:
P1 im'v.p.wl ami 1ese is a « Dreadnought Talon - Chainfist with an inbuilt twin-linked bolter...............cec... + 10 points
compact atomantic arc « Atomantic Shielding sMulEEelta s SR R s PR R
! ¢ Fleet - Twin-linked autocannon.......... G r10 points
i - Twin-linked heavy bolter ... Free
Dedicated Transport = Plasmma CANNOM .......ccovevrmevereeecerercesesesessstsiesessseseoer s +10 points
+ A Contemptor Dreadnought - Volkite culverin...... s RO OIS
Talon numbering a single - Kheres pattert: assault CANNOMN.......cvveomerrrmeemssssessesenens +1§ points
Dreadnought may select a - Twin-linked lascannon w25 points

Legion Dreadnought Drop Pod ~ * Any Legion Contemptor Dreadnought in the Talon may repiace any

as a Dedicated Transport. twin-linked bolter with one of the following:
- Heavy flamer +10 points each
- Plasma blaster. +20 points each
- Graviton gun +15 points each

- Meltagun +15 points each
» Any Dreadnought may be equipped with Extra Armour....+10 points
* Any Dreadnought may have a:
- Carapace-mounted Havoc launcher .. +15 points

: &D -adnought Talon is a specific formation designed to operate
«as a ‘clenched fist’ on the battlefield in order to smash through
e fie % Kp%ﬁﬁ but given the power and individuality

e D dmugh&&th@s&bes opetates more akintoa
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LecION RAPIER WEAPONS BATTERY 40 POINTS PER MODEL

WS BS S T w 1 A Ld Sv

Legion Space Marine 4 4 4 4 I 4 1 8 3+
Rapier Carrier s = - 3 7 2 - - - 3+ |
1
Unit Composition Options :
» 1-3 Rapier Carriers forming a + Any Rapier Carrier may exchange its quad heavy bolter with one of
squadron. Each Rapier has 2 the following;
Space Marine crew. - Laser destroyer array ceeeeeernn+1§ pOINLS €ach
- Quad mortar (‘Thud gun’) +20 points each
Unit Type - Graviton cannon +35 points each ¢
« Rapier Carrier: Artillery automated tra
* Legion Space Marine: Infantry carriers with on-board

Wargear (Space Marine Crew)
* Power armour

« Bolt pistol

* Fragand krak grenades ; or even the superhuman

: th of a Space Marine
Wargear (Rapier Carrier) ! S oc he Rapier’s

* Quad heavy bolter

Special Rules

* Legiones Astartes (Space
Marine Crew) S 5 o teld artiller

» Extremely Bulky (Rapier o R . : chicles cannot

combined with Crew) i
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LEGION MORTIS DREADNOUGHT 12§ POINTS

Armour
WS  BS S Front Side Rear I A HP
Legion Mortis Dreadnought 4 5 6 12 0| 10 4 2 3
Unit Composition Options
* 1 Legion Mortis Dreadnought ~ « The Legion Mortis Dreadnought may exchange its two twin-linked
heavy bolters with one of the following:
Unit Type - Two multi-meltas 3 Free
* Vehicle (Walker) - Two rwin-linked autocannon +10 points

- Two twin-linked missile launchers

Wargear (with frag and krak missiles) .+20 points

* Smoke launchers - Two twin-linked lascannon +30 points

« Searchlight * The Legion Mortis Dreadnought may take any of the following:

* Two twin-linked heavy bolters - Extra Armour +10 points
= AP OUrEd CETamI e ottt T +20 points

Special Rules * The Legion Mortis Dreadnought may take one of the following:

* Helical Targeting Array - Up to two hunter-killer missiles ..o +10 points each

- Havoc launcher . +15 points

Helical Targeting Array

The Helical array's advanced augurs and sophisticated banks of
combat-cogitators allow the Mortis Dreadnought to track and
destroy even the swiftest of targets with ease. However, due to the
Helical array's delicacy and ravenous consumption of power, the
Dreadnought must be immobile while the system is in operation.

If the Legion Mortis Dreadnought chooses to neither move nor
Run in its turn, it gains the Skyfire and Interceptor special rules
for that entire Game turn (ie, both the controlling player's turn,
and his opponent’s following player turn).




g Tudns

e Taoven vyt S o Amer o Pioeen wardt e Tares pRadborars Juleies Torme segnam wonsm geiermiieins lieratas Sgras st g

ByReR (fnst CAitminaias [ob{rraiie dgtal Astne
’ -

CONTEMPTOR-MORTIS DREADNOUGHT 155 POINTS

Armour
WS  BS S Front Side Rear I A HP

Legion Contemptor-Mortis 4 5 7 13 12 10 4 2 3

Unit Composition Options ELITES

* 1 Contemptor-Mortis * The Contemptor-Mortis may exchange its two twin-linked heavy

Dreadnought bolters with one of the following;

<6 multitmeliafi s Free

Unit Type - Two twin-linked aurocannon +10 points

« Vehicle (Walker) - Two Kheres pattern assault cannon ... +25 points
- Two twin-linked lascannon ... +30 points

Wargear + The Contemptor-Mortis may take any of the following:

» Smoke launchers 2 £ g B 0 11T o311 e t10 pOIDLS |

= Searchlight - Havoc Launcher..... +1§ points !

* Two twin-linked heavy bolters

Special Rules Atomantic Shielding arsenals of the Imperium

+ Atomantic Shielding One of the Contemptor pattern's most distinctive features is a are the Contemptors,

» Helical Targeting Array series of defensive field generators mounted inside its armour toweri r machines that
plating and powered by the enhanced atomantic power core utilise
within. machin
A Contemptor-Mortis Dreadnought has a s+ invulnerable save principal amongst them the
against shooting attacks and explosions, and a 6+ invulnerable potent and ill-understood
save against attacks in close combat. In addition, if the atomantic arc-reactor.
Contemptor-Mortis suffers a ‘Vehicle Explodes’ damage result, ! 'n the Legiones Astartes
add +1" to the radius of the blast. Contemptor Dreadnot

Talons g to war they are

Helical Targeting Array sometimes accompanied
The Helical array’s advanced augurs and sophisticated banks of b st machines !
combat-cogitators allow the Contemptor-Mortis to track and to protect them from air
destroy even the swiftest of targets with ease. However, due to the attack. Where possible,
Helical array’s delicacy and ravenous consumption of power, the the C
Dreadnought must be immobile while the system is in operation. '
If the Contemptor-Mortis Dreadnought chooses to neither move
nor Run in its turn, it gains the Skyfire and Interceptor special
rules for that entire game turn (ie, both the controlling player’s
turn, and his opponent’s following player turn).
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LecioN TAcTICAL SQUAD 150 POINTS

ws BS S T w 1 A Ld Sv
Legion Tactical Space Marine 4 4 4 4 T 4 1 8 34
Legion Tactical Sergeant 4 4 4 4 1 4 2 9 3+
TROOPS Unit Composition Options
= 9 Legion Tactical + The Legion Tactical Squad may take:
il squads are the Space Marines - Up to 10 additional Legion Space Marines............. +10 points each
* 1 Legion Tactical Sergeant * The entire Legion Tactical Squad may do one of the following;
ns and the - Exchange their bolter for a combat blade or chainsword............. Free
force by which the Great Unit Type - Take an additional combat blade or chainsword.......... +2 points each
Crusade has reconquered * Legion Tactical Space Marine: * One Space Marine may take a NUNCIO-VOX w.ucvvvcvcececncnrnnnrrnnnnnnns +10 points
much of the galax Infanrtry * One Space Marine may carry a Legion vexilla....................... +10 points
by the fightir er o *» Legion Tactical Sergeant: * The Legion Tactical Squad's Sergeant may exchange their bolter
thousands of superhuman Infantry (Character) and/or chainsword for one of the following;
warriors such as the - Combi-weapon : +10 points
armed and armoured for Wargear - Plasma pistol... R +15 points
battle in the harshest of * Power armour - Heavy chainsword +5 points
sironments and the * Bolter - Power weapon +10 points
deadliest of war zones that * Bolt pistol - Power fist +15 points
the enemies of Mankind * Fragand krak grenades - Single lightning claw +15 points
have been crushed time * The squad's Sergeant may take melta bombs............... .+5 points
in. The Leg ! Special Rules * The squad's Sergeant may upgrade to artificer armour ... +10 points
al squad isa h { = Legiones Astartes
e infantry unit, able + Fury of the Legion
to attack -fe ill, Fury of the Legion
assault heavily fortified Dedicated Transport One of the Legion’s greatest assets in open battle is the massed, co-
positions and take and » Aslong as it numbers no more ordinated hail of bolter fire its Tactical squads can unleash. Such is
hold strategic objectives or than 10 models, the squad may the firepower of this storm of explosive shells that enemy infantry
simply slaughter an enemy choose a Rhino as a Dedicated formations and even squadrons of light vehicles will be blasted to
comprehensive | Transport. Note that if an army the four winds in a single thunderous volley of bolt shells.
any terrain or situation. | contains a character that has
one of the Rites of War special While at least five models remain in the unit armed with bolters or
rules (see page 15), other bolt pistols, the squad can elect to make a Fury of the Legion attack
Dedicated Transport options in the Shooting phase so long as they did not move, arrive via Deep
may be available for the squad. Strike or disembark a vehicle earlier in that player turn. Models
making a Fury of the Legion attack may fire twice with their bolrers
or bolt pistols against a single target (note that in the case of a
combi-weapon only the bolter part may fire twice).
Owing to the massive expenditure of ammunition involved,
once a squad has made a Fury of the Legion attack it may not use
Overwatch fire later that turn or fire in the Shooting phase of their
next player turn, but may otherwise move, fight in assault, run, etc,
normally (place a counter or note next to the unit to represent this).
Fury of the Legion attacks may not be used for Snap Shots, and
models joining the unit do not benefit from this rule and must fire
normally, as does any non-bolter weapon used by the squad at the
same time as the Fury of the Legion attack is made,
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LEGION ASSAULT SQUAD

WS
Legion Assault Space Marine 4
Legion Assault Sergeant 4

Unit Composition
* g Legion Assault
Space Marines
« 1 Legion Assault Sergeant

Unit Type

* Legion Assault Space Marine:
Jump Infantry

* Legion Assault Sergeant:
Jump Infantry (Character)

Wargear

* Power armour

« Bolt pistol

+ Chainsword or combat blade
« Fragand krak grenades

« Jump pack

Special Rule
* Legiones Astartes

250 POINTS

BS S T w 1 A Ld Sv

4 4 1 4 1 8 3+
4 4 4 I 4 2 9 3+
Options

The Legion Assault Squad may take:

- Up to 10 additional Assault Space Marines.. .+15 points each

The entire squad may take melta bombs :
The entire squad may take combat shields ...........cooeecc. +3 poinis each
For every five models in the squad one Legion Assault Space Marine

...+5 points each

may modify their weapons in one of the following ways:
- Exchange their chainsword/combat blade for a

Power weapon +10 points each
- Exchange their bolt pistol for a hand Hamer ,,,,,,,,,,,,,,, +10 points each
- Exchange their bolt pistol for a plasma pistol............ +15 points each
The squad’s Sergeant may do one of the following:
- Exchange their bolt pistol for a hand Aamer......cccccon, +10 points
- Exchange their bolt pistol for a plasma pistol............... +15 points

The squad's Sergeant may exchange their chamsword and/or combat
blade for one of the following:

o PRV E A SO s v it s s s +5 points
< D O T W B A IO s b e ST S v s s e +10 points
- Single lightning claw.......... +15 points
- Thunder hammer..........coneeee e, +20 points
= POWET FIST s s +15 points

Alternatively, the squad's Sergeant may exchange both their
chainsword /combat blade and bolt pistol with:

- Pair of lightning claws +20 points

The squad’s Sergeant may take any of the followmg
- Melta bombs (if the squad has not already been upgraded

to carry them) . ..+5 points
- Combat shield {if the entire squad has not already

been upgraded to carry them). ...+3 points
The squad's Sergeant may upgrade to artificer armour......... +10 points

[ROOPS
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LecIoN BREACHER SIEGE SQUAD

WS
Legion Space Marine
Legion Sergeant 4

Unit Composition

* 9 Legion Breacher Siege
Space Marines

* 1 Legion Breacher Siege
Sergeant

Unit Type

* Legion Space Marine: Infantry

* Legion Sergeant: Infantry
(Character)

Wargear

* Power armour

+ Boarding shield

* Bolter

* Bolt pistol

* Frag and krak grenades

Special Rules
* Legiones Astartes
* Hardened Armour

Dedicated Transport

= Aslongas it numbers no more
than 1o models, the squad

make take a Land Raider

Phobos or Land Raider Proteus

as a Dedicated Transport.

22§ POINTS

BS S T w 1 A Ld Sv

4 4 4 1 4 x 8 3+
4 4 4 1 4 2 9 3+
Options

The Legion Breacher Siege Squad may take:

- Up to 10 additional Space Marines . +10 points each

* The entire squad may take melta bombs oo +5 points each

For every five models in the squad, one Space Marine may exchange
their bolter for one of the following:

- Volkite charger . +5 points
e R PN E R e e e e e o e +10 points
I BT sessssssmme s e S A 115 points
HHGTAVITON BN o s +15 points
- Lascutter +10 points

One Space Marine may take a nuncio-vox ...............t10 points

One Space Marine may carry a Legion vexilla...................+15 points

The Legion Breacher Siege Squad's Sergeant may exchange their
bolter for one of the following:

= ORI A DO v ammmstinn o e A S +10 points

- Plasma pistol........ +15 points

* The Legion Breacher Siege Squad's Sergeant may exchange their
bolter or bolt pistol for one of the following;
- Power weapon....cccevrioeeeececessn 10 points
= POWET ST et e . +15 points
+1§ points

.. +20 points

- Single lightning claw

- Thunder hammer

* The Legion Breacher Siege Squad's Sergeant may take:
- One breaching charge ..o
- Melta bombs
(if the squad has not already been upgraded to carry them)

+10 points

+5 points

* The Legion Breacher Siege Squad's Sergeant may:
- Upgrade to artificer armour............cccccce 410 points
(Note: This means he will alse be subject fo the Hardened Armour special

rule).

Hardened Armour

Breacher squads employ specially customised and augmented
suits of power armour (usually variants on the Iron pattern)
modified by the Legion's Techmarines to better withstand the
rigours of siege warfare, lethal environments and close-quarter
boarding actions in space. The servos and power systems of such
armour are overstrained as a result of these modifications, and
require constant extensive maintenance between bartles, This
deficiency was one of the factors that ultimately led to the Tactical
Dreadnought Armour project.

Hardened armour automatically counts as being Void Hardened
(see the Cold Void mission special rules on page 173 of The Horus
Heresy Book One — Betrayal) in missions where this is appropriate,
and failed armour saves against template and blast weapons may
be re-rolled. Units with Hardened Armour reduce the distance
rolled for charges, sweeping advances and run moves by 1",

g,.m, PO eletgecter e o il godet octuvnam et e PO o ARl T g enes st e el Teoe 2wl
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LecioN TAcTicAL SUPPORT SQUAD

ws
Legion Space Marine 4
Legion Sergeant .4

Unit Composition
*+ 4 Legion Tactical
Space Marines
* 1 Legion Tactical Sergeant

Unit Type

+ Legion Space Marine: Infantry

+ Legion Sergeant: Infantry
{Character)

Wargear

* Power armour

+ Flamer

« Bolt pistol

« Fragand krak grenades

Special Rules
+ Legiones Astartes
+ Support Squad

Dedicated Transport

+ Aslong as it numbers no more
than 1o models, the squad may
choose a Rhino as a Dedicated
Transport. Note that if an army
contains a character that has
one of the Rites of War special
rules (see page 15), other
Dedicated Transport options
may be available for the squad.

100 POINTS

BS S i w I A 1d Sv

4 4 4 I 4 1 8 3+
4 4 4 4 2 9 3+
Options

+ The Legion Tactical Support Squad may take:
- Up to 5 additional Space Marines... ..+15 points each
+ All of the models in the squad may Lxchange then ﬂamers for one
of the following weapons. If taken then all the models in the squad
must be equipped with the same weapon.
........ +5 points each

....... +5 points each

- Rotor cannon

- Volkite caliver

1 T g e e +5 points each
= Plasmapunsrsssnasememmmannen | aemsmonos points each
- Meltagun +15 points each

+ The squad’s Sergeant may alrernarlvely take any of the following
instead of their flamer:

- Close combat weapon or bolter and augury scanner.................. Free

SO DIV G R PO ssssssesesvssases v s ..Free
* The squad's Sergeant may exchange their bolt pistol for:

+ Plasmagpistolimnmmmninsus 15 points

= The squad's Sergeant may exchange their combat blade/chainsword
for one of the following;
- Heavy chainsword +§ points

- Power weapon +10 points

o POwe RSt wrrmnmmnanmmenas s +15 points
- Single lighting claw......cccooccccivnnnn +15 points
* The squad’s Sergeant may upgrade to artificer armour.......... +10 points
* The squad's Sergeant may also take melta bombs......cccooocco...... +5 points

Support Squad
Support squads are Legion formations that utilise specialised
wargeat, weapons and tactics to support the assault of the Legion’s
main strength. Although they are Troops choices for the Space
Marine Legion army, they may not be used to fill compulsory
Troops choices on a Force Organisation chart (unless a particular
Legion has special rules to the contrary).
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LEGION RECONNAISSANCE SQUAD

WS
Legion Space Marine 4
Legion Sergeant 4

Unit Composition

* 4 Legion Reconnaissance
Space Marines

* 1 Legion Reconnaissance
Sergeant

Unit Type

« Legion Space Marine: Infantry

* Legion Sergeant: Infantry
(Character)

Wargear

* Power armour

« Bolter

« Bolt pistol

« Frag and krak grenades
« Shroud bombs

Special Rules

+ Legiones Astartes
+ Scout

« Outflank

+ Acute Senses

*+ Support Squad

Dedicated Transport

+ The squad may use eithera
Rhino or Storm Eagle Gunship
as a Dedicated Transport.

125 POINTS

BS S T w I A ILd Sv

4 4 1 4 1 8 3+

4 4 4 r 4 2 9 3+

Options

+ The Legion Reconnaissance Squad may take:
- Up to 5 additional Space Marines..............cccccccoeruennen +15 points each

* Any Space Marine may exchange their bolter for one of the
following:
= SnIper Tfle oo+ § POINES €ach

-

.

- Space Marine shotgun

- Chainsword or combat blade ...
One Space Marine may take a nuncio-vox
The squad may take Cameleoline.
The entire squad may take melta bombs .

+10 points
+5 points each
..+5 points each
The entire squad may replace their power armour with:

- Recon armour ........... ..Free

(This changes their Armouy save to 4+ and they gain the Infiltrate and
Move Through Cover special vules).
The squad’s Sergeant may exchange their bolter and/or bolt pistol
for one of the following:

- Chainsword or combat blade ........coooooreoececcc Free

- Power weapon s #10 poINts
- Single lightning claw st 1§ POINLS
= POWEE R s e s e e e R +15 points

The squad’s Sergeant may exchange their bolter for one of the

following;

- Hand flamer .45 points
- Combi-weapon ~+10 points
- Plasma pistol +15 points
- Volkite serpenta .+5 points
The squad’s Sergeant may upgrade to artificer armour ........ +10 points

(They still gain Infiltrate and Move Through Cover if the unit exchanges its
armour).

Support Squad
Support squads are Legion formations that utilise specialised
wargear, weapons and tactics to support the assault of the Legion's
main strength. Although they are Troops choices for the Space
Marine Legion army, they may not be used to fill compulsory
Troops choices on the Force Organisation chart (unless a
particular Legion has special rules to the contrary).




Faatar (borra tafrmis T AL Crnea maA AT Red M

S TEAlics ST FEfeRe Tt Erlermienins

Y —
(4 ks AL Pigh

-

LecioN RHINO ARMOURED CARRIER

BS
Legion Rhino 4

Unit Composition
* 1 Rhino

Unit Type
= Vehicle (Tank, Transport)

Wargear

» Searchlight

* Smoke launcher

» Twin-linked bolter

Transport Capacity

» 10 models (Rhinos may not
carry models with the Bulky,
Very Bulky or Extremely

Bulky special rules).

Fire Points
» Two models may fire from the
Rhino’s top hatch.

Access Points

* The Rhino has one access
point on each side of the hull
and one at the rear.

Special Rule
* Repair

35 POINTS PER MODEL

Armour
Front Side Rear HP
11 11 10 3
Options
» A Rhino may take any of the following;
- Hunter-killer missile +10 points
- Dozer blade....ccooornne.. +5 points

- Auxiliary drive............ +10 points

- Extra armour .............. +10 points

» A Rhino may rake one of the following pintle-mounted weapons:

- Twin-linked bolter. ..., +5 points
A OTRBSWR AP0 ansummmmmmss s +10 points
- Heavy bolter.... +15 points
s Heavy flamner o e, +15 points
s Havoc lannchersoamnaianmnms s +I5 points

Repair

These vehicles are extraordinarily robust and can often be
repaired in the midst of battle by their crews. If a Rhino is
immobilised for any reason, then in subsequent turns the crew
can attempt a repair instead of firing any of the Rhino'’s weapons.
In the Shooting phase instead of firing a weapon, the Rhino can
attempt to repair an Immobilised result on a Dé roll of 6.
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Lecion Dror Pop

BS
Legion Drop Pod 4

Unit Composition
* 1 Drop Pod

Unit Type
« Vehicle (Open-topped,
Transport)

Wargear
= Twin-linked bolter

Transport Capacity

+ The Legion Drop Pod may
transport 10 models or
1 Legion Dreadnought or
1 Rapier carrier and Crew.

Special Rules

* Drop Pod Assault

» Immobile

* Inertial Guidance System

35 POINTS PER MODEL

Armour

Front Side Rear HP

12 12 3

Drop Pod Assault

Legion Drop Pods always enter play using the Deep Strike rules
and units who have purchased Drop Pods as transports must
always be deployed in them. At the beginning of the controlling
player's first player turn, they must choose half of their Drop

Pod units (rounding up) to make a Drop Pod Assault. These

units arrive on their player's first player turn. The arrival of the
remaining Drop Pods in the player's force is rolled for as usual for
the mission. A unit that Deep Strikes via Drop Pod may not assault
in the turn it arrives. Note: As soon as a Drop Pod is deployed its
doors are automatically opened to their full extent.

Immobile
Once it has been deployed a Drop Pod cannot move, and counts as
a vehicle that has suffered an irreparable Immobilised result.

Inertial Guidance System

Should a Drop Pod scatter on top of impassable terrain or another
model, then reduce the scatter distance by the minimum required
to avoid the obstacle.

L T TR 7 e o e 3 e g o z.”.’;’m.,ﬂ,a’
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LecioN DreapNOUGHT Drop Pop

Armour

BS Front Side Rear HP

Legion Dreadnought
Drop Pod 4

Unit Composition
= 1 Drop Pod

Unit Type
* Vehicle (Open-topped,
Transport (Special})

Wargear
+ None

Transport Capacity

« The Legion Dreadnought Drop
Pod may transport a single
Dreadnought or Dreadnought
variant (including Contemptor
Dreadnoughts)

Special Rules

* Drop Pod Assault

* Immobile

» Inertial Guidance System
* Burning Retros

« Assault Vehicle

12 1z 3

65 POINTS

Drop Pod Assault

Legion Drop Pods always enter play using the Deep Strike rules,
and units who have purchased Drop Pods as transports must
always be deployed in them. At the beginning of the controlling
player's first player turn, they must choose half of their Drop
Pod units (rounding up) to make a Drop Pod Assault with. These
units arrive on their player’s first player turn. The arrival of the
remaining Drop Pods in the player's force is rolled for as usual
for the mission. A unit who Deep Strikes via Drop Pod may

not assault in the turn it arrives. Note: As soon as a Drop Pod is
deployed, its doors are automatically opened to their full extent.

Immobile

Once it has been deployed, a Drop Pod cannot move, and counts
as a vehicle that has suffered an irreparable Immobilised result
(although no Hull Point loss is suffered).

Inertial Guidance System

Should a Drop Pod scatter on top of impassable terrain or another
model, then reduce the scatter distance by the minimum required
to avoid the obstacle. Note that the Lucius pattern Dreadnought
Drop Pod is considerably larger than the more common Drop Pod
and so will need a larger space in which to land successfully.

Burning Retros

Owing to the meteoric descent speed and impact of the Legion
Dreadnought Drop Pod, and the fiery blast of the Drop Pod's
retros on arrival, the Legion Dreadnought Drop Pod has the
Shroud special rule on the game turn it arrives (note this also
applies to any interceptor fire or similar effects it might be subject
to). Once the Drop Pod lands, its doors are opened automatically,
but the Dreadnought inside does not have to deploy out unless
the controlling player wishes. Should the Dreadnought carried
by the Drop Pod remain on any part of its structure (including
its doors) on the game turn the Drop Pod arrives, it benefits from
the Shrouded special rule also, as does any unit targeted by any
shooting attack whose line of sight passes through or over the
Drop Pod on the game turn of its arrival.

Assault Vehicle

The Legion Dreadnought Drop Pod has the Assault Vehicle
special rule thanks to its larger size and special design, allowing
the transported Dreadnought to assault on the same turn

it disembarks from the Drop Pod’s structure. However, the

Dreadnought may srill not assault on the same turn the Drop Pod :

arrives from Deep Strike.
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LeGION SEEKER SQUAD

Legion Seeker Space Marine
Legion Strike Leader

Unit Composition
* 4 Seeker Space Marines
* 1 Strike Leader

Unit Type

« Legion Secker Space Marine:
Infantry

 Legion Strike Leader: Infantry
(Character)

Wargear

* Power armour

« Bolter

= Bolt pistol

* Frag and krak grenades

Special Rules

* Legiones Astartes

* Special Issue Ammunition
« Marked For Death

Dedicated Transport

= A Seeker squad may choose
a Rhino or a Land Raider
Proteus as a Dedicated
Transport. Note that if an army
contains a character that has
one of the Rites of War special
rules (see page 15), other

Dedicated Transport options

may be available for the squad.

-
T e T T

17§ POINTS
WS  BS S T W I A Id Sv
5 + 4 1 4 1 8 3+
5 4 + 1 + 2 9 3+
Options

= The Legion Seeker Squad may take:

- Up to 5 additional Seeker Space Marines ................+15 points each
One Seeker Space Marine may take a nuncio-vox............... +I0 points
Any Seeker Space Marine may exchange their bolter for:

- Combi-weapon +10 points each

The Legion Seeker Squad’s Strike Leader may take one of the

tollowing:

- Power weapon +10 points
SR OWE T S e e e +15 points
The Legion Seeker Squad's Strike Leader may take:

- Melta-bombs w75 POINGS
The Legion Seeker Squad's Strike Leader may upgrade to

- Artificer armour ..o, ..+10 points

The Legion Seeker Squad’s Strike Leader may exchange their bolter

and special issue ammunition for a plasma pistol... ... t10 points

Special Issue Ammunition

Seeker Space Marines are equipped with Kraken, Scorpius and
Tempest bolt shells for their bolters (and combi-weapons where
applicable), and may choose which to use each turn they fire,

Marked For Death

After the two sides have set up and any infiltrators have been
placed, each Space Marine Seeker unit in a player’s force may
specify a single enemy unit or independent character as being
‘Marked for Death’ Make a note of which unit this is. The Legion
Seeker unit now counts as having the Preferred Enemy special
rule against this chosen target.

e T



LecioN QUTRIDER SQUAD

90 POINTS

WS BS S T w A Ld Sv
Legion Space Marine Outrider 4 4 4 5 1 4 i 8 3+
Legion Qutrider Sergeant 4 4 4 5 I 4 2 9 3+
Unit Composition Options
* 3 Legion Space Marine + The Legion Space Marine Outriders Squad may take
Outriders - Up to 7 additional Space Marine Outriders................ +30 points each
+ The entire squad may take melta-bombs ..ccoccornnnennc. +5 points each
Unit Type « For every three models in the squad, one may modify their weapons

* Legion Space Marine
Outrider: Bikes

« Legion Qutrider Sergeant:
Bike (Character)

Wargear

« Power armour

« Bolt pistol

» Chainsword or combar blade
» Frag and krak grenades

+ Space Marine Bike with twin-

linked bolter

Special Rules s

* Legiones Astartes
= Scout

in one of the following ways:
- Exchange their chainsword or combat blade for

Power weapon... ..+10 points each
- Exchange their bolt plstol for a:

xil’ld ﬂamm ........... +10 pOiDtS C‘Ltf_‘h

Plasma pistol +15 points each

The Legion Space Marine Outriders squad may exchange their
Bike’s twin-linked bolter for one of the following:

Twin-linked flamer ..+15 points each

- Twin-linked melta-gun ... ..+25 points each

- Twin-linked plasma gun +25 points each

One Space Marine Outrider may be upgraded to an
OUTIdEr SETZEANT cvvvuerieececreeiieeeie e +15 points each
The squad's Qutrider Sergeant may exchange their bolt pistol for
one of the following:
siHandflamer smmnans
- Plasma pistol.......cc....
The squad’s Qutrider Sergeant may exchange their chainsword or
combat blade for one of the following:

+10 points

+15 points

- Power weapon +10 points
- Power fist ...+15 points
- Single lightning claw............ +15 points
The squad’s Outrider Sergeant may take:

- Melta-bombs +5 points

(if the squad has not already been upgraded to carry them).
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LEcioN Artack Bike SQUADRON

Legion Attack Bike 4

Unit Composition
* 1-5 Legion Space Marine
Attack Bikes

Unit Type
* Bikes

Wargear

* Power armour

* Bolt pistol

* Chainsword or combat blade

* Fragand krak grenades

* Space Marine Bike with twin-
linked bolter

* Heavy bolter

Special Rule
¢ Legiones Astartes

40 POINTS PER MODEL

BS S T w I A Ld Sv
4 4 5 2 4 2 8 3+
Options
* The entire squadron may take melta-bombs............. +5 points each

= Any Attack Bike in the squadron may exchange their heavy bolter
for one of the following:

o L EAN LA e cmmomususionsbtisiissnssss o o oS B s B Free
- Auto-cannon ....... s +5 pOINLS each
= Multsneltas s pnananasisssise.. ¥Topointseach




LecIoN JETBIKE SKY HUNTER SQUADRON

Legion Space Marine Sky Hunter
Legion Sky Hunter Sergeant

Unit Composition
+ 3 Legion Space Marine Sky
Hunters

Unit Type

» Legion Space Marine Sky
Hunter: Jetbike

« Legion Sky Hunter Sergeant:
Jetbike (Character)

Wargear

* Power armout

+ Bolt pistol

+ Chainsword or combat blade

* Fragand krak grenades

« Space Marine Scimitar Jetbike
with a heavy bolter

Special Rules
« Legiones Astartes
* Deep Strike

13§ POINTS

WS BS S T w I A 1d Sv
4 4 4 5 1 4 1 8 2+
4 4 4 5 1 4 2 9 24
Options

The squad may take:

- Up to 7 additional Space Marine Sky Hunters..........+35 points each

The entire squad may take melta-bombs.. .+5 points each
For every three models in the squadron, one may replace their
Jetbike's heavy bolter with one of the following:
- Multi-melta..... .

- Volkite Culverin

- Plasma cannon ...

+L0 points
+10 points

crreeneen b 1§ pOINtS

One Space Marine Sky Hunter may be upgraded to:

- Sky Hunter Sergeant........ +15 points
The squad’s Sky Hunter Sergeant may exchange their bolt pistol for
one of the following:

= HADA BT v e +10 points

- Plasma pistol.... e RS DO ITILS
The squad's Sky Hunter Sergeant may exchange their chainsword or
combat blade for:

- Power weapon. +10 points

- Power fist ..... +15 points

.......... +15 points

- Single lightning claw....vrnrnnnn
The squad's Sky Hunter Sergeant may take:
- Melta-bombs .

(if the squad has not already been upgraded to carry them)

+5§ points

ol et Rrlieonis waf il TELRCRATE, LEGOYTHL Cftral deltrtes Mowedars deviclioace mund bherbires pladsirnn Mileslis e rfuan ronds selemais
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PRIMARIS-LIGHTNING STRIKE FIGHTER 135 POINTS

Armour
BS Front Side Rear HP
Primaris-Lightning 4 11 11 10 2
ST ATTACK Unit Composition Options
* 1 Primaris-Lightning * The Primaris-Lightning is equipped with three dual hardpoint
y it addition mounts, each of which can be equipped with one of the following
to the armouries of the Unit Type payload options at the cost listed:
,the Primaris * Vehicle (Flyer) - Twin-linked autocannon ..., +20 points
- Twin-linked multilaser........ccommmmmmmmmi e £ 20 POints
Wargear - Twin-linked missile launcher
+ Chafflauncher (equipped with frag and krak) ....... +25 points
* Twin-linked lascannon - Two Sunfury heavy missiles +15 points
» Armoured cockpit - Two Kraken penetrator heavy missiles ..., +25 points
- Phosphex bomb cluster +25 points
Special Rules - Two electromagnetic storm charges.... 20 points
+ Agile * The Primaris-Lightning may be equipped with any of the following:
+ Deep Strike - Battle Servitor Control < HL5 points
* Supersonic - Ground-tracking AUgUTIES...oooooeeieeooeeceicieoeoeeeeeeeeeeee . +10 points
* Missile Barrage RaAmet DHACHIN G onunissmmpansmmmmm s +20 points
1
: | Special Ordnance: Rad Missiles
he most If the Primaris-Lightning is equipped with one or more twin-
munitions an linked missile launchers, these may be upgraded to further carry
rad missiles for +15 points per twin-linked launcher.
ed l"[]l.l!h:
tributed

in the confl



| Lot lal ¥ d
I T Wyl e Tt e g TR s e e e mand Tt e e (e e S P T e B e LT T e R @@% & :
e E - - = i 7 # L
¥ ; N ¥

Ramjet Diffraction Grid

Using similar technology to the flare shield, this system channels
the plasma heat and radiated waste of the Primaris-Lightning’s
powerful engines into a scattering superheated plasma field in the
aircraft's wake, leaving a fiery, comet-like trail. This reduces the
Strength value of incoming shooting attacks from its side and rear
ares by -1, but means the model cannot benefit from cover saves
thanks to Night Fighting.

Ground-tracking Auguries
A Flyer equipped with this system gains the Strafing Run special
rule.

Deadly Cargo: If the Flyer carrying unused weapons with this rule
takes hull damage but is not destroyed, roll a Dé. On the result of a
6, the flyer suffers an Explodes! result on the Vehicle Damage chart.

Battle Servitor Control: A Primaris-Lightning may replace
their human crew with hard-wired servitor control and dedicated
cogitator targeting arrays, designed to identify and target weak
spots on enemy vehicles. This upgrade gives the Primaris-
Lightning the Tank Hunters special rule.

Primaris-Lightning Weapons

The Primaris-Lightning was specifically intended to operate some
of the most advanced and savage munitions in the arsenal of the
later Great Crusade era — sometimes unstable weapons of baleful
design and born of the darkest arts of the Mechanicum’s priests of
the machine.

Weapon Range Str AP Type
Sunfury
heavy missile 36" 6 3 Heavy 1, Missile,

Large Blast (5"),
Blind, Gets Hot,
One Use
Kraken penetrator
heavy missile 36" 8 I Heavy 1, Missile,
Armourbane,
One Use
Phosphex
Bomb 5 2 Heavy 2, Barrage,
Bomb Cluster,
Blast (3"), Poisoned
(3+), Crawling Fire*,
Lingering Death®,
Deadly Cargo,
One Use

bomb cluster

Electromagnetic
storm charge Heavy 1, Bomb,
Large Blast
(5™ Haywire,
Concussive,
One Use

Bomb 3 4

*See page 84.
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TARANTULA SENTRY GUN BATTERY 30 POINTS PER GUN

WS BS S T W I A Ld Sv

Sentry Gun - 3 - 6 2 - - - 3+
Unit Composition Options
ST ATTACK * 1-3 Sentry Guns, forming a * Any Sentry Gun in the battery may exchange its twin-linked heavy
battery bolters for:
“Pwindinked heavry Mamers i Free
Unit Type - Two twin-linked rotor cannon................cccccccocooeenn Free
apons platforms and + Artillery (Tmmobile) - Twin-linked lascannon........coeervrmmeeerssnescsiins +10 points per model
r gun batteries are used - Multi-melta and searchlight ..., +5 points per model
7 of the Imperium’s Wargear * The entire Sentry Gun Battery may exchange their twin-linked
: * Twin-linked heavy bolters heavy bolters for a:
- Hyperios air-defence missile launcher® ............ +20 points per model
Special Rules * Any Sentry Gun equipped with a Hyperios missile launcher may
* Automated Artillery exchange it for a:
* Firing Modes - Hyperios command platform™....cccooooovcceeee. +10 points per model
= The entire battery may be upgraded to have one of the following:
- Concealment +10 points per model
- Forward Deployment +5 points per model

*A unil of Sentry Guns with Hyperios missile launchers ar Hyperios command
platforms does nol have the Firing Mades special rule.

Deployment

* Forward Deployment: The Sentry Gun Battery has the Scout special rule (note that it still may not be
deployed from reserve).

* Concealment: The Sentry Gun Battery has the Shrouded special rule until the first time it fires its

Tarantulas in a forward weapons, afterwards the effects of this rule no longer apply. |

deployment role and see I

them as entire able ! Firing Modes

assets, of ing them A Sentry Gun can fire in one of two ways and the controlling player must decide which mode it will be

in the thick of battle to set up in before the start of the game. They cannot change its mode once it has been decided, it remains

defend a forward position, in that mode for the rest of the game.

draw out enemy forces for * Point Defence Mode: The Sentry Gun is set up with a fixed firing arc. In this mode the gun will

attack or eve engage enemy targets up to 36" away which are in a fixed 90° arc to its front.

i * Sentry Mode: The Sentry Gun is programmed for close defence and may target enemy models

force during a feint. To within 18" to which it can draw line of sight and can fire all around itself.

this end, Tarantulas may

be dropped into fo d Targeting: Which enemy unit within range is the Sentry Gun's preferred target is determined by its

positions on the battle- armament. If no preferred target exists in its line of sight, it will simply attack the nearest enemy target

lines immediate 0 in range:

* A heavy bolter, heavy flamer or rotor cannon-equipped Sentry Gun will fire at the nearest enemy
non-Vehicle target according to its firing mode.

* Alascannon or multi-melta equipped Sentry Gun will fire at the nearest enemy Vehicle or Monstrous
Creature according to its firing mode (note that immobilised vehicles still count as viable targets,
only wrecked vehicles will be ignored).

Note that this means while a preferred target type is within vange, it is possible for a unit of differently armed

Sentry Guns to five at two separate targets.

Hyperios Air-defence Missile Launcher

Weapon Range Str AP Type
Hyperios 48" 8 3 Heavy 1, Skyfire, Intercepror,
Heat Seeker
Hyperios Command Platform
As long as the Hyperios Command Platform is on the table, all Hyperios air-defence missile launcher-
equipped sentry guns in the same unit receive the Split Fire special rule (the unit automatically passes

any Leadership tests it is required to take to use the Split Fire special rule without rolling any dice).

ﬁj e if
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AnvirtLus PaTterN DreaDcIAW Drop Pop 100 POINTS

Dreadclaw

Unit Composition
+ 1 Dreadclaw

Unit Type
+ Vehicle (Hover, Flyer)

Wargear
+ Frag assault launchers

Special Rules

» Assault Vehicle

* Deep Strike

« Drop Pod Assault
* Heat Blast

Transport Capacity

+ The Dreadclaw has a transport Heat Blast

capacity of 10 or can be

used to transport a single

Dreadnought.

Access Points

« One access hatch beneath the anything nearby on landing, or in the more extreme cases, even
hull. In practice, passengers scorch a swathe across the battlefield using dangerous low-level
can disembark at ground level flying attacks.

within 2" of the hull.

Armour
BS Front Side Rear HP
- 12 12 12 3
Drop Pod Assault

A Dreadclaw, and any unit it transports, must always be held in
reserve and always enters play using the Deep Strike rules,and
counts as a Drop Pod for the wider use of the Drop Pod Assaulr
rule for the army. At the beginning of the controlling player’s
first player turn, they must choose half of their Drop Pod units
{rounding up) to make a Drop Pod Assault. These units arrive

on their controlling player’s first player turn. The arrival of the
remaining Drop Pods in the player's force is rolled for as usual

for the mission. A unit that Deep Strikes via Drop Pod may not
assault in the turn it arrives, In the case of the Dreadclaw, unlike
other Drop Pods it is not immobile, however, after it has landed, it
is treated as a Flyer with Hover mode (which starts off as hovering
after it has arrived via Deep Strike).

Certain boarding Assault Claws and Drop Pods are fitted with
cyclic thermal jets and melta cutters designed to burn their
way into the armoured hulls of ships. The Legiones Astartes
quickly learned they could also use these systems as a limited
form of offensive weaponry, dispersing their blasts to incinerate

When a model with this rule arrives via Deep Strike, or later when
operating as a skimmer in Hover mode, it may if its controlling
player wishes inflict a Heat Blast attack. If it does so, then models
it is transporting may not disembark or embark on the turn this
attack is used.

Heat Blast (Deep Strike): Immediately after the model

deploys using the Deep Strike rule, measure a radius of 3"+D3"
horizontally outwards from its main hull (do not count any
landing struts, etc). All models caught in the blast suffera Stré
AP s hit with no cover saves. Vehicles are struck on their weakest
Armour value. This is counted as a flamer-based attack.

Heat Blast (Fire Sweep): If the controlling player wishes, any
unit the model passes directly over (i.e,, falls directly under its
hull during its Movement phase) suffers D6 Str § AP < hits with
no cover saves. Vehicles are struck on their weakest Armour value.
This is counted as a flamer-based artack. Hits from this attack are
distributed across a unit as the player suffering the attack wishes.
Roll a D6 each time this attack is inflicted. On a result of a 1, the
Drop Pod itself suffers a penetrating hit.

Anvillus Patiern Dreadclaw Drop Pods may be purchased individually as a
stand-alone Fast Attack choice for a Space Marine Legion Crusade army and as
Dedicated Transports for any Terminator armour-equipped unit of five models
or less, including Terminator armour-equipped Command squads. In the case
of the Orbital Assault Rite of War (see page 15), they may be used as Dedicated
Transports for Contemptor Dreadnoughts as well as the previous provisions
being in effect.

FAST ATTACK
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LEGION LAND SPEEDER SQUADRON 50 POINTS PER MODEL

Armour
BS Front Side Rear HP

Legion Land Speeder 4 10 10 10 2
Unit Composition Options
* 1-5 Space Marine Land * Any Land Speeder may replace its heavy bolter with:

Speeders - Heavy flamer ... Free

= MR, .o s A TO POIRLS B4Ch

Unit Type - Volkite Culverin.......o.n. +10 points each
« Vehicle (Skimmer, Fast) * Any Land Speeder may be upgraded with one of the following

additional armaments:

‘Wargear - Havoc launcher ........ .+15 points each

* Heavy bolter - Heavy bolter.... ..+15 points each

s battlefield * PlaSma CaNNON ..o snrcsece s+ 30 pOiNts each

r_ ed. As Special Rule - Graviton gun +15 points each
| ed two-man = Deep Sirike * Any Land Speeder may take:

uire the kind - Up to two Hunter-killer missiles ... +10 points each
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LecioN StorM EAGLE Assaurt GUNSHIP

BS

Storm Eagle 7k

Unit Composition
 One Storm Eagle Gunship

Unit Type
= Vehicle (Flyer, Hover,

Transport)

Access Points

» The Storm Eagle has four
access points: one on both
sides and ramps at the front

and rear.

Special Rules
« Deep Strike
+ Assault Vehicle

‘Wargear

* One hull-mounted
twin-linked heavy bolter

« One hull-mounted
Vengeance launcher

. fourwing—mounted

Tempest rockets

Machine Spirit

Transport Capacity
The Storm Eagle has a
transport capacity of
20 models.

Armour

Front Side Rear HP

12 12 12 4

Options
+ A Storm Eagle may exchange its twin-linked heavy bolter for:
- Twin-linked multi-melta

- Single missile launcher.... -
* A Storm Eagle may take one OfthL io]lowmg upgradcs:
- Exchange its four Tempest rockets
for four Hellstrike missiles ...
- Exchange its four Tempest rockets

for two twin-linked lascannon......umenissnns +40 points

« A Storm Eagle may take any of the following upgrades:
- Armoured ceramite

- Searchlightocnnnn, +1 point
+10 points

OB 25t D 6. - OB

210 POINTS

+15 points
...+5 points

+20 points

..+20 points

Vengeance Launcher

The Vengeance launcher is a multi-chambered rocket battery
which saturates a target area with fragmenting anti-personnel
warheads. Designed for close range ground attack, this weapon
allows the Storm Eagle to both clear a landing zone in a hostile
area and continue to provide direct fire support once it has
delivered its deadly carpo of Space Marines.

Range Str AP Special
Vengeance launcher 48" 5 4 Heavy 2,
Large Blast (5")
Tempest Rockets

An antiquated design now being phased out in favour of more

reliable ballistic weapons able to deal with moderately armoured
targets and shoot down enemy aircraft.

Range Str AP Special
Tempest rocket 60" 6 4 Heavy 1, Sunder,
One Shot

powerful munitions, Tempest rockets are nevertheless simple and

Gunship is one of the most

numerous \_] €s1gns 1!.')U]’1Li
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LEGION JAVELIN ATTACK SPEEDER SQUADRON 75 POINTS PER MODEL :
Armour
BS Front Side Rear HP
Javelin Attack Speeder 4 i1 11 10 2
Unit Composition Options
+ 1 Javelin Attack Speeder » The Legion Javelin Attack Speeder Squadron may include:

- Up to two additional Javelin Attack Speeders ........... +75 points each
Any Javelin Attack Speeder may replace its twin-linked cyclone

f th Unit Type .

| din the * Vehicle (Skimmer, Fast) missile launcher for a:
| - Twin-linked lascannon cren 10O POINLS
i Wargear + Any Javelin Attack Speeder may replace its heavy bolter with a:
*+ Heavy bolter = Heavy flamer. oo Free
+ Twin-linked cyclone - Multi-melta.... +10 points each

missile launcher

Any Javelin Attack Speeder may be equipped with any of the

following upgrades:
Special Rules - Searchlight .+1 point each
+ Deep Strike - Up to two hunter-killer missiles ..., +5 points each

» Qutflank
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90 POINTS

Armour
BS Front Side Rear HP
12 12 12 3

Deathstorm Drop Pod 4

Unit Composition
+ 1 Deathstorm Drop Pod

Unit Type
« Vehicle (Open-topped)

Wargear
« Five Deathstorm
frag launchers

Special Rules

« Deep Strike

« Immobile

» Inertial Guidance System

- Area Denial

» Independent Machine-spirits

Options
« A Deathstorm Drop Pod may replace all five Deathstorm Frag
launchers with:
- Five Deathistorm krale latneherst. o ady +30 points
= A Deathstorm Drop Pod may take:
Drop Pod-Assault spacial fulemnmimimsa +25 points

Seeciar Rutes

Area Denial

Any successful Morale checks or Pinning tests caused by a
Deathstorm Drop Pod on the turn it deploys must be re-rolled. |

Inertial Guidance System [
Should a Drop Pod scatter on top of impassable terrain or
another model, then reduce the scatter distance by the minimum
required to avoid the obstacle. Note that the Deathstorm pattern
Dreadnought Drop Pod is considerably larger than the more
common Drop Pod and so will need a larger space in which to
land successfully.

Independent Machine-spirits
Deathstorm Drop Pods may target different enemy units with

cach of their weapons:

Deathstorm Launcher System

Weapon Range Str AP Type
Deathstorm frag launcher
48" 5 4 Heavy 1, Blast (3"),
Pinning
Deathstorm krak launcher
48" 8 3 Heavy 2

May be taken instead as a Fast Attack choice for this army if the Orbital
Assault Rite of War® is used.

*See page 15.
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LecioN HEavy Support SQuAD

Legion Space Marine
Legion Space Marine Sergeant

Unit Composition
* 4 Legion Space Marines
* 1 Legion Sergeant

Unit Type
* Legion Space Marine: Infantry

* Legion Space Marine Sergeant:

Infantry (Character)

Wargear
= PoWwer armour
* Heavy bolter
Bolt pistol
Frag and krak prenades

Special Rule
Legiones Astartes

Dedicated Transport

* Aslongas it numbers no more
than 10 models, the squad may
choose a Rhino as a Dedicated
Transport. Note that if an army
contains a character that has
one of the Rites of War special
rules (see page 15), other
Dedicated Transport options
may be available for the squad.

135 POINTS

WS  BS S T W | A Ld Sv

4 4 4 4 I 4 1 3
4+ 4 4 4 I 4 z 9 gk
Optmns

.

* The Legion Heavy Support Squad may take:
- Up to 5 additional Space Marines... ; ..+20 points each

All of the Space Marines in the 5quad rﬁncll.uhng the Sergeant) may

exchange their heavy bolters for one of the following other heavy

weapon types. If chosen, then all the heavy bolters in the squad

must be exchanged for the same weapon:

(L T Free

- Autocannon

+5 points each
- Missile launcher (with frag and krak missiles)...........
- Multi-melta.........
- Plasma cannon

+5 points each
..+I0 points each

+15 points each
- Volkite culverin

+10 points each
- Lascannon...

. +20 points each
The squad’s bergtant may take any of the following:
- Exchange their heavy bolter for a nuncio-vox and chainsword or

combat blade

- Upgrade to artificer armour

.. Free

+10 points

- Take an Augury scanner ...
- Take melra bombs

.. +5 points
+5 points

If the squad’s Sergeant is not carrying a heavy weapon, they may take
one of the following;

- Bolter.... ... +2 points

- Combi-weapon +10 poinis

If the squad's Sergeant is not carrying a heavy weapon, they may
exchange their bolt pistol for a plasma pistol.....................+15 points
If the squad's Sergeant is not carrying a heavy weapon, they may

exchange their combat blade or chainsword for one of the following:

Power weapon
Powerfist: v +15 points
If the squad has missile launchers they may be equipped with:

- Flakk missiles +50 points for the entire squad
The entire squad may take Hardened Armour +25 points (see page 32
for details).

+10 points




ECGION £REDATO
TRIKE ARMOUR

Legion Predator Tank

Unit Composition
« 1-3 Predator tanks

Unit Type
* Vehicle (Tank)

Wargear

» Searchlight

= Smoke launcher
» Predator cannon

% QUADRON

BS
4

75 POINTS PER MODEL

Armour
Front Side Rear HP
13 11 10 3
Options

Any Legion Predator may take one of the following sets of two
SPONSON Weapons:

- Heavy bolters S A +20 points per model
- Heavy flamer R +20 points per model
T 1 o e ST T +40 points per model

Any Legion Pruldtot may exchange its Predator cannon for a:
- Flamestorm cannon ...

+15 points
- Executioner plasma destroyer +35 points
.+40 points

.+45 points

- Heavy conversion beamer

- Magna-melta cannon

Any Legion Predator may take any ofthf- followmg
- Hunter-killer missile ...
e Dozenbladeserrmr e

- Auxiliary drive

+10 points per model

+5 points per model
+10 points per model

+10 points per model
+20 points per model
+25 points per model

- Extra Armour

- Armoured Ceramite

S X b TelaFa T 7] P —
Any Legion Predator may take one of the following pintle-mounted
weapons:

- Combi-bolter........coricccencn
- Combi-weapon
- Heavy flamer

+5 points per model
+10 points per model
+10 points per model

- Heavy bolter +15 points per model

- Havoc launcher

~.+15 points per model
One Legion Predator in the squadron may be upgraded to:

- Command Tank +25 points
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LecioN LAND RAIDER BATTLE SQUADRON

Lecion Lanp Raiper PHOBOS 250 POINTS PER MODEL
Lecion Lanp Raiper ProTeUs 200 POINTS PER MODEL
LEecion LAND Raiper ACHILLES 27§ POINTS PER MODEL
Armour
HEAVY SUPPORT BS TFront Side Rear HP
Legion Phobos 4 14 14 14 4
The Land Raider is regarded Legion Proteus 4 14 14 14 4
by many as the fine Legion Achilles 4 14 14 14 4
s in the Imperium's Unit Composition Fire Points Wargear (Land Raider Phobos)
arsenal—if not the gals + 1-3 Land Raider tanks, any of » None (all) + Two sponson-mounted twin-
which may be of the Phobos or linked lascannon
Proteus types,and up toone of  Access Points = Hull-mounted twin-linked
which may be of the Achilles + Land Raiders have one access heavy bolter
type. point on each side of the hull + Searchlight
and, in addition, the Land « Smoke launchers
armour and reinforced hull Unit Type (All) Raider Phobos has one at the * Machine Spirit
is all but impervious even to » Vehicle (Tank, Transport) front.
heawy ipons, and it has no Wargear (Land Raider
| uly vulnerable areas, being Transport Capacity Special Rules Proteus)
i * The Land Raider Phobos can + Land Raider Phobos — Assault + Two sponson-mounted twin-
transport 10 models. Vehicle linked lascannon
* The Land Raider Proteus can + Land Raider Proteus — None » Searchlight
transport 10 models. * Land Raider Achilles — » Smoke launchers
* The Land Raider Achilles can Ferromantic Invulnerability + Machine Spirit

transport 6 models.

Wargear (Land Raider

Achilles)

» One hull-mounted

hout any . quad mortar

dimenttoits [ * Two sponson-mounted
twin-linked multi-meltas

+ Searchlight

* Smoke launchers

* Extra Armour

+ Machine Spirit

» Armoured Ceramite

o

i et g e (ol Ty £
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Options (all)

« Any Land Raider may take any of the following (if not already so
equipped):
- Hunter-killer missile +10 points per model
- Dozer blade +5 points per model
- Auxiliary drive +10 points per model
- Extra Armour +10 points per model
- Armoured Ceramite +20 points per model

* Any Land Raider may take one of the following pintle-mounted
weapons:
- Twin-linked bolter
- Combi-weapon

+5 points per model
+10 points per model
+15 points per model
+15 points per model
+15 points per model
+20 points per model

- Heavy flamer
- Havoc launcher

- Heavy bolter
- Mulii-melta
+ Insquadrons of three, one Land Raider may be upgraded to:

- Command tank +2.5 points
Additional Options (Land Raider Phobos)
+ Any model may take frag assault launchers..................+10 points

Additional Options (Land Raider Proteus)

* Any model may be further armed with one of the following hull-
mounted weapons:
- Twin-linked heavy bolter....
- Twin-linked heavy flamer

+ Any model may be upgraded to be equipped with:

+50 points per model

+20 points per model

+20 points per model

- Explorator Augury Web

Additional Options (Land Raider Achilles)
* None

Explorator Augury Web . e
The sophisticated scanners and cognis-interpreters built into :

the structure of the Proteus are all but unreplicable devices that ‘AR
likely far pre-date the Age of the Imperium. When under the vy B e

control of an experienced Techmarine these augurs can be used
in conjunction with Legion command to scan enemy positions e i
extraordinary detail, allowing enemy movements to be thwarted
or reinforcements to be called in with uncanny accuracy.

A Land Raider Proteus with an Explorator Augury Web gzms ‘tﬁéf a8
Scout special rule.

While a Proteus with this upgrade is on the table, at the start of
any of the controlling player’s turn, before any Reserve rolls are
made, they may declare that the Proteus’ auguries are bemgusqd
in Disruption or Relay modes, their effect lastmg unul thelr nei:t
player turn.

ré-rolled (whether failed or successful') i:f thejr .
Note that the presence of multiple Explorator A
equipped Proteus have no addmonafaﬁm and omly

may be chosen a turn.

1f a Land Raider Proteus is fitted
its transport capacity is reduced to

Ferromantic Invulnerability
The hull of the Achilles has been
even the most deternﬁnad

parncular effects of the L
made against it. In ad
Vehicle Damage chart éauiﬁ by P
Destroyer type weapon: 3
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LecioN FIRE RAPTOR GUNSHIP

BS
Fire Raptor 4

Unit Composition
* 1 Fire Raptor Gunship

Unit Type
* Vehicle (Flyer, Hover)

Wargear

* One hull-mounted twin-linked
avenger bolt cannon

* Two turret-mounted
quad heavy bolters

+ Four wing-mounted
tempest rockets

* Machine Spirit

« Extra Armour

Special Rules

*+ Deep Strike

* Strafing Run

* Independent Turret Fire

Access Points

* None

mi@'m P |

Y,

200 POINTS
Armour
Front Side Rear HP
12 12 12 4
Options

* A Fire Raptor may exchange its quad heavy bolters for:
- Reaper autocannon battery
A Fire Raptor may take any of the following upgrades:

- Armoured Ceramite...........

- Searchlight : +1 point
* A Fire Raptor may exchange its four tempest rockets for:
- Four hellstrike missiles ..+20 points

T T e e e T L

cen+10 points

+20 points

Independent Turret Fire

The Fire Raptor is equipped with two waist-mounted rapid
tracking turrets capable of fully independent operation. So long as
the Fire Raptor is eligible to fire a weapon in the Shooting phase,
each waist turret may fire at a target of its own and its weapons do
not count towards the number of weapons the Gunship may fire
each turn.

Fire Raptor Weapons

The Fire Raptor Gunship carries vast firepower for a vehicle of its
size. Mounting heavy anti-personnel and anti-materiel weaponry,
the Fire Raptor forgoes the Storm Eagle's transport capacity for a
reinforced airframe and substantial ammunition capacity to feed
the hunger of its guns.

Range Str AP Special

Tempest rockets 60" 6 4 Heavy 1, Sunder,
One Shot

Avenger bolt cannon 36" 6 3 Heavy 7

Quad heavy bolter 36" 5 4 Heavy 6,
Twin-linked

Reaper autocannon

battery 36" 7 4 Heavy 4,

Twin-linked




SN P e
TRtrs LA eram elatir e repeen teurs grieriaetes Tebeenidne s it w,.m. AU gl dalos semagetes

AcHILLES-ALPHA PATTERN LAND RAIDER

BS
Achilles-Alpha 4

Unit Composition
« 1 Achilles-Alpha pattern
Land Raider

Unit Type
= Vehicle (Tank)

Wargear

« One hull-mounted quad
mortar with frag and shatter
shells

* Two sponson-mounted twin-
linked Volkite culverins

* Searchlight

* Smoke launcher

* Extra Armour

+ Machine Spirit

Special Rules
« Enhanced Ferromantic Rites
* Galvanic Traction Drive

Transport Capacity
» The Achilles-Alpha has a

transport capacity of 6 models.

Fire Points
* None

Access Points
= One access hatch on each side

of the hull.

Front Side

Armour
Rear HP

e TR

300 POINTS

Enhanced Ferromantic Rites

The hull of the Achilles-Alpha has been specially constructed

to resist even the most determined assaulr and is almost
preternaturally resilient. As a result, the Achilles-Alpha Land
Raider is not subject to the particular effects of the Lance and
Melta special rules by attacks made against it. In addition, it
reduces the effects of all rolls on the Vehicle Damage chart caused
by Penetrating hits (other than by Destroyer weapons) by -1. Note
that this reduction is applied to any AP value that would first add
to this roll rather than the final result where this is appropriate.
So, for example, an AP 1 attack which would usually gain a +2
modifier to the damage roll, instead would only gain a +1, etc.

Galvanic Traction Drive )
The Achilles-Alpha must re-roll failed Dangerous Terrain tests.

Quad Mortar
The quad mortar carries two types of shells on-board and may
select which to use each time the weapon fires.

Weapon Range Str AP Special
Quad mortar
(Frag) 12"-60" g g Heavy 4, Barrage,
Blast (3"),
Shell Shock
(Shatter) 36" 8 4 Heavy 4, Sunder

HEAVY SUPPORT

mort
precisior

launchitr

the origina
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0-1 LEGION ARTILLERY TANK SQUADRON

LEecion Basinisk 140 POINTS PER MODEL
Lecion Mebusa 155 POINTS PER MODEL
; Lecion WHIRLWIND 75 POINTS PER MODEL
"' Armour
| HEAVY SUPPORT BS Front Side Rear HP
| Legion Basilisk 4 1z 10 10 3
orces Legion Medusa 4 12 10 10 3
Legion Whirlwind 4 11 I 10 3
Unit Composition Options (All)
| * 1-3 tanks chosen from one * Any model may take any of the following:
| of the following types: - Hunter-killer missile +10 points per model
Whirlwind, Basilisk or - Dozer blade.............. +5 points per model
Medusa. - Auxiliary drive .. +10 points per model
- Extra Armour... +10 points per model
; Unit Type (All) * Any model may take one of the following pintle-mounted weapons:
| * Vehicle (Tank) - Twin-linked bolter +5 points per model

* Insquadrons of three, one model may be upgraded to:

| Wargear (Basilisk) s (Command tan ke s i s s ey +25 points
« Earthshaker cannon
« Hull-mounted heavy bolter Options (Whirlwind)
| * Smoke launcher » Whirlwinds may exchange their Vengeance and Castellan missiles
» Searchlight for:
= Iyperiosaitdefeheemissiles.rmmmmmmr e Free
Wargear (Medusa)

* Medusa siege gun

* Hull-mounted heavy bolter
» Smoke launcher

« Searchlight

Wargear (Whirlwind)

* Whirlwind launcher with
Vengeance and Castellan
missiles (nominate which type
is used each time the launcher
fires). i

* Smoke launcher

» Twin-linked bolter

+ Searchlight




LEGION VINDICATOR 120 POINTS
Armour
BS Front Side Rear HP
Legion Vindicator Tank 4 13 11 10 3
Unit Composition Options
» 1 Vindicator Siege tank » A Vindicator Siege Tank may exchange its Demolisher cannon for:

Unit Type
= Vehicle (Tank}

Wargear

= Searchlight
Smoke launcher

= Demolisher cannon

= Combi-bolter

- Laser destroyer array +10 points
* A Vindicator Siege Tank may take any of the following:

- Hunter-killer missile +10 points per model
- Dozer blade

- Auxiliary drive v

+5 points per model

+10 points per model

= EXTra ATMOUT cooeevrereenercrennsnnens +10 points per model

o AT OUTEE CETATATIE b st
- Machine Spirit
» A Vindicator Siege tank may tak(, one of the following additional

+20 points per model

+25 points per model

pintle-mounted weapons:
S 000 1o T Yo 1= O 7 T oy e
- Combi-weapon

+5 points per model
+10 points per model

- Heavy flamer +10 points per model

- Heavy bolter +15 points per model

- Havoc launcher

+15 points per model

AT
the Vindi

armament is a heavy

molisher c:
ring fortifications
and breaching the armour

1.11;'1[!.' of tanks with vql.1;'||

the cannon

!'w L I'I‘ 1 l(’
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LEGION SPARTAN Assaurt TANK 295 POINTS

Armour

BS Front Side Rear HP

Spartan 4

Unit Composition
« 1 Spartan Assault Tank

Unit Type
* Vehicle (Tank, Transport)

Wargear

* Two sponson-mounted quad
lascannon

¢ Hull-mounted twin-linked
heavy bolter

« Searchlight

» Smoke launchers

= Machine Spirit

* Extra Armour

Transport Capacity
* The Spartan has a transport
capacity of 25 models.

Access Points
* The Spartan has one access

point at the front and two on

each side.

Special Rule
* Assault Vehicle

* A Spartan may take frag assault launchers

4 1 5

Options
* A Spartan may exchange its lascannon sponsons for:
- Laser destroyers ... Free
* AZLand Raider Spartan may exchange its hull-mounted twin-linked
heavy bolters for:
- Twin-linked heavy flamer ..., Free
* A Spartan may take any of the following;
- Hunter-killer missile +10 points
- Auxiliary drive +10 points
= Armoured Ceramile ... .o +20 points
- Flare shield ....................... e +2§ POINLS
= Dozet blad e mn e s SPOLTTS
* A Spartan may take one of the following pintle-mounted weapons:
- Twin-linked bolter +5 points
- Combi-weapon +10 points
= Heavy flamer ............oooooooeeeeeeceeeeeeeee e seeseeseeee e +1§ points
i HAVOCIANCNEE o e s st L5 DOLIES
- Heavy bolter +15 points
- Multi-melta +20 points

.+10 points

o relagtar Teovear S otarter drweest S e el Turdart gl
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Lecion CAEsTUS AssAULT RaM 305 POINTS

BS
Legion Caestus 4

Composition
+ 1 Legion Caestus Assault Ram

Unit Type:
+ Vehicle (Tank*, Flyer, Hover,
Transport)

Transport

+ The Legion Caestus can
transport 10 models (see
Special Rules).

Fire Points
+ None

Access Points
+ The Caestus has two access
points at the front of its hull.

Wargear

+ One twin-linked hull-mounted
magna-melta

« Armoured Ceramite

* Extra armour

» Two wing-mounted Havoc
launchers

» Machine Spirit

Special Rules

« Assault vehicle
» Misericord

* Caestus Ram
* Deep Strike

*Note that even though the Caestus
is a Elyer it may choose to ram just

as if it were a tank. This attack must
be declared at the start of the Caestus’
Movement phase,

Armour

Front Side Rear HP

13 13 11 4

Options

+ A Caestus Assault Ram may be upgraded with any of the following:
- Frag assault launchers s 1O pOINLS
- Auxiliary drive ......eeeeeeesesenennes +10 points

s A Caestus Assault Ram may exchange its Havoc launchers for:
- Two wing-mounted missile launchers
{Frag & Lkrak missiles) ... +10 points

Caestus Ram )

The vessel is purpose built to survive smashing into a heavily
armoured structure, and its forward prow is augmented with

field generators. When conducting a ram attack, the Caestus’
controlling player can roll two dice and pick the higher number
when determining if it has penetrated the target's armour and add
+1 to any rolls on the Vehicle Damage chart that it uses.

In addition, the Caestus has an invulnerable save of 5+ againstany
attacks against its front armour, including any damage it suffers asa
result of carrying out a ram or being rammed itself from the front.

Misericord

The ram’s two hull booms contain heavily armoured compartments,
each fitted with multiple inertial suppression clamps which lock
transported troops in place and protect them from impact. As

a result the Caestus Assault Ram has a transport capacity of 10
models, but may only transport models in power armour, artificer
armour or Terminator armour (the latter of which do not count as
having the Bulky rule in this specific instance).

HEAVY SUPPC
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| SICARAN VENATOR TANK DESTROYER 190 POINTS
; Armour
: BS Front Side Rear HP
| Sicaran Venator 4 13 12 12 3
HEAVY SUPPORT Unit Composition Special Rules

* 1 Sicaran Venator * Dangerous Reactor Core

Unit Type Options

* Vehicle (Tank, Fast) * The vehicle may take any of the following options:

- Hunter-killer missile +10 points

| Wargear - Dozer blade .+5 points

* Searchlight - Auxiliary Drive ...+10 points

the turret * Smoke launcher = Armoured Ceramite .............vvvvervveeeeeeeeseosssssresoeeeeser +20 points
accelerator ¢ * Pintle-mounted heavy bolter * The Sicaran Venator may take one of the following sets of two
* Hull-mounted Sponson weapons:
neutron beam laser - Heavy bolters +20 points
¢ Extra Armour - Lascannon < +40 points

Neutron Beam Laser

One of the most powerful weapons mounted on any Imperial vehicle of its class, the Hadyxis pattern
neutron beam laser was a more compact and sophisticated variant of the arcane neutron laser array
found mounted on the far larger Cerberus Heavy Tank Destroyer. While lacking the sheer damage
output of the Cerberus’ system, its shorter-focused, densely collimated beam at last dealt with the risks
of dangerous feedback that had plagued that weapons system. This advance was only made possible

by the Archmagos Jun Hadyxis of Phaeton in the closing decade of the Great Crusade, and along with
the life of the savant-genius that created it, the secret of the weapon's construction would be lost in the
bitter years of war to follow.

Weapon Range Str AP Special
Neutron beam laser 36" 10 1 Ordnance 2, Concussive, Shock Pulse

Shock Pulse: Any vehicle (including super-heavy vehicles) that suffers a Penetratin g hit froma
weapon with this rule may only fire Snap Shots on the following game turn.

Dangerous Reactor Core
The powerful reactor containment vessels needed to power the Sicaran Venator's primary weapon

confer considerable risk of catastrophic explosion should the tank’s armour be severely breached. If
an enemy unit inflicts a Penetrating hit on the Sicaran Venator, then they may re-roll results of a 1 on
the Vehicle Damage table against it. In addition, should it suffer an Explodes! result, add +D3" to the

_ explosion’s radius.

»d numbers

to the
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LeGION SICARAN BATTLE TANK 135 POINTS

Sicaran Tank

Unit Composition
= 1 Sicaran Tank

Unit Type
» Vehicle (Tank, Fast)

Wargear

« Searchlight

» Smoke launcher

* Twin-linked
ECCEIEYBIOI' autocannon

+ Heavy bolter

« Extra Armour

Armour

BS Front Side Rear HP

4 13 12 12 3
Options
» The Sicaran may take any of the following upgrades:
- Hunter-killer missile ........ : +10 points
~Dozerblade s iy +5 points
- Auxiliary Drive 5 +10 points
- Armoured Ceramite +20 points

The Sicaran may take one of the following sets of two sponson
weapons:

- Heavy bolters +20 points
28 BTt 5 T o} 4 B e e +40 points

Accelerator Autocannon

The accelerator autocannon is a sophisticated weapon which
fires a hail of medium-calibre high velocity shells with great
accuracy. Its bursts of cannon fire can rip through heavy armour
with repeated shell-impacts or strafe rapidly moving targets with
devastating effect.

Weapon Range Str AP Special
ACCelf_' rator autocannon
48" 7 4 Heavy 6, Rending,
Rapid Tracking

Rapid Tracking: Targets may not take Jink saves against damage
from this weapon.

3

)

HEAVY SUPPORI
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LecioN Kuaryspis Assaurt Craw 260 POINTS

Armour

BS Front Side Rear HP
Kharybdis Assault Claw 4 12 12 12 5

J Unit Composition Transport Capacity

] * 1 Kharybdis Assault Claw * The Kharybdis has a Transport capacity of 20 models, or can be used

‘ to transport a single Dreadnought of any type or a unit of Rapier

‘.1 Unit Type Carrier teams,

; * Vehicle (Flyer, Transporr,

|. Hover) Access Points

; * Oneaccess hatch beneath the hull. In practice, passengers can I
Wargear disembark at ground level, measuring their disembarkation from the 1
* Five Kharybdis storm ground level of the main hull. ;

launchers ;‘

¢ Melta-ram .

* Frag assault launchers

Special Rules |
* Assault Vehicle

* Drop Pod Assault

* Inertial Guidance System _
* Independent Machine Spirits i
* Heat Blast
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Drop Pod Assault

A Kharybdis, and any unit it transports, must always be held in
reserve and always enters play using the Deep Strike rules, and
counts as a Drop Pod for the wider use of the Drop Pod Assault rule
for the army. At the beginning of the controlling player’s first player
turn, they must choose half of their Drop Pod units (rounding up)
to make a Drop Pod Assault. These units arrive on their controlling
player's first player turn. The arrival of the remaining Drop Pods in
the player’s force is rolled for as usual for the mission. A unit who
Deep Strikes via Drop Pod may not assault in the turn it arrives. In
the case of the Kharybdis, unlike other Drop Pods it is not immobile,
however, after it has landed it is treated as a Flyer with Hover mode
(which starts off as hovering after it has arrived via Deep Strike).

Inertial Guidance System

Should a Kharybdis scarter on top of impassable terrain or another
model, then reduce the scatter distance by the minimum required to
avoid the obstacle if desired.

Independent Machine Spirits
Kharvbdis may target different enemy units with each of their
weapons.

Heat Blast

Certain boarding Assault Claws and Drop Pods are fitted with cyclic
thermal jets and melta cutters designed to burn their way into the
armoured hulls of ships. The Legiones Astartes quickly learned they
could also use these systems as a limited form of offence weaponry,
dispersing their blasts to incinerate anything nearby on landing,
orin the more extreme cases, even scorch a swathe across the
battlefield using dangerous low-level flying attacks.

When a model with this rule arrives via Deep Strike, or later when

operating as a skimmer in Hover mode, it may if its controlling
r wishes inflict a Heat Blast attack. If it does so, then models it

ing may not disembark or embark on the turn this attack

Heat Blast (Deep Strike): Immediately after the model lands,
measure a radius of 3"+D3" horizontally outwards from its main hull
(do not count any landing struts, etc). All models caught in the blast
suffer a Str 6 AP 5 hit with no cover saves. Vehicles are struck on
their weakest Armour value. This is counted as a flamer-based attack.

Heat Blast (Fire Sweep): If the controlling player wishes, any
unit the model passes directly over (i.e., falls directly under its hull
during its Movement phase) suffers Dé Str 5 AP 5 hits with no
cover saves. Vehicles are struck on their weakest Armour value.
This is counted as a flamer-based attack. Hits from this attack are
distributed across a unit as the player suffering the attack wishes.
Roll a D6 each time this attack is inflicted. On a result of a 1, the
Drop Pod itself suffers a penetrating hit.

Melta-ram

Although a Flyer, the Kharybdis may conduct Ram attacks as if it
were a Tank while using Hover mode. It may not, however, Ram
other Flyers or make such an attack on any turn in which it arrives
from reserve. It also may not conduct a Ram on any turn on which it
embarks or disembarks models or uses its Heat Blast attack.

Kharybdis Storm Launcher

These rapid firing missile launchers are designed to provide the
Kharybdis with some measure of striking power as it closes with its
target and ro clear landing zones around the Kharybdis, throwing
nearby resistance into disarray as the warriors on board disembark.
To this end, the launcher fires clusters of fragmentation and anti-
armour warheads, with each launcher controlled independently by
on-board augury-arrays.

Weapon Special
Kharybdis
storm launcher

Range Str AP

Heavy 2, Pinning,
Twin-linked

24" 6 5

e
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Whirlwind Scorpius

Unit Composition
* 1 Whirlwind

Unit Type
= Vehicle (Tank)

Wargear
* Searchlight

» Smoke launcher
* Scorpius multi-launcher
« Twin-linked bolter

LEGION WHIRLWIND SCORPIUS 115 POINTS

Armour

BS Front Side Rear HP :

4 13 12 10 3
Options
» The Whirlwind Scorpius may take any of the following upgrades:
- Hunter-killer missile +10 points each
- Dozer blade +5 points each
- Extra Armour +10 points each

Scorpius Multi-launcher

This is a prototype weapons system intended to replace

the standard Whirlwind armament which was undergoing
battlefield testing at the outbreak of the Horus Heresy. As well

as the launcher itself being capable of more rapid fire than its
predecessor, the Scorpius' rocket munitions were designed to
concentrate their force in a more confined area, greatly increasing
their destructive potential.

Weapon Range Str AP Special
Multi-launcher 48" 8 3 Heavy 1, Barrage,
Blast (3"),

Rocket Barrage

Rocket Barrage: In a turn in which the vehicle has not moved, |
the multi-launcher's rate of fire is increased to Heavy 1+D3.
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LEGION STORMBLADE SUPER-HEAVY TANK

Legion Stormblade

Unit Composition
» 1 Stormblade

Unit Type
* Super-heavy Vehicle

‘Wargear

* Plasma blastgun

* Searchlight

« Smoke launchers

= Hull-mounted heavy bolter

455 POINTS

Armour
BS Front Side Rear HP
3 14 13 12 9
Options

A Stormblade may take:
- Up to two pairs of side sponsons, each with one lascannon and one
twin-linked heavy bolter .......coo.vvvevecvivmimnrnsreerersenrenns +50 points per pair
» A Stormblade may replace any of its sponsons’ twin-linked heavy
bolters with:

- Twin-linked heavy flamers Free
* A Stormblade may take any of the following:

- Hunter-killer missile ................ +10 points

- Armoured Ceramite........cc....... +25 points

A Stormblade may take one of the following pintle-mounted

weapons:
- Twin-linked bolter ; ; +§ points
- Combi-Weapon ... +10 points
- Heavy flamer +15 points
- Havoc launcher................. +15 points
- Heavy bolter .., +15§ points
- Multi-melta . +20 points
* A Stormblade may be upgraded to a Command tank........... +2§ points
* A Stormblade may be upgraded to take:
--Space Marine Legion Crew ... +15 points
Plasma blastgun

The majority of plasma blastguns utilised on Legion Stormblades
are wrought upon the Forge World of Ryza, a sovereign
Mechanicum domain whose lords are known as the undisputed
masters of this particular strand of machine lore. When the
weapon fires, a roiling, barely contained bolt of raw plasma as
bright as a sun is unleashed. All but the strongest of armour is
reduced to slag by such an attack and it can defeat even Titan
grade void shields with relative ease.

Weapon Range Str AP Special
Plasma blastgun
(Rapid) 72" 8 2 Primary Weapon 2,

Massive Blast (7")
Primary Weapon 1,
Apocalyptic Blast
(10")

(Overload) 96" 10 2

Space Marine Legion Crew
A Stormblade upgraded to have Space Marine Legion Crew
increases its Ballistic Skill to BS 4.

Command Tank

1
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LEecion CerBerUS HEAVY TANK DESTROYER 395 POINTS

Armour
BS Front Side Rear HP
Legion Cerberus 4 14 14 13 6
Options
Unit Composition » A Cerberus Heavy Tank Destroyer may be equipped with one set of
= 1 Cerberus Heavy Tank two of the following sponson-mounted weapons:
Destroyer = Heavy BOLEETS ...ttt +20 points
- Lascannon . +40 points
Unit Type = A Cerberus Heavy Tank Destroyer may take any of the following;
» Super-heavy vehicle ssHunhterltillet misstlescmnnmanninannasn s +10 points
SArmonred Ceramitersurnare e e +20 points
Wargear + A Cerberus Heavy Tank Destroyer may take one of the following
] * Twin-linked neutron pintle-mounted weapons:
Atomantic-arc rea ) laser battery - Twin-linked bolter .+§ points
radiation-shielding needec » Searchlight - Combi-weapon .+10 points
» Smoke launchers - Heavy flamer L+15 points
* Flare shield - Heavy bolter +15 points
- Multi-melta +20 points
Special Rules
* Reactor Blast
|

Reactor Blast
! Should the Cerberus lose its last Hull Point, it rolls on the
Catastrophic Damage table with a +1 modifier. The vehicle is then
removed.

Neutron Laser Battery

The neutron laser is a Dark Age of Technology relic whose secrets
are little understood outside the highest circles of the Adeptus
Mechanicus and whose powerful blasts, while outmatching

any weapon of its size, are prone to dangerous feedback if they
encounter anything able to resist the terrible forces they can

unleash.

Weapon Range Str AP Special

Neutron laser battery 72" 10 1 Primary Weapon
D3 (roll
each time the
weapon is fired),
Concussive,
Feedback, Shock
Pulse

: I
ments of the Cerberus Feedback

1 been delivered in 1f a weapon with this type fails its Penetration roll against a target
vehicle's armour, or fails a To Wound roll against a target model
(note that successful armour saves do not count for this) roll a
Dé6. If the result is a 1, dangerous energy feedback along the beam
causes the firing model to lose 1 Hull Point or wound.

Shock Pulse

Any vehicle (including Super-heavy vehicles) that suffers a
Penetrating hit from a weapon with this type may only fire Snap
Shots in the following game turn.
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Lecion TypHON HEAvY S1EGE TANK 350 POINTS

Armour
BS Front Side Rear HP
Legion Typhon 4 14 14 14 6
Unit Composition Options
* 1 Typhon Heavy Siege Tank « A Typhon Heavy Siege Tank may be equipped with one set of two of
the following sponson-mounted weapons:
Unit Type - Heavy bolters.....ccccoocee. 2 +20 points
* Super-heavy vehicle = Lascannon::qssas +40 points
« A Typhon Heavy Siege Tank may take any of the following:
Wargear - Hunter-killer missile . +10 points
* Dreadhammer siege cannon - Armoured Ceramite i .+20 points
* Searchlight + ATyphon Heavy Siege Tank may take one of the following pintle-
* Smoke launchers mounted weapons:
- Twin-linked bolter.......ccconveeeevevevcrsennnnes T +5 points
Special Rules =:Combl-weapotysuammmaismms erseennet 10 POINLS
* Crushing Weight - Heavy flamer . t15 points
- Heavy bolter . +15 points
0,7 (1 1153117) | 1: P y +20 points

Dreadhammer Siege Cannon

The Dreadhammer is a huge siege weapon, modified from

the kind of static weaponry usually deployed to slowly pound
cities and gargantuan fortresses to dust. The kinetic blast wave
produced by the multi-tonne shells it fires alone is enough to
liquefy flesh and bone, and the most well-protected bunker
provides little defence for those within.

Weapon Range Str AP Special
Dreadhammer 24"/48"" 10 I Primary Weapon 1,
siege cannon Massive Blast (7"),

No Cover Saves
Allowed

"The Dreadhammer siege cannon has two ranges depending on whether
its vehicle has remained stationary or nol. If the vehicle that the cannon
is mounted on moved in the preceding Movement phase, the weapon has
a range of 24", 1f it did not move, the range is increased to 48"

C 11s utte d
Crushing Weight : ‘eness in action.
A Super-heavy vehicle with this special rule adds +1 to all rolls on
the Thunderblitz table when making a Ram or Tank Shock arttack.
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LecIoN FALCHION SuPER-HEAVY TANK DESTROYER 50§ POINTS

| Armour
| BS Front Side Rear HP
Falchion 3 14 13 12 1)
LORDS OF WAR Unit Composition Options
+ 1 Falchion * The vehicle may take any of the following options:
“alchion uti a - Hunter-killer missile ......c..coooosmsssssmsmsmseseseeeeeececeeccceceeceecee +10 points
i Unit Type - Auxiliary Drive. e+ 10 POINLS
Super-heavy Vehicle - Armoured Ceramite ... LS points
* The Falchion may talce one of the following ‘P].I'lt].(_, mounted
super-heavy Wargear weapons:
chion's t = Searchlight - Twin-linked bolter.... +5 points
* Smoke launcher - Combi-weapon +10 points
* One twin-linked hull-mounted - Heavy flamer +15 points
Volcano cannon - Havoc launcher +15 points
weapons in tl ium'’s * Two sponson-mounted - Heavy bolter +1§ points
| and it requires such quad lascannon - Multi-melta 20 points

ntin 1 - * The Falchion may be upgraded to take a:
j - Space Marine Legion Crew

v

The Volcano cannon (so named, it is generally thought, given

+15 points

olcano Cannon

its tendency to turn rock and stone into spraying magma where
it strikes) is an apocalyptically powerful laser weapon designed
to level the most reinforced fortification and deal fatal blows to
the most colossal of enemy war machines. For all its firepower
however, the Volcano cannon is an inflexible and maintenance-
intensive weapon whose sheer size consumes much of the
Falchion’s bulk as it does the Shadowsword of the Imperialis
Auxillia which also fields this weapon as its main armament.

Weapon Range Str AP Special
Volcano cannon 120" D 2 Primary Weapon 1,
Large Blast (5")




- - - . - - - s ey ol e ol o e e e
e ot grfermitifas WHEnRGLe ditas @it Aeladas anitris ginaeiie omaiis e bridosds mafiein iedaitar (oo Gt atirie Mo denotiacs sati i fladionus dadidbis e refenm renss goforwontas dokienttioe AGrus £5ine pulhias KL FERIES TSNS MV

Lecion MALcADOR AssauLt TANK 300 POINTS

Armour
BS Front Side Rear HP

Legion Malcador 3 13 13 12 6
Unit Composition Options LORDS OF WAR
+ 1 Malcador Assault Tank « A Malcador Assault Tank may exchange its battle cannon for:

- Twin-linked lascannon .Free
Unit Type + A Malcador Assault Tank may exchange its hull-mounted
* Super-heavy Vehicle (Fast) autocannon for: e Age of Strife on T

- Demolisher cannon TR, +25 points the Imperial production
Wargear + A Malcador Assault Tank may upgrade its two sponson weapons to model of this he
+ Traverse-mounted two of the following: i

battle cannon - Heavy bolters.......iimiiic y +10 points | gil
* Hull-mounted autocannon - Heavy flamers e e eyeT +10 points ! right hand of the Emperor,
* Two sponson-mounted - Autocannon ot coreneernnn+ 20 pOINLS during the early days of
heavy stubbers - Lascannon 5 wreenen+30 pOINLS the Great Crusade when

+ Searchlight + A Malcador Assault Tank may take any of the following: nds of tl
+ Smoke launchers - Hunter-killer missile ... ceeerennt 1O POINtS machines r¢

- Armoured ceramite s k20 poOINts
Special Rules = Flareshieldwmmmmanamanmmnannmsa e +25 points
+ Battle Speed » A Malcador Assault Tank may take one of the following pintle-

mounted weapons:

- Twin-linked bolter.....comeeenissrn, ...+5 points
= Heavy stubber ..o .+5 points
- Combi-Weapon ... +10 points
o eIV A  wmnsnememnma s +15 points

= A Malcador Assault Tank may be upgraded to:

ssCommandtankssssan ey +25 points
« A Malcador Assault Tank may be upgraded to take:
- Space Marine Legion Crew . +15 points 1
which
- - - which is truly formidable for
Space Marine Legion Crew a tank of its size, thanks o a

A Malcador upgraded to have a Space Marine Legion crew
increases its Ballistic Skill to BS 4.

Command Tank
If the vehicle is upgraded to a Command Tank, all allied units
within 24" of the Malcador may re-roll failed Morale checks.

Battle Speed units, ref
When the Malcador Assault Tank moves Flat Out in the Shooting mo
phase, it may choose to fire its traverse-mounted battle cannon althot

or twin-linked lascannon at its full Ballistic Skill, either before or
after the Flat Out move (but may fire no other weapons).

saw them used as test-be

for a variety of n riants

supply and resc
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LEGION FELLBLADE SUPER-HEAVY TANK

525 POINTS

Armour
BS Front Side Rear HP
Fellblade 3 14 13 12 12
Unit Composition Options

* 1 Fellblade * ATellblade may exchange its quad lascannon sponsons for:

- Laser destroyer SPONSONS ..o eoeceeeoeeeocoeeees e Free
Unit Type * A Fellblade may exchange its hull-mounted I'W'lh-lll‘lk(.d heavy
* Super-heavy vehicle bolters for:

- Twin-linked heavy flamer

... Free

8 ]‘r.'ll-ul'r- the

htmare of the He
The Fell
i
|-.._-.r.:||:|: wr1ts
1anicum Atomanti

1T Tec |'\1‘_.r

1perior to
that of the eblade,
and the em nent of
in adve ~celerator
cannon as its prin
armament—all fruits
of technol: gies resic red
to humanin

con ts of the Gy

the later

Wargear

Turret-mounted twin-linked
Fellblade accelerator cannon
Two sponson-mounted

A Fellblade may take any of the following:
- Hunter-killer missile ...

- Armoured Ceramite... 5 3i ...+25 points
A Fellblade may take one ofrhe foliuwmg pmtle muunzed weapons:

..+10 points

quad lascannon - Twin-linked bolter +5 points
* Hull-mounted twin-linked - Combi-weapon +10 points
heavy bolter t HE R e R e S T e +I§ points

Hull-mounted
demolisher siege cannon
Searchlight

Smoke launchers

- Heavy bolter....
- Multi-melta... ..
A Fellblade may any ofthe followmg upgladeq

.. +1§ points
...+20 points

- Command tank +25 points

- Space Marine Legion crew 415 points

Fellblade Accelerator Cannon

A cogitator-assisted high velocity accelerator cannon designed
on the Forge World of Tigrus, the Fellblade cannon is a superior
heavy armament able to switch between high density-core
armour piercing shells for use against enemy armour and
fortifications, and powerful high explosive fragmentation rounds
against concentrations of troops. Choose which of the following
two profile entries the cannon uses every time it is fired.*
Weapon Range Str AP
Fellblade accelerator cannon

Special

Cr (HE shell* roo" 8§ 3 Ordnance 1

Massive Blast (7")

(AE shelly* 100" 9 2 Heavy 1,
Armourbane,
Blast (3")

Laser destroyer 36" 9 2 Ordnance 1,
Twin-linked

Quad lascannon 48" g 2 Heavy 2,
Twin-linked

i rednte 70 ! v ._,.,....’m riskelnalar (bovem sapere aslartes daidars dovictionen swesd, bivkerai glansormm Sateins feve o
o]




il Tt Rt gEOAATEr s rante
N

Spton cesns goiorminiins Tubeelas iees aiine NgiCles SeErLy JUATAnles SCTTAPLes MOVT Fedluvets WAL Y AgRter LEARTH SnJrTLe ATArTes MACRrt ATt SR, RV JUALOOR JONERA CETH g RA EORS Glmunatas }Aﬂ("ﬁ"il":‘%

LEGION GLAIVE SUPER-HEAVY SPECIAL WEAPONS TANK 625 POINTS

Armour
BS Front Side Rear HP
Glaive 4 14 13 12 12
Unit Composition Options
+ 1 Glaive A Glaive may exchange its quad lascannon sponsons for:
- Laser destroyer sponsons ... = Free
Unit Type * A Glaive may exchange its hull-mounted twin-linked heavy bolters
* Super-heavy vehicle for: a super-he
- Twin-linked heavy flamers RN ox./ o W Free related to tl
Wargear + A Glaive may take any of the following;
+ Turret-mounted - Hunter-killer missile +10 points
Volkite Carronade - Armoured Ceramite +25 points
+ Two sponson-mounted
quad lascannon
« Hull-mounted twin-linked Volkite Carronade
heavy bolter Weapon Range Str AP Special
* Searchlight Volkite Carronade 48" 8 2 Primary Weapon 1,
* Smoke launchers Ignores Covet,
Heavy Beam,
Deflagrate,
Haywire Ag Strite, it was not

mony that

Heavy Beam: When the weapon is fired, draw a line from the end

of the gun barrel up to the listed range of the weapon and 1" wide. e Emperor’s det f

The initial target for the weapon (the first model in the beam's iy on tank to be creat

path} must be an enemy model. @ that utilised this w

1 |'t|.‘ 1‘.(.‘\"\] 1':

+ All models (friend and enemy) caught in the beam area
(excepting the firing tank) suffer a hit with the listed profile
of the weapon, except Zooming Flyers, Swooping Monstrous
creatures, and flying Gargantuan Creatures that cannot be
affected or targeted.

* Units struck receive a number of hits equal to the number
of their models caught in the path of the beam; casualties
are removed from affected units using the normal rules for

removing casualties. the Ork ho

+ If the beam strikes a Super-heavy vehicle, Gargantuan Creature stranger Xenos monstrosities
or large intact building/fortification (bastion sized or larger), encountered as the
the attack is blocked and its line of effect will go no further. The Empero usading
blocking target will, however, suffer 1+D3 separate hits, rather penetrated the murderous
than just 1. i iwrrounding the

« If a vehicle transporting models suffers a penetrating hit from “tic core.
the Volkite Carronade, the occupants inside suffer D6 Str 4 AP-
hits with the Deflagrate rule, in addition to any other effects. The effort of constructing
Casualties are assigned by the controlling player. practical
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LeGION THUNDERHAWK TRANSPORTER 400 POINTS

Armour
BS Front Side Rear HP
Thunderhawk Transporter 4 12 12 10 9
Unit Composition Options
¢+ 1 Thunderhawk Transporter * The Thunderhawk Transporter may take any of the following;
- Chaff launcher +10 points
Unit Type - Armoured cockpit +15§ points
* Super-heavy Flyer (Hover, - Illum flares . +§ points
Transport) - Distinctive paint scheme or matkings .......ceciiinnirsornnn. +10 points
- Flare shield ................... w50 POLALS
Access Points - ‘Ranijetdiffraction grids: o s i srsopoints
* One access hatch on each side - Void-crafted hull®..........iicciiccsccccce e 43 5 POINLS
of the forward cockpit section. ~ « The Thunderhawk Transporter may carry up to:
- Six hellstrike missiles ...+10 points per missile

Wargear
d warz * Four twin-linked heavy bolters ~ *See page 73.
rell armed » Armoured Ceramite

and armoured

Transport Capacity Loading Vehicles

* The Thunderhawk Transporter An empty Thunderhawk Transporter can pick up a stationary
has a transport capacity of 15 vehicle by moving over it whilst in Hover mode. The vehicle
models. cannot have moved this turn. Next turn, the Transporter can

* The Thunderhawk Transporter move again, taking the vehicle with it.
may additionally carry two
Rhino-sized vehicles, or one Unloading Vehicles
Land Raider-sized vehicle. Vehicles can disembark from the Transporter very quickly. If it
These vehicles may contain lands (ie, doesn’t move in a turn, whilst in Hover mode), then the

# passengers. vehicles carried on board may move as normal.
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LEGION THUNDERHAWK GUNSHIP

BS Front Side

Legion Thunderhawk 4

Unit Composition
+ Thunderhawk Gunship

Unit Type
* Super-heavy Flyer (Hover,
Transport)

Access Points
* One access hatch on each side

and a forward assault ramp

Transport Capacity

« The Thunderhawl has a
transport capacity of 30 models
and may carry Dreadnoughts
(counting as 10 models
each, and may only embark/
disembark using the main
ramp) Jump Infantry and
Bikes.

Special Rules
* Assault Vehicle

Wargear

* Hull-mounted Thunderhawk
cannon

* Four sponson-mounted
twin-linked heavy bolters

* Six hellstrike missiles

« Two hull-mounted lascannon

» Armoured Ceramite

» Machine Spirit

685 POINTS

Armour
HP
12 10 9

Rear

Options

« The Thunderhawk cannon may be replaced with a:

- Turbo-laser destructor <t 90 poINts

May replace all six hellstrike missiles with:

- Six Thunderhawk cluster bombs ......c...c.cceisirervcccereissssnennnn +60 poOINtSs
The Thunderhawk may take any of the following upgrades:

- Chaff launcher +10 points
- Armoured cockpit ... +15 points
= FlareBhield s +50 points
- Ramjet diffraction gridi s +50 points
= Voidectafted hullicmmmrmmnmmmsinnmanames: +35 points

Turbo-laser destructor
An immense laser weapon designed to flash-boil hardened
ceramite armour and destroy the heaviest of enemy armoured

vehicles.
Weapon Range Str AP Type
Turbo-laser destructor 96" D 2 Primary Weapon 1,

Large Blast (5")

Thunderhawk Cannon

A modified version of a defensive macro-cannon design more
commonly found as a defensive turret armament on frigate
class warships, the Thunderhawlk cannon offers unprecedented
firepower for a ground attack craft of the Thunderhawk’s size.

Weapon Range Str AP Type
Thunderhawk cannon 72" 8 3 Primary Weapon 1,

Massive Blast (7")
Heavy Bomb Clusters

The pylon-mounted bomb loads of a Thunderhawk are intended
to allow it to clear potential landing zones of opposition and
conduct ground attack missions in support of a main assault.

Weapon Range Str AP Type

Heavy bomb Bomb 6 4 Heavy 1,
Apocalyptic
Barrage (6),
One Use

*You can elect to have the Thunderhawk drop one Heavy Bomb Cluster
per bombing run. The Thunderhawk has enough bombs to do this three
times over the course of a game.

Void-crafted Hull
Once the Thunderhawk went into mass production during the
Horus Heresy to replace lost stockpiles of the larger multi-role
Stormbird craft, it was realised that more heavily constructed
variants were required for the rigours of prolonged void
operations. A Thunderhawk with this upgrade increases its Rear
Armour value to 12.
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IMPERIAL CASTELLUM STRONGHOLD

Composition

* 1 Castellum Stronghold
consisting of a main Bunker
and three Bunker Annexes.

Terrain type

« Multiple-part building with
Battlements. This comprises a
single Space Marine Castellum
Stronghold Realm of Battle
tile. The Stronghold consists
of an open Deck Area, a
main Tacticus Bunker (Large
Building, Armour value 14)
and three Bunker Annexes
{Medium Buildings, Armour
value 14).

‘Wargear
* None

Special Rules
+ Shielded Gate Barriers
» Defensive Structure

Access Points & Fire Points
* As per model
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275 POINTS+OPTIONS

Options
The Tacticus Bunker and each of the Bunker Annexes may be
equipped with the following emplaced weapons. Emplaced weapons

may be used by units within their bunker at that unit's BS value,

otherwise they use the Automated Fire rules and are utilised by the

Castellum’s controlling player. These emplacements may not be

targeted separately and are considered destroyed when their Bunker is.

The Tacticus Bunker has two mounting points and so may take two
weapons choices, while the Bunker Annexes have one mounting
point and so may take a single weapon choice each of the following:
- Twin-linked heavy bolter ..+10 points each
- Twin-linked heavy flamer .....c.cccooerrrvvvomereerviiererecrn, +10 points each
- Twin-linked lascannon
- Multi-melta & searchlight
- Hyperios missile launcher

+20 points each

410 points each

.+30 points each

- Whirlwind launcher. ..+35 points each
- Icarus lascannon .......... ....+35 points each
o L U 0 B oo s +50 points each

The following options may only be taken by the mounts on the
Tacticus Bunker in addition to those previously listed:

- Hyperios command platform® ... +20 points each
- Battle cannon turret...... .+50 points each
~"Jearue quad lascannon semnnimmnananm s +75 points each

In addition, the Tacticus Bunker may be further equipped with any
of the following options:

- Comms relay st 20 POINTS

- Hostile signal jammer...... e 20 pOINLS
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Shielded Gate Barriers

The main entrances of the Castellum Stronghold are covered not by
plascrete and adamantium, but crackling barriers of energy that can
be raised or lowered at the will of the fortification's controller.

At the start of each of the controlling player’s turns, they may
declare whether the gate barriers (see the diagram on page 77) are
each raised or lowered — consider them to be raised by default at the
start of the game.

* Raised barriers are treated as impassable terrain to the height
of the adjoining walls, but do not block line of sight. Wounds
inflicted by shooting attacks that pass through a raised shield gate
barrier benefit from a 3+ invulnerable save.

= Should the Castellum’s Tacticus Bunker be destroyed, the barriers
collapse and cannot be raised again.

Defensive Structure

The Castellum Stronghold is a paragon of the military architect’s
craft, utilising technologies and materials beyond that of mute stone
and steel.

The following rules and conditions apply:

* The Battlements of the Castellum Stronghold confer a 4+ cover
save for units on top of them.

« Units that Go to Ground anywhere on the Castellum Stronghold
tile gain +2 to their cover saves rather than +1.

+ The Bunkers of the Castellum Stronghold have a 5+ invulnerable
save against shooting attacks directed against them and units
within them.

Comms Relay
While the Tacticus Bunker is intact and occupied by a friendly unit,
the controlling player’s Reserve rolls may be re-rolled.

Hostile Signal Jammer

While the Tacticus Bunker is intact and occupied by a friendly unit,
roll a D6 for any enemy unit attempting to Deep Strike either onto
the Castellum Stronghold tile or within 12" of its edges. On a result
of 4+, the unit suffers a Deep Strike Mishap automatically.

Special Stronghold Mounted Weaponry

Weapon Range Str AP Special

Icarus lascannon 96" g 2 Heavy 1, Interceptor,
Skyfire

Quad gun 48" o7 4 Heavy 4, Interceptor,

) Skyfire, Twin-linked

Icarus

quad lascannon 96" 9 2 Heavy 2, Interceptor,
Skyfire, Twin-linked

Hyperios

missile launcher 48" 8 3 Heavy 1, Skyfire,
Interceptot,

Heat Seeker®

*Heat Seeker: A weapon with this special rule can ve-voll all failed To Hit
volls against Flyers and Fast Skimmers.

"Hyperios Command Platform (Castellum Stronghold)

As long as the Hyperios Command Platform is functioning, all
Hyperios missile launchers, quad guns, icarus lascannon and quad
icarus lascannon mounted on the Castellum Stronghold resolve any
automated fire at BS 3.

In addition, while the command platform is in play, any of the
Stronghold's emplaced weapons with the Skyfire special rule may
target Flyers and Fast Skimmers in preference to closer models
when shooting using the Automated Fire special rule.
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TrALLAX COHORT 13§ POINTS

WS BS ] it w 1 A Id Sv
Thallax 3 4 5 5 3 2 2 8 4+
Unit Composition Options
OPTIONAL ¢ 3 Thallax * The squad may include:
ZAVY SUPPORT - Up to an additional six Thallax. +40 points each

Unit Type * The entire squad may have:
[he hulking, b ¢ Jet Pack Infantry - Melta bombs.... +5 points per model
mented cyb ck  Any Thallax may exchange their close combat weapon for a:
I Wargear - Heavy chainblade........... ’ +5 points
* Lorica Thallax * One in three Thallax in the unit may replace their lightning gun for
¢ Lightning gun one of the following weapons:
¢ Close combat weapon - Multi-laser ......ccccoovernnn. s G OIS
* Frag grenades -iPhase plasma-fusil supanunmanesse s diopoints
both in their purpose and = Iradscleanser et 10 points
the unique degree of their Special Rules - Multi-melta ..., e +15 points
gmetics. The Lorica * Bulky - Photon thruster ... +25 points
Thall h encases * Stubborn
their major organs, n 5 . Djinn—sight ]

and cerebrum Djinn-sight

1 The sinister blank-faced helms of the Thallaxii conceal an array of
inhuman sensory apparatus through which they experience the
battlefield as a raging storm of electromagnetic turmoil, blood-
heat and seismic percussion. However, for the organic brain to
handle this hurricane of data, it must be surgically mutilated,
removing the mere human senses such as sight and hearing.

The Djinn-sight means that a Thallax reduces the benefits of any
cover save its opponent has by -z (a 4+ becoming a 6,a s+ being

| ignored entirely, and so on). Additionally, Infiltrators may not be
o require the ! set up within 24" of Thallax units, regardless of line of sight.
sion of the I
centr d emotions. Tl
Thallax how - retains
of independ Optional Heavy Support: This unit may only be included in the

army under certain provisions — see the Cortex Controller on
page 89.




CASTELLAX CrLASS BATTLE-AUTOMATA MANIPLE

85 POINTS

WS  BS S T w I A 1d Sv

Castellax

Unit Composition
* 1 Castellax class

Battle-automata

Unit Type
* Monstrous Creature

‘Wargear

« Mauler pattern bolt cannon
* Two boltguns

» Shock chargers

« Atomantic shielding

Special Rules

= Cybernetica Cortex
* Reactor Blast

* Rage

* Support Unit

3 4 6 7 4 3 2 7 3+

Options
* The Maniple may include:
- Up to four additional Castellax
class Battle-automata..

+85 points each
* Any Battle-automata Maniple may be given any of the following
options — all Battle-automata in the Maniple must have the same

upgrade:
- Searchlighto. s +1 point each
= INETAVISOT o rccccvcrmreneninnisse s ssss s s +5 points each

P PR NA C S i
- Enhanced targeting array ;

+5 points each
+15 points each

» Any Castellax class Battle-automata may exchange its Mauler pattern
bolt cannon for one of the following:
- Darkfire cannon
- Multi-melta
= Any Castellax class Battle-automata may exchange one or both of its

‘‘‘‘‘‘‘‘‘‘ +20 points

Free

bolrers for:
- Flamers

_________ +5 points each

Any Castellax class Battle-automata may exchange its shock chargers
for one of the following options:
- Two Battle-automata power blades............... +10 points per Castellax

- Siege Wrecker +20 points per Castellax*

*A model equipped with a Siege Wrecker loses one of its boltguns.

Special Option

» A single Maniple comprised solely of a single Battle-automata (of
any type} in the detachment may be given:
- Paragon of Metal special tule ..o +35 points

Optional Heavy Support: This unit may only be included in the
army under certain provisions — see the Cortex Controller on
page 89.
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LEGIONES ASTARTES SPECIAL RULES

LEGIONES ASTARTES

The Space Marines of the Emperor’s Legions are genetically engineered, psycho-indoctrinated warriors with
superhuman abilities and minds and souls tempered for war. In addition each individual Legion has its own
idiosyncrasies and character—the product of their gene-seed and unique warrior culture.

* Units with this special rule may always attempt to regroup normally regardless of casualties.

* Units will also have additional special rules and abilities specific to their Legion.

A Space Marine may only have one such ‘named' rule, eg, Legiones Astartes (Sons of Horus). Space Marine
units from a different Legion may only be included using the Allies rules (see the Warhammer 40,000
rulebook) in conjunction with the Allies in the Age of Darkness chart found on page 12.

Unlisted Legions: If you are using this avmy list to represent a Legion which does not yet have its own unique
Legiones Astartes rule, you may instead add either the Stubborn or Furious Charge special vule to the standard provisions

of this rule in the interim.

Automated Artillery

Unlike standard artillery, Automated Artillery does not require crew in order to function. It is not removed
from play due to a lack of crew and each gun must be destroyed normally before it is removed. Automated
Artillery cannot move and cannor charge. If assaulted they do not Pile In and cannot be locked in combat;
their attackers will hit automatically, but must roll To Wound normally. If a unit of Automated Artillery loses
an assault nothing happens, there are no Sweeping Advances, no Pile Ins and no Consolidation moves. The
Automated Artillery remains in place and may fire normally in future turns. If the Automated Artillery wins
an assault, the enemy must take a Morale check as normal, although the artillery piece cannot Consolidate
or make a Sweeping Advance.

Primarch

Genetically engineered creations whose powers and abilities shame even those of the enhanced warriors
they lead, the Primarchs, although few in number, bestride the battlefields of the Great Crusade and the
dark age of the Horus Heresy like demi-gods and no mortal force can stand against them. Any model with
the Primarch special rule is automatically the army's Warlord and does not roll randomly for Warlord Traits
(these will have been included in their own unique abilities). Unless fighting in a game of Warhammer
40,000: Apocalypse, no force may ever include more than a single Primarch.

Primarch also incorporates the effects of a number of other special rules. These are the following:
+ Independent Character

+ Eternal Warrior

* Fear

+ Adamantium Will

*+ Fleet

+ Fearless

« It will not Die

+ Master of the Legion (See the Space Marine Legion Praetor entry on page 14)

Chosen Warriors
A model with this special rule may issue and accept Challenges as if it had the Character type. Note that this
does not allow a model with this special rule to use any other rules associated with the Character type.

T

oo, Rars getbernon gevtictar formi cegnasm rente giierescrates Corteretas fgmas asint

s el el gan Cer Labertat CAfertes ArthrTes AR SN MERAy Adriirt JUidtan Aoleatas e Ofam toee grivrmimktes leiodine doee

9




Battlesmith
Those versed in the secret arts and teachings of the Mechanicum, whether Techmarine, Forge Lord or
Magos, have the skill and ability to reconstruct and effect field repairs to war machinery in the very heat

of battle.

If a Bartlesmith is in base contact with, or embarked upon, one or more damaged vehicles during the

Shooting phase, they can attempt to repair one of them instead of firing a weapon. Roll a Dé. If the result is
5 or more, you may do one of the following; Vengence breeds Vengence.”
* Restore a lost Hull Point.
* Repair a Weapon Destroyed result. - Ancient Terran Proverb
* Repair an Immobilised result to the attendant vehicle.

If a Weapon Destroyed result is repaired, that weapon can be fired in the following Shooting phase. The
Battlesmith cannot use this ability if they have gone ro ground or are falling back.

Models with the Battlesmith rule that also possess a Cortex Controller may instead of the above restore a
single lost wound to a Battle Automara as a use of this ability.

Immobile (Artillery Type)

An Immobile Artillery piece cannot be moved after it has been deployed except by the use of a specialised
vehicle, and ignores any effect which forces it to move. This only affects the platform — not any crew who are
subject to all normal Artillery rules. When called upon to fall back, the crew must leave their guns behind
and fall back; the platforms are then removed as casualties.

Note that an Immobile unit may still have the Scout or Deep Strike special rules as these reflect
redeployment or deployment during battle, rather than game movement. Only if it has the Deep Strike
special rule may an Immobile unit be held in reserve.

Space Marine Legion Crew
A Stormblade upgraded to have Space Marine Legion Crew increases its Ballistic Skill to BS 4.

Command Tank
If the vehicle is upgraded to a Command tank, all allied units within 24" of the Stormblade may re-roll failed
Morale checks.

Co-axial Weapon

A weapon with the Co-axial special rule will specify another weapon mounted on the same vehicle. When a
target is declared for this weapon, the co-axial weapon must fire at it first if it is within range. If the co-axial
weapon hits the target, then the other weapon may re-roll irs To Hit roll if it misses.

Flyers and the Deep Strike special rule

As well as arriving via the usual Reserves method, some Flyers also have the ability to deploy via Deep
Strike, representing a vertical ‘dive’ onto the battlefield. If the Flyer in question has the Hover mode, the
controlling player must declare before the Deep Strike is attempted whether the Flyer is Zooming or being
treated as a Fast Skimmer. If using Hover mode, the rules for Deep Strike apply as standard. If using a
Zooming Deep Strike, Flyers deploying via Deep Strike count as making a Zoom move and having moved
at Cruising speed (18") on the turn they arrive, but are not moved any further in the turn in which they are
deployed. They cannot evade, go Flat Out, drop bombs or deploy transported units in the turn in which they
arrive. On subsequent turns, the Flyer is free to operate as normal. This is a risky proposition for an aircraft

and a test of a pilot’s skill, and so the usual rules for Deep Strike mishaps apply even though the Flyer is
notionally at a higher altitude than is normally the case.
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LEGIONES ASTARTES WARGEAR
This section of the Space Marine Crusade Legion Army list details the weapons and equipment used by the Space Marines in the
era of the latter Great Crusade and at the outbreak of the cataclysmic wars of the Horus Heresy, along with rules for using them in
your games of Warhammer 40,000. Weapons that are used by multiple units are listed here, while unique items belonging to special
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characters and units are listed with their profile.

RANGED WEAPONS

Archaeotech Pistol

Despite the renaissance of human power in the galaxy that the Great
Crusade has created, there remains much of Mankind's ancient might
and arts that are lost to myth and legend, save for a few relics that have
survived the stifling darkness of Old Night. One of the more common
types of these relics found are sidearms of surpassing firepower and
elegance. Be they bespoke slug throwers utilising micro-atomic
munitions or searing kill-rays that draw power from a planet’s ambient
magnetosphere, such priceless artefacts of war find their way into the
hands of the Emperor’s chosen agents and the masters of the Space
Marine Legions.

Weapon Range Str AP
Archaeotech pistol 12" 6 3

Type
Pistol, Master-crafted

Avenger Bolt Cannon

The Avenger cannon fires a relentless stream of heavy, high velocity,
mass reactive shells, making it highly effective against foes that attack
in large concentrations of massed infantry. So heavy is this torrent of
fire however that even heavily armoured targets are in danger, their
armour torn to ragged shreds under the relentless rain of explosive

impacts.
Weapon Range Str AP Type
Avenger bolt cannon 36" 6 3 Heavy 7

Combi-bolter

Designed as a tactically flexible weapon for employment in the
Terminator armour project, a combi-bolter is in essence two standard
pattern bolters slaved to fire together. It is a bulky and somewhat
crude, but very effective, weapon prototype that was gaining
widespread use at the time of the Heresy.

Weapon Range Str AP Type
Combi-bolter 24" 4 5 Rapid Fire, Twin-linked

Conversion Beam Weapons

These esoteric energy weapons fire a beam which induces a subatomic
implosion in their target, with the beam itself gathering power
over distance up to a terminal point of beam instability. Conversion
beamers are both difficult to construct and highly complex to use,
needing skilled calibration to operate as well as dedicated reactor
core systems to power. As a result conversion beamers are primarily
used for dedicated siege warfare or starship breaching assaults

by specialised operators such as Techmarines and Mechanicum
Destructors. More rarely larger conversion beamer weapons are
mounted on a vehicle chassis with advanced control mechanisms
and an abundance of reactor power such as the Contemptor
pattern Dreadnought.

A shot from a conversion beamer has a number of different profiles,
the use of which depends upon how far the chosen target is from the
firer up to the weapon's maximum range. When firing the weapon
measure the distance to the target, place the weapon'’s Blast template
and scatter as normal for a blast weapon. Once the final location of
the template has been determined, measure to the centre of the Blast
marker and consult the weapon's chart to determine the effect.

Firing Calibration (Heavy Conversion Beamer only): The power
requirements and targeting calculations needed to effectively use this
weapon means that it may not be fired if the model carrying it has
moved in the same turn, regardless of the Relentless special rule or if
the carrying model is a vehicle, etc.

Weapon Range Str AP Type
Conversion Beamer
Upto18" ¢ - Heavy 1, Blast (3"}
18"to 42" 8 4 Heavy 1, Blast (3")
42"to 72" ‘10 Heavy 1, Blast (3")
Heavy Conversion Beamer
Upto18" 6 - Heavy 1, Large Blast
(5"), Firing Calibration
18" to 42" 8 4 Heavy 1, Large Blast
(5"), Firing Calibration
42"to 72" 10 T Heavy 1, Large Blast

(s"), Firing Calibration

Demolisher Cannon
A short-ranged but highly destructive weapon designed for line-
breaking and smashing enemy fortifications, the huge, rocket-
propelled shell fired by the Demolisher cannon is enough to pulverise
bunkers and collapse buildings around their defenders in a ride of
rubble and dust.

Weapon Range Str AP
Demolisher cannon 24" 10 2

Type
Ordnance 1,
Large Blast (5")

. ya—
B Rl e ististas fara ragrim woves GRTLettar B oratat s &

1

»

fovem Lofbres wadrios rnders. dorecluonrms et Rerfras plldierem pestestus Gurre ropees oer celermacu e, (ofternta gtas woioa rigililas 4w loriantes | 82 ﬁ Fom it rellagestar Bedorem aflonis waturios drwenlers deriefireres mendt arfures fRedioram deelesies et repaem ks frlvemineTy, TReriias A we gl



reacs oilcrmindfes
B

Field Artillery Weapons

The Space Marine Legions utilise a variery of support weapons

as needed, including shell-firing heavy guns of different calibres
and missile launch systems for bombardment and heavy assaults
against fortified positions. One of the most common of these is the
Whirlwind Launcher, a variant of the Rhino chassis able to utilise a
variety of warhead payloads, while the quad launcher (colloquially
known as a ‘Thudd gun’) is favoured against enemies wont to attack
in a great horde such as the Orks. The Medusa’s devastating if short
ranged cannon is favoured for close siege assaults.

Weapon Range Str AP Type

Earthshaker cannon3é'-240" ¢ 3 Ordnance 1, Barrage,
Large Blast (5")

Medusa siege gun 36" 10 2 Ordnance 1, Barrage,

Large Blast (5")
Quad mortar

(Frag) 260" 5 5 Heavy 4, Barrage, Blast
(3"), Shell Shock
(Shatter) 36" 8 4 Heavy 4, Sunder
Quad heavy bolter 36" 5 4 Heavy 6, Twin-linked
Quad lascannon 48" 9 2 Heavy 2, Twin-linked
Whirlwind launcher
Vengeance warhead 12"-48" 5 4 Ordnance 1, Barrage,
Large Blast (5")
Castellan warhead 12"-48" 4 3 Ordnance 1, Barrage,
Large Blast (5"),
Ignores Cover Saves
Hyperios warhead 48" 8 3 Heavy 1, Skyfire,

Interceptor

Shell Shock

Due to the repeated rapid impact of the quad-launcher’s shells,
Pinning tests taken because of its attacks are made ata -1
Leadership penalty.

Graviton Weapons

Little understood even by the Tech-priests of Mars, the term ‘graviton
gun’ refers to a group of gravity projector devices whose sophistication
is such that the few that now remain are relics of a lost age. Such
weapons prove extremely useful when fighting on a starship orin a
null gravity environment. The power of the graviton gun’s highest
settings is sufficient to rupture organs and crack bones even inside
armour, but its primary use is to impede the enemy and damage
machinery without the risks of secondary explosions.

Weapon Range Str AP
Graviton gun 18" * 4

Type

Heavy 1, Blast (3"),
Concussion, Graviton
Pulse®, Haywire

36" % 4 Heavy 1, Large Blast

Graviton cannon
{(5"), Concussion,
Graviton Pulse®,

Haywire

*Graviton Pulse

Instead of rolling To Wound normally with this weapon, any
model caught in its blast must instead roll equal to or under their
Strength on a Dé or suffer a wound (a roll of ‘6’ always counts as
a failure). After the Graviton pulse weapon has been fired, leave
the Blast marker in place. This area now counts as both difficult
terrain and dangerous terrain for the next turn thanks to the
gravity flux.

Grenade Harness

An auxiliary weapon system fitted to Terminator armour, the grenade
harness unleashes a barrage of fragmentation charges at the foe as the
Terminator charges. The grenade harness is a one-shot weapon, and
when it is fired the firing Terminator and any squad they have joined
count as having assault grenades in the Assault phase of that turn.

Weapon Range Str AP Type

Grenade harness 8" 3 - Assault 2, Blast (3"),
One Use

Havoc Launcher

Widely utilised as an additional assault weapon system mounted on
vehicles in the Space Marine Legions, the havoc launcher is a simple
but effective multi-barrelled rocket launcher, firing clusters of high
explosive munitions.

Weapon Range Str AP Type
Havoc launcher 48" 3 5 Heavy 1, Blast (3"),
Twin-linked

Kheres Pattern Assault Cannon

A prototype weapons system incorporated into the advanced
Contemptor pattern Dreadnought, the Kheres is a high velocity
cannon which uses electrically driven spinning barrels to maintain

a massive rate of fire. Thanks to this relentless torrent of explosive
shells this assault cannon can chew and tear its way through the most
heavily armoured foe. More compact assault cannons were entering
limited use with the Terminator-armour equipped forces of several
Legions at the beginning of the Heresy.

Weapon Range Str AP Type
Kheres 24" 6 4 Heavy 6, Rending
Lightning Gun

This aptly named weapon takes the form of a baroquely designed
carbine either connected to a micro-reactor or, in the case of a Ordo
Reductor Thallax, their firer's own cybernetic power core. It fires
an ionizing las-beam down which a powerful phased discharge

of electromagnetic force is unleashed, and is equally effective at
slaughtering the living and overloading machine targets.

Weapon Range Str AP Type
Lightning gun 18" 7 5 Heavy 1, Shred,
Rending
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Needle Pistol

A favoured weapon of the assassins of the Terran Courts during

the days before Unification, needle pistols are sophisticated and
elegant handguns whose operation is silent, invisible and deadly.
The finest examples use a combination of a flash-less laser to pierce
flesh, followed by an impellor-shot of virulent poisons delivered
instantaneously into the open wound. This combination can lay low
the toughest foe with ruthless efficiency.

Weapon Range Str AP Type

Needle pistol X7 2 5 Pistol, Poisoned,
Rending

Laser Destroyer

The laser destroyer is a powerful reactor-charged anti-tank weapon
that uses multiple laser generators to fire staggered near-simultaneous
blasts of energy focused on a single target point. This has the effect

of disintegrating the densest armour in a series of powerful impacts
micro-seconds apart, making the weapon able to vaporise a tank or
shatter an armoured bulkhead in a single blazing volley.

Weapon Range Str AP Type

Laser destroyer 36" 9 I Ordnance 1,
Twin-linked

Magna-melta

Heavy, vehicle-mounted, short ranged, area-effect heat cannon,
magna-meltas were originally designed for space assault craft to enable
them to turn a large cubic volume of starship hull-plating to liquid
slag. A weapon of this magnitude’s effects on less durable targets such
as battle tanks and living matter are unsurprisingly catastrophic.

Weapon Range Str AP
Magna-melta 18" 8 1

Type
Heavy 1, Melta,
Large Blast (5")

Phosphex Bombs & Medusa Shells

Phosphex is a rare corrosive toxic and incendiary compound utterly
inimical to life, deployed both in the form of large canister bombs
and heavy shells. It expands on contact with air into a seething, liquid
mist which burns with an eerie white-green flame which is attracted
to movement. This gelid flame ignites metal and eats relentlessly into
living tissue, and cannot be extinguished short of exposure to vacuum.
As effective as this horrific weapon is, its use is not widespread as it
has a tainting effect beyond even rad weapons on the areas in which
it is employed, but remains within the arsenals of the Space Marine
Legions as a weapon of dire resort.

Weapon Range Str AP Type

Phosphex bomb G & 2 Assault 1, One Use,
Blast (3"), Poisoned
(3+), Crawling Fire,
Lingering Death

Phosphex shell

(Medusa) 36" 5 2 Ordnance 1, Large

Blast (5"}, Poisoned
(3+), Crawling Fire,
Lingering Death
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Lingering Death

When a Blast weapon with this rule is used, after the attack is
resolved leave the Blast marker in play for the rest of the game
and mark it with a counter of some kind. This area is now treated
as dangemus terrain for all models with a Toughness value and
open-topped vehicles. Note: It is advisable to have multiple spare
blast markers when using this rule!

Crawling Fire

After the blast marker for a weapon with this rule is placed, the
firer may move the marker up to 2" in any direction so long as
this would cover more models than previously.

Plasma Weaponry [Crusade Era]

In addition to the Imperial plasma weapons listed in the Warhammer
40,000 rulebook, such technology was far better understood during
the dawning age of the Imperium if still somewhat unsafe. As a result,
three additional rarer types of sophisticated plasma weapons are listed
below, which would become all but unknown in later ages.

Weapon Range Str AP Type

Plasma blaster 18" 7 2 Assault 2, Gets Hot
Phased plasma-fusil =~ 24" 6 3 Salvo 2/3
Executioner cannon 36" = 2 Heavy 3, Blast (3")

Predator Cannon

The Predator carries a heavy-duty, turret-mounted autocannon which,
thanks to its extensive ammunition supply, reinforced barrel and the
turret's sophisticated on-board auto-loader systems of exclusively
Martian manufacture, is able to sustain a far higher rate of accurate fire
than an equivalent weapon of its class.

Weapon Range Str AP
Predator cannon 48" 7 4

Type
Heavy 4

Rad Grenades & Rad Missiles

Special issue weapons commonly only employed against the most
dangerous of xenoforms, rad grenades and warheads detonate with a
short, intense burst of radiation and shower the immediate area with
highly contaminated fallout. As well as direct damage, these can be
used to bombard an area, and have the effect of debilitating rather than
slaying outright, rendering a target vulnerable to further injury.

Rad Grenades: These are special grenades that count neither as
assaulr or defensive grenades, but have their own unique effect.
During a turn in which a unit equipped with rad grenades launches an
assault, or is themselves assaulted, the enemy unit(s) suffera -1 penalty
to their Toughness until the end of the Assault phase. Note: This does
affect the victims’ instant death thresholds.
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Rad Missiles: These Terran-devised missiles, a horror of the gene-war
anarchy of Old Night, use custom-loaded warheads which combine
high explosive charges with inner fragmentation cases made from
highly radioactive isotopes, usually harvested from decommissioned
fission reactor shells. The effect is to create an intensely toxic weapon
that inflicts a hideous death on its victims, and that can poison and lay
low the most resilient organism.

Weapon Range Str AP Type

Rad missile 48" 4 3 Heavy 1, Blast (3"),
Fleshbane, Rad-phage

Reaper Autocannon

Designed as a support weapon for the Tactical Dreadnought Armour
project, the Reaper is a compact, rapid-firing autocannon which
depends on the weight and strength of Terminator armour to stabilise
the weapon and cope with its massive recoil.

Weapon Range Str AP Type
Reaper autocannon 36" 7 4 Heavy 2, Twin-linked
Rotor Cannon

Favoured by many Imperial Army formations and seeing limited use
with some Space Marine Legions, rotor cannons are multi-barrelled
stubbers, using electric motors to maintain an extraordinary rate of
fire from their spinning barrels. The simple, medium calibre solid slug
projectiles they fire lack the power of bolt shells, but the hail of shot
they unleash can be particularly useful against unarmoured hordes

of foes and fleshy xenoforms. The newly prototyped assault cannon
technology represents a more effective and powerful implementation
of this principle.

Weapon Range Str AP Type
Rotor cannon 30" 3 6 Salvo 3/4
Shroud Bombs

These canister bombs unleash a shimmering grey fog of dense smoke
and multi-spectrum electromagnetic charge that foils scanners and
surveyors just as easily as it does vision.

Shroud bombs count as defensive grenades in combat (see the
Warhammer 4o,000 rulebook). In addition, with the exception of
vehicles, Daemons, Gargantuan Creatures and units which have the
Night Vision special rule, units must pass a Leadership test in order to
charge a unit equipped with Shroud bombs.

Special Issue Bolter Munitions

The following are special issue bolter munitions utilised by certain
elite Space Marine units and, while often uniquely effective, were
either too specialised or simply too difficult to produce to enter
widespread issue.

Tempest Bolt Shells: These are specialised munitions which replace
the standard mass-reactive core and armour-piercing tip of a bolt
round with a fragmentation shell encasing a powerful micro-explosive
proximirty charge. This has the effect of showering a target with a
murderous storm of shrapnel. These heavier rounds however lack
range compared to standard bolt shells.

Weapon
Tempest bolt shells

Range Str AP
18" 3 6

Type
Rapid Fire, Blast (3")
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Kraken Bolt Shells: Kraken bolts are specialised boltgun shells with
an enhanced adamantium core and improved propellant utilised by
Seeker squads. They have superior armour-piercing properties and
increased range, but the expense and resources required to create
them keep them limited in issue.

Weapon Range Str AP
Kraken bolt shells 30" 4 4

Type
Rapid Fire

Scorpius Bolt Shells: Individually hand-crafted by the Techmarines
of a Legion’s armoury, these specialised shells utilise a two-stage
warhead which contains a micro-guidance system and a needle-like
sabot-dart which vaporises to molten heat when striking an armoured
target. Scorpius bolts are rare and temperamental munitions which are
hand loaded into a bolter for firing.

Weapon Range Str AP Type
Scorpius bolt shells 24" 4 5 Heavy 1, Rending,
Shred

Tempest Rockets

An antiquated design now being phased out in favour of more
powerful munitions, Tempest rockets are nevertheless simple and
reliable ballistic weapons able to deal with moderately armoured
targets and shoot down enemy aircraft.

Range Str AP Special
Tempest rocket 60" 6 4 Heavy 1, Sunder,
One Shot

Volkite Weapons

‘Volkite' is an arcane Martian term for a variety of powerful ray
weapons whose origins date back to the Age of Strife. Possessed of
considerable killing power surpassing most armaments of their size,
Volkites were difficult to manufacrure, even for the most able of the
Mechanicum's forges, and the demands of the expanding Crusade
swiftly overwhelmed supply of these relic-guns. Once relatively
common within the fledgling Legions, they had fallen largely from
favour by the time of the Heresy, and had been superseded in the
Space Marine Legions by the far more flexible and utilitarian Terran
bolter. Those few that remained in service were the purview of only
a few specialised units at the outbreak of the conflict that rent the

Imperium asunder.

Weapon Range Str AP Type

Volkite serpenta 10" 5 5 Pistol, Deflagrate

Volkite charger Th 5 5 Assault 2, Deflagrate

Volkite caliver 30" 6 5 Heavy 2, Deflagrate

Volkite culverin 45" 6 5 Heavy 4, Deflagrate
Deflagrate

Deflagrating attacks have a devastating effect on organic matter,
explosively burning flesh into ash and jetting fire. After normal
attacks by this weapon have been resolved, count the number of
unsaved wounds caused on the target unit. Immediately resolve

a number of additional automatic hits on the same unit using the
weapon’s profile equal to the number of unsaved wounds — these
can then be saved normally. Models in the targeted unit must still
be in range in order for these additional hits to take effect. These
additional hits do not themselves inflict more hits!
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Crose CoMBAT WEAPONS

The full rules for the following close combat weapons can be found in
the Warhammer 40,000 rulebook.

* Chainfist

* Chainsword

* Heavy chainsword

» Dreadnought close combat weapon
» Force weapons

« Lightning claws

* Power fist

* Power sword

* Power axe

» Power maul

* Power lance

» Thunder hammer

A Note on Power Weapons

Wherever in this book’s profile list a model is described as being either
equipped with a ‘power weapon’ or has the option to take one then
either a power sword, power axe or power maul (see the Warhammer
40,000 rulebook) may be freely chosen so long as they are clearly
depicted on the model.

Breacher Charge

A Breacher charge is used to destroy armoured emplacements and
shatter fortifications and barricades. Much like melta bombs these
powerful electrochemical explosive charges are too bulky and
cumbersome to easily throw like a grenade, and additionally pose
some risk to their user at close range, but are extremely destructive in

skilled hands.

A model equipped with a breacher charge may use it in an assault
instead of using their normal attacks or weapons. The model makes a
single attack. Place the Blast (3") template anywhere in base contact
with the attacking model so that it covers the enemy. The template
may not be placed so that it covers friendly models. Roll to hit against
the majority Weapon Skill of the enemy (buildings, emplacements
and stationary vehicles are hit automatically and no roll is needed).
On a successful hit, the template remains where it is. On a miss, the
Scatter dice and flip the template over in the direction shown if an
arrow result is rolled (re-roll the Hit symbol if needed until an arrow
is shown).

Weapon Range Str AP Type

Breacher charge Special 8 2 Melee, One Use,
Blast (3"), Wrecker

Chainaxe

A savage weapon that had its origins within the World Eaters Space
Marine Legion, and the black-humoured whims of its master, the
Primarch Angron, chainaxes feature heavier blades and more powerful
motors than the more common Legion chainsword. Better able to
pierce armour in the hands of a skilled wielder (and all but unusable
otherwise), there were those, even before the Heresy, that wondered
at the development of such a weapon, seemingly designed as much for
the displays of fountaining gore it created as its effectiveness in bartle.

Weapon
Chainaxe -

Range Str AP
AsUser 4

Type
Melee
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Charnabal Sabre

With their origins tracing back to the ancient duelling societies,
assassin cults and bloody vendettas of the Terran Courts during the
Age of Strife, these elegant and deadly weapons rely on speed and
dexterity rather than brute force for their lethality. The pure metal

of their blades is press-folded and stamped scores of times over

before being micro-serrated with a fractal-sharp edge. The master
swordsmiths of Terra are each said to have their own rituals of forging,
impressing a distinct pattern in each bespoke blade as legible as a
signature to those with the wit to read them. As well as the nobles

of the Terran Court certain Space Marine Legion officers favour the
Charnabal sabre over more ‘clumsy’ power weapons as they see them
as being more responsive to true martial skill, while others think them
effete and decadent weapons.

‘Weapon Range Str AP Type
Charnabal sabre - AsUser - Melee, Rending,
Duellist’s Edge
Duellist’s Edge

When fighting in a challenge, the user of this weapon gains a +1
bonus to their Initiative score.

Combat Blades

Combat blade is a catch-all category which deseribes a variety of lethal
hand-to-hand weapons favoured by the Space Marine Legions, the
exact form varying from Legion to Legion by its culture and tradition.
They range from heavy razor-edged chain-bayonet, to adamantine
gladius and Thule-alloy battle-axes that would be too heavy for an
unaugmented human to wield.

Weapon Range Str AP Type
Combat blade - AsUser - Melee
Deathshroud Power Scythe

These unique heavy power weapons, also known as ‘man-reapers, are
utilised by the warriors of the Death Guard Legion. In concert with
the Death Guard’s own specialised training and martial lore, they
enable a warrior to face many times his number in battle, cutting them
down like a reaper slashing through a field of ripe crops.

Weapon Range Str AP Type
Power scythe - +1 2 Melee, Unwieldy, Two-
handed, Sweep Attack
Sweep Attack

Rather than using their own Attack value, a model using a
weapon with this special rule may, if they wish, instead make a
number of attacks equal to the number of enemy models in base
contact with them.
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Digital Lasers
Incredibly sophisticated miniaturised weapons of xenos origin, these

teeth of terrifying xenos-beasts and certain night-black sickle swords
found on remote death worlds on the edges of the Halo Stars have

devices are extremely short ranged but potent enough to kill despite been known to hold similar phenomenal killing power. Regardless of i
being small enough to be concealed in a ring, gauntlet, sword hilt their form, Paragon blades are valued beyond price by the Imperium's §
or helm. With a skilled user they are particularly effective in close warriors. §
combat, where they can be used to deliver a deadly strike to a foe i
already occupied in fending off the fighter's blows. Weapon Range Str AP Type s
Paragon blade - +I 7 Melee, Murderous g
Digital lasers provide +1 Attack in close combat. Strike, Specialist ?
Weapon 15
Lascutter i ;
These are powerful, albeit extremely unwieldy, industrial tools used 3
for cutting through armoured bulkheads and working otherwise Murderous Strike i
impermeable ores that make use of a disruption field-assisted short Attacks with this special rule cause Instant Death on a To Wound

range laser arc. They are utilised in siege warfare where they can make roll of 6. Roll any viable saves against this instant death-causing

for a devastating if makeshift close-quarter weapon. wound separately to any other wounds the attack inflicts.
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Weapon Range Str AP Type
Lascutter = 9 2 Melee, Unwieldy, Servo-arm
Cumbersome A servo arm is a heavy industrial claw-limb and manipulator array
often directly spliced into a Techmarine's or Magos Adept’s nervous
system. As well as making for a powerful tool, they can also be wielded |
Cumbersome in battle as a clumsy but savagely powerful weapon.

A model using a close combat weapon with this special rule
can only ever make a single attack at WS 1 in an Assault phase,
regardless of their profile or any bonus or other special rule.

A model with the Battlesmith special rule may add +1 to their Repair

e —

roll result if they are also equipped with a servo arm.
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A model equipped with a servo-arm may make an additional single
Machinator Array attack per turn as well as any they would normally be eligible to make.
Akin to the servo-arm employed by Techmarines and Mechanicum This is done using the weapon profile shown below:

Enginseers, a Machinator array is a far more complex and intricate

system of manipulators, augmetic body replacements, inbuilt tools, Weapon Range Str AP Type

sensors and energy arc-projectors utilised by the most able Magos Servo arm - 8 2 Melee, Unwieldy
of the Machine Cult. Each array is unique to the Magos who bears it

implanted into their flesh and cerebral cortex, and depended upon Siege Wrecker

them more than their own weak flesh. This is a general term given to a specialised form of massive close

combat weapons intended for Legion Dreadnoughts and Mechanicum

A Machinator array adds +1 to its user’s Toughness characteristic and
the Night Vision special rule. It also incorporates a flamer and an
inferno pistol, and the user can either opt to fire both of these weapons
in the Shooting phase, or one of them and another ranged weapon the
model is carrying.

A model with the Battlesmith special rule may add +2 to their Repair
roll result if they are also equipped with a Machinator array.

A model equipped with 2 Machinator array may make two additional
attacks per turn in close combat as well as any they would normally be
eligible to make. This is done using the weapon profile shown below:

Weapon Range Str AP Type

Machinator array - +1 2 Melee, Unwieldy,
Shred, Armourbane

Paragon Blade

Weapons forged of consummate artistry or irreplaceable relics of the
ancient might of the Dark Age, Paragon blades are few in number
and may take many forms. The most common Paragon blades are
two-handed power weapons of extraordinary balance and durability,
although even more rarely unique chain weapons wrought from the

battle-automata. Wreckers are designed to enable these heavy assault
units to smash through fortifications and easily crush armoured
barricades and defences in siege warfare. The most common form of
this weapon is a hydraulic ram or massive disruption-field augmented
hammer, although specialised forms of heavy claw or drill systems are

also used.
Weapon Range Str AP Type
Siege wrecker - 10 2 Melee, Concussive,
Wrecker,
Specialist Weapon
Wrecker

Weapons and attacks with this special rule may re-roll failed
Armour Penetration rolls against fortifications and immobile
structures (such as bunkers and barricades), and add +1 to any
result rolled on the Building Damage chart. If this attack damages
a bulkhead or wall section of terrain and destroys it, remove that
section of terrain from play if possible.
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EquipMmEeNT Auxiliary Drive

Raules for the following vehicle upgrades can be found in the The standard patterns of Imperial vehicles are often customised

Warhammer 40,000 rulebook. by the Legions that field them, and in some cases are test beds for

* Dozer blade technology either designed or recovered in the field by the Magos

» Extra armour and Techmarines that maintain them. One common form of such

+ Hunter-killer missile customisation is the fitting of backup and auxiliary drive systems

» Searchlight such as secondary galvanic motors or outrigger thrusters to keep

*+ Smoke launchers a vehicle mobile for short periods even if its main motive drive
becomes damaged.

Armoured Ceramite

Additional heavy ceramite plating fitted to a vehicle allows it to A vehicle with an auxiliary drive may repair Immobilised results

withstand extremes of heat and radiation. Plating of this kind is it suffers on a Dé roll of 4+ at the start of the controlling player's

| commonly fitted to orbital strike craft to enable them to withstand Movement phase.

the rigours of ‘crash’ re-entry from space into a planet's atmosphere,

and also to certain siege vehicles to protect them from thermal Bomb Cluster (Flyers)

energy weapons. A weapons system with the Bomb Cluster type may drop as many
bombs as its controlling player wishes as part of a single bombing

A vehicle with this wargear is not subject to the additional D6 armour run, up to the total listed number of bombs it is carrying. Pick a single

penetration caused by weapons with the Melta special rule. target model for all of the bombs in the bombing run — this must be a
model the Flyer has passed over that turn. The initial bomb dropped

Armoured Cockpit (Flyers) scatters D6" and bombs dropped after that scatter the same way as

. Avehicle equipped with an Armoured Cockpit may ignore results of addirional barrage blasts from a Multiple Barrage (see the Warhammer

Crew Shaken and Crew Stunned on a roll of 4+. 40,000 rulebook ).

Armoured Track Guards Cameleoline

A vehicle equipped with Armoured Track Guards has a 4+ save Cameleoline is a refractive chemical substance that morphically

against any Immobilised results on the Vehicle Damage table (note blends its colouration into the surrounding area. It is often woven into

that Hull Point damage from such an artack is still inflicted, but the cloaks and smocks, or more rarely, as a coating over armour plate, and

Immobilised result is ignored). aids with concealment and in covert assaults.

| Artificer Armour Cameleoline provides the user with the Stealth special rule,
| Forged by the master craftsmen of the Mechanicum these superior

variations of power armour are often highly embellished with ciphers Cognis-signum

of strength and durability, while some of wildly differing designs are An advanced array of sensory devices, cogitator-assisted

far older than the present age and owe their origins to the forgotten communications and telemetry arrays built into a purpose-modified

zenith of human technological might. suit of power armour, these enable the wearer to co-ordinate

battlefield data with blinding speed.
Artificer armour confers a 2+ Armour save.
A model with this wargear automatically counts as being equipped

of +1 to their BS for that Shooting phase.

Models cannot be deployed using the Infiltrate special rule within 18"
of a model with an augury scanner. Enemy models deployed using

‘ Augury Scanner with an augury scanner and has the Night Vision special rule.
: This energy scanning device has the effect of alerting the user
to the concealed presence or imminent arrival of enemy troops in In addition, in lieu of the model equipped with the Cognis-signum
the vicinity, even if concealed, and can even detect the tell-tale firing a weapon in the Shooting phase, a single designated unit of the
| electro-gravitic disruption effect on local space that presages controlling player's choice within 6" of the signum-equipped model
teleport transfers. ; (other than Independent Characters or Super-heavies) gains a bonus
|

deep strike within this range can also be attacked by a unit carrying an
Augury Scanner in the Shooting phase as if their rapid fire and heavy
weapons (if they have any) had the Interceptor special rule.
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Combat Shields & Boarding Shields

A combat shield is a wrist-mounted shield or buckler containing a
small field generator which enables it to withstand great amounts
of damage, while boarding shields are larger, bulkier versions of the
same. These were favoured by assault units employed by Breacher
squads for protection in the confined close quarter fighting of starship
boarding actions and siege attacks. Although these shields’ smaller
size and weaker defensive field mean they offer nothing like the
protection offered by the prototype Legiones Astartes storm shields
that were beginning to enter service at the time of the Heresy, they
remained a valued part of a Legion's armoury.

Combat shields and boarding shields confer a 6+ invulnerable save,
increasing to 5+ in close combat.

A model equipped with a boarding shield also counts as being
equipped with defensive grenades. Boarding shields however are
far heavier and more cumbersome than combat shields and models
equipped with them cannot claim the extra attack for being armed
with an additional close combat weapon.

Cortex Controller

This control and signalling device uses data-djinn to command Battle-
automata fitted with Cybernetica Cortex systems, allowing the wielder
to witness the battlefield through the automata’s own senses as well as
monitor their status and exact precise control over their actions. Only
the most highly experienced and specifically augmented adepts of the
Mechanicum and the Forge Lords of the Legiones Astartes can hope
to fathom the use of these fractious devices and successfully interpret
the storm of data streaming from their un-living minions.

The presence of a Cortex Controller within 12" of part of a unit of
friendly models with the Programmed Behaviour special rule at the
start of any phase means that special rule is negated for that phase and
their controlling player is free to use them as any other unir.

Cyber-familiar

Utilised by Techmarines and the Adepts of the Mechanicum, cyber-
familiar is a term that encompasses a variety of semi-autonomous
devices such as servo-skulls, mek-spiders and other smaller drone
units and lesser haemonculites tied into the direct neural control of
their operator. These minion-drones are an extension of their master’s
will and provide them with a host of additional senses and capabilities.

A Cyber-familiar adds +1 to its owner's invulnerable save (to a
maximum of 3+} or an invulnerable save of 6+ if they do not already
possess one. In addition they allow them to re-roll failed characteristic
tests other than Leadership tests and failed Dangerous Terrain tests.

The Cyber-familiar may be either modelled as part of the character
equipped with them, or on separate bases and kept in coherency,
however they are discounted as models for game purposes, have no
separate profile, make no attacks, need not be transported, etc,

and are simply moved out of the way in combat or if they interfere
with the game.

Cybernetica Cortex

Comprising a synthetic ‘brain’ of sorts of the most advanced Battle-
automata, a Cybernetica cortex consists of an armoured casing
containing a complex bio-plastic mass which extrudes nerve-like
grey tendrils into the body of the robotic frame into which it is
housed, invigorating it with strange false-life. Far beyond a simple
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cogitator in capacity, it is neither truly alive nor sapient like the
dread and inhuman ‘Silica Animus' feared of old. Instead, it is akin
to a primal web of bellicose instinct, guided not by self-awareness
and reason, but by a programmed framework of encoded behaviour,
comprising simple and exacting instructions and commands. The
result is a superior, self-guided weapon; a machine-predator that will
actively and instinctively pursue its foes as well as act with a degree
of tactical sense and self-preservation beyond anything a servitor is
capable of, but without the dangers of revolt and the development of
blasphemous intelligence—or so the Legio Cybernetica claim.

Models with a Cybernetica cortex have the Programmed Behaviour,
Fearless, Cybernetic Resilience and Adamantium Will special rules.

Programmed Behaviour: Unless within 12" of a friendly model
equipped with a Cortex Controller, the following restrictions are
placed on the unit’s use in the game. These restrictions do not apply if
the chosen model is already locked in an assault:

« Methodical: The Battle-automata may not make sweeping
advances or Run moves.

* Target Priority: If enemy models are within 12" and within line
of sight during their Shooting phase, the Battle-automata Maniple
must fire all its weapons against the closest enemy unit it is able to
harm. If this is not the case, they are free to select targets as normal.

Onslaught: If enemy units are within 12" during their Assault
phase, the Battle-automata must attempt to charge the closest
enemy unit if able. Note that the Battle-automata may still only
charge the same unit it fired at if it fired in the Shooting phase. If
consolidating after combat, they must do so towards the nearest
enemy model if one is present within 12",

* Fire Protocols: A model with this rule may fire up to three of its
weapons once each in the Shooting phase — this must be against the
same target.

Cybernetic Resilience: Models with this special rule straddle an
existence between machine creature and synthetic life, making them
both resilient to the particular frailties of the organic, but also partly
subject to the vulnerabilities of the pure machine.

* Successful wounds scored by attacks with the Poisoned or
Fleshbane special rules must be re-rolled against this model.

* Inaddition to any other effects they cause, attacks with the Haywire
special rule will cause an additional wound on a Dé result of a 6
against the model. Roll for this wound separately, saves may be
taken as normal.

Flare Shield

Another of the Mechanicum’s specialised systems that only their high
adepts truly understand, a flare shield is a directional electromagnetic
flux field generator rumoured by some to be a product of Dark Age
technology from a source best left forgotten.

A flare shield operates against shooting attacks that strike the vehicle’s
front arc. It reduces the strength of attacks by weapons with the
Template or Blast type by -2, and other shooting attacks’ Strength by -1.
A flare shield has no effect on close combat attacks or attacks inflicted
with the Destroyer rule.
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Ground-tracking Auguries

Utilising similar systems to those carried by the Proteus pattern
Land Raider, ground tracking auguries are jealously guarded by the
Mechanicum. They are fitted to sub-orbital craft operating as scouts
at the leading edge of the Great Crusade, sophisticated scanners and
advanced cognis-interpreters allowing for the detection and analysis
of even the most well concealed ground target.

A Flyer equipped with this system gains the Strafing Run special rule.

Illum Flares (Flyers)

A vehicle equipped with Illum Flares may drop a single flare per turn.
They are fired in the same manner as Bombs (see the Warhammer
40,000 rulebook), a marker being placed where the flare lands after it
has scattered. Leave the marker in place until the end of the turn.
Any unit targeting an enemy unit within 12" of the flare marker
gains the Night Vision rule for that Shooting phase. If the firing

unit also has the Split Fire special rule, it only gains the benefit of
Night Vision when firing at units with at least one model within

12" of the flare marker.

Infra-red Targeting
A vehicle equipped with Infra-red Targeting gains the Night Vision
special rule.

Flare or Chaff Launchers (Flyers)

These are a single use item. A vehicle equipped with flare or chaff
launchers has a 4+ invulnerable save against any damage inflicted by
missile weapons,

Lorica Thallax

A divergent form of power armour technology developed by the

Ordo Reductor of the Mechanicum for their Thallax Centuries, the
Lorica Thallax, unlike its Space Marine counterparts, is permanently
surgically bonded to the body of the wearer. It uses linked mechanical
armatures to replace the primary limbs, and a compact reactor core

to generate power for the Thallax's weaponty. The armour is fused
directly to the spinal column and nervous system of the Thallax and
marks them both as warriors of the Mechanicum and serves as a
symbol of their servitude.

Lorica Thallax provides a 4+ Armour save and Feel No Pain (6+),and a
model equipped with this armour may not make Sweeping Advances.

Legion Vexilla and Standard

Each Space Marine maintains the ancient military tradition of the
battle standard being a rallying point and spur to glory. These icons
vary greatly from Legion to Legion depending on their particular
martial culture. Be they be a tattered flag that has weathered the shot -
and shell of a hundred battlefields, a burning steel standard or a rrophy
rack bedecked with the heads of slain xenos, it is in the shadow of
such banners and icons that battles are won or lost. From the Vexilla
displaying a particular squad's proud colours to the great standards of
the Legions’ chapters and companies, it is beneath such banners that
countless worlds have been conquered and scores of inhuman empires
have been trampled into the dust.

* Legion Vexilla— A unit with a Legion Vexilla may re-roll failed
Morale checks.

* Legion Standard — All of the Controlling player’s units with the
Legiones Astartes special rule within 6" of a Legion Standard
(including its bearer) are Fearless.

Legion Space Marine Bike

To some greater or lesser extent each Space Marine Legion deploys

a number of Bike and Attack Bike squadrons as battlefield scouts,
pursuit and shock troops. Some are based on venerable patterns such
as the Iron Shadow predating the Dark Age, while others, such as the
Wyvern which was developed on the far flung worlds of humanity in
response to local conditions, have been considerably up-engined and
armoured for Space Marine use.

Space Marine Bikes and Attack Bikes use the standard rules found in
the Warhammer 40,000 rulebook.

Legion Space Marine Scimitar Jetbike

Rare and deadly machines, whose compact and extremely powerful
grav-repellor motors are limited in production to only a handful of
sources in the galaxy-spanning Imperium, Space Marine Scimitar
Jetbikes are a glorious sight in battle, and often the last one an
enemy sees.

Space Marine Scimitar Jetbikes operate under the standard rules for
Jetbikes found in the Warhammer 40,000 rulebook. Any character
model that selects a Scimitar Jetbike as an option gains both +1
Toughness and improves its Armour save to 2+ if it is lower than this,

Machine Spirit

Certain vehicles of the Space Marine Legions, most notably the Land
Raider and its variants, are outfitted with a far more powerful control
and cogitation system than usually found in armoured vehicles, whose
Machine Spirit verges on the dangerously near-sentient. This bellicose
machine-entity not only supports the crew's actions in combar,

but also predicts them, and can even take over if they have become
incapacitated or stunned, prosecuting its own coldly savage attacks.

A vehicle equipped with a Machine Spirit gains the Power of the
Machine Spirit special rule.

Missile Barrage (Flyers)

A Flyer with this rule may fire up to four of its missiles in a single turn
rather than the normal maximum of two. These still count to the total
maximum of four weapons it may fire at once, however, according to
the standard rules for Zooming Flyers.

Mine Plough

A vehicle equipped with a mine plough rolls 2D6 when making a
Dangerous Terrain test instead of just one dice. The test is only failed if
the result of both rolls is 1s. In addition, whenever the vehicle moves
through an enemy Infantry unit as part of a Tank Shock move and is
not destroyed, the enemy unit takes D3+1 S2 AP- hits.

Narthecium

While the Apothecary who carries this specialised medical and
alchemical gear is still alive, all Space Marine models in their squad
and any Space Marine Independent Characters that have joined it
have the Feel No Pain universal special rule.
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Nuncio-vox

Usually fitted into a modified power armour backpack, a nuncio-vox is
a beacon and communications array that allows a Space Marine unit to
remain in constant co-ordination with other elements of their Legion
—be they in a neighbouring region or in orbit high overhead. This
allows precision reinforcements to be deployed nearby and strikes to
be targeted with deadly accuracy.

If one of the controlling player’s units wishes to arrive on the
battlefield via Deep Strike and chooses to do so within 6" of a unit
equipped with a nuncio-vox, then it will not scatter. When barrage
weapons are being used by the controlling player, line of sight may
be drawn from any model in their force equipped with a nuncio-vox
as well as the firing model itself (range is still drawn from the firing
model, etc). Note that the nuncio-vox model must already be on the
table at the start of the turn for it to be used (and cannot be used from
inside a vehicle).

Power Armour

Made from high grade composite armour plating over an augmenting
musculature of electro-fibre bundles, power armour features its own
energy systems, sensors and environmental seals. Legiones Astartes
power armour is the signature wargear of the Space Marine Legions
and subject to an on-going evolution in design stretching back to

the Thunder Warriors of the Unification Wars of Terra, fused with
the wisdom of the Mechanicum of Mars and technological relics
recovered over the years of the Crusade. At the outset of the Heresy,
the most common patterns employed by the Legions are the ‘Crusade’
and ‘Maximus’ types, with the ‘Tron’ pattern favoured for siege and
close assault work, although there are considerable customised
panoplies and many other Legion-specific sub-patterns in service.

Power armour provides a 3+ Armour save.

Ramjet Diffraction Grid

Using similar technology to the flare shield, this system channels the
plasma heat and radiated waste of the Primaris-Lightning’s powerful
engines into a scattering superheated plasma field in the aircraft’s wake,
leaving a fiery, comet-like trail. This reduces the Strength value of
incoming shooting attacks from its side and rear arcs by -1, but means
the model cannot benefit from cover saves thanks to Night Fighting,

Refractor Fields & Iron Halos

These devices are defensive field generators designed for personal
protection. They encompass the wearer in an energy field or force
barrier which serves to refract or deflect impacts and energy
discharges, althcugh the need for the wearer to move and fight, as
well as their power consumption prevents them from being anywhere
near inviolable to attack. Devices of this nature are relatively rare,
even among the Space Marine Legions, and are the province of
commanding officers and honoured champions where they are often
incorporated into armour or amulets and gifted as a mark of favour
and rank.

« Refractor fields provide a s+ invulnerable save.
« Tron halos provide a 4+ invulnerable save.
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Suspensor Web

These rare and highly sophisticated devices attach to portable heavy
weapons systems partially negating their weight (if not their bulk),
allowing them to be wielded in the manner of an assault weapon,
although at a reduced effective range.

A heavy weapon with a suspensor web effectively allows the firer

to treat the weapon as having the type Assault rather than Heavy
(meaning that they can move and fire at full WS, etc) when firing

in the Shooting phase at targets at up to half the weapon's usual
maximum range. This has no other effect, such as on Snap Shots when
charged, etc.

Ex‘ampfs.' A heavy bolter with a suspensor web, which is usually a range 36"
Heavy 3 weapon, can instead be used as if it were range 18" Assault 3 weapon
if the player wishes in their Shooting phase.

Terminator Armour [Great Crusade Era]

Also known as Tactical Dreadnought Armour after the edict which
called it into creation, Terminator armour is the finest protective
wargear in the arsenal of the Space Marine Legions, affording all but
impervious protection on the bartlefield. Designed principally for
heavy assault spearheads and for fighting in the murderous confines
of space hulks, Terminator armour is based in part on the heavily
shielded industrial gear used by the Mechanicum’s Solar Adepts to
work within the blazing sun-hot interiors of plasma macro-reactors.
Several different Terminator armour patterns were developed roughly
concurrently by different Forge Worlds during the later decades of
the Great Crusade, including the Indomitus, Tartaros and Saturnine
patterns, most of which were functionally identical.

Terminator armour features a powerful support exoskeleton and
internal energy supply, but pays for its unparalleled protection with
bulk. A model in Terminator armour has the Relentless and Bulky
special rules, and is not able to make Sweeping Advance moves in
combat. They alsc may not be transported in Rhino APCs. Terminator
armour affords a 2+ Armour save and a 5+ invulnerable save.

Cataphractii Pattern Terminator Armour: One of the first issued
Tactical Dreadnought armour patterns, the Cataphractii suits were
even more heavily protected than their contemporaries, with slab-
like ceramite pauldrons housing additional shield generators. This
design has the unfortunate side effect of overstraining the armour’s
exoskeleton and slowing the wearer dangerously. This difference led
to the pattern’s declining use with some Legions at the outbreak of the
Heresy.

In addition to the effects and rules listed previously for Terminator
armour, models in Cataphractii pattern armour have the Slow and
Purposeful special rules rather than the Relentless special rule, but
their invulnerable save is increased to 4+.
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aeotech pistol 12" 6 3 Pistol, Master-crafted

~ Bolter special ammunition
. (Krakenboltshells) 30" 4 4  Rapid Fire
- (Scorpius bolt shells) 24" 4 5 Heavy 1, Rending,

J 7 ‘ 3 Shred
I (Tempestboltshells) 18" 3 6 Rapid Fire, Blast (3") L o
ol N SRE Fiyperios sl uncher
i ~ Conversion beamer 48" 8 3 Heavy 1, Skyfire,
s i Upto18" 6 - Heavy 1, Blast (3") Interceptor,
Sl 18"to 42" 8 4 Heavy 1, Blast (3") Heat Seeker
/ 42"to72" 10 T s

Heavy 1, Blast (3")

Icarus quad lascannon 96" 9 2 Heavy 2, Interceptor,
Skyfire, Twin-linked
Deathstorm frag launcher \
48" 5 4 Heavy 1, Blast (3"), - ¢

Pinning Irradiation engine Template 4 3 Heavy 1, Fleshbane,

Kraken penetrator ea missile
36" 8 T

Demolisher cannon £ : Ordnance 1,
Large Blast (5")

Lightning gun Heavy 1, Shred,

Dual reaper autocannon st
ol _ Heavy 4, Twinlinked

Master of Signal bombardment
Unlimited 8 3 Ordnance D3,
Large Blast (5"), Barrage

LN Electromagnetic storm charge
i Bomb 3 4 Heavy 1, Large
Blast (5"), Haywire,
Concussive, One Use

Fellblade accelerator cannon

|, (HEshell) 100" 8 3 Ordnance 1, Medusa siege gun 36" 10 2 Ordnance 1, Barrage,
H Massive Blast (7") 1 !
H (AP shell)
f,-i 100" 9 2 Heavy 1, Armourbane,
,- 1 Blast (3" Neutron beam laser 36" 10 1 Ordnance 2,
oa | =av) Concussive,
3 ‘ Shock Pulse

Heavy 1, Blast (3"),
Concussive, Graviton
Pulse, Haywire

Graviton gun 18" Special 4

Phosphex bomb 5 Assault 1, One Use,
Blast (3"), Poisoned
(3+), Crawling Fire,
Lingering Death

Havoc launcher 48" 5 5 Heavy 1, Blast (3"),
' Twin-linked
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Weapon Range Str AP Type

Plasmablaster 18" 7 2 Assault2,GetsHot

Plasma blastgun

(Rapid) 72" 8 2 Primary Weapon 2,
Massive Blast (7")

(Overload) 96" 10 2 Primary Weapon 1,

Apocalypnc Blast (10")

Heavyz Lance, .
Blind, Gets Hot

Photon thruster

Quad heavy olt 36" . avyé,TWin—linked

Quad gun 48' . 4 Heavy 4, Interceptor,

(3 , e
Fleshbane, Rad-phage

Rotor cannon Salvo 3/4

Storm launcher
(Kharybdis) 24" 6 5

Heavy 2z, Pinning,
Twin-linked

Tempest rockets 4 Heavy 1, Sunder,

One sh

Turbo-laser destructor 96" D 2 Primary Weapon 1,

Large Blast (5")

Volcano cannon
(Falchion) 120" D 2

Primary Weapon 1,
1

"

Primary Weapon 1,
Haywire, Ignores
Cover, Heavy Beam,
Deflagrate

Volkite carronade 8 8 2

Whirlwind launcher
(Vengeance warhead) 12"-48" 5 4

Ordnance 1, Barrage,
Large Blast (5")
Ordnance 1, Barrage,
Large Blast (5"),
Ignores Cover Saves
Heavy 1, Skyfire,
Interceptor

(Castellan warhead) 12"48" 4 5

(Hyperios warhead) 48" 8 3

Melee Weapons

8

Breacher charge  Special Melee, One Use,

Blast (3"), Wrecker

Chainaxe

Melee, Unwieldy,
Cumbersome

Lascutter

aon blade Melee, Murderous

Strike, Specialist
Weapon

Melee, Concussive,
Wrecker, Specialist
Weapon

Siege wrecker - 10 2

The full rules for these weapons can be found in the Warhammer
40,000 rulebook:

+ Autocannon

+ Battle cannon

+ Bolter/boltgun

« Bolt pistol

* Heavy bolter

+ Combi-weapons

* Cyclone missile launcher

» Flamer

+ Hand flamer

+ Havoc launcher

+ Heavy flamer

« Hellstrike missiles

+ Flamestorm cannon

+ Force weapons

+ Heavy stubber

* Space Marine shotgun

+ Sniper rifle

* Grenade launcher (frag & krak grenades)
+ Lascannon

+ Multi-laser

+ Missile launcher (frag, krak & flakk missiles)
* Reaper autocannon

« Inferno pistol

+ Meltagun

« Muti-melta

* Plasma pistol

+ Plasma gun

« Plasma cannon

The full rules for the following close combat weapons can be
found in the Warhammer 40,000 rulebook:
« Chainfist

+ Chainsword

* Heavy chainsword

* Dreadnought close combat weapon

+ Force weapons

* Lightning claws

= Power fist

* Power sword

« Power axe

* Power maul

« Power lance

 Thunder hammer

Weapon ﬁ Str AP W

g3 A

e

e e e ik

b sl min) eyt sessotimh riRyn e

A A Ry




‘Tue Horus HERESY

Boox ONE - BETRAYAL

o fathammer ar
and battle in th the Horus H Igling Imperium of Mankind was.
torm apart by bloody civil war and treachery. #
This book Livish ol i
on the dah deh fihe Space
a gl datk deeds of the baule of Isstvan 11 Alio detailed
Horu, B ’s Child

Vorlt d Death Guard, and.
the conflict on Tsstvan 111 in youir own excliing tabletop battles.

For more information visit
FORGEWORLD.CO.UK




Book Two - Massacre

o ey Bk T~ Masar 1. suplement for Warhammer 40000 dedling
i and bade i he dark 3g¢ of the Horus Heresy, when the ledgling Impertam
A Mankind wastorn apare by bloody civil war and treachery. This bonded fethes
o dbeck book Lvisly lustrted n ull colour containsextensive backgpound
stionanthe darkdecds eding up o the terble saughiertht unfoded durng
he lstvan V Dropsite Massacre.

dte e histoies o four of the Legions who took pare theIron Hands
e Night Londs and Word Bearers, and an extensive campalgn sysem that
Lo you 9 ply out he conflic on Lstvan V. in your ow exciting 1abletop bl

for the Space Marie Legion Crusade Army
ed in The Horus Heresy Book One — Betrayl, as well as game rules for the Primarchs
i i TR

rus Heresy Book Tuvo =) he Warh:

Edrayal o use s conents.

Book THREE - EXTERI\%I

s Heresy Book Three 40,000 :
éedling with war and battle in the dark age of the Horus Heresy, Decafledare the
s of four Legions: the Raven Guard, Iron Warriors, Alpha Legion and. Imperial

1 the Dropsil

the war, the Invasion of

inyour:

1 oy
Y.

huding rules fo a range of thelr
3¢t machines T alsof 4
Army it presented in The Horus Heresy Baok One~ Belrapal, from game tales
“he Primarchs of the four newly described Leglons to superheavy vehiclesand
Pectlchanacrers featured in the booK' stories

Yo Heresy Book Three fortt
*hich requires the Wahammer 40,000 ralebook and Tle Horis Hepey Book One =

< ts contents,

For more information visit
FORGEWORLD.COUK




Fulgrim, Primarch of the Emperor’s Children Legion

Fernus Manus, Primarch of the Iron Hands Legion

Formore information visit
FORGEWORLD.CO.UK




THE Horus HErgsy

Brack LiBrarY CorEcToR’s Ebrmions

Each Black Library Gollector’s edition is a deluxe
hardback with wraparound artwork cover, featuring an
exclusive author afterword and/four unique internal
illustrarions. Be the first to read the latest instalment!

s areld \
P

e
Available from blacklibrary.com













	Contents
	Battles in the Age of Darkness
	HQ
	Legion Praetor

	Elites
	Legion Veteran Tactical Squad

	Troops
	Legion Tactical Squad

	Dedicated Transports
	Legion Rhino Armoured Carrier

	Fast Attack
	Legion Seeker Squad
	Legion Outrider Squad
	Legion Attack Bike Squadron
	Legion Jetbike Sky Hunter Squadron
	Primaris-Lightning Strike Fighter
	Tarantula Sentry Gun Battery
	Anvillus Pattern Drop Pod
	Legion Land Speeder Squadron
	Legion Storm Eagle Assault Squadron
	Legion Javelin Attack Speeder Squadron

	Heavy Support
	Deathstorm Drop Pod
	Legion Heavy Support Squad
	Legion Predator Strike Armour Squadron
	Legion Land Raider Battle Squadron
	Legion Fire Raptor Gunship
	Achillies-Alpha Pattern Land Raider
	Legion Artillery Tank Squadron
	Legion Vindicator
	Legion Spartan Assault Tank
	Legion Caestus Assault Ram
	Sicaran Venator Tank Destroyer
	Legion Sicaran Battle Tank
	Legion Kharybdis Assault Claw
	Legion Whirlwind Scorpious

	Lords of War
	Legion Stormblade Super-Heavy Tank
	Legion Cerberus Heavy Tank Destroyer
	Legion Typhon Heavy Siege Tank
	Legion Falchion Super-heavy Tank Destroyer
	Legion Malcador Assault Tank
	Legion Fellblade Super-heavy Tank
	Legion Glaive Super-heavy Special Weapons Tank
	Legion Thunderhawk Transporter
	Legion Thunderhawk Gunship

	Fortifications
	Imperial Castellum Stronghold

	Optional Heavy Support
	Thallax Cohort
	Castellax Class Battle-Automata Maniple

	Legion Astartes Special Rules
	Legion Astarties Wargear
	Reference Sheets

