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LOYALISTS & H ERETICS 
This book contains a variety of unique characters, many of whom have been depicted as fighting for either the Emperor or his traitorous 
Warmaster, Horus, in Forge World's Horus Heresy series and the Black Library's Hon1s Heresy novels. As these loyalties do not always match 
the prevailing loyalty of their legion or Primarch, we have marked all characters and some units with a stamp to indicate whether they may 
be included in a Loyalist or Traitor army during games set in the Horus Heresy. If no stamp is present on a given character or unit then it 
may be used by either the Loyalists or Traitors. 

In campaign games where you have purposefully diverged from the established history of the Horus Heresy, perhaps having the Iron Hands 
present on lsstvan III or having Fulgrim remain loyal, you may feel free to ignore these guidelines, but make sure that your opponent is 
aware of the decision to do so. 

Characters or units marked with this stamp remain true to their 
oaths to the Emperor and his vision of a unified Mankind. They may 
only be used in a Loyalist army when included in games set during 
the Horus Heresy. 

-

Characters or units marked with this stamp have abandoned their 
former loyalty and pledged themselves to Horus. They may only 
be used in a Traitor army when included in games set during the 
Horus Heresy. 
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CRUSADE ARMY Lrsr APPENDIX I: THE SoNs oF HoRus 
lEGIONES AsrARTES (SONS OF H oRUS) 

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. 

In the case of the Sons of Horus, the combat doctrines of this most aggressive Legion were those of the 
application of overwhelming force directed to where the foe was weakest. These shattering blows were used 
to utterly destroy enemy command cadres, vital strategic support structures and wreak terrible slaughter 
on the pride of an enemy's forces, often turning the tide of an entire conflict with a single, well-placed and 
savage attack. Even on a personal level, the Sons of Horus took this merciless doctrine to heart and, like the 
wolves they were once named for, were swift to exploit a foe 's weakness, surrounding and brutally tearing 
apart an outnumbered or exposed enemy before they could recover from the shock of an assault. 

All models and units with this special rule are subject to the following provisions: 
Legiones Astartes: Units with this special rule may always attempt to regroup regardless of casualties. 
The Edge of the Spear: Units with this rule who are held in reserve (and any transport vehicles they are 
being carried in) may, if their controlling player wishes, re-roll results of a 'r' when making Reserve rolls. 
Bitter Pride: Units with this special rule cannot benefit from the Warlord Trait of an allied character or 
an allied Independent Character's Leadership score. 
Merciless Fighters: If the number of Sons of Horus infantry models* in a particular close combat is 
greater than that of the enemy during Initiative step I of the Fight sub phase, then each model with this 
rule that has already fought may make a single additional attack. 

*Count Bulky models on both sides as two models each, and very Bulky models as three models each for the purpose of 
working this out. 

LEGION SPECIFIC UNITS & w ARGEAR 

In addition to those found in the Crusade army list, the Sons of Horus Legion has particular access to the 
following additional unit types: Justaerin Terminator Squads, Reaver Attack Squads and Anvillus pattern 
Dreadclaw Drop Pods. Justaerin Terminator squads may be chosen as Elites choices or replace Command 
Squads for the army. Reaver Attack Squads may be cho§en as a Fast Attack choices. 



THE SoNs oF HoRus UNIQUE RITE oF WA~ THE BucK REAVING 
With the treachery of the Warmaster, their gene-father, the Sons of Horus Legion grew ever more savage 
and proud. Freed of the last remaining shackles imposed on them by the distant rule of the Emperor and 
the dim remembrance of Terra's martial traditions, they fought with callous, calculated fury, born both of 
the darkness in their hearts and shadowed powers which Horus had found communion with. Their battle 
tactics became ever more predatory, while the Warmaster himself saw to it that as the rebellion burned on, 
his own Legion lacked neither for recruits nor the finest weapons and wargear his enthralled Mechanicum 
allies could supply. This Rite of War represents just such a Sons of Horus formation, a highly co-ordinated 
strike force which encircles and tears apart its victims like a pack of nightmarish predators. 

Effects 
• Encirclement: Any non-Vehicle unit which is part of a detachment using this Rite of War which enters 

play from reserve (other than by Deep Strike) has the Fleet special rule on the turn it arrives. 
• Cut them Down: Units with the Legiones Astartes (Sons of Horus) special rule taken as part of a 

detachment using this Rite of War gain the Rage special rule when they successfully charge an enemy 
unit which is already engaged in an on-going assault. 

• Reaver Onslaught: Sons of Horus Legion Reaver squads may be chosen as Troops choices for 
detachments using this Rite ofWar. 

• The Eye of the Warmaster: Justaerin Terminators chosen as part of a detachment using this Rite of War 
gain the Deep Strike special rule. 

Limitations 
Detachments using this Rite of War must take a Master of Signal as a Compulsory HQchoice, in addition 
to the Praetor or other characters whose presence allows for the use of a Rite of War. 
Detachments using this Rite of War must take more Fast Attack choices than Heavy Support choices from 
the Force Organisation chart for the mission type they are using. So, for example, if the force contains 
three Fast Attack choices, it may also contain up to two Heavy Support choices. 
Detachments using this Rite of War must take an additional Compulsory Troops choice as part of their 
Force Organisation chart. 
Primary detachments using this Rite of War may not take Fortification detachments. 

Banestrike Bolter Rounds (Special Ammunition type) 
These mysterious variant bolt shells, believed to have been designed in secret within the armouries 
of the Alpha Legion long before the outbreak of the Heresy, had it seems a sole purpose; to breach 
the ceramite power armour of Space Marines. Used openly for the first time at the Dropsite Massacre 
on Isstvan V, their dense explosive cores and firing stresses reduced their range and swiftly degraded 
the firing weapon, but their effect against the betrayed Legions was devastating. Fortunately for the 
Loyalists, supplies of these difficult to manufacture munitions rounds were limited, and only the Alpha 
Legion and the Sons of Horus were able to field them in substantial numbers beyond that incident of 
brutal treachery. 

Banestrike bolter rounds used in bolters have the following profile: 

Banestrike 
(Boltgun) 
(Combi-bolter) 

Range Str 
18" 4 

r8" 4 

AP 

5 

5 

Type 
Rapid Fire, Banestrike 
Rapid Fire, Banestrike, Twin-linked 

Banestrike: When rolling To Wound, results of a 6 with this weapon are at AP 3· 

Legion Seeker Squads with the Legiones Astartes (Sons of Horus) special rule may exchange their 
Scorpios special issue ammunition with Banestrike ammunition at no cost. 

Independent characters with the Legiones Astartes (Sons of Horus) special rule may upgrade either a 
boltgun or combi-bolter they are carrying to use exclusively Banes trike ammunition for +5 points. 



ANVIuus PAmRN DREADCLA w DRoP PoD 100 POINTS 

Armour 
BS Front Side Rear HP 

Dreadclaw 

Unit Composition 
• 1 Dreadclaw 

Unit Type 
• Vehicle (Hover, Flyer) 

War gear 
• Frag assault launchers 

Special Rules 
• Assault Vehicle 
• Deep Strike 
• Drop Pod Assault 
• Heat Blast 

Transport Capacity 
• The Dreadclaw has a transport 

capacity of 10 models or can 
be used to transport a single 
Dreadnought. 

Access Points 
• One access hatch beneath the 

hull. In practice, passengers 
can disembark at ground level 
within 2" of the hull. 

Dedicated Transport 
• In a Sons of Horus army, 

Anvillus Pattern Dreadclaw 
Drop Pod may be taken as a 
Dedicated Transport for the 
following units: 
- Justaerin Terminator Squad 
- Legion Terminator Squad 
- Legion Dreadnought 

(Talon of I only) 
- Legion Seeker Squad 
- Reaver Arrack Squad 
- Legion Command Squad 

• Any unit purchased a 
Dreadclaw Drop Pod as a 
Dedicated Transport must 
begin the game deployed 
within it. 

I2 I2 I2 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 Assault 
rule for the army. At the beginning of the controlling player's 
first player turn, they must choose half of the it Drop Pod units 
(rounding up) to make a Drop Pod Assault. These units arrive 
on theit 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). 

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 offensive weaponry, dispersing their blasts to incinerate 
anything nearby on landing, or in 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 
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 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 D6 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 titne this attack is inflicted. On a result of a I, the 
Drop Pod itself suffers a penetrating hit. 



]USTAERIN TERMINATOR SQUADS 205 POINTS 

Justaerin Terminator 

Unit Composition 
• 3 Justaerin Terminators 

Unit Type 
• Infantry 

Wargear 
• Cataphracrii 

Terminator armour 
• Combi-bolter 
• Power weapon 

Dedicated Transport 

ws 
5 

• A Justaerin Terminator squad 
numbering five models or less 
may take a Land Raider Phobos 
or a Dreadclaw Drop Pod as a 
Dedicated Transport. 

Special Rules 
• Legiones Astartes 

(Sons of Horus) 
• Implacable Advance 
• Stubborn 
• Furious Charge 
• Favoured of Horus 
• Chosen Warriors 

BS 
4 

s 
4 

Options 

T 

4 

w 
I 

• The squad may include 

I 

4 

A 

2 

Ld 

9 

Sv 
2+ 

- Up to an additional seven Justaerin Terminators ...... +40 points each 
• For every five models in the squad, one Justaerin Terminator 

may exchange their combi-bolter for one of the following special 
weapons: 
- Heavy flamer ................................................................................... +10 points 
- Reaper autocannon ....................................................................... +15 points 
- Multi-melta ...................................................................................... +25 points 

• Any Justaerin Terminator may exchange their combi-bolter for: 
- Combi-weapon ....................................................................... +?points each 

• Any Justaerin Terminator may exchange their power weapon for a: 
- Power fist .................................................................................. +5 points each 
- Lightning claw ........................................................................ +5 points each 
- Chain fist ................................................................................ +10 points each 

• Any Justaerin Terminator may exchange both their power weapon 
and their combi-bolter for: 
- Pair of lightning claws .................................................................. +15 points 

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

Favoured of Horus 
A Justaerin Terminator unit may be chosen instead of a 
Command squad as a bodyguard for any Terminator armour­
equipped Praetor of the Sons of Horus (or the Primarch Horus 
himself). Justaerin Terminators must always be modelled/ 
painted to be visually distinct from standard Legion Terminator 
squads to avoid confusion. 



REAVER ArrAcK SQUAD 

Reaver 
Reaver Chieftain 

Unit Composition 
• 4 Reavers 
• 1 Reaver Chieftain 

Unit Type 
• Reaver: Infantry 

ws 
4 

4 

• Reaver Chieftain: Infantry 
(Character) 

War gear 
• Power armour 
• Bolt pistol 
• Chainsword or combat blade 
• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Sons of Horus) 
• Assassin 's Eye 
• Outflank 

Dedicated Transport 
• A Reaver squad, so long as it is 

not equipped with jump packs, 
may choose a Legion Rhino or 
an An villus pattern Dread claw 
Drop Pod as a Dedicated 
Transport if it numbers 10 

models or less. 

BS 

4 

4 

s 
4 

4 

Option s 

T 

4 

4 

w 
1 

1 

• The Reaver squad may take: 

I 

4 

4 

A 

2 

3 

Ld 
8 

9 

135 POINTS 

Sv 

3+ 
3+ 

- Up to 10 additional Reavers .............................................. +15 points each 
• Each model in the squad may take one of the following options: 

- Boltgun with banes trike shells .......................................... + 5 points each 
- Volkite charger .................................................. ..................... +7 points each 
- Combi-weapon with banestrike shells 

for its boltgun component ........ .................. ...................... +IO points each 
• Rather than taking an option from the previous list, one in every five 

models in the squad may take one of the following options instead 
(this may include the Reaver Chieftain): 
- Flamer .................................................................................... +10 points each 
- Meltagun ...... .......................................................................... +1 5 points each 
- Plasma gun ... .......................................................................... +15 points each 
- Plasma pistol... ....................................................................... +1 5 points each 

• Any model in the squad may exchange theit chainsword or combat 
blade with one of the following weapons: 
- Chainaxe ..................... ............................................................... +1 point each 
- Power weapon ...................................................................... +10 points each 
- Power fist ............................................................................... +15 points each 

• The Reaver Chieftain may also take any of the following option s: 
- Melta bombs ........................... ........................................................... +s points 
- Artificer armour ....................... ...................................................... +10 points 
- Hand flamer ...................................................................................... +5 points 

• The entire squad may also take: 
- Jump packs ............................................................ +so points for the squad 

Assassin's Eye 
A model with this special rule uses the Precision Shots and 
Precision Strikes rules (see the Warhammer 4o,ooo rule book) 
despite not being a character. 
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Addenda: Remembrancer deprchons 
of Sons of Horus Reaver umts. Reaver 

units made extensrve use of prototype and 
sub-pattern wargear and power armour, 

manufacture and origm unknown. 
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MALoGHURST THE TwiSTED 140 POINTS 
CADRE-cAPTAJN OF THE SONS OF H ORUS, BEARER OF THE EYE, THE SHADOWED HAND, EQUERRY OF THE w ARMASTER 

Maloghurst 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Power armour 
• Power sword 

ws 
5 

• Bolter with banestrike shells 
• Bolt pistol 
• Frag & krak grenades 
• Refractor field 
• Legion standard 

Special Rules 
• Legiones Astartes 

(Sons of Horus) 
• Independent Character 
• Master of the Legion 
• Bearer of the Eye 
• Broken in Body 
• Adamantium Will 

BS 

5 

s 
4 

T 

4 

w 
3 

I 

4 

A 
2 

Ld 
10 

Sv 

3+ 

Warlord Trait 
The Battle Standard of Rebellion: IfMaloghurst is the army's 
Warlord, then he is counted as a scoring unit in any mission where 
Troops are classed as scoring units. 

Bearer of the Eye 
Maloghurst serves both as the Warmaster's equerry and enforcer 
within his own ranks, and where he goes, the will and power of 
Horus goes with him. If Maloghurst is present in a detachment, 
the Sons of Horus Veteran Tactical Squads and Sons of Horus 
Reaver Squads may be taken as Troops choices in that detachment. 

Broken in Body 
Once one of the finest warriors in his Legion, his body was 
shattered by terrible injuries which have left him a shadow of his 
former glory. Maloghurst and any unit he joins may not make 
Run moves or Sweeping Advances. 

-



/ 

Addenda: Remembrancer depictions of 
Sons of Horus Centurion and Command units, 

Later Great Crusade era. 

Divergent armorial and Cthonian glyph patterns 
increase in use, alongside repeated use of the 

Warmaster's personal iconography. 



EZEKYLE ABADDON 215 POINTS 
FIRST CAPTAIN OFTHE SONS OF H ORUS, FAVOURED OF THEw ARMASIER 

Ezekyle Abaddon 

Unit Composition 
• I (Unique) 

Unit Type 

• Infantry (Character) 

War gear 
• Justaerin warplate 
• Master-crafted power fist 

ws 
7 

• Combi-bolter or power sword 
• Grenade harness 

Special Rules 
• Legiones Astartes 

(Sons of Horus) 
• Rites ofWar 
• Master of the Legion 
• Fearless 
• T eleporter Assault 
• Marked by Dark Fates 
• Bulky 
• Independent Character 

Warlord Trai t 
• Intimidating presence (see the 

Warhammer 40,000 rule book) 

BS 
5 

s 
4 

T 

4 

w 
3 

Justaerin Warplate 

I 

5 

A 

4 

Ld 
IO 

Sv 

2+ 

By the time of the Heresy A bad don habitually took to battle 
wearing a modified suit ofTerminator armour re-engineered for 
his frame by the Dark Mechanicum. This armour gives him a 2+ 

armour save and a 4+ invulnerable save, as well as the Relentless 
special rule. 

Teleporter Assault 

Operating most commonly off of Horus' flagship, the Vengeful 
Spirit, Abaddon and his Justaerin commonly took advantage of the 
vessel's substantial teleporter engines to attack into the heart of 
an enemy force. Abaddon and any Terminator armour-equipped 
unit with which he is joined before deployment may Deep Strike. 
Additionally they may re-roll results on the Deep Sttike Mishap 
table if desired. 

Marked by Dark Fates 
The fates hold an eternity of war for Abaddon. In campaign games 
where character casualties and injury between battles is a factor, 
any such chart results for Abaddon may be re-rolled. 



GARVIEL LOKEN 
lAsr CAPTAIN OF THE LUNA WOLVES 

ws 
Garviel Loken 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• Power armour 
• Paragon blade 
• Bolt pistol 
• Frag and krak grenades 
• Iron halo 

Special Rules 
• Legiones Astartes 

(Sons of Horus) 
• Rites of War 
• Master of the Legion 
• Born Survivor 
• Independent Character 
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3+ 

• Inspiring presence (friendly units within 12" can use Loken's 
Leadership value rather than their own.) 

Born Survivor 
The first time that Loken should be removed as a casualry during 
a game, roll a D6. On a result of 2+ he lives on with a single wound 
remaining. Once this rule has been used once in a particular 
banle, it has no further effect. 



HoRus THE W ARMASTER 500 POINTS 
HoRus l uPERCAL, THE BREAKER OF TYRANTs, THE FAvouRED SoN, THE EYE OF TERRA 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Serpent's Scale 
• The Warmaster'sTalon 
• Worldbreaker 
• Cognis signum 
• Frag grenades 
• Teleponation Matrix 
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• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Weapon Mastery 
• Sire of the Sons of Horus 
• The Point of the Spear 
• God of Battle 
• Very Bulky 



SPECIAL RULES 

Weapon Mastery: The Warmasrer has rwo close combat weapons and 
may wield them simultaneously, splitting his attacks between them in 
combat as desired. 

Sire of the Sons of Horus: When Horus fights a unit or character 
with Weapon Skil14 or less, he gains +D3 attacks (roll at the start of 
each fight sub-phase). If he (and any Terminator unit he has joined) 
are placed in reserve, then his player may elect which turns he arrives 
on. Any turn from the second onward may be selected rather than 
rolling randomly as would normally be the case. 

God of Battle: Horus wields a genius-level strategic intellect 
combined with a gutter-fighter's savagery, honed together over 
centuries of constant warfare and martial experience, and it was 
not for nothing he was considered by many as foremost among his 
superhuman kind. 

• Any unit part of a force containing Horus placed in reserve gains 
the Outflank rule. 

• All models with the Legiones Astartes (Sons of Horus) special rule 
gain +I Leadership to a maximum of Leadership 10 when Horus is 
present in the same force. 

• A force containing Horus may Seize the Initiative on a roll of 4+ 
where this is allowed in a mission. 

The Point of the Spear: Where Horus gives battle, he does so with 
the full might of his dread Legion with him, from his fanatic Jusraerin 
Terminator armoured elite to a war-fleet capable of crushing entire 
star systems with contemptuous ease. 

• Veteran Tactical Squads and Justaerin Terminator-squads may be 
taken as Troops choices in an army with Horus as irs Warlord. 

• Unless engaged in close combat or held in reserve, Horus may call 
down a single precision orbital bombardment attack in the Shooting 
phase once per game. This attack has the following profile: 

Precision 
Bombardment 

Range Str 

Unlimited 10 

AP 

2 

Type 

Ordnance 1, 

Large Blast (s"), Lance, 
Twin-linked 

WARGEAR 

The Serpent's Scales: Horus' unique suit ofTerminator armour is 
one of the first prototypes of its kind, fashioned and continuously 
improved by the hand of Kelbore Hal and the greatest artificers of the 
Imperium, and it is proof against attacks of both brute and esoteric 
origin. The armour provides a 2+ armour save and a 3+ invulnerable 
save. The armour also negates any psychic attack directed at the 
Warm aster or any effect that would adversely modify his characteristic 

profile on a D6 roll of 3+. 

World breaker: This is a power maul of prodigious size and might, 
which as well as being a weapon capable of shattering armoured 
ceramite, it is also is a signifier of Horus' rank ofWarmaster, and is said 
to have been created by the hand of the Emperor himself as a gift to 
his favoured son. 

Range Str 
World breaker 10 

AP 
2 

Type 
Melee, Master-crafted, 
Concussive, Unwieldy 

The Warmaster's Talon: A unique lightning claw which incorporates 
a baroquely styled twin-bolter, the Talon has long been Horus' favoured 
weapon. Some apocryphal sources claim it is an antediluvian relic that 
was found deep on the planet Clthon, and was a product of Mankind's 
Dark Age ofTechnology. The Talon has rwo profiles listed: one 
represents the lighming claw, and the second the in-built bolt weapon. 

Range Str AP Type 
The Talon User 2 Melee, Shred, 

Disabling Srrike. . 
24 5 3 Assault 3, Twin-linked 

Disabling Strike: Horus favours a combat style that is part measured 
cruelty and part unbridled fury, and with the blades of his Talon is 
adept and severing tendons, gutting vitals, puncturing organs and 
laying low the mightiest opponent be they human or xenos beast. Any 
model wounded but not slain by the Warmaster's Talon in a particular 
Assault phase is -I WS and - 1 Str for the rest of the game. This damage 
is cumulative across multiple Assault phases. 

Teleportation Matrix: The Warmaster and any attached Terminator 
unit from his army may choose to Deep Srrike, and will not scatter 
while doing so. 



CRUSADE ARMY LIST APPENDIX II: THE wORLD EATERS 
LEGIONES AsrARTES (WORLD EATERS) 

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 culrure. 

Of all the Space Marine Legions in the Emperor's service, the World Eaters were among the most feared, 
the whisper of their coming was enough to quell rebellion and send armies to flight in terror. Tales of their 
predations and massacres were numberless, and their reputation was as the Emperor's war hounds, as such 
a name they once carried-beasts, butchers and madmen whose fury was fuelled by bloodshed, and was 
such that no sane warrior would stand willingly against them. Their reputation was well deserved, if an 
oversimplification of them as a fighting force, which knew well the virtue of tactics and weapons, at least 
before their fall. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup regardless of casualties. 
• Incarnate Violence: All units with the Legiones Astartes (World Eaters) special rule gain the Furious 

Charge special rule once they have destroyed a unit in close combat or caused one to fall back after a 
victorious Assault phase. Place a counter by the unit or otherwise mark that this is the case. Characters 
with this rule gain +1 WS when fighting in a Challenge. 

• Bloodlust: After winning an assault, models with this special rule must always consolidate towards the 
nearest enemy unit they have the abiliry to harm. Should a unit with this special rule fail a Morale check 
after being defeated in combat, before rolling for Fall Back, roll a D6. On a roll of 1 they do not flee (and 
count as passing their Morale check instead), but now become subject to the Rage special rule for the rest 
of the battle. Place a counter by the unit or otherwise mark that this is the case. 

THE SAVAGE TIDE RisiNG: THE DooM oF THE W oRLD EATERS LEGION 

Long before the dawning of the Horus Heresy, the World Eaters had stood on the edge of an abyss 
created by their own unquenchable bloodlust, the bitter rage of their Primarch and the self-mutilation 
of their own brains and nervous systems. Baptised in the blood of their fellow Legionaries and their 
own brothers at lssrvan Ill, whether they knew it or not, the Legion had toppled headlong into 
that abyss, and in that darkness, the Ruinous Powers were waiting to claim their souls. Blindly and 
unknowingly, the World Eaters went to their doom with each sweep of their chainaxes and each life 
torn apart before them, and as the blood flowed, the madness within them grew ever worse. 

A World Eaters army representing a Traitor force in games set after lsstvan in the Horus Heresy 
campaign may, if its controlling player wishes, exchange the Bloodlust component of their Legiones 
Astartes (World Eaters) special rule with the Blood Madness special rule shown below instead. In non­
campaign games, it is also free to use this rule, but must always declare this at the start of the game. All 
units in the army must use Blood Madness or Bloodlust, you cannot have a mix of the two! 

Blood Madness: Any unit with this rule h as the Rage special rule and must always make Sweeping 
Advances if able and cannot voluntarily Go to Ground or choose to fail a Morale check. In addition, 
after an assault, models with this special rule must always Consolidate towards the nearest enemy unit 
that they are able to harm. 



LEGION SPECIFIC UNITS 

In addition to those found in the Crusade army list, the World Eaters Legion has particular access to two 
additional unit types: Ram pager squads and The Red Butchers. It also has access to additional wargear: 
chainaxes and gladiatorial weapons of the Caedere for their Ram pager squads. Ram pager squads may be chosen 
as both Fast Attack and Elites choices for a World Eaters Legion army, while The Red Butchers are Elites 
choices only. 

Chain axes 
Any model with the Legiones Astartes (World Eaters) special rule which has access to a chainsword can 
instead take a chainaxe for free as long as this is appropriately represented on the model. 

Caedere Weapons 
Based upon the ritual weapons of the cyber-augmetic gladiators of the savage world on which their bloody­
handed Primarch was once cast, it was Angron himself who revived the use of the Caedere among his 
Legion's ranks. Brutal and difficult to master, the weapons of the Caedere remain largely the preserve of the 
Ram pagers- World Eaters who have responded the best to the addition of the cranial berserker implants 
which are a hallmark of the Legion, and its champions. 

A model with Caedere weapons may select one of the following to replace their listed weaponry: 

Weapon Range Str AP Type 
Meteor hammer +2 5 Melee, Specialist Weapon, Two-handed, Concussive, 

+I Initiative 
Excoriator chainaxe +I 3 Melee, Specialist Weapon, Two-handed, Shred, Unwieldy 
Twin Falax blades As User 5 Melee, Specialist Weapon,+ I Attack, Rending 
Barb-hook lash As User 5 Melee, Specialist Weapon, Flesh bane 

Any model with either the Independent Character special rule or Character type and with the Legiones 
Astartes (World Eaters) special rule may exchange a chainsword or combat blade for one of the Caedere 
weapons for +15 points. 

WoRLD EATERS UNIQUE RITE OF WAR: BERSERKER AssAuLT 

In the aftermath of the betrayal at Issrvan III, the World Eaters Legion, under their savage Primarch Angron, 
became ever more insular as a Legion and uncontrollable on the battlefield, proving a double-edged sword 
even to their allies. The psycho-surgery rife within the Legion became even more widespread and extreme 
in its use, and the neophytes inducted with ever-increasing pace into the World Eaters' ranks to replace the 
fallen were cerebrally mutilated with the implants as a matter of course. All-out infantry assaults supported 
by fast moving armour, with the aim of immediately closing into bloody melee with the foe, had always been 
a hallmark of the Legion, and now became often their goal; carnage for its own sake beyond any strategic 
objective to the contrary. 

Effects 
• Berserk Charge: All models with the Legiones Astartes (World Eaters) special rule subject to this Rite of 

War gain the Hatred special rule while outside of their own deployment zone, and must always attempt to 
make Sweeping Advances if able. 

• Unstoppable Wave: All models with the Legiones Astartes (World Eaters) special rule subject to this Rite 
of War must re-roll failed Pinning tests and must re-roll their Run roll results of 'I'. 

Limitations 
• Detachments using this Rite of War must take an additional Compulsory Troops choice in addition to that 

usually required on their Force Organisation chart. 
• Detachments using this Rite of War may not take more vehicles with the Tank or Flyer type than they 

have Infantry units in the detachment. 
• Detachments using this Rite of War may only take a single Consul as part of their HQchoices and may 

not take a Librarian. 
• Primary detachments using this Rite of War may not take a Fortification or other Space Marine Legion 

allied detachment. 



THE RED BUTCHERS 

Butcher Termin ator 

The Devoured 

Unit Composition 
• 4 Butcher Terminators 

• 1 Devoured 

Unit Type 

ws 
5 

5 

• Butcher Terminators: Infantry 

• Devoured: Infantry (Ch aracter) 

Wargear 

• Cataph ractii pattern 

Terminator armour 

• Poweraxe 

• Combi-bolter 

Special Rules 
• Legiones Astartes 

(World Eaters) 

• Ravening Madmen 

• Fearless 
• Hatred (Everything) 

• Feel No Pain (6+) 

• Unstoppable Ch arge 

Dedicated Transport 
• A Red Butchers squad may 

choose a Land Raider Proteus 

or Land Raider Phobos as 

a Dedicated Transport if it 
numbers 5 models, or a Spartan 

Assault tank if it numbers 10 

models or less. 
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Options 
The Red Butch ers squad may take: 

- Up to 5 additional Butcher Terminators ...................... +45 points each 

Any m odel in the unit may exchange their combi-bolter fo r a: 

- Second power axe ..................................................................................... Free 

Any m odel in the unit may exchange both their power axe and 

combi-bolter for a: 

- Pair of lightning claws .......................................................... +5 points each 

The Devoured may exchange any of their power axes for one of the 

following weapons: 

- Power fist ............................................................................................ +5 points 

- Chainfist ........................................................................................... +10 points 

- Thunder hammer ........................................................................... +10 points 

The Devoured may exchange their combi-bolter for a: 

- Combi-weapon ................................................................................. +5 points 

Ravening Madmen 
The psych-surgery inflicted upon the Butchers and the 

awakening taint within the World Eaters Legion has combined to 

create a superhum an killing machine without reason or restraint, 

controlled only through the use of brutal shock implants and the 

prison of the Terminator armour into which they have been fused 

by the Legion's Techmarines. 

While they attack with their listed Weapon Skill (which is also 

used for any particular test they are called on to make), they care 

nothing for their own defence in combat, and so enemy models 

always hit them on a 3+ in assaults. Models with this special rule 

can never be scoring units regardless of the provisions of the 

mission being played. 

Unstoppable Charge 
Units comprised of a majority of models with this special rule 

may re-roll failed charge distances. 



RAMPAGER SQUADS 

Ram pager 
Ram pager Champion 

Unit Composition 
• 4 Ram pagers 
• 1 Ram pager Champion 

Unit Type 
• Ram pager: Infantry 

ws 
4 
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• Ram pager Champion: Infantry 
(Character) 

Wargear 
• Power armour 
• Bolt pistol 
• Chainaxe 
• Frag and krak grenades 

Dedicated Transport 
• A Ram pager squad numbering 

10 models or fewer and not 
equipped with jump packs may 
take a Land Raider Phobos as a 
Dedicated Transport. 

Special Rules 
• Legiones Astartes 

(World Eaters) 
• FeelNoPain(6+) 
• Chosen Warriors 

(Rampagers only) 
• Scout 
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- Up to an additional five Rampagers ............................... +20 points each 
• Any member of the squad may exchange their chainaxe for 

- Heavy ch ainsword ........................................................................ ... +5 points 
• Any member of the squad may exchange both their bolt pistol and 

chainaxe for 
- One of the Caedere weapons ................................. +ro points per model 

• The squad's Champion may: 
- Exchange their bolt pistol for a plasma pistol.. ..................... +I5 points 

• The squad's Champion may exchange their chainaxe for one of the 
following: 
- Power weapon .................... ............................................................. +10 points 
- Lightning claw ................................................................................ +15 points 
- Power fist .......................................................................................... +15 points 

• The squad's Champion may: 
- Upgrade to Artificer annour ...................................................... +10 points 

• The entire squad may be equipped with: 
- Jump packs ............................................................................. +IO points each 

Chosen Warriors 
All Ram pagers in the squad may accept and issue Challenges. 



CENTURION SHABRAN DARR 115 POINTS 
'WHITE-EYEs',AoJUTANTTonu: n AssAULT COMPANY OF mE WoRLD EATERS 

Shabran Dart 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Ch aracter) 

Wargear 
• Power armour 
• Bolt pistol 
• Master-crafted chainaxe 
• Frag & krak grenades 

Special Rules 
• Independent Character 
• Legiones Astartes 

(World Eaters) 
• Feel No Pain (6+) 
• Rage 
• Hatred 

(Traitor Space Marines) 
• Head-hunter 

Warlord Trait 
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• Bloody-Handed (The Warlord 
and any unit with the Legiones 
Astartes special rule they join 
cause Fear). 
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• Shabran Dart may be equipped with a jump pack .................. +20 points 

Head-hunter 
Shabran Dart took particular pleasure in slaughtering sergeants 
and officers, cleaving their heads from their shoulders and 
mounting them on spikes and railing for their traitorous brothers 
to find. When fighting in a Challenge, Shabran Dart's anacks gain 
the Rending special rule. 

Hatred (Traitor Space Marines) 
This applies only if Shabran Darr is part of a Loyalist force and 
applies to all Traitor models with the Legiones Astartes special rule. 



KHARN THE BLOODY IJO POINTS 
CAPTAIN OF lHE W ORLD EATERS 8TH AsSAULT COMPANY, THE TWICE UN-SLAIN, THE ENDER 

Kharn 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• Artificer armour 
• The Cutter 
• Plasma pistol 
• Frag & krak grenades 
• Iron halo 

Special Rules 
• Legiones Astartes 

(World Eaters) 
• Independent Character 
• Master of the Legion 
• Warlord's Pride 
• Rampage 
• Marked by Dark Fates 
• Legacy of Blood 

(Special Option) 
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• Savage Assault: If Kharn is the army's Warlord then his side gains 
+I to any random roll to determine which side gets the first turn, 
and also to Seize the Initiative if this is a feature of the mission being 
played. 

Warlord's Pride 
If Kharn is part of your army then he will always be the army's 
Warlord, regardless of the Leadership value of other HQchoices 
unless Angron is also present. He does not roll on the Warlord 
Traits table, but instead uses his own unique trait. 

The Cutter 
Kharn was the master of many weapons, from the baleful and 
crude insrruments of the arena to crackling power-sabres, but 
favoured most modified chainaxes and ripper blades. One such he 
simply called 'The Cutter' he carried into battle against many foes 
during the Great Crusade and later turned on his former brothers. 

Range Str AP Type 
The Cutter User 3 Melee, Rending 

Marked by Dark Fates 
The Fates hold an eternity of war for Kharn. In campaign games 
where character casualties and injuries berween battles are a 
factor, any such chart results for Kharn may be re-rolled. 

Legacy of Blood 
As his Prim arch descended into madness, Kharn came to 
command much of his Legion, though slowly fending off the 
insanity that infected them all. The mark of this custodianship 
was Gorechild, the weapon of the Prim arch. So long as Angron is 
not also present in the army, Kharn may exchange the Cutter for 
Gorechild, the axe of Angron, for +20 points. 

In Kharn's hands, Gorechild has the following profile: 

Range Str AP 
Gorechild +I 2 

Type 
Melee, 
Armourbane, 
Murderous Strike, 
Specialist Weapon 



THE PRIMARCH ANGRON 400 POINTS 
MASrER oF THE WoRLD EATERS, THE REo ANcEL, Su ucHTERER OF NATIONS, THE UNDEFEATED 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 

• Armour of Mars 

• Gorefather & Gorechild 

• The Spire Furnace 

• The Burcher's Nails 

• Frag grenades 
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• Primarch (Independent Character, Eternal Warrior, Fear, Adamantium 

Will, Fleet, Fearless, It Will Not Die, Master of the Legion) 

• Red Sands 

• Sire of the World Eaters 

• Bulky 
• Hatred (Everything) 



SPECIAL RULES 

Red Sands: In any given turn Angron may call and fight as many 
Challenges as there are enemy Independent Characters and units 
in combat with him, up to his current number of attacks. Pull out 
the challengers and fight them in a sequence as desired by Angron's 
player during the challenge part of the Fight sub-phase. Angron must 
divide his attacks between them and must devote at least one attack to 
each Challenge he fights in. 

Sire of the World Eaters: Angron has the Furious Charge special 
rule and Feel No Pain (6+). In addition when making consolidation 
moves after combat he must always do so by moving towards the 
nearest enemy unit. All allied World Eaters units with the Legiones 
Astartes rule within 12" of Angron are Fearless. 

WARGEAR 

Armour of Mars: Angron's armour is modified from the gladiatorial 
armour in which he fought as a slave and offers him a 3+ Armour save 
and a 4+ invulnerable save. 

Gorefather & Gorechild: These archaic matched chainaxes are 
among the most potent weapons known among the relics of the 
Primarchs, and are made all the more deadly by Angron's consummate 
skill as a fighter. They give Angron +I attack (this has already been 
included in his profile and use the following weapon profile: 

Gorefather 
&Gorechild 

Range Str 

+I 

AP 

2 

Type 

Melee, Armourbane, 
Murderous Strike 

The Spite Furnace: Angron carries a master-crafted plasma pistol 
known as the Spite Furnace. 

The Butcher's Nails: For every Independent Character or infantry 
unit (of any rype) wiped out or destroyed in close combat with 
Angron, he gains +I to his Attack characteristic for the rest of the 
game, to a maximum of ten attacks. Note that Angron himself must 
inflict the fatal blow or remove the last model, etc, from a target to 
claim this bonus. 



CRuSADE ARMY LisT APPENDIX III: THE EMPEROR's CHILDREN 
lEGIONES AsrARTES (EMPEROR's CHILDREN) 

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. 

The Emperor's Children have always striven to be exemplars above all others in the arts of war; paragons of 
martial virtue and excellence, scorning those who do not meet their own, perhaps unattainable, standards. 
This led them to seek perfection in war as a fluid, lightning-quick force whose battles were preordained 
victories bought about by a combination of acute strategic planning and flawless execution. Their attitudes 
and manner led some to name them as arrogant and vainglorious long before the Heresy, but the Legion's 
warriors were always ready to answer any such slight with blood. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup regardless of casualties. 
• Exemplars of War: Emperor's Children units with this special rule have the Crusader special rule, 

meaning they roll an additional dice when making Run moves and use the highest dice rolled, and add 
+D3 to their total score when making Sweeping Advances (roll for each combat). Characters with this rule 
gain +I Initiative when fighting in Challenges. 

• Martial Pride: In combats where characters with this special rule are involved, an Emperor's Children 
controlling player must always issue/ accept challenges where possible (although which character fights 
the challenge is up to them). However, if they are defeated in combat and their challenger is slain, they 
suffer an additional-! penalty to their Leadership for the Morale check at the end of combat. 

LEGION SPECIFIC UNITS & w ARGEAR 

In addition to those found in the Crusade army list, the Emperor's Children have access to the following 
additional units: Palatine Blade squads, Phoenix Terminators and the Kakophoni, and the unique wargear: 
sonic shriekers. Palatine Blade squads and Phoenix Terminator squads are both Elites choices for an 
Emperor's Children Space Marine Legion force, and the Kakophoni are Heavy Support choices for an 
Emperor's Children Space Marine Legion force. 

Sonic Shriekers 
Towards the end of the Great Crusade, the Legion's armourers and apothecaries had begun to experiment 
with surgical augments and psycho-sonic weaponry based in part on xenos designs. Although their true 
breakthroughs in these fields would not occur until given unholy impetus and inspiration during the 
Legion's fall, some success had already been reached in creating effective combat implants which were 
finding selective use as the Horus Heresy dawned. 

A model or unit equipped with a sonic shrieker gains +I Initiative on the first turn of an assault. 

Any Independent Character with the Legiones Astartes (Emperor's Children) special rule may be given a 
sonic shrieker for +5 points ea-ch. 

Phoenix Power Spear 
Patterned in imitation of the deadly and arcane power halberds wielded by the Adeptus Custodes, these 
elegant power blades, while merely pale imitations of those legendary polearms, are still hugely lethal 
weapons in their own right. 

Any character model with the Legiones Astartes (Emperor's Children) special rule with access to a power 
fist as an option, may instead take a Phoenix power spear for the same cost. 

The Phoenix power spear has two listed profiles. The first is used when the model wielding it has charged 
that player turn, otherwise the second is used instead. 

Weapon 
Phoenix spear 

Range Str AP 
+I/ User 2/3 

Type 
Melee, 
Two-handed 



EMPERoR's CHILDREN UNIQUE Rm or WAR'. THE MARU SKARA 

To the Emperor's Children, before their fall from grace, war was a matter of perfection incarnated in 
violence, intent and action. The Legion took great pride both in its excellence on any battlefield, and its 
ability to systematise and replicate any tactic or strategic deployment it needed, and execute them flawlessly 
on command. Of the innumerable such formations and tactics the Emperor's Children operated, one that 
found favour with the Legion's Praetors looking to achieve faultless victory-and thereby glory in the eyes 
of their peers and Primarch-was the Maru Skara or 'Killing Cut'. Named after one of the most difficult 
strikes in the lore of the Pan-Europic duelling cults, it called for a precisely timed, rapid-moving feint 
designed to engage an opponent's guard so that a second, invariably fatal, blow could be dealt against it 
which there could be no defence from. 

Effects 
• The Open Blade: If chosen as the army's primary detachment, all of the controlling player's units using 

this Rite of War and deployed on the table at the start of the game may add +I" to their normal movement, 
and to their Run and Charge distances on their first player turn. 

• The Hidden Blade: If chosen as the army's primary detachment, the controlling player must choose a 
minimum of one and a maximum of three units from its Elites and/ or Fast Attack choices. These, along 
with any attached independent characters, are held in reserve and treated entirely separately from any 
other reserve units in the game (and so do not count towards Drop Pod Assault, army maximum reserves, 
etc). The controlling player must then, after deployment but before the game begins, secretly write a note 
listing either turn 2, turn 3 or turn 4 as the turn on which they wish for their Hidden Blade units to arrive 
on. This note is then left face down in plain sight until the chosen turn arrives. ·When the chosen player 
turn arrives, the note is shown to their opponent and the Hidden Blade revealed. Hidden Blade units 
arrive from reserve as normal, and gain the Outflank special rule. 

Limitations 
• Detachments using this Rite of War may not field units with the Immobile, Heavy or Slow and Purposeful 

special rules. 
• Detachments using this Rite of War must take a Legion Champion as a second Compulsory HQchoice. 
• Primary detachments using this Rite of War may not take Fortification or allied Space Marine Legion 

detachments. 
• If the Slay the Warlord secondary objective is being used in the mission, and the army using this Rite of 

War fails to slay the enemy Warlord, then the opposing side gains an additional +I Victory point. 



PHOENIX TERMINATOR SQUAD 265 POINTS 

Phoenix Terminator 
Phoenix Champion 

Unit Composition 
• 4 Phoenix Terminators 
• I Phoenix Champion 

Unit Type 

ws 
4 

5 

• Phoenix Terminators: Infantry 
• Phoenix Champion: Infantry 

(Character) 

War gear 
• Terminator armour 
• Phoenix power spear 

Special Rules 
• Legiones Astartes 

(Emperor's Children) 
• Implacable Advance 
• Stubborn 
• Sudden Strike 
• Living Icon 

Dedicated Transport 
• A Phoenix Terminator squad 

may choose a Land Raider 
Proteus or Land Raider Phobos 
as a Dedicated Transport 
if it numbers 5 models, or 
a Spartan Assault tank if it 
numbers IO models or less. 

• 

BS 
4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 

2 

2 

• The Phoenix Terminator squad may take: 

Ld 
8 

9 

Sv 
2+ 

2+ 

- Up to 5 additional Phoenix Terminators ...................... +40 points each 
• The Phoenix Champion may take a: 

- Grenade harness ............................................................................. +IO points 
• The entire squad can be upgraded with: 

- Sonic shriekers ............................................................................... +I5 points 

Sudden Strike 
Models with this special rule gain a +I Initiative bonus on any 
phase in which they charge. Note that this is cumulative with any 
other bonus gained from wargear, etc. 

Living Icon 
This unit, and all friendly units with at least one model within 6" 
of it, are considered to be victorious in any assault which would 
otherwise be calculated as being a draw (see the Assault phase 
section of the Warhammer 40,000 rule book). 

Phoenix Power Spear 
Patterned in imitation of the deadly and arcane power halberds 
wielded by the Adeprus Custodes, these elegant power blades, 
while merely pale imitations of those legendary polearms, are still 
hugely lethal weapons in their own right. 

The Phoenix power spear has rwo Listed profiles. The fust is 
used when the model wielding it has charged that player turn, 
otherwise the second is used instead. 

Weapon 
Phoenix spear 

Range Str AP 

+I/ User 2/3 
Type 
Melee, 
Two-handed 



PALATINE BLADE SQUAD I 3 5 POINTS 

Palatine Warrior 
Palatine Prefector 

Unit Composition 
• 4 Palatine Warriors 
• I Palatine Prefector 

Unit Type 
• Palatine Warrior: Infantry 

ws 
5 
5 

• Palatine Prefector: Infantry 
(Character) 

War gear 
• Power armour 
• Artificer armour 

(Prefector only) 
• Bolt pistol 
• Charnabal sabre 
• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Emperor's Children) 
• Counter-attack 
• Chosen Warriors 

(Palatine Warriors only) 

Dedicated Transport 
• A Palatine Blade squad may 

choose a Rhino as a Dedicated 
Transport. Note that if part 
of an army which contains a 
character with the Rites of War 
special rule (see page I5 of the 
Legiones Astartes- Crusade Army 

L1st book) other Dedicated 
Transport options may be 
available for the squad. 

BS 

4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

I 

4 

4 

The Palatine Blades Squad may take: 

A 
2 

2 

Ld 
8 

9 

Sv 

3+ 
2+ 

· Up to 5 additional Palatine warriors .............................. +20 points each 
Any member of the squad may exchange their Charnabal sabre for 
one of the following: 
- Power sword ................................................................. +5 points per model 
- Power lance ................................................................... +5 points per model 
· Phoenix power spear ................................................ +IO points per model 
The Palatine Prefector may: 
· Exchange their bolt pistol for a plasma pistol... .................... +15 points 
The Palatine Prefector may also be equipped with: 
- Melta bombs ...................................................................................... +s points 
The entire squad may be equipped with: 
- Sonic shriekers ............................................................ +2 points per model 
- Jump packs .................................................................. +Io points per model 



RYLANOR THE UNYIELDING 255 POINTS 
A.-.:CIENT OF Rms TO THE EMPEROR's CHILDREN 

Rylanor 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Vehicle (Walker) 

Wargear 
• Smoke launchers 

• Searchlight 

• K.heres assault cannon 

ws 
6 

• Dreadnought close combat 

weapon with inbuilt heavy 

flamer 

Special Rules 
• Atomantic Shielding 

• Fleet 

• Crusader 

• Venerable 

• Mantle of Glory 

BS 
5 

s 
7 

Armour 
Front Side 

13 12 

Atomantic Shielding 

Rear 

10 

I 

4 

A 

2 

HP 

3 

One of the Contemptor pattern's most distinctive features is a series 

of defensive field generators mounted inside its armour plating and 

powered by the enhanced Atomantic power core within. 

A Contemptor Dreadnought has a 5+ invulnerable save against 

shooting attacks and explosions, 6+ against attacks suffered in 

close combat. In addition, if the Contemptor suffers a 'Vehicle 

Explodes' damage result, add +r" to the radius of the blast. 

Ven erable 
Rylanor's player may force results on the Vehicle Damage chart 

against him to be re-rolled. If this is done the second result 

applies, even if it is worse than the first! 

Mantle of Glory 
To the loyalists oflsstvan III Rylanor was a living icon of the 

Legion's glory and the perfection and righteousness of their 

loyalty to the Emperor. Units with the Legiones Astartes 

(Emperor's Children) special rule and on the same side as Rylanor 

who are within 24" can re-roll failed Morale checks and add +I to 

their score when determining who has won an assault. 



THE KAKOPHONI oF THE EMPERoR's CHILDREN 145 POINTS 

Chora 
Orchestrator 

Unit Composition 

ws 
4 

4 

• 4 Chora and I Orchestrator 

Unit Type 
• Chora: Infantry 
• Orchestrator Infanrry 

(Character) 

War gear 
• Power armour 
• The Cacophony 

Bolt pistol 
• Combat blade or chainsword 

(Orchestrator only) 
• Frag & krak grenades 
• Sonic shrieker 

Special Rules 
• Legiones Astartes 

(Emperor's Children) 
• Stubborn 

Dedicated Transport 
• The squad may choose a Rhino 

as a Dedicated Transport. Note 
that if part of an army which 
contains a character with the 
Rites of War special rule (see 

page I5 of the Legiones Astartes 
-Crusade Anny List book), 
other Dedicated Transport 
options may be available for 
the squad. 

BS 

4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

• The squad may include 

I 

4 

4 

A 

I 

2 

Ld 
8 

9 

Sv 

3+ 
3+ 

- Up to an additional five Chora ......................................... +20 points each 
• The squad's Orchestrator may take any of the following: 

- Melta bombs ..................................................................................... + 5 points 
- Exchange their bolt pistol for a plasma pistol... .................... +IO points 
- Exchange their combat blade or chainsword for 

a power weapon .............................................................................. +IO points 
- Exchange their combat blade or chainsword for 

a power fist ....................................................................................... +I5 points 
- Upgrade to Artificer armour ...................................................... +10 points 

The Cacophony 
The Cacophony manifest a variery of experimental and unique 
psycho-sonic weapons, made from an irrational fusion oflmperial 
and alien technology wedded with the whispered secrets of 
nightmare intelligences from beyond. These unstable devices are 
able to unleash blasts of screaming, discordant energy that can 
rupture flesh and incinerate metal. Their most terrifying abiliry, 
however, is to open up the minds of those they touch to the 
manifold and fatal horrors of the Warp. 

Weapon Range Str 
The Cacophony 36" 6 

AP 

5 

Type 
Heavy I, Gets Hot, 
Pinning, Bio­
psychic Shock 

Bio-psychic Shock: Keep track of how many wounds are caused 
on a particular unit by weapons with this special rule separately. 
At the end of the Shooting phase, all units with Leadership values 
and who do not have the Fearless rule that have suffered I or 
more unsaved wounds from weapons with the Bio-psychic Shock 
special rule must take a Leadership test with a negative modifier 
equal to the wounds they suffered. So, for example, a unit which 
suffered 3 wounds from weapons with the Bio-psychic Shock 
special rule would take the test at -3. 

If the test is failed, then the unit immediately suffers D6 wounds 
at AP 2 Instant Death, with no cover save possible. The player 
controlling the unit selects which models suffer these wounds, 
and the chosen models need not be the closest in the unit. 



LoRD CoMMANDER EIDoLoN 185 POINTs 
THE AuRic HAMMER, THE EXEMPLAR, LoRD CoMMANDER PRIMus or THE EMPERoR's CHILDREN 

Eidolon 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Artificer armour 
• Master-crafted 

thunder hammer 
• Archaeotech pistol 
• Frag & krak grenades 
• Sonic shrieker 
• Iron halo 

Special Rules 
• Legiones Astartes 

(Emperor's Children) 
• Independent Character 
• Master of the Legion 
• Thunderous Charge 
• Death Scream 
• Warlord's Pride 

ws 
6 

BS 
5 

s 
4 

Warlord Trait 

T 
4 

w 
3 

I 

5 

A 

4 

Ld 
10 

Sv 
2+ 

• Coordinated Assault: Eidolon, and all friendly units within 12", 

add + 1 to their results when rolling for charge distance. 

Options 
• Eidolon may be bought a jump pack for +20 points. 

Thunderous Charge 
Eidolon is an arrogantly aggressive combatant, skilled in striking 
down his enemies with a single contemptuous blow like a 
thunderbolt from the heavens. On any rurn in which he charges 
into assault, he may ignore the effect of the Cumbersome rule 
with his thunder hammer. 

Death Scream 
Eidolon has been the recipient of xenos-technological implants, 
and experimentation by his Legion's Techmarines and the 
ministrations of Chief Apothecary Fabius. His implanted sonic 
shrieker is capable of discharging in a destructive howl able to 
break bones and ruprure flesh. This counts as a weapon with the 
following profile: 

Death Scream 

Warlord's Pride 

Range Str 

Template 2 

AP Type 
Assault 1 , Rending, 
Pinning, One Use 

If Eidolon is part of your army, then he will always be the army's 
Warlord, regardless of the Leadership value of other HQchoices, 
unless Fulgrim is also present. He does not roll on the Warlord 
Traits table, but instead uses his own unique trait. 



CAPTAIN SAUL TARVITZ 135 POINTS 
OFFICER oF THE EMPEROR's CHILDREN, THE H oNouR OF H is LEGION 

Saul Tarvitz 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• Artificer armour 

ws 
6 

• Sniper rifle (modified bolter) 
• Bolt pistol 
• Charnabal broadsword 
• Frag and krak grenades 
• Refractor field 

Special Rules 
• Independent Character 
• Legiones Astartes 

(Emperor's Children) 
• Master of the Legion 
• Preferred Enemy 

(Emperor's Children*) 

*Tim only applres when fielded 
with a Loyalists army during the 
Horus Heresy. 

BS 

4 

s 
4 

Warlord Trait 

T 

4 

w 
3 

I 

5 

A 

3 

Ld 
IO 

Sv 
2+ 

• Master of Defence (Saul Tarvitz and any unit he joins has the Counter­
attack special rule while within their own deployment zone). 

Charnabal Broadsword 
A much heavier version of a traditional Terran duelling blade, 
Tarvitz has mastered this weapon and made it his own. 

Charnabal 
broadsword 

Duellist 's Edge 

Range Str 

+I 

AP 

5 

Type 

Melee, Rending, 
Two-handed, 
Duellist's Edge 

When fighting in a challenge, the user of this weapon gains a +I 

bonus to their Initiative score. 



fULGRIM THE IlLUMINATOR 380 POINTS 
THE PHOENICIAN, THE PREFEcroR OF CHEMos, H IGH LoRD OF THE EMPEROR's CHILDREN 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Gilded Panoply 
• The Blade of the Laer 
• Firebrand 
• Krak & plasma grenades 

ws 
8 

BS 
6 

s 
6 

Special Rules 

T 
6 

w 
6 

I 
8 

A 

5 

Ld 
10 

Sv 
2+ 

• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Sire of the Emperor's Children 
• Bulky -• Sublime Swordsman 
• Strategic Planning 



SPECIAL RULES 

Sire of the Emperor's Children 
Fulgrim has the Crusader special rule, and must always accept and 
issue challenges in combat so long as a potential opponent in the 
challenge has WS 5 or higher. 

In addition, while Fulgrim is present on the battlefield all units with 
the Legiones Astartes (Emperor's Children) special rule as well as 
Fulgrim himself gain +2 to their Combat resolution results, and any 
reserve rolls made for units with the Legiones Astartes (Emperor's 
Children) special rule may be re-rolled if the owning player wishes­
whether successful or unsuccessful. 

Sublime Swordsman 
Fulgrim's skill as a duellist and swordsman is beyond that of any 
mortal warrior or even Legiones Astartes. In an assault, Fulgrim's 
invulnerable save is increased to 3+. In addition, when fighting in a 
challenge, he gains a number of additional attacks equal to the amount 
which his Initiative value is greater than that of his opponent so, for 
example, if he fights an enemy with an Initiative value of 5, Fulgrim's 
Initiative of 8 gains him 3 extra attacks. 

Strategic Planning 
Fulgrim's art of war focused around the perfect execution of pre­
planned strategies and tactics, enabling him to adapt to the battlefield 
and foe he and his Legion must encounter. At the beginning of the 
game, a single Warlord Trait from either the Strategic Traits chart in 
the Warhammer 4o,ooo rulebook or the Legion Warlord Traits chart 
(see page 13 of the Legiones Astartes- Crusade Army List book) may be 
chosen for Fulgrim. 
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WARGEAR 

The Gilded Panoply 
Fulgrim commonly enters battle wearing an ornate suit of artificer 
armour designed to give free rein to his phenomenal speed and agility. 
The Gilded Panoply provides Fulgrim with a 2+ armour save and a 5+ 

invulnerable save (note that this increases to 3+ in an assault owing 
to the Primarch's abilities as a swordsman). In addition, in an assault 
should Fulgrim pass any armour save or invulnerable save on a 6, then 
the unit which inflicted the wound must pass an Initiative test or 
suffer the effects of the Blind special rule. 

The Blade of the Laer 
Fulgrim's weapon of choice is a slender, two-handed sword given to 
him it is said by the Warmaster himself. The sword's quicksilver blade, 
able to slice stone and steel without mar, was by common repute 
re-forged from the masterwork weapons of the xenos Laer, but in 
truth may have had darker origins yet. 

Range Str AP 
The Blade of the Laer As User 2 

Type 
Melee, Rending, 
Specialist Weapon, 
Two-handed 

During the Great Crusade Fulgrim wielded Fire blade, wrought for him by the 
hand ofFerrus Manus. In games set in this era, rather than the Blade of the 
Laer, he is equipped with a Master-crafted Paragon Blade which inflicts its 
Murderous Strike on rolls of s+. 

Firebrand 
One of a number of arms Fulgrim carried as his mood took him, 
Firebrand is a master-crafted Volkite Charger which also has the Shred 
special rule. 
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CRUSADE ARMY LrsT APPENDIX IV: THE DEATH GuARD 
LEGIONES AsrARTEs (DEATH GuARD) 
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. 

The Death Guard are stalwart and implacable fighters, who have made a speciality both of endurance under the 
harshest of circumstances and of overcoming the most nightmarish and inhospitable of war zones. Their name 
is a byword for unflinching determination and victory through bloody, gruelling attrition when all else fails, as 
well as for expertise in the darker arts of warfare, such as the use ofbio-alchem and rad weaponry. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup regardless of casualties. 
• Remorseless: The Death Guard are immune to Fear and automatically pass any Pinning tests they are 

called on to make. 
• Sons of Barbarus: Veterans of the most hellish battlefields of the Great Crusade, Death Guard models 

with this special rule may re-roll failed Dangerous Terrain tests for swamp, mud and toxic sludge terrain 
(and similar hazards). In addition, successful wounds against them made with the Poison or Flesh bane 
rules must be re-rolled. 

• Intractable: When making Sweeping Advance rolls, models with this special rule reduce their score by -r. 

LEGION SPECIFIC UNITS & w ARGEAR 

In addition to those found in the Crusade army list, the Death Guard Legion has particular access to the 
following additional units: Deathshroud Terminators and Grave Warden Terminators, and the specialised 
wargear: Chem-munitions and power scythes. Deathshroud Terminator Squads may be chosen as Elites 
choices for a Death Guard Space Marine Legion force or replace its Command squads. Grave Warden Squads 
are Heavy Support choices for a Death Guard Space Marine Legion force. 

Chem-munitions 
Flame weapons taken as part of a Death Guard force may be upgraded to special issue Chem-munitions (ie, 
flamers, hand flamers, heavy flamers, combi-flamers or Flamestorm cannon) at no additional points cost. 

If this upgrade is taken, all eligible weapons in a unit (or on a chosen vehicle) are upgraded, and this should 
be noted on the army list. 

Weapons with the Chem-munitions uppade gain both the Shred and Gets H~ ~rules. 

the~ Astartes (Death Guard) special rule eligible to 
instea tak Deathshroud power scythe for the same listed cost. 



DEATH GuARD UNIQUE RITE oF W AP:. THE REAPING 

The Death Guard were arguably the most remorseless and among the most feared of the Space Marine 
Legions. This was not simply because of their power in battle or force of arms, but also because there 
seemed to be no loss they would not accept to ensure eventual victory and no hell they would not endure 
to reach their foe. Although specialising in entrenched and attritional warfare, the Legion also had a 
number of formations and tactics that enabled it to operate in concentrated and crushing force in an attack 
-one such was dubbed The Reaping' by those who had fought alongside the Death Guard during the 
Great Crusade. A heavily reinforced column of attack particularly suited to urban warfare and shattered 
landscapes, the Reaping was deliberately slow moving and utterly murderous in its methodical assault 
pattern and, like the reaper's scythe, little escaped it. 

Effects 
• Superior Firepower: Death Guard Legion Veteran Tactical squads and Legion Heavy Support squads 

may be taken as non-Compulsory Troops choices using this Rite of War. 
• Implacable: All units in a detachment using this Rite of War gain the Move Through Cover special rule. 
• Dark Arsenal: Any character or independent character model chosen as part of a primary detachment 

using this Rite of War with the Legiones Astartes (Death Guard) special rule may be given rad grenades 
for +IO points each. 

Limitations 
• Models and units taken as part of a detachment using this Rite of War may not make Run or Flat Out 

moves. 
• Detachments using this Rite of War may not deploy models using the Deep Strike rule (and units which 

must deploy by this method therefore cannot be chosen as part of the detachment). 
• Detachments using this Rite of War may only take a single Fast Attack choice on their Force 

Organisation chart. 



GRAVE wARDEN TERMINATOR SQUAD 200 POINTS 

ws 
Grave Warden Terminator 4 

Chern-Master 4 

Unit Composition 

• 4 Grave Warden Terminators 

• 1 Chem-Master 

Unit Type 

• Grave Warden Terminators: 

Infantry 

• Chern-Master: Infantry 

(Character) 

Wargear 

• Cataphractii pattern 

Terminator armour 

• Assault grenade launcher with 

krak and toxin grenades 

• Power fist 

• Death cloud 

Special Rules 
• Legiones Astartes 

(Death Guard) 

Dedicated Transport 

• A Grave Warden Terminator 

squad may choose a Land 

Raider Proteus or Land 

Raider Phobos as a Dedicated 

Transport if it numbers 5 

models, or a Spartan Assault 

tank if it numbers 10 models 

or less. 

BS 

4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
1 

1 

I 

4 

4 

A 
2 

2 

Ld 

8 

9 

Sv 

2+ 

2+ 

The Grave Warden Terminator Squad may include: 

- Up to an additional5 Grave Warden Terminators ... +35 points each 

Any model in the unit may upgrade their power fist to a: 

- Chainfist ............................................................................................ +5 points 

One Grave Warden for every five models in the unit may exchange 

their grenade launcher for a: 

-Heavy flamer with Chem-munitions ...................................... +10 points 

The Chern-Master may exchange their grenade launcher for a: 

- Combi-weapon ............................................................................... .... ....... Free 

Assault Grenade Launcher 

A robust, if short ranged, belt-fed weapon, the grenade launcher 

carried by Grave Wardens is a modified pattern designed 

primarily for mounting on vehicles of the Imperial Army. It 

carries two kinds of ammunition: one is a standard shaped-charge 

krak shell and the other a toxin warhead which unleashes a burst 

of highly lethal chemical agents and concentrated acid vapour on 

detonation. The weapon has the following profile: 

Weapon Range Str AP Type 

Assault grenade launcher 

(Krak) 18" 6 4 Assault 2 

(Toxin) 18" *" 4 Assault 2, Blast (3 "), 

Toxin, 

No Cover Saves 

"Toxin: Rather than roll To Wound normally, after determining 

the amount of hits caused on the unit, that unit must then take 

a number ofToughness tests equal to the number of hits caused, 

with each failed test causing a wound on the unit. Casualties are 

removed as per normal for a shooting attack. The weapon has no 

effect on models without a Toughness value. 

Death Cloud 
The Terminator armour of the Grave Wardens carried in-built 

alchemical containment and projection units, allowing the unit to 

shroud itself in a murderous fog of toxins and direct-focused jets 

oflethally poisonous vapours against their enemies. 

The Death Cloud means that any unit with a Toughness 

characteristic charging the unit will be forced into making a 
Disordered Charge across dangerous terrain while doing so. 

In addition, the Death Cloud can be used as a weapon with the 

following profile: 

Weapon 

Death Cloud 

Range 

Template 

Str AP 

4 

Type 
Assault r, Toxin 



DEATHSHROUD TERMINATOR SQUAD 90 POINTS 

Deathshroud Terminator 

Unit Composition 

ws 
4 

• 2 Deathshroud Terminators 

Unit Type 
• Infantry (character) 

War gear 
• Terminator armour 

• Hand flamer with Chem­

munitions 

• Deathshroud power scythe 

Special Rules 
• Legiones Astartes (Death 

Guard) 

• Implacable Advance 

• Favoured ofMortarion 

Dedicated Transport 
• A Deathshroud Terminator 

squad numbering five models 

or less may take a Land 

Raider Phobos as a Dedicated 

Transport. 

BS 
4 

s 
4 

T 

4 

w 
2 

I 

4 

A Ld Sv 
2 10 2+ 

Options 
• The squad may include: 

- Up to an additional8 Deathshroud Terminators ....... +40 points each 

• The squad may have: 

- Melta bombs .................... ........................................................ +s points each 

Implacable Advance 
Deathshroud Terminator Squads are used to assail the most 

heavily defended objectives and secure them for the advance of 

allied forces . Deathshroud Terminator squads are always counted 

as scoring units in any mission where Troops are also counted as 

scoring units. 

Favoured of Mortarion 
In addition to being a HQ choice in their own right, a 

Deathshroud Terminator unit may be chosen instead of a 

Command squad as a bodyguard for any Terminator armour­

equipped Praetor of the Death Guard (or the Primarch Mortarion 

himself). Deathshroud Terminators must always be modelled/ 

painted to be visually distinct from standard Legion Terminator 

squads to avoid confusion. 



SECTION LEADER CRYsos MoRruRc 
BLAcK SHIELD, FORMERLY oF THE DEATH GuARD LEGION 

Crysos Morturg 
ws 

5 

BS 
5 

s 
4 

Warlord Trait 

T 

4 

Unit Composition 
• I (Unique) • Master of Ambush 

w 
3 

I 

5 

A 

3 

(see the Warhammer 4o,ooo rulebook) 
Unit Type 
• Infantry (Character) Psychic Powers 

• Endurance 

Ld 
9 

Wargear (Biomancy, see the Warhammer 40,000 rule book) 
• Hardened power armour 
• Bolt pistol 
• Power sword 
• Combi-flamer 
• Frag, krak and rad grenades 

Special Rules 
• Independent Character 
• Legiones Astartes 

(Death Guard) 
• Stubborn 
• Infiltrate 
• Psyker: Mastery Level I 

175 POINTS 

Sv 

3+ 



MARSHAL DuRAK RAsK 165 POINTS 
SrnGEMAmR OF THE DEATH GuARD LEcroN 

DurakRask 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Artificer armour 
• Thunder hammer 
• Volkite serpenta 
• Frag & krak grenades 
• One phosphex bomb 
• Nuncio-vox 

ws 
5 

BS 
5 

s 
4 

Special Rules 

T 

4 

w 
3 

I 

4 

• Legiones Astartes (Death Guard) 
• Master of the Legion 
• Art of Destruction 
• Independent Character 

Warlord Trait 

A 

3 

Ld 

9 

Sv 
2+ 

• Target Priority: Durak Rask and all friendly units within 12" re-roll 
To Hit rolls of I when shooting at enemy units that are within 3" of 
one or more objectives. 

Art of Destruction 
Durak Rask has both the Tank Hunters and Wrecker special rules 
applied to all of his attacks, and also confers these rules to the 
heavy weapon shooting attacks of any infantry unit he joins. 



CALAs TYPHON 200 POINTS 
FIRST CAPTAIN OF THE DEATH GuARD, THE LErr HAND oF M oRTARION, MASTER OF THE TERMINUS Esr 

Calas Typhon 

Unit Composition 
• r (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• Cataphractii pattern 

Terminator armour 

ws 
6 

• Master-crafted Deathshroud 
power scythe 

• Hand flamer with 
Chem-munitions 

• Grenade harness 
• Nuncio-vox 
• Rad grenades 

BS 

5 

s 
4 

Special Rules 

T 

4 

w 
3 

I 

5 

• Legiones Astartes (Death Guard) 
• Independent Character 

A 

4 

Ld 
10 

Sv 
2+ 

• Master of the Legion (Note that he may have a Deathshroud 
bodyguard, see the Deathshroud entry on page 41) 

• Chem-bombardment 
• Witchblood 
• Warlord's Pride 

Warlord Trait 
• Comes the Reaper: Calas Typhon counts as a denial unit and no 

enemy unit within 3" of him can claim an objective. 



Chem-bombardment 
Typhon is a master of chemical warfare, and seldom enters battle 
without the backing of chemical shell artillery or aerial strike. This 
ability can be used once per game in the Shooting phase of any turn 
in which Typhon has not moved in the preceding Movement phase 
(though he may declare a charge in the Assault phase as normal). 
Using this ability counts as firing a weapon and uses the following 
profile: 

Weapon Range Str 
Chem-bombardment 

Unlimited -

AP 

4 

Type 

Ordnance 3, Barrage, 
Large Blast (s"), 

Poison (4+), 
No Cover Saves 

Note that if this attack scatters, it will always scatter the full 2D6" -
Typhon's Ballistic Skill makes no difference. 

Witchblood 
Thought by some to have been 'tainted' by the blood of the 
nightmarish alien warlords who once held sway on ill-fated 
Barbarus, Calas Typhon was a psyker. However, given the hatred of 
'witchery' professed by his Primarch, he has long held his abilities 
in abeyance before the whispers of Chaos came to him in the guise 
of Ere bus. 

Calas Typhon is a Level I Psyker who may utilise a power from the 
Telepathy Discipline, but may not use his powers if on the same 
battlefield as his Primarch Mortarion before Mortarion's fall to 
Chaos. 

Warlord's Pride 
If Calas Typhon is part of your army then he will always be the 
army's Warlord, regardless of the Leadership value of other HQ 
choices unless Mortarion is also present. He does not roll on the 
Warlord Traits table, but instead uses his own unique trait. 



MoRTARION THE REAPER 425 POINTS 
THE PALE KINe, MASTER OF THE DEATH GuARD, THE TRAVELLER, DREAD LIBERATOR oF BARBARus 

Mortarion 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

War gear 

• The Barbaran Plate 
• Silence 
• The Lantern 
• Frag grenades 

ws 
7 

• Phosphex bombs (unlimited) 

BS 
5 

s 
6 

Special Rules 

T 

7 

w 
7 

I 

5 

A 

5 

Ld 
10 

Sv 
2+ 

• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Sire of the Death Guard 
• Shadow of the Reaper 
• Preternatural Resilience 
• Witch-spite 
• Very Bulky 



SPECIAL RULES 

Sire of the Death Guard 

Mortarion's presence on the battlefield lends his troops a terrifying, 
grim resolve beyond that even the Death Guard commonly display, 

while the force 's munitions are likely to have been augmented by bio­
alchem and toxic rounds from their master's own armoury. 

All models with the Legiones Astartes (Death Guard) special rule in 
an army containing Mortarion gain the Stubborn special rule (if they 

were not already Fearless). Frag grenades, frag missiles and Havoc 
launchers in the army gain the Poisoned (4+) special rule. 

Shadow of the Reaper 
Mortarion is a terrifying, almost spectral figure, who despite his size 
and bearing is able to go unseen almost at will and attack from an 

unexpected quarter. Leadership tests taken against Fear caused by 
Mortarion are at a -I penalty. In addition, so long as he is not within a 

transport, in reserve or locked in combat, in the player's Shooring phase 
in lieu of making a run move or a shooring attack Mortarion's player 
may attempt to redeploy him by passing a successful Leadership test. 

This special redeployment may be anywhere within Io" of his starting 

position as long as there is space for his model and he may not be placed 
within 3" of an enemy model. He may not be placed within impassable 
terrain or inside a vehicle or building. This is not counted as a move as 

such, and the intervening terrain does not affect him in any way. 

IfMortarion is part of a unit, he is automatically separated from them 

by using this ability and leaves them behind. 

Mortarion may assault normally in a turn that he is redeployed in this 

way, but counts as making a disordered charge if doing so. 

Preternatural Resilience 
Mortarion's resilience and stamina are legend, and it has been said 

that of all the Primarchs none were more able to shrug off injury and 
torment as he, and of all none had endured more in their lives before 
the Emperor had reclaimed them. 

o Mortarion re-rolls any failed Toughness tests or It Will Not Die! rolls. 
o Mortarion automatically passes any Dangerous Terrain rolls he is 

called on to take. 
o Any weapon which wounds based on a flat dice roll result rather 

than a normal To Wound roll against Mortarion's Toughness (such 
as attacks with the Poison special rule, etc) only affect Mortarion on 

a D6 roll of a 6 instead of their usual effect. 

Witch-Spite 

Mortarion passes any Deny the Witch roll on a D6 roll of 4+. 

W ARGEAR 

Th e Barbaran Plat e 
Mortarion's war panoply is of his own design, fusing power armour 

technology with his own lore. It is designed not only to protect him 
in battle but augment his own singular physiology and environmental 

needs, synthesising trace elements of the poisonous vapours of his 
home world to mix with the air he breathes. The Barbaran Plate 

provides a 2+ Armour save and a 4+ invulnerable save. 

Silence 

A massive two-handed battle scythe with a blade span as long as most 
human warriors are tall, "Silence" -to give it the macabre nickname 
favoured by its wielder- is accounted as one of the most fearsome 
blades wielded by any Primarch. Since Mortarion's finding, there 

have been dark whispers that the blade is of xenos-tainted origin, and 
some familiar with the legend of the Death Guard Primarch's early life 

believe it to be none other than the weapon of the terrible creature 
that once named himselfMortarion's 'father'. 

Range Str 
Silence +I 

The Lantern 

AP 
2 

Type 
Melee, Instant Death, 
Sunder, Unwieldy, 

Two-handed, 
Sweep Attack 

A drum-barrelled energy blaster of unknown origin, the 'Lantern', is 
Mortarion's preferred sidearm. 

Range Str AP Type 
The Lantern I8" 8 2 Assault I , Sunder 

Sunder 
Attacks with this special rule may re-roll failed Armour 

Penetration rolls. 

Phosphex Bombs 

Mortarion carries a number of compact Phosphex bombs of his own 
design which hang from his armour in the shape of censers. These are 
identical in game terms to the phosphex bombs found on page 84 of 

the Legiones Astartes- Crusade Army List book except Mortarion has an 
effectively unlimited supply in battle (and so they are not considered 

One Shot weapons). Mortarion may throw one of these bombs as a 
shooting attack with a range of I2". 

• I . 
, ~ 
• 

i ~ 
t . 



CRUSADE ARMY LIST APPENDIX V: THE IRON HANDS 
UGIONES AsrARTES (I RON HANDs) 

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. 

The Iron Hands are masters of the engines of war, wielding weapons and armoured tanks with the skill a 

master swordsman might a blade. Proud and relentless, the Legion has fought for many years at the forefront 
of the Great Crusade, and seen victories uncounted, though many have labelled them as callous and as 

inhuman as the machines they employ with such devastating skill. 

All models and units with this special rule are subject to the following provisions: 

Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 

Leadership value, regardless of casualties. 
Inviolate Armour: All models with the Legiones Astartes (Iron Hands) special rule reduce the strength 
of all shooting attacks against them by -I. 

Stand and Fight: All models with the Legiones Astartes (Iron Hands) special rule must pass a Leadership 

test in order to make Sweeping Advances after winning an assault or to make a Run move in the Shooting 
phase. In addition, models with this rule may not voluntarily Go to Ground. 
Rigid Tactics: An Iron Hands detachment may not have more units with the Legiones Astartes (Iron 

Hands) special rule in total (including Independent Characters) with the Jump Infantry, Bike or Jetbike 
types than it does with the Infantry type. Note that because of this , certain Rites of War are unavailable to 

Iron Hands armies. 



LEGION SPECIFIC UNITS 

In addition to those found in the Crusade army list, the Iron Hands Legion has particular access to 
additional unit types: Gorgon Terminator squads (which are an Elites choice on the Force Organisation 
chart) and Medusan Immortals squads (which are also an Elites choice on the Force Organisation chart). In 
addition, it has a specific option for its Praetors unavailable to other Legions; the Iron-Father. 

Iron-Father 
Any Praetor with the Legiones Astartes (Iron Hands) special rule may be made an Iron-Father, be given a 
servo-arm in addition to their normal wargear and the Feel No Pain ( 6+) and Battlesmith special rules for 
+40 points. If this is done, they may no longer be equipped with a Jump Pack, Space Marine Bike or Space 
Marine Jetbike. 

LEGION SPECIFIC W ARGEAR 

The Iron Hands Legion has access to the following items of special wargear, much of which was only made 
possible by their unusually close ties to the Mechanicum and the shared beliefs of the Medusan natives: 

Blessed Autosimulacra 
All vehicles chosen as part of an Iron Hands detachment with an Armour value may be given the Blessed 
Autosimulacra special rule for +ro points. 

If the vehicle has suffered Hull Point damage, at the end of the controlling player's turn roll a D6. On a 
result of a 6, one Hull Point is restored. 

Cyber-familiar 
Any Iron Hands character not already able to do so may take a Cyber-familiar as an option for +IS points 
(see page 89 of the Legiones Astartes - Crusade Anny List book). 

IRON HANDS UNIQUE RITE OF wAR: THE HEAD OF THE GoRGON 

The Iron Hands' preference for close range, brutal engagements, where their relentless firepower could be 
brought to its fullest effect, was exemplified by a tactic that became known as the 'Head of the Gorgon'. This 
was where the enemy would be brought to battle, held in place and allowed to smash itself to pieces against 
the body of the Legion's forces, while reserve forces of mechanised armour encircled them, before closing in 
to create a withering crossfire. 

Effects 
• Chosen Ground: Infantry units within the force gain the Stubborn special rule while within their own 

deployment zone. 
• War-relics: Any infantry model in the force equipped with a flamer may upgrade this to a graviton gun 

for +ro points (this must be represented on the model as usual), and all vehicles in the detachment gain 
the Blessed Autosimulacra upgrade for free. 

• Iron Scions: Legio Cybernetica Battle-automata Maniples may be included as Elites choices within 
the army and, in addition, any infantry unit of ten models or less eligible to take a Rhino as a Dedicated 
Transport may take a Land Raider Proteus or Land Raider Phobos as a Dedicated Transport instead. 

• Armoured Encirclement: Vehicles with the Tank type (including Dedicated Transports carrying troops) 
placed in reserve gain the Outflank special rule. 

Limitations 
• Detachments using this Rite of War may only take a single Fast Attack choice as part of their Force 

Organisation chart. 
• With the exception of the Forge Lord type, detachments using this Rite of War may only take a single 

Consul as part of their HQ choices. 
• Detachments using this Rite of War may not t 



GoRGON TERMINATOR SQUAD 200 POINTS 

Gorgon Terminator 

Gorgon Hammerbearer 

Unit Composition 
• 4 Gorgon Terminators 

• I Gorgon Hammerbearer 

Unit Type 

ws 
4 

4 

• Gorgon Terminators: Infantry 

• Gorgon Hammerbearer: 

Infantry (Character) 

War gear 

• Gorgon pattern 

Terminator armour 

• Combi-bolter 

• Power axe 

(Gorgon Terminators) 

• Thunder hammer 

(Gorgon Hammerbearer) 

Special Rules 

• Legiones Astartes 

(Iron Hands) 

• Implacable Advance 

• FeelNoPain (5+) 

Dedicated Transport 
• A Gorgon Terminator squad 

may choose a Land Raider 

Proteus or Land Raider Phobos 

as a Dedicated Transport 

if it numbers 5 models, or 

a Spartan Assault tank if it 
numbers 10 models or less. 

BS 

4 

4 

s 
4 

4 

T 

4 

4 

w 
I 

I 

I 

3 

3 

A 

2 

2 

Ld 
8 

9 

Sv 
2+ 

2+ 

Options 
The Gorgon Terminator squad may take: 

- Up to 5 additional Gorgon Terminators ....................... +35 points each 

Any Gorgon Terminator may exchange its power axe for a: 

- Power fist or a lightning claw ...................... ...... .. .. ..... .. ...... +5 points each 

Any Gorgon Terminator may exchange its power axe for a: 

- Chainfist ........................ ... .............. ............ .. .......................... + IO points each 

Any Gorgon Terminator may exchange its power axe and combi­

bolter for a: 

- Pair oflightning claws .................................................... .... +15 points each 

• For every five models in the squad, one Gorgon Terminator may 

exchange their combi-bolter for one of the following options: 

- Heavy flamer ............. .. ... ... ... ... ..... .. ... ........ .. .......................... +IO points each 

- Reaper autocannon ............................... ... .. ......................... +I5 points each 

- Graviton gun ........................... ... ... ..... ....... ... ........... .. .. .. ........ +15 points each 

• The Gorgon Hammerbearer may exchange their combi-bolter for a: 

- Combi-weapon .................................................................... .. ..... ... ... +7 points 

• The Gorgon Hammerbearer may take a grenade harness .... +IO points 

• The Gorgon Hammerbearer may take a Cyber-familiar ....... +IO points 

Gorgon Pattern Terminator Armour 
A variant of Indomitus pattern Tactical Dreadnought Armour 

devised by Ferrus Manus and his Iron-Fathers, this advanced 

prototype suit was just going into production at the outset of the 

Horus Heresy to supplement the Iron Hands Legion's combat­

depleted stocks of Terminator armour. The design replaced the 

field generators imbedded in the armour with experimental 

systems that converted incoming electromagnetic and kinetic 

energy into bursts of blinding light, able to incapacitate and maim 

nearby foes. The heat and electrochemical toxin bleed fro~ the 

armour's systems limited the armour's agility, and its negative side 

effects required a high level of cybernetic rebuild for its wearer to 

endure. However, volunteers for this painful modification were 

plentiful in the Legion's ranks, many deeming it an honour to 

serve as part of this great endeavour. 

Gorgon pattern Terminator armour is treated exactly as normal 

Terminator armour but possesses the following additional special 

rule. At the end of any phase in which at least one model in the · 

unit has passed at least one armour saving throw or invulnerable 

saving throw, roll a single D6. On the result of a 4+, all models 

within 6" of the unit must test as if they had been hit by a weapon 

with the Blind special rule. Friendly units may re-roll this test. 



MEDUSAN IMMORTALS SQUAD 250 POINTS 

Medusan Immortal 
Veteran Sergeant 

Unit Composition 
• 9 Medusan Immortals 
• I Veteran Sergeant 

Unit Type 

ws 
4 

4 

• Medusan Immortals: Infantry 
• Veteran Sergeant: Infantry 

(Character) 

War gear 
• Power armour 
• Bolt pistol 
• Boarding shield 
• Boltgun 
• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Iron Hands) 
• Gun Them Down 
• FeelNoPain(5+) 
• Hardened Armour (see page 

32 of the Legiones Astartes­

Crusade Army List book) 

Dedicated Transport 
• A Medusan Immortals squad 

may choose a Land Raider 
Proteus or Land Raider Phobos 
as a Dedicated Transport if 
it numbers IO models, or 
a Spartan Assault tank if it 
numbers 20 models or less. 

BS 

4 

4 

s 
4 

4 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 

I 

2 

Ld 
8 

9 

Sv 

3+ 
3+ 

Options 
• The Medusan Immortals squad may take: 

- Up to 10 additional Medusan Immortals ..................... +12 points each 
• Any Medusan Immortal and/or the Veteran Sergeant may exchange 

their boltgun for a: 
- Volkite charger ....................................................................... + 5 points each 

• Any Medusan Immortal and/or the Veteran Sergeant may exchange 
their boltgun for a: 

- Chainsword or combat blade······························'······························· ·· Free 
• For every five models in the squad, one Medusan Immortal may 

exchange their boltgun for one of the following weapon options: 
- Flamer ..................................................................................... +IO points each 
- Meltagun ................................................................................ +I5 points each 
- Graviton gun ......................................................................... +15 points each 
- Lascutter ................................................................................. +10 points each 

• The squad's Veteran Sergeant may replace their boltgun and/or their 
bolt pistol with one of the following (no option may be taken more 
than once): 
- Plasma pistol... ................................................................................. +I5 points 
- Power weapon ................................................................................. +IO points 
- Single lightning claw .................................................................... +15 points 
- Power fist .......................................................................................... +I5 points 
-Thunder hammer ........................................................................... +20 points 

• The squad's Veteran Sergeant may also take any of the following 
options: 
- Melta bombs ...................................................................................... +5 points 
- Single breaching charge .............................................................. + IO points 
- Artificer armour ............................................................................. +10 points 

Gun Them Down 
Rather than making a Sweeping Advance as normal after a 
victorious assault, by passing a Leadership test the squad may 
instead make Snap Shot shooting attacks (with all its usual 
provisions) against a single squad falling back away from them in 
combat. This is done before any falling back models are moved, 
and casualties are selected just as in assault. If the unit fails its 
Leadership test, no Snap Shots are taken and the unit may not 
make a Sweeping Advance. 



FERRUS MANUS 455 POINTS 
THE MASIER OF THE IRON H ANDS, THE GoRGON, WYRMSLAYER, THE BANE OF AsrRNorn, THE GREAT IRON-FATHER 

The Primarch of the Iron Hands Legion was a figure of legend amongst the peoples of his home world of Medusa, named 
by them 'the Gorgon' after the most ancient of mythic creatures. Ferrus was amongst the strongest of the Primarchs, 
within him burning the heat of the furnace, its fury tempered by an exterior as cold and unyielding as iron. The Gorgon 
was known for his uncompromising demeanour, refusing to show favour to his closest followers or even his brother 
Primarchs. He insisted upon strength in all things, such that he refused the people of Medusa many of the easements of 
civilisation in order to ensure they produced the toughest of offspring from whom the Legion could recruit. The demand 
for physical excellence extended beyond the body and mind to include the tools of war and so the Gorgon was a master of 
the forge, his skills matched only by Vulkan, the Primarch of the Salamanders Legion. It was said of Ferrus Manus that 
he was only truly at peace toiling at the anvil, creating some marvel of the smith's art beyond even the lords of Mars. 

Ferrus Manus was blessed of a physiology remarkable even amongst the Primarchs. His arms were sheathed in liquid 
metal, the result, so the legends of Medusa claim, of a battle fought against the mightiest of beasts before he was re-united 
with the Emperor. His armour is as heavy and impenetrable as that of a super-heavy tank, yet he keeps both arms 
uncovered so that he might bring their full might to bear. Ferrus has wrought countless weapons through the decades, 
some bestowed as gifts upon his brother Primarchs, others reserved for his own use. The Gorgon himself prefers the 
heaviest of war hammers, maces and similar types too massive for any but a Primarch to lift, yet alone wield in battle. 

The legend ofFerrus Manus was to fall silent upon the bloody ground of Isstvan Vat the hands of his brother Fulgrim, 
Primarch of the Emperor's Children Legion. Having attempted unsuccessfully to turn the Gorgon to the Warmaster's 
cause, Fulgrim engaged Ferrus in a duel to the death, wearing him down in a battle few but the Traitor Primarchs 
watching could fully perceive. By the duel's end, the head of Ferrus Manus was cleaved from his shoulders by Fulgrim's 
blade, the grisly trophy presented to Horus Lupercal by the victorious Primarch. Perhaps the Horus Heresy might still 
have been averted before the death of Ferrus Manus- in its aftermath, nothing would ever be the same again. 

Ferrus Manus 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Medusan Carapace 
• Forgebreaker 

ws 
7 

BS 
6 

s 
7 

Special Rules 

T 

7 

w 
6 

I 

5 

A 

4 

Ld 
10 

Sv 
2+ 

• Primarch (Independent Character, Master of the Legion, 
Eternal Warrior, Fear, Adamantium Will, Fleet, Fearless, 
It Will Not Die) 

• Sire of the Iron Hands 
• Master of Mechanisms 
• Very Bulky 



SPECIAL RULES 

Sire of the Iron Hands 
One of the most physically powerful of the Primarchs, whose skills as 
an artificer of arms and armour were every bit as potent as his martial 
prowess, Ferrus Manus despised weakness and by his presence on 
the battlefield, the Prima~ch drove his men to acts of superhuman 
endurance and remorseless fervour. 

Ferrus Manus has the Relentless and Smash special rules (the latter 
of which may be used in conjunction with any of his close combat 
weapons or attacks), and shooting attacks against him suffer a -I 

penalty to their Strength. 

All models with the Legiones Astartes (Iron Hands) special rule in an 
army containing Ferrus Manus gain the Feel No Pain (6+) special rule 
(unless they already possess a superior version of this rule). 

Master of Mechanisms 
Ferrus Manus is a master artificer and possesses the Battlesmith special 
rule, and passes his Repair rolls on a 3+. In addition, in a primary 
detachment that contains Ferrus Manus, all vehicles with at least one 
Armour value of I3 or more gain the It Will Not Die special rule. 

The Medusan Carapace 
Ferrus Manus operated a wide variety of arms and armour, almost 
all of which were the products of his craft and genius. Never fully 
satisfied with his work, he was always looking to improve upon it and 
test new prototype designs, the fruits of his labour later forming the 
basis of many Legiones Astartes designs such as Cataphractii pattern 
Terminator armour. 

The Medusan Carapace is an exemplar of these designs, incorporating 
servo-mechanisms and a plethora of systems. It provides a 2+ armour 
save and a 3+ invulnerable save, and incorporates a nuncio-vox and 
a servo-arm. It also allows Ferrus Manus to fire two weapons from 
the following list (at the same target) in the controlling player's 
Shooting phase: 

• Plasma blaster 
• Graviton gun 
• Grenade harness (unlimited use) 
• Heavy flamer 

Forge breaker 
Fashioned by his close comrade, and later hated enemy, the Primarch 
Fulgrim, this exquisitely fashioned thunder hammer would prove to 
have a dark infamy of its own and serve the hands of many masters 
before the Horus Heresy would end. 

Weapon 
Forge breaker 

Range Str 
X2 

The Death ofFerrus Manus 

AP 
I 

Type 
Melee, Concussive, 
Strikedown 

If you are fighting a battle or campaign closely following the 
narrative of the Horus Heresy (such as the The Blood of the 
Primarch mission - see page I89 of The Horus Heresy Book 
Two- Massacre ), Ferrus Manus is no longer in possession of 
Forge breaker, and so has his points cost reduced to 4I5 points). 



SPEARHEAD-CENTURION CASTRMEN 0RTH Bo POINTs 
CoMMANDER oF THE I RoN HANDs 'SuBJUGAToR' ARMouRED BATTALION, THE H ELL RIDER 

Castrmen Orth 

Unit Composition 
• 1 (Unique)* 

Unit Type 
• Infantry (Character) 

Wargear 
• Power armour 
• Refractor field 
• Frag & krak grenades 
• Bolt pistol 
• Powermaul 
• Cyber-familiar 

Special Rules 
• Independent Character 
• Legiones Astartes 

(Iron Hands) 
• Spearhead Commander* 
• Tank Hunters 

( 

ws 
5 

BS 

5 

s 
4 

T 

4 

w 
2 

I 

4 

A 

3 

Ld 

9 

Sv 

3+ 

Warlord Trait 
• Tank Crushers: If chosen as the army's Warlord, Castrmen Orth 

automatically has the Tank Crushers trait rather than rolling 
randomly. If Castrmen Orth is your army's Warlord, then all vehicles 
with the 'Tank' type in your primary detachment gain +I to results 
they inflict on the Vehicle Damage table when making ramming 
attacks. 

Spearh ead Commander 
At the beginning of the game, Castrmen Orth must be assigned 
to a single vehicle or super-heavy in his detachment which has 
both the 'Tank' type and has a Front Armour value of at least 13. 

He does not take up any Transport capacity and may not leave 
the vehicle unless it has become immobilised or it has been 
destroyed. If he is present on a vehicle when it is destroyed, he is 
treated exactly as if he was a transported model. Afterwards, he 
may only board vehicles that have a Transport capacity. 

While Castrmen Orth is inside a vehicle, it uses his Ballistic 
Skill of 5 and benefits from the Tank Hunters special rule for 
all of its attacks. 

"'Note that to take Castrmen Orth as part of your force, you must also 
have at least one tank model in your army suitable for him to command. 

/ 



IRoN-FATHER AUTEK MoR 225 POINTS 
LoRD OF THE MoRRAcUL CLAN, THE MAIMED, THE Bwon-WRoucm 

AutekMor 

Unit Composition 

• 1 (\Jnique) 

Unit Type 

• Infantry (Character) 

Wargear 

• Cataphractii pattern 

Terminator armour 

• Servo-arm 

• Cortex controller 

• Paragon blade 

• Volkite charger 

Special Rules 

• Independent Character 

• Fearless 

• Legiones Astartes 

(Iron Hands) 

• Bulky 

Battlesmith 

• Master of the Legion 

• Jealous Command 

ws 
6 

BS 

5 

s 
5 

T 

5 

w 
3 

I 

4 

A 

3 

Ld 

10 

Sv 

2+ 

Warlord Trait 

• Murderous Arsenal: If chosen as the army's Warlord, Autek Mor 

automatically has the Murderous Arsenal trait rather than rolling 

randomly. If Autek Moris your army's Warlord, then both he and 

a single chosen infantry unit in his detachment may be given the 

Preferred Enemy (Infantry) special rule. 

Jealous Command 
If chosen as part of your primary detachment, Autek Mor must be 

the army's Warlord unless Ferrus Manus is also present. 



CRUSADE ARMY Lrsr APPENDIX VI: THE N rcHr LoRDs 
LEGIONES ASTARTES (NIGHT LoRDS) 

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 culrure. 

Even before the Isstvan V Dropsite Massacre, the Night Lords Legion were renegade in all but name, having 
entirely devoted themselves to the arts of terror and murder. The Legion's Primarch Konrad Curze is the 
master of the unheralded strike from the least anticipated quarter, an attack delivered with such brutality 
and wanton cruelty entire planetary populations were brought to their knees in abject surrender. Never 
given to mercy, few who oppose the Night Lords ever live to tell the tale, unless they are allowed by design 
to escape in order to sow the seeds of dread still further. Given the dark demeanour of the Legion, it takes an 
equally ruthless leader to rein in its propensity to atrocity, at least until such time as it is called for. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 

Leadership value, regardless of casualties. 
• A Talent for Murder: If a unit or units of models with the Legiones Astartes (Night Lords) special rule 

outnumber one or more enemy infantry units during any Initiative step in which they fight in an assault, 
they gain +I To Wound. Bulky models count as two models and Very Bulky models as three models for 
the purposes of working out when the Night Lords outnumber their victims. 

• Nostraman Blood: All models with this special rule fall back +I" further than normal. If they fail a 
Pinning test, they may, if the controlling player wishes, fall back instead of becoming pinned - just as if 
they had failed a Morale check for taking casualties in the Shooting phase. 

• Night Vision: All models in a Night Lords primary detachment (not just those with the Legiones 
Astartes (Night Lords) special rule) have the Night Vision special rule. 

• From the Shadows: All models with this special rule have a cover save of 6+ on the first game 
rum, even in open ground. This rule can be combined with the effects of Stealth, etc, as 

normal, but other forms of cover the model might be in which provide a higher save 
supersede it. 
• Seeds of Dissent: If an army's Warlord is slain, each unit in the army with this 

special rule must make an immediate Morale check as if they had suffered 25% 

losses from shooting. 



LEGION SPECIFIC UNITS 

In addition to those found in the Crusade army list, the Night Lords Legion has particular access to 
additional unit types: Terror squads (which are an Elites choice on the Force Organisation chart) and Night 
Raptors (which are a Fast Attack choice on the Force Organisation chart). 

LEGION SPECIFIC W ARGEAR 

The Night Lord Legion has access to the following items of special wargear: 

Nostraman Chainglaive 
Any character or Independent Character with the Legiones Astartes (Night Lords) special rule eligible 
to take a power weapon as part of their options, may instead take a N ostraman Chainglaive for the same 
listed cost. 

Weapon 
Nostraman 
Chainglaive 

Range Str 

+I 

Teleportation Transponder 

AP Type 

3 Melee, Two-handed, Rending 

Any Night Lords Legion Terminator squad or Night Lords Legion Command squad equipped with 
Terminator armour may be upgraded to have the Deep Strike rule for +IS points for the squad. Any Night 
Lords independent character in Terminator armour may be upgraded to have Deep Strike for +ro points 
per model. 

Trophies of Judgement 
Any Independent Character can adorn themselves with the Trophies ofJudgement for +5 points, gaining 
the Fear special rule. 

NIGHT LoRDs UNIQUE Rm oF WAR: TERROR AssAULT 

The infamous speciality of the Night Lords Legion was the Terror Assault, often conducted under 
conditions of complete darkness, whether natural or artificially induced. Such attacks were not just designed 
to overwhelm their foe, but to sow as much gut-wrenching terror in both its victims and any who were left 
to survive to tell the tale, as to shroud whole worlds in a pall of fear. 

Effects 
• Cover of Darkness: The force may impose Night Fighting for the duration of the first turn of any 

mission on a D6 roll of 4+, if this condition is not already occurring in the mission normally. Night 
fighting imposed in this manner carries on into the second game turn on a roll of a s+ and on into the 
third game turn on the roll of a 6. 

• Terror Tactics: Night Lords Terror Squads must be taken as the Compulsory Troops choices for a force 
using this Rite of War, and may be taken as additional Troops choices if desired. 

• Claw Assault: Legion Tactical Squads, Legion Veteran Tactical Squads and Night Lords Terror Squads 
may take either Dreadclaw Drop Pods or Legion Drop Pods as Dedicated Transports so long as their 
number does not exceed the vehicle's Transport capacity and they begin the game held in reserve inside 
the transport. 

Limitations 
• Detachments using this Rite of War must take an additional Compulsory Troops choice in addition to that 

usually required on their Force Organisation chart. 
• Detachments using this Rite of War may only take a single Heavy Support choice as part of their Force 

Organisation chart. 
• Detachments using this Rite of War may only take a single Consul as part of their HQ choice. 
• The controlling player may not take a Fortification or other Space Marine Legion allied detachment. 



TERROR SQUAD 

Executioner 
Headsman 

Unit Composition 
• 4 Executioners 
• I Headsman 

Unit Type 
• Executioner: Infantry 
• Headsman: Infantry 

(Character) 

Wargear 
• Power armour 
• Bolt pistol 

ws 
4 

4 

• Chainsword or combat blade 
• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Night Lords) 

• Fear 
• Infiltrate 
• Preferred Enemy (Infantry) 

Dedicated Transport 
• A Terror Squad may choose 

a Dreadclaw Drop Pod as a 
Dedicated Transport. 

125 POINTS 

BS s T w I A Ld Sv 

4 4 4 I 4 2 9 3+ 

4 4 4 I 4 2 9 3+ 

Options 
The Terror Squad may take: 
- Up to 5 additional Executioners ..................................... +I5 points each 
Any model in the squad may also take one of the following options: 
- Boltgun ..................................................................................... +2 points each 
- Heavy chain blade .................................................................. + 5 points each 
- Volkite charger ....................................................................... + 5 points each 
- Rotor cannon or flamer (one model in the unit only) ........ +Io points 
The Headsman may exchange their chainsword or combat blade 
for a: 
- Power weapon ............................................................................. .... +IO points 
- Nostraman chainglaive ................................................................ +IO points 
- Power fist .......................................................................................... +I5 points 
- Single lightning claw .................................................................... +I5 points 

• The Headsman may exchange their bolt pistol for a: 
- Hand flamer .......................................... ................ .......................... +IO points 
- Plasma pistol... ................................................................................. +I5 points 

• The Headsman may also take any of the following options: 
- Melta bomb ........... .. ........................................................................... +5 points 
- Artificer armour ......................................................... ............ ........ +IO points 

~ 



NIGHT RAPTOR SQUAD 

Night Raptor 

Huntmaster 

Unit Composition 

• 4 Night Raptors 

• I Huntmaster 

Unit Type 

ws 
5 

5 

• Night Raptor: Jump Infantry 

• Huntmaster: Jump Infantry 

(Character) 

War gear 

• Power armour 

• Bolt pistol 

• Chainsword or combat blade 

• Jump pack 

• Frag & krak grenades 

Special Rules 

• Legiones Astartes 

(Night Lords) 

• Onslaught 

BS 

4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

I 

4 

4 

• The Night Raptor squad may take: 

A 

I 

2 

Ld 
8 

9 

150 POINTS 

Sv 

3+ 

3+ 

- Up to IO additional Night Raptors ................................. +20 points each 

• Any model in the squad may exchange their chainsword/combat 

blade for one of the following options: 

- Power weapon ....................................................................... +IO points each 

- N ostraman chainglaive ...................................................... + IO points each 

- Single lightning claw .......................................................... +I5 points each 

• For every five models in the squad, one Night Raptor may exchange 

their bolt pistol for one of the following weapons: 

- Flamer .................................................................................... +10 points each 

- Meltagun ................................................................................ +I5 points each 

- Plasma gun ............................................................................. +I5 points each 

- Plasma pistol... ........... ..................... .. ..................................... +I5 points each 

- Hand flamer .......................................................................... +10 points each 

• Alternatively, any model may exchange both their bolt pistol and 

chainsword/combat blade for a pair oflightning claws ........ +20 points 

• The Huntmaster may exchange their bolt pistol for one of the 

following weapons: 

- Volkite serpenta ................................................. .... .......................... + 5 points 

- Hand flamer .................................................................................... +10 points 

- Plasma pistol... .............................................................................. ... +I5 points 

• The Huntmaster may also take any of the following options: 

- Melta bombs ...................................................................................... +5 points 

- Artificer armour ............................................................................. +10 points 

Onslaught 

In a turn in which a model with this rule charges into combat, 

it gains D3 extra attacks rather than the usual +I. In the case of a 

unit with multiple models with this rule, roll once and apply the 

result to each model in the entire unit each turn. 



KoNRAD CuRZE 435 POINTS 
THE PRIMARCH OF mE NIGHT LoRDs, mE NIGHT HAuNTER, mE LAsr JunGE, THE KrNG OF TERRORS 

Called the 'Night Haunter' by the people of his home world ofNostramo, Konrad Curze was from his earliest days 
a figure of dark renown. Growing to maturity upon benighted city streets ruled by criminals while corrupt overlords 
enjoyed lives of luxury, Curze took it upon himself to exert his own bloody brand of justice. Instituting a reign of terror 
that cowed crimina! and tyrant a! ike, the Night Haunter brought order, of a kind, to Nostramo. When at last the 
Emperor came, Curze had foreseen his life, his role as Primarch and his ultimate end, his sanity ever stretched taut by 
grim visions of the horrors soon to overwhelm the galaxy. 

Having been granted command of the VIII'h Legion, which the Primarch named the Night Lords, Curze set about 
imposing his particular notions of order and justice upon the wider galaxy. World after world fell to the Night Haunter's 
bloody campaigns of conquest, the Primarch becoming so feared that the mere word of his approach was often sufficient 
to suppress rebellion and cow disobedience. Recruiting from the strongest ofNostramo's population, the ranks of the 
Night Lords were swelled by killers every bit as brutal as their Primarch, his conquests increasingly fought not to deliver 
the benighted from the horrors of the Age of Strife, but to shed the blood of those he judged wanting. By the time the 
Warmaster's treachery was revealed to an appalled Imperium of Man, Konrad Curze and his Legion were a! ready 
renegades in all but name, on the verge of censure by the highest authorities in the Emperor's domains. 

The Night Haunter and his dark kin committed themselves fully to the treachery unveiled at the Isstvan V dropsite. 
Ordered by the Imperium to serve in the second wave of Legions committed to bring the rebel Sons of Horus, Death 
Guard, World Eaters and Emperor's Children to book for their deeds at Isstvan III, the Night Lords ' thirst for justice 
was tragically misjudged. Curze had a! ready thrown in his lot with Warmaster Horus, his cruel ire directed not against 
the Traitors but against his own brothers and their Legions. Amidst the carnage unleashed at the height of the massacre, 
Konrad Curze came face-to-face with his hated brother Corax of the Raven Guard, and it was only capricious fate that 
averted the death of a second of the Emperor's sons upon the cursed ground of Isstvan V 

Konrad Curze 

Unit Composition 

• 1 (Unique) 

Unit Type 

• Jump Infantry (Character) 

War gear 

• The Nightmare Mantle 

• Mercy & Forgiveness 

• The Widowmakers 

• Frag grenades 

ws 
8 

BS 
6 

s 
6 

Special Rules 

T 
6 

w 
6 

I 

7 

A 

5 

Ld 
10 

Sv 

2+ 

• Primarch (Independent Character, Master of the Legion, 

Eternal Warrior, Fear, Adamantium Will, Fleet, Fearless, 

It Will Not Die) 

• Sire of the Night Lords 

• The King ofT errors 

• Shrouded 

• Stealth 

• Bulky 



SPECIAL RULES 

Sire of the Night Lords 
A dark and haunted figure, obsessed by death and judgement, and 
unshakable in his belief in the fundamental fallibility of man and 
the agency of fear as the only true means of controlling humanity's 
failings, Konrad Curze anci'his Legion were shaped by the terror and 
darkness ofNostramo, just as much as they were by the gene-craft of 
the Emperor. 

Konrad Curze has the Night Vision and Acute Senses special rules, 
and a force containing him as its Warlord may always elect to have the 
first turn of any game use the Night Fighting rule. A Night Lords force 
with Konrad Curze as its Warlord gains the Fear special rule for all 
of its units with the Legiones Astartes (Night Lords) special rule, and 
affected units which already have the Fear special rule now impose a 
- I penalty on the Leadership value of enemy units when testing for 
Fear against them. 

The King of Terrors 
Such is Curze's aura of preternatural malice and sinister intent, 
Fear tests taken against him are subject to a -3 Leadership penalty. 
In addition, should he be part of an assault where an enemy unit is 
destroyed outright, all other enemy units subject to Fear within n" 

and with line of sight to the combat must take an immediate Morale 
check or fall back 

The Nightmare Mantle 
Curze's raiment of war was a customised artificer suit, bedecked in 
grisly trophies of judgement and the flayed skins of those whose 
sins he saw as particularly egregious or noteworthy. It provides a 2+ 

armour save and a 4+ invulnerable save, and grants the Hit & Run and 
Hammer of Wrath special rules whenever he charges, inflicting D3 
Hammer of Wrath attacks rather than the usual +I additional attack. 

Mercy & Forgiveness 
This pair of murderous artificer-lightning claws, unknown in origin, 
which Curze favoured as his personal weapons were given the doleful 
names 'Mercy' and 'Forgiveness' by the Night Lords; though what 
their wielder named them, if anything, remains as with so much about 
their master, unknown. 

Weapon 
Mercy& 
Forgiveness 

Range Str AP 

Melee As user 2 

Type 

Melee, Shred, 
Specialist Weapon, 
Murderous Strike, 
Paired (+I attack) 

Murderous Strike: Attacks with this special rule cause Instant 
Death on a To Wound roll of 6. Roll any viable saves against this 
instant death-causing wound separately to any other wounds the 
attack inflicts. 

The Widowmakers 
Based on the micro-serrated throwing blades utilised for signature­
kills by certain Nostraman assassin-cults, Curze favoured the use of 
these vicious, yet highly precise weapons over more conventional 
firearms in battle, using them to disable and maim as he willed. 

Weapon Range Str 
Widowmaker volley n" 4 

AP 

5 

Type 
Assault 3, 
Lethal Precision 

Lethal Precision: Wielded by Curze, these weapons inflict precision 
strikes of a 4+ and on To Wound rolls of a 6 ignore both armour saves 
and invulnerable saves. 



FLAYMASTER MA WDRYM LLANSAHAI 135 POINTS 
FALLEN PRIMus MEDICAE oF THE N IGHT LoRDs, THE SMILING ONE, BLOODY BoNES 

Llansahai 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Power armour 
• Refractor field 
• Frag & krak grenades 
• Archaeotech pistol 

RedJaqa 
• Narthecium 

Special Rules 
• Independent Character 
• Fearless 
• Legiones Astartes 

(Night Lords) 
• Fear 
• The Devil's Luck 
• Unfit for Command 

ws 
5 

BS 
4 

s 
4 

RedJaqa 

T 

4 

w 
2 

I 

5 

A 

2 

Ld 

9 

Sv 

3+ 

Llansahai's custom-wrought scalpel is a long-bladed knife of 
unknown origin, whose edge can cut cleaner and deeper than 
any power blade. Although no true combat weapon, in Llansahai's 
hands it is a terrifying and deadly thing. Red Jaqa has the 
following profile: 

Weapon 
RedJaqa 

Range Str 
-I 

AP 

3 

Type 
Melee, Murderous 
Strike, Specialist 
Weapon 

Murderous Strike: Attacks with this special rule cause Instant 
Death on a To Wound roll of 6. Roll any viable saves against this 
instant death-causing wound separately to any other wounds the 
attack inflicts. 

The Devil's Luck 
Feared and distrusted, even among his own Legion, Llansahai 
has survived both enemy action and attempts on his life by his 
comrades, seemingly often by sheer chance alone. This has only 
enhanced the Primus Medicae's dark renown. Llansahai may re­
roll failed Look Out, Sir and Feel No Pain rolls. 

Unfit for Command 
Llansahai may not be taken as a compulsory HQselection for the 
army and may never be its Warlord- even the Night Lords have 
their limits of toleration for madness. 



'SEVATAR' 175 POINTS 
]AGO SEVATARION, THE PRINCE OF CROWS, FIRST CAPTAIN OF THE NIGHT LORDS AND M ASTER OF THE ATRAMENTAR 

Sevatar 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• Power armour 

• Iron halo 

• Frag and krak grenades 

• Master-crafted 

Nostraman chainglaive 

• Bolt pistol 

• Master of the Atramentar 

• Trophies ofJudgement 

(see page 57) 

Special Rules 
• Independent Character 

• Legiones Astartes 

(Night Lords) 

• Master of the Legion 

• Dirty Fighter 

• Repressed Psyker 

-

ws 
7 

BS 
5 

s 
4 

Warlord Trait 

T 

4 

w 
3 

I 

6 

A 

4 

Ld 
9 

Sv 

3+ 

• Master of Ambush: If chosen as the army's Warlord, Lord Sevatar 

automatically has the Master of Ambush trait rather than rolling 

randomly. This means that all friendly Outflanking units have the 

Acute Senses special rule while Sevatar is alive. 

Master of the Atramentar 
Night Lords Legion Terminator squads and Terminator 

Command squads from the same detachment as Sevatar who 

Deep Strike will not scatter as long as they are placed within 6"of 

Sevatar as they deploy. 

Dirty Fighter 
Sevatar is one of the most dangerous hand-to-hand combatants 

in his or any other Legion. He gains the Instant Death special 

rule for his attacks (in addition to any from his weapons) when 

fighting in a Challenge. 

Repressed Psyker 
Sevatar is a Level I Psyker with the Precognition Psychic Power 

from the Divination Discipline. However, he has long repressed 

such abilities, which are more often in use subconsciously rather 

than by direct will, and so he uses a Leadership value of 7 when 

manifesting this power, rather than his normal Leadership value. 



CRUSADE ARMY LIST APPENDIX VII: THE SALAMANDERS 
LEGIONES AsrARTES (SALAMANDERS) 

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. 

The Salamanders are the exemplars of forge-wrought duty, masters of artifice and possessed of a fearsome 
and uncompromising sense of honour. They stand for toil and sacrifice, bearing arms and armour forged 
to the highest possible standards and often by the hands of the Legionaries who bear them in battle. The 
Legion wields the tools of the smith as weapons of war, bringing heat, iron and raw strength of arms to strike 
down all those who would deny the Imperial Truth or attempt to undermine the Imperium of Man. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 

Leadership value, regardless of casualties. 
• Strength of Will: All units with this special rule automatically pass any Fear test they are called on to 

make and must re-roll a single D6 when Morale checks and Pinning tests are failed. 
• Promethean Gift: All hand flamers, flamers and heavy flamers used by models with this special rule 

gain +I Strength to their listed profile. This special rule also extends to all vehicles used by a detachment 
containing units with this rule. In addition, all enemy flamer-type attacks are at - I Strength when used 
against models with this rule. 

• Nocturne Born: All units with the Legiones Astartes (Salamanders) special rule do not add their 
Initiative score to their Sweeping Advance rolls and reduce their randomly rolled Run and Charge 
distances by -I" to a minimum of I". 



LEGION SPECIFIC UNITS 

In addition to those found in the Crusade Army list, the Salamanders Legion has particular access to 
additional unit types: FiredrakeTerminator squads (which are an Elites choice on the Force Organisation 
chart) and Pyroclast squads (which are a Heavy Support choice on the Force Organisation chart). 

LEGION SPECIFIC RESTRICTION: DISDAIN OF THE DARK AGE 

Moritat Consuls and Destroyer units may not be used in a Salamanders Legion primary detachment, 
nor may phosphex weapons be taken as an option or used by any model in a Salamanders Legion 
primary detachment. 

LEGION SPECIFIC W ARGEAR 

The Salamanders Legion has access to the following items of special wargear, and were renowned 
for their prevalence of artificer grade arms and armour, many the craftsmanship of the Legion's Space 
Marines themselves. 

Artificer Weapons 
All characters with the Legiones Astartes (Salamanders) special rule, including unit sergeants, etc, may apply 
the Master-crafted special rule to a single weapon they possess for +5 points. Which weapon this is must be 
noted on their army list before the battle begins. 

Dragonscale Storm Shield 
This prototype wargear may be taken by Legiones Astartes (Salamanders) models· in Terminator armour 
or by independent characters, and must be shown on the model. A Dragonscale storm shield provides a 5+ 
invulnerable save or increases an invulnerable save the model already has by +I (to a maximum of 3+). The 
model may not claim an additional attack for a second weapon in close combat if they also have this wargear. 
This option costs +IO points per model for an independent character not in Terminator armour, and for any 
model in Terminator armour; it may be exchanged for their combi-bolter for +5 points. 

Mantle of the Elder Drake 
This is an additional wargear option for a Salamanders Praetor costing +20 points. The model gains the 
Eternal Warrior special rule. 

Purging Flame 
Any heavy bolters/ twin-linked heavy bolters in a Salamanders Legion detachment may be exchanged for 
heavy flamers/ twin-linked heavy flamers respectively at no cost. This option must be represented on the 
model. Any Salamanders model eligible to take a plasma pistol may instead take an inferno pistol at the same 
cost given in their army list entry. 

SALAMANDERS LEGION UNIQUE RITE OF wAR: THE COVENANT OF FIRE 

Under the tutelage and spiritual leadership of their Primarch Vulkan, the Salamanders have become a 
Legion of warrior mystics; slow to anger, deliberate in action and supremely disciplined. But when their fury 
is unleashed, it is a terrible thing to behold and carried out with all the arts of warfare and artifice at their 
disposal; an unstoppable tide of fire and destruction purging all before it. 

Effects 
• Obsidian Forged: All Salamanders vehicles (ie, any model with an Armour value) taken as part of a 

detachment using this Rite of War have a 5+ invulnerable save against melta, volkite, plasma and flamer 
weapons (of all types), and also against melta bombs. 

• Veneration of Wrath: All meltaguns, inferno pistols and multi-meltas in the detachment using this Rite 
of War have the Master-crafted special rule. Pyroclast squads may be chosen as non-Compulsory Troops 
choices for a detachment using this Rite of War. 

• Implacable: All units in a detachment using this Rite of War gain the Move Through Cover special rule. 

Limitations 
Detachments using this Rite of War may not deploy models using the Deep Strike special rule (and units 
which must deploy by this method therefore cannot be chosen as part of the detachment). 
Detachments using this Rite of War cannot take more Heavy Support and Fast Attack choices in total 
than they have Troops choices in the detachment. So, for example, a detachment with three Troops 
choices could take three choices made up of Fast Attack or Heavy Support or a combination of the two. 
Detachments using this Rite of War may not take Fortification detachments. 
With the exception of the Legion Champion type, detachments using this Rite of War may only take a 
single Consul as part of their HQ choices. 



PYROCLAST SQUAD 

Pyroclast 

Pyroclast Warden 

Unit Composition 

• 4 Pyroclasts 

• I Pyroclast Warden 

Unit Type 

• Pyroclast: Infantry 

ws 
4 

4 

• Pyroclast Warden: Infantry 

(Character) 

Wargear 

• Artificer armour 

• Pyroclast flame projector 

• Combat blade 

• Frag & krak grenades 

Special Rules 

• Legiones Astartes 

(Salamanders) 

• Mantle of Ash 

Dedicated Transport 

• A Pyroclast squad may choose 

a Land Raider Proteus or Land 

Raider Phobos as a Dedicated 

Transport. 
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Options 

• The Pyroclast Squad may take: 

- Up to 5 additional Pyroclasts ............................................ +25 points each 

• The entire squad may take melta bombs ................................... +25 points 

• The Pyroclast Warden may exchange their combat blade for a: 

- Power weapon ................................................................................. +IO points 

- Power fist ...................................................................................... .... +I5 points 

Pyroclast Flame Projector 

The unique and complex flame weapons wielded by the Pyroclasts 

are a type of design created by the Primarch Vulkan himself, and 

are both more elegant and far more potent than the standard 

flamer wielded by the Space Marine Legions. They can be used to 

incinerate a swathe of targets in the manner of a standard flamer, 

but can also focus their jet into searing cutting arcs, difficult to 

aim, but able to slice through the most durable armour. 

In the Shooting phase or when carrying out Overwatch fire , 

the entire unit must fire its Pyroclast flame projector in the 

same firing mode. Declare which this is every time the weapons 

are used: 

Range Str AP Type 

Flame projector 

(Dispersed) Template 5* 5 Assault I 

(Focused) 6" 6 I Assault I, Melta 

*Note: This already includes the effect of the Promethean Gift special rule. 

Mantle of Ash 

The finely wrought artificer plate worn by the Pyroclasts is 

fashioned with flecks of obsidax crystal from the volcanoes of 

Nocturne, and draped with the hides of the Damen-Salamanders 

who dwell in their fiery depths. As a result, Pyroclasts have an 

invulnerable save of 5+ against all weapons defined as flamers, 
plasma weapons, melta weapons and volkites. 



FIREDRAKE TERMINATOR SQUAD 275 POINTS 

Firedrake 
Firedrake Master 

Unit Composition 
• 4 Firedrakes 
• I Firedrake Master 

Unit Type 
• Firedrakes: Infantry 

ws 
5 

5 

• Firedrake Master: Infantry 
(Character) 

War gear 
• Cataphractii pattern 

Terminator armour 
• Combi-bolter 
• Power weapon 

(Firedrakes only) 
Master-crafted power weapon 
(Firedrake Master only) 

Special Rules 
• Legiones Astartes 

(Salamanders) 
• Implacable Advance 

Favoured ofVulkan 

Dedicated Transport 
• A Firedrake Terminator squad 

may choose a Land Raider 
Proteus or Land Raider Phobos 
as a Dedicated Transport 
if it numbers 5 models, or 
a Spartan Assault tank if it 
numbers 10 models or less. 
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4 

s 
4 

4 
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I 

4 

4 
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Options 
The Firedrake Terminator squad may take: 
- Up to 5 additional Firedrakes ............ .............................. +40 points each 
Any model may exchange its power weapon for a: 
- Power fist ............................................................................................ +5 points 
Any model may exchange their power weapon for a: 
- Chainfist or thunder hammer .......................................... +IO points each 
The Firedrake Master may exchange their master-crafted power 
weapon for a: 
- Master-crafted thunder hammer .............................................. +10 points 
Any model may exchange its combi-bolter for a: 
- Combi-flamer or combi-melta 

or a Dragonscale pattern storm shield ............................. +5 points each 
• A single Firedrake may exchange their combi-bolter for a: 

- Heavy flamer .............................................................................. ..... +IO points 

Implacable Advance 
Firedrake Terminator squads are used to assail the most heavily 
defended objectives and secure them for the advance of allied 
forces. Firedrake Terminator squads are always counted as scoring 
units in any mission where Troops choices are also counted as 
scoring units. 

Favoured ofVulkan 
A Firedrake Terminator squad may be chosen instead of a 
Command squad as a bodyguard for any Terminator armour­
equipped Praetor of the Salamanders Legion (or the Primarch 
Vulkan himself). Firedrake Terminators must always be 
modelled/ painted to be visually distinct from standard Legion 
Terminator squads to avoid confusion. 



VuLKAN 425 POINTS 
THE PRIMARCH oF THE SALAMANDERS, THE PRoMETHEAN FrRE, THE HAMMER oF SALVATION, REcENT oF NocruRNE 

An indomitable warrior whose strength in battle was tempered by the depth of his wisdom, Vulkan was sire to the 
Salamanders Legion and its paragon. In war, his fury was a match for any of his brothers, and yet was ever mastered 
by a keen understanding for the destruction he caused and the power and dread responsibility he and his Legion carried 
as Angels of Death. In all his undertakings Vulkan ever sought to limit needless and wanton destruction, seeing in 
that a path to ruin and desolation of the soul, shouldering whatever hardship this might bring him or his sons without 
compliant and absorbing the wisdom such suffering brought, allowing it to forge him into an ever better protector for the 
growing Imperium. But like the fires of the deep earth, that wellspring of savage power slept but was never extinguished, 
to be called on when needed, as implacable and devastating as the fires of the turbulent world he called home. 

During his brief youth, Vulkan led the people of Nocturne from a fear-ridden existence as the playthings of xenos raiders 
to freedom, enduring on a world that tested Mankind to its very limits each day and acting as a champion for the 
embattled people that had adopted him. Where other Primarchs swiftly rose to rule their adopted homes, Vulkan was 
content to serve simply as a teacher and protector on Nocturne, leaving only when the Emperor arrived to summon him 
to war as part of the Great Crusade. Bequeathed a Legion on the verge of destruction, Vulkan was quick to rescue and 
remould the XVIII'h Legion, forging them into a potent tool of war with the wisdom that had been hard-earned on 
Nocturne and beyond. Amongst his fellow Primarchs, Vulkan's skill and intelligence won him many allies and friends , 
including Ferrus Manus, who shared his appreciation of the smith's arts. However, where the Gorgon knew only a cold 
approval for efficient weapons of war, Vulkan excelled at the creation of artefacts of stunning complexity and beauty, 
forging many weapons for his brothers, all of which were treasured by their owners. With Horus' betrayal at Isstvan III, 
and the wholesale slaughter of those Legionaries who refused to join him, Vulkan was quick to pledge his Legion to the 
Loyalist cause, ever ready to safeguard the worlds of the Imperium and bring just and destroying wrath to the Traitors. 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Draken Scale 
• Dawnbringer 
• The Furnace's Heart 
• Heavy flamer (Strength 6) 

ws 
7 

BS 
5 

s 
7 

Special Rules 

T 

7 

w 
6 

I 

5 

A 

4 

Ld 
10 

Sv 

2+ 

• Primarch (Independent Character, Master of the Legion, 
Eternal Warrior, Fear, Adamantium Will, Fleet, Fearless, 
It Will Not Die) 

• Sire of the Salamanders 
• Blood of Fire 
• Very Bulky 





CASSIAN DRACOS 275 POINTS 
THE FALLEN MASTER, THE DRAGON REVENANT, FIRsr CoMMANDER oF TIIE XVIII"' LEGION 

Cassian Dracos 

Unit Composition 

• I (Unique) 

Unit Type 

• Vehicle (Walker) 

War gear 

ws 
6 

• Two dreadnought close combat 

weapons, each of which has an 

inbuilt Dreadfire heavy flamer 

(additional close combat 

attacks already included in 

profile) 

• Extra Armour 

• Smoke launcher 

• Searchlight 

• Nuncio-vox 

Special Rules 

• Wrought by Vulkan 

• It Will Not Die 

• Venerable 

• Burning Wrath 

• The Last Warlord 

BS 

5 

s 
6 (10) 

Armour 

Front Side 

14 12 

Rear 

10 

I 

4 

A 

4 

HP 

4 

Warlord Trait 

• Fires of Martyrdom: If Cassian Dracos is your army's Warlord then 

your opponent cannot score Victory points for the Slay the Warlord 

secondary objective. In addition, all models from your detachment 

with the Legiones Astartes (Salamanders) special rule within 3" of 

Cassian Dracos gain the Feel No Pain (s+) special rule. 

Dreadfire Heavy Flamers 

These weapons may either be fired as two individual heavy 

flamers, or as a single twin-linked meltagun. This choice must be 

made at the beginning of the Shooting phase before any dice are 

rolled for their attacks. If one of the heavy flamers is destroyed 

then the remaining heavy flamer cannot use this optional 

attack mode. These weapons benefit from the Legiones Astartes 

(Salamanders) special rule. 

Wrought by Vulkan 

Cassian Dracos is immune to all of the effects of the Melta, 

Armourbane, Sunder and Lance special rules. Any other rules 

which either reduce or permanently degrade his Armour value or 

allow attacks which target him to roll more than one dice when 

making an Armour Penetration roll have no effect against him. 

Burning Wrath 

Cassian Dracos may forfeit his usual close combat attacks in order 

to inflict one automatic 56 (bonus included) AP 4 hit on every 

model (friend and foe) in base contact with him at Initiative 

step 1. 

The Last Warlord 

If Cassian Dracos is the only HQchoice present in your army, he 

becomes your army's Warlord, even though he does not have a 
Leadership value. He does not roll on the Warlord Traits table, but 

instead receives the trait listed previously. 

Sunder 

Attacks with this special rule may re-roll failed Armour 

Penetration rolls. 



LoRD CHAPLAIN N oMus Iuw'rAN 215 POINTS 
THE VOICE OF THE FIRE, KEEPER OF THE KEYS OF PROMETHEUS 

Nom us Rhy'tan 

Unit Composition 

• 1 (Unique) 

Unit Type 

• Infantry (Character) 

War gear 

• Artificer armour 

• Iron halo 

• Frag & krak grenades 

• Darkstar Falling 

• Combi-flamer 

• Bolt pistol 

• Mantle of the Elder Drake 

Special Rules 

• Independent Character 

• Zealot 

• Legiones Astartes 

(Salamanders) 

• Master of the Legion 

• Keeper of the Keys 

ws 
6 

BS 

4 

s 
4 

T 

4 

w 
3 

I 

5 

A 

3 

Ld 

10 

Sv 

2+ 

Warlord Trait 

• Inspiring Presence: If chosen as the army's Warlord, Lord Chaplain 

Rhy'tan automatically has the Inspiring Presence trait rather than 

rolling randomly. This means that all friendly units within 12" of him 

may use his Leadership value rather than their own. 

Keeper of the Keys 

Nom us Rhy'tan carried the sacred charge of Warden of 

Prometheus at the outbreak of the Horus Heresy, and dual roles 

as spiritual instructor to the Legion's initiates and as watcher 

of those who had fallen in battle. It was also at his behest that 

the Dreadnoughts of the Salamanders Legion rose from their 

dreaming slumbers. IfNomus Rhy'tan is part of a Space Marine 

Legion force (of any type) then a single Dreadnought Talon may 

be taken as a non-compulsory HQselection in that force. These 

Dreadnoughts may not be the force 's Warlord! 

Darkstar Falling 

Rather than the crozius carried by other Chaplains to signify their 

rank, Nom us Rhy'tan carries Darkstar Falling, a double-handed 

hammer crafted by the Primarch Vulkan from a single block 

of obsidian-like mineral wrested from the gravitational vortex 

of a dying world. It symbolises the strength and resilience of 

the Promethean Cult and the strange energies which slumber 

inside it represent the fury of the Legion, kept in abeyance until 

unleashed as the will directs. This weapon has the following 

profile: 

Range Str 

Darkstar Falling +2 

AP 

2 

Type 
Melee, 

Armourbane, 
Concussive, 

Two-handed 



CRUSADE ARMY LIST APPENDIX VIII: THE wORD BEARERS 
l.EGIONES AsrARIES (W ORD BEARERS) 

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. 

Where once the XVII'h Legion brought the light of the Emperor to benighted humanity, now the Word 
Bearers bring the blinding darkness of Old Night. No longer driven by duty and honour, but by the thirst 
for forbidden lore and undeserved power, they seek to bind the Warp itself and to enslave its denizens to 
their will. When the Word Bearers march to war, the fabric of reality is distorted and the dread things of the 
Abyss march at their side. To stand against the Word Bearers is to invite insanity, death and, unknown to 
most yet the worst fate of all, the damnation of the eternal soul. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 

Leadership value, regardless of casualties. 
• True Believers: All units with the Legiones Astartes (Word Bearers) special rule roll3D6 for all Morale 

checks and must pick the two lowest dice. 
• Cut Them Down: All units with the Legiones Astartes (Word Bearers) special rule must always make 

Sweeping Advances when possible, and must re-roll Sweeping Advance roll results of a '1'. 

• Charismatic Leadership: Any primary detachment force chosen from the World Bearers Legion must 
take a second Compulsory HQchoice on the Force Organisation chart (where a second choice is allowed). 
This choice must always be either a Centurion or a Chaplain Consul. 

LEGION SPECIFIC UNITS 

In addition to those found in the Crusade army list, the Word Bearers Legion has particular access to 
the additional unit types: Gal Vorbak Dark Brethren squads (which are an Elites choice on the Force 
Organisation chart) and Ashen Circle (which are a Fast Attack choice on the Force Organisation chart). In 
addition, it has a specific option of a Consul unavailable to other Legions; the Diabolist. 

The Diabolist ................................................................................................................. ....... ......... .... ................... +35 points 
This Consul type represents one of the Word Bearers who has already become engulfed in the unholy lore 
of Chaos and has paid the forfeit with their soul. 

• The Diabolist gains the Daemon special rule and the Preferred Enemy (Loyalist) special rule is added to all 
its close combat attacks (in addition to any other weapon effects). 

• A Diabolist may not be equipped with a Space Marine Bike or Space Marine Jetbike, Terminator armour, a 
power fist or thunder hammer. 

• If a Diabolist is present in a Word Bearers force , then that force also has access to the Dark Channelling 
option listed as follows for certain of its units. 



Dark Channelling .......................................................................................................................... +25 points per squad 
A unit with the Dark Channelling special rule is charged with the terrible power of the Warp bound 
into dark incantations upon th~ir armour and the tortured taint in their souls and flesh. This option is 
available to any Word Bearers Legion Tactical Squad, Veteran Tactical Squad, Legion Breacher Siege Squad, 
Legion Terminator Squad or Legion Assault Squad so long as the primary detachment also contains at least 
one Diabolist. 

Roll a D6 at the beginning of the game separately for each unit with Dark Channelling to determine its 
effects for that game. The bonuses and/ or penalties of Dark Channelling do not apply to any Independent 
Characters or other models which join the unit in question. 

D6 Result 
I-3 The unit gains the Zealot special rule. 
4--5 The unit gains + I Strength for the. duration of the battle. 
6 The unit gains the Daemon special rule for the duration of the battle." 

"If the Daemon result is ro!ted, the unit no longer counts as scoring regardless of its type, and counts as destroyed at the 
end of the game for the purposes of calculating Victory points where this is relevant. 

LEGION SPECIFIC W ARGEAR 

The Word Bearers Legion has access to the following items of occult wargear: 

Burning Lore 
Any Word Bearers Praetor, Diabolist, Centurion or Chaplain has access to the Burning Lore wargear 
upgrade, representing the Warp-tainted incarnations inscribed upon their armour or on parchments and 
books chained and mounted about them. This upgrade turns them into a Level I Psyker with access to the 
Biornancy or Telepathy Discipline and costs +30 points. 

Tainted Weapon: Any Word Bearers character with the option to take a power weapon may take a Tainted 
weapon instead at the same cost: 

Weapon 
Tainted weapon 

Range Str AP 
As User 

Type 
Melee, Specialist Weapon, Instant Death 

WoRD BEARERS UNIQUE R:m OF WAF:. THE DARK BRETHREN 

Before the canker of corruption took root within the Word Bearers Legion, it was renowned for the 
cohesion and selfless sacrifice with which it fought in the Emperor's name. After it carne to the worship of 
older and more nightmarish gods, parts of the Legion took to enacting horrific rites on the eve of battle to 
curry favour from the Warp. Such warbands soon became shadowed with the foulest and most unnatural 
evil, often paying with the blood and souls of their own brethren to appease their new masters. 

Effects 
• Arch-Traitors: All independent characters in a detachment using this Rite of War gain the Preferred 

Enemy (Loyalist Space Marines) special rule. 
• Signs & Portent s: The controlling player selects a single unit from the detachment's Troops choices at 

the start of the game (do this after deployment but before the game begins). Roll a D6. On a result of I-3 , 

all opposing units count as having the Preferred Enemy special rule against this unit. On a result of 4--6, 
this unit counts as having the Preferred Enemy special rule against all opposing units. 

• From Beyond: A primary detachment that uses this Rite of War may take allies from Codex: Chaos 
Daemons as Battle Brothers. 

• Hell follows with Th em : All wounds caused by Perils of the Warp tests taken by the opposing force gain 
the Instant Death special rule. 

Lim itation s 
• Detachments using this Rite of War must take at least one Diabolist as a HQchoice. 
• Detachments using this Rite of War may not take more than one Heavy Support choice as part of its 

primary detachment on its Force Organisation chart. 
• Detachments using this Rite of War may not take Fortification or allied Space Marine Legion 

detachments, and treat all other allies except Daemons as Desperate Allies. 



GAL VoRBAK DARK BRETHREN 200 POINTS 

Dark Brethren 
Dark Martyr 

Unit Composition 
• 4 Dark Brethren 
• r Dark Martyr 

Unit Type 
• Dark Brethren: Infantry 
• Dark Martyr: Infantry 

(Character) 

Wargear 
• Power armour 
• Bolt pistol 
• Boltgun 

ws 
5 

5 

• Chainsword or combat blade 
• Frag & krak grenades 

Special Rules 

• Daemon 
• Stubborn 
• Bulky 
• Rage 
• Rending* 
• Deep Strike 
• Damned 

"This rule applies to a!! the model's 
dose combat attacks only, regardless 
of the weapon being used and in 
addition to any weapon special rules. 

BS 

4 

4 

s 
5 

5 

Options 

T 

5 

5 

w 
2 

3 

I 

5 

5 

A 

2 

3 

Ld 
8 

9 

The Gal Vorbak Dark Brethren Squad may take: 

Sv 

3+ 

3+ 

- Up to 5 additional Dark Brethren ............... .................... +30 points each 
For every five models in the squad, one Dark Brethren may 
exchange their boltgun for one of the following options: 
- Flamer ............... .. ...................... ........ ...................................... +10 points each 
- Meltagun ........................... .. .... ............................................... +1 5 points each 
- Plasma gun .... .............. .. ... .. .................................... .. .............. +I 5 points each 
- Power weapon .............. ... .. ...................................... ... ........... +IO points each 
The Dark Martyr may exchange their chainsword or combat blade 
for a: 
- Power weapon .... ...................................................... .. .. .... ...... ......... + ro points 
- Power fist ........ ... ........................................................................ ....... +I 5 points 
- Single lightning claw .................................................................... +I5 points 

• Alternatively, the Dark Martyr may exchange their chainsword or 
combat blade, bolt pistol and boltgun for a: 
- Pair of lightning claws ............................................................. .. ... +20 points 

• The Dark Martyr may also take any of the following options: 
- Melta bombs ................................................................................ ...... +5 points 
- Artificer armour .................................................... ....................... .. +10 points 

Damned 
A unit with this rule never counts as a scoring unit, regardless of 
the provisions of the mission being played. 



THE AsHEN CIRCLE 

Incendiary 

Iconoclast 

Unit Composition 

• 4 Incendiaries 

• I Iconoclast 

Unit Type 

ws 
5 

5 

• Incendiary: Jump Infantry 

• Iconoclast: Jump Infantry 
(Character) 

Wargear 

• Hardened armour 

• H and flamer 

• Axe-rake 

• Jumppack 

• Frag & krak grenades 

Special Rules 

• Legiones Astartes 

(Word Bearers) 

• Burning Descent 

• Scorched Earth 

• Bitter Duty 

;:: ~"' :?E 

175 POINTS 

BS s T w I A Ld Sv 

4 4 4 I 4 I 8 3+ 

4 4 4 I 4 2 9 3+ 

Options 

An Ashen Circle squad may take: 

- Up to 5 additional Incendiaries .................... .... ............ .. . +20 points each 

Any model in the squad may exchange their axe-rake for a: 

- Power axe ...................... ........... ...... ...................... .................. .. + 5 points each 

The Iconoclast may also exchange their hand flamer for one of the 

following weapons: 

- Inferno pistol ........ ........ ........ .................... ................................... ... +IO points 

- Plasma pistol... ...... .. ........................................... ............ .................. +I5 points 

The Iconoclast may also take any of the following options: 

- Melta bombs ...... .. .................. ......................................... ................... +5 points 

- Up to three phosphex bombs .... ....................................... +IO points each 

- Artificer armour ......... .. .......... ... .................. .. ............................ ..... +IO points 

Burning Descent 

If the unit enters play via Deep Strike, then as soon as it has been 

placed on the table, all models within D6" suffer an immediate 

Strength 3 AP 5 hit. 

Scorched Earth 

This unit may always use its Hammer of Wrath attack, regardless 

of whether or not it has used its jump packs in the Movement 

phase, and these attacks are carried out at Strength 5. The 

Hammer of Wrath attacks made by this unit are classed as Flamer 

type attacks. 

Bitter Duty 

The unit may not be joined by friendly independent characters. 

Axe-rake 

A heavily reinforced axe-weapon with a grappling barb, this 

vicious blade is used to drag down victims, and topple graven 

idols and false icons for the Word Bearers' pyres. 

Range Str 

Axe-rake +I 

AP 

6 
Type 

Melee, Grapple 

Grapple: Enemies attempting to fall back after losing an assault 

to a unit equipped with axe-rakes suffer a -I penalty to their Fall 

Back distance. 



HIGH CHAPLAIN EREBUS 195 POINTS 
THE DARK APOSTLE, EMISSARY OF THEw ARMASTER, CHILD OF THE PRIMORDIAL TRUTH 

Ere bus 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Artificer armour 
• Iron halo 
• Frag & krak grenades 
• Plasma pistol 

ws 
5 

• Master-crafted power maul 

Special Rules 
• Independent Character 
• Zealot 
• Legiones Astartes 

(Word Bearers) 
• Burning Lore (see page 73) 
• Master of the Legion 
• Marked by Dark Fates 
• Harbinger of Chaos 
• Adamantium Will 

BS 

4 

s 
4 

T 

4 

w 
3 

I 

5 

A 

3 

Ld 
10 

Sv 
2+ 

Warlord Trait 
• Intimidating Presence: If chosen as the army's Warlord, High 

Chaplain Ere bus automatically has the Intimidating Presence 
Warlord trait rather than rolling randomly. This means that all 
enemy units within 12" of him must use their lowest Leadership 
value, not their highest. 

Marked by Dark Fates 
The Fates hold an eternity of war for Ere bus. In campaign games 
where character casualties and injury between battles is a factor, 
any such chart results for Ere bus may be re-rolled. 

Harbinger of Chaos 
If Ere bus is your army's Warlord, then its units may benefit from 
Dark Channelling (see page 73) and the army may take an allied 
contingent from Codex: Chaos Daemons if desired. 



KoRPHAERON 155 POINTS 
FrRSr CAPTAIN OF THE WoRD BEARERS, MASTER OFF AITH, PRIEST-KING OF CoLcHrs 

Kor Phaeron 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• The Terminus Consolaris 
• Pair oflightning claws 
• Digi-flamer 

Special Rules 
• Independent Character 
• Legiones Astartes 

(Word Bearers) 

ws 
4 

• Burning Lore (see page 73) 
• Master of the Legion 
• Harbinger of Chaos 
• Jealous Command 

... 

BS 
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s 
4 

T 

3 

w 
4 

I 

3 

A Ld Sv 
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Warlord Trait 
• Dark Oratory: If chosen as the army's Warlord, Kor Phaeron 

automatically has the Dark Oratory trait rather than rolling 
randomly. If he is the army's Warlord, then while Kor Phaeron is in 
play, all units with the Legiones Astartes (Word Bearers) special rule 
in his primary detachment gain a +I bonus to their Leadership (to a 
maximum of Leadership Io). 

Jealous Command 
If chosen as part of your primary detachment, Kor Phaeron must 
be the army's Warlord unless Lorgar is also present. 

The Terminus Consolaris 
Too old for transformation into a full-blooded Space Marine when 
the Emperor found Lorgar on Colchis, the Primarch nevertheless 
assured, through the use of gene-craft and anti-agathics, that his 
foster-father would join him on the Great Crusade as his First 
Captain. Before his later transfiguration by Chaos, Kor Phaeron's 
aged physique was augmented in battle by a custom designed 
suit of Terminator armour re-enforced with additional medicae, 
exoskeletal and life support systems known as the Consolaris. As 
well as augmenting his profile from human norms (the effects 
of which have already been included above), this counts in all 
particulars as a suit of Cataphractii pattern Terminator armour 
which also confers Feel No Pain (6+) on the wearer. 

Digi-flamer 
Concealed within Kor Phaeron's regalia of office is a miniaturised 
flamer weapon. This is treated as a hand flamer with the One Use 
special rule. 

Harbinger of Chaos 
IfKor Phaeron is your army's Warlord, then its units may benefit 
from Dark Channelling (see page 73) and the army may take an 
allied contingent from Codex: Chaos Daemons if desired. 



LOR GAR 375 POINTS 
M ASTER oF THE W oRD BEARERS, AuRELIAN, THE GowEN, THE VorcE OF TRUTH 

Lorgar Aurelian, the Golden Son as many called him, who alone amongst his brothers wielded the raw power of devotion 
as his preferred weapon, was the lord of the Word Bearers Legion. In his earliest days he swayed an entire world with 
his powerful oratory and the sheer force of his charisma, leading Colchis, his adopted home world, through the fires of 
civil war to the veneration of the Emperor, whose coming he had foreseen in dreams. Reunited with his father, and at the 
head of the Word Bearers Legion, Lorgar conquered, not simply through stratagem, overmatching power or simple brute 
violence, but by the subtle craft of exaltation, liberation and example, by inspiring his sons to feats of arms in the name of 
the Imperial Truth and swaying whole planetary populations through his statecraft and vision. Under his governance, 
his Legion did not simply batter a world into submission, leaving behind only a scorched ruin, but applied force of arms 
only as needed to raise them up and render them to freedom, reserving raw destruction and carnage for the recidivist, the 
hopelessly corrupt and damned. But in his literal interpretation of the meaning of the Great Crusade upon which he was 
embarked, he and his Legion strayed from the path that had been set out for them. 

For his failings, Lorgar received only disdain, contempt and censure from his siblings and father. His greatest success, 
the temple-city of Monarchia was rendered to dust and ashes at the command of the Emperor, who sought no worship 
from his son, only swift victories to hasten his works. With his beliefs shattered by the actions of his father, anger and 
resentment set Lorgar upon the path that would lead to the Heresy, and the Word Bearers began to secretly accept new, 
darker truths, even as they channelled their anger into a renewed slew of conquests that allayed the Emperor's suspicions. 
Both betrayer and betrayed, it was Lorgar and his Legion who would set the stage for the nightmare of the Heresy, 
seeking to spread his new creed across the galaxy. 

Unit Composition 

• r (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Armour of the Word 
• Illuminarum 
• Archaeotech pistol 
• Frag grenades 

ws 
6 

BS 
6 

s 
6 

Special Rules 
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10 

Sv 
2+ 

• Primarch (Independent Character, Master of the Legion, 
Eternal Warrior, Fear, Adamantium Will, Fleet, Fearless, 
It Will Not Die) 

• Living Icon 
• Sire of the Word Bearers 
• Dark Fortune 
• Erratic Psychic Power 
• Bulky 



SPECIAL RULES 

Sire of the Word Bearers 
Lorgar has the Crusader special.rule and confers this to any unit he 
joins. In addition, while he is on the table (and not being carried 
by a transport vehicle), all models in the same primary detachment 
which have the Legiones Astartes (Word Bearers) special rule may use 
Lorgar's Leadership value for all Morale checks and Pinning tests. 

Living Icon 
Lorgar's presence drives his Legion to greater heights of glory and 
fanatical determination to be worthy of his favour. All models in the 
same primary detachment which have the Legiones Astartes (Word 
Bearers) special rule who can draw line of sight to Lorgar gain +I to 
their charge distance rolls, are immune to Fear and add a bonus of +I 
to their total score to determine who has won an assault. 

Dark Fortune 
Lorgar has long been shadowed by the Fates of Chaos, and chosen as 
one of their favoured sons. As a result, the player may re-roll any failed 
Deny the Witch roll for Lorgar. In addition, once per game, Lorgar's 
player may elect to force a single enemy model or unit to re-roll all 
rolls of a 5 or 6 both To Hit and To Wound Lorgar in a given player 
turn. The use of this power must be declared before the attacking 
player rolls any dice for attacks by the nominated model that turn. 

Erratic Psychic Power 
Lorgar's potent psychic powers were, until his transfiguration by the 
dark gods, erratic and unreliable. In order to represent this, Lorgar 
is a Level2 Psyker who may choose to roll powers from either the 
Telepathy or Telekinesis Disciplines. However, when wishing to 

use his powers, Lorgar must roll3D6 and choose the two highest 
dice results. 

The Armour of the Word 
Lorgar's battle plate is a customised suit of artificer armour based upon 
the Maxim us pattern, incorporating a defensive field generator and 
graven with ancient Colchisian sigils of protection and Lorgar's own 
words of anathema. The Armour of the Word provides a 2+ armour 
save and a 4+ invulnerable save. This invulnerable save increases to a 
3+ against any psychic empowered attack (including Witchfire powers 
and blows from force weapons). 

Illuminarum 
This ornate sceptre-maul was fashioned for Lorgar by the master 
weaponsmith Ferrus Manus in a rare display of filial support. Perfectly 
balanced for Lorgar's strength and size, it is a formidable weapon and 
apocryphally seen as the pattern on which the Chaplains' crozius was 
later based. 

Weapon 
Illuminarum 

Range Str 
+2 

Lorgar Transfigured 

AP 
2 

Type 
Melee, Master-crafted, 
Concussive, Smash 

When Lorgar came to embrace what he saw as the Primordial 
Truth of Chaos, he used it and its sorcerous lore to finally 
unlock his full psychic potential. To represent this option you 
may choose to use this special rule. If you do so, the Lorgar 
Transfigured special rule replaces the Erratic Psychic Power rule. 

Lorgar Transfigured is a Level3 Psyker who may select (rather 
than randomly roll) three powers in any combination from the 
Telepathy and Telekinesis Disciplines at the start of the game. 
When manifesting a psychic power, Lorgar rolls 3D6 and picks 
the two lowest results. 

LorgarTransfigured is treated as an upgrade which costs 

+75 points. 



CRUSADE ARMY LIST APPENDIX IX: THE IRON wARRIORS 
LEGIONES AsrARTES (IRON WARRIORS) 

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. 

The Iron Warriors are the grim-faced, cold-hearted masters of the science of war, the exemplars of strength 
and discipline turned exclusively to the systematic destruction of an enemy. The Legion is commanded by 
its Lord Primarch as an extension of his own mind and body, the will of each Legionary utterly sublimated to 
his conception of victory. More so than in any other Legion, the life of each warrior is secondary to his duty, 
as much a resource to be expended in the relentless calculus of war as bolt shell or lascannon charge. Guided 
by such doctrines, the Iron Warriors are amongst the most relentless and dogged siege warriors in the ranks 
of the Legiones Astartes and countless fortresses have been reduced to ashes under their guns throughout 

the Great Crusade. 

All models and units with this special rule are subject to the following provisions: 
Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 
Leadership value, regardless of casualties. 
Wrack & Ruin: The Iron Warriors specialise in storm assaults against fortified positions under heavy 
fire, and are all but impossible to stop once committed to the attack. Needless to say, their mastery of 
destructive siege craft is all but unrivalled. 
- Models with the Legiones Astartes (Iron Warriors) special rule do not suffer Morale checks from 

shooting attacks and may re-roll failed Pinning tests. 
- All grenade and melta bomb attacks by models with the Legiones Astartes (Iron Warriors) special rule 

have the Wrecker special rule in addition to any other rules for the weapon type being used. 
The Bitter End: In games which would normally have a random game length, the Iron Warriors player's 
opponent can opt to play to six full turns instead of the roll to end the game being made. 



LEGION SPECIFIC UNITS 

In addition to those found in the Crusade Army list, the Iron Warriors Legion has particular access to two 
additional unit types: Tyrant Siege Terminator Squads (which are an Elites choice on the Force Organisation 
chart) and Iron Havoc Support Squads (which are a Heavy Support choice on the Force Organisation chart). 
In addition, it has a specific option for its Praetors which is unavailable to other Legions; the Warsmith. 

Warsmith 
A single Praetor with the Legiones Astartes (Iron Warriors) special rule in a primary detachment may be 
made a Warsmith. Warsmiths have the Stubborn special rule and must be the army's Warlord unless their 
Primarch is present, but are worth an additional Victory point to the enemy if slain in any mission where 
Victory points are being used. When acting as an army's Warlord, they are given the Shatter Defences special 
rule in place of their usual Warlord Trait. A Warsmith may not be equipped with a Jump Pack, Space Marine 
Bike or Space Marine Jetbike, but may be given a servo-arm in addition to their normal wargear as well as 
the Battlesmith special rule for an additional +35 points. 

Shatter Defences: After deployment but before Scout moves and Infiltrators are placed, nominate one 
piece of terrain within the opponent's deployment zone (this cannot be something purchased as part of 
their army). The cover save provided by the targeted terrain is reduced by -I (s+ becoming 6+, and so on). A 
particular piece of terrain may only be 'shattered' once. 

LEGION SPECIFIC W ARGEAR 

The Iron Warriors Legion has access to the following items of special wargear: 

Shrapnel Bolts 
These modified heavy bolter rounds are available as an option for all units in the army equipped with heavy 
bolters/ twin-linked heavy bolters or quad heavy bolters. This option costs no points but must be noted in 
the army list, and if applied to a unit they must be given to all eligible weapons of the listed types in that 
unit. These weapons gain the Pinning special rule, but their AP value is changed to 5· 

Cortex Controller 
Any Iron Warriors Warsmith, Forge Lord orTechmarine can be given a cortex controller for +IS points (see 
page 89 of the Legiones Astartes- Crusade Army List book). 

IRON WARRIORS UNIQUE RITE OF WAR: THE HAMMER OF OLYMPIA 

Masters of siege warfare and attrition assault tactics, the Iron Warriors favour the use of murderous 
firepower as their principal agency of war, and are renowned for their use of heavy armour and fortifications, 
spurning vainglorious ideals of personal combat and valour for the brutal determination to achieve victory 
by any means necessary. This culminated in tactical formations such as that which became known as the 
Hammer of Olympia; designed to carry out an unyielding close range attack and shatter the strongest enemy 
defence line under a weight of armoured warriors and a hurricane of fire. 

Effects 
• Hail of Fire: Models with the Legiones Astartes (Iron Warriors) special rule that are part of a force using 

this Rite of War may declare an assault after firing rapid fire weapons, so long as they have not also made 
a Fury of the Legion attack, but counts as making a disordered charge if doing so. Note that the unit may 
still only assault the same unit they have fired at. 

• Sheathed in Steel: All vehicles with the Tank and Walker types chosen as part of this formation gain the 
Extra Armour option at no additional cost. 

• Siege Engineers: A primary detachment using this Rite of War may take an additional Heavy Support 
choice on their Force Organisation chart. 

Limitations 
• Detachments using this Rite of War must take either a Warsmith or Siege Breaker as its Compulsory HQ 

choice. 
• Detachments using this Rite of War must take more Heavy Support choices than Fast Attack choices from 

the Force Organisation chart for the mission type they are using. So, for example, if the force contains 
three Heavy Support choices, it can only contain up to two Fast Attack choices. . 

_..-Detachments using this_Rite of War must take an additional Compulsory Troops choice as part of their 
Fo~e Organisation chart. 

• Detachments us~g this Rite of War may not take allied Space Marine Legion detachments. 

-



TYRANT SIEGE TERMINATOR SQUAD 295 POINTS 

Tyrant Terminator 
Tyrant Siege Master 

Unit Composition 
• 4 Tyrant Terminators 
• I Tyrant Siege Master 

Unit Type 

ws 
4 

4 

• Tyrant Terminators: Infantry 
• Tyrant Siege Master: Infantry 

(Character) 

Wargear 
• Cataphractii pattern 

Terminator armour 
• Cyclone missile launcher 
• Power fist 
• Combi-bolter 
• Omni-scope 

(Siege Master only) 

Special Rules 
• Legiones Astartes 

(Iron Warriors) 
• Wrecker (applied to all their 

attacks, regardless of the 
weapon used) 

Dedicated Transport 
• A Tyrant Siege Terminator 

Squad may choose a Land 
Raider Proteus or Land 
Raider Phobos as a Dedicated 
Transport if it numbers five 
models, or a Spartan Assault 
tank if it numbers IO models 
or less. 

BS 
4 

4 

s 
4 

4 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 
2 

2 

Ld 
8 

9 

Sv 
2+ 

2+ 

Options 
• The Tyrant Siege Terminator Squad may include: 

- Up to an additional 5 Tyrant Terminators ................... +so points each 
• Any model in the unit may upgrade their power fist to a: 

- Chainfist .................................................................. ... .............. + 5 points each 
• The Siege Master may exchange their combi-bolter for a: 

- Combi-weapon ......................................................... .. ...................... +5 points 

Omni-scope 
A sophisticated cogitator-slaved optical scanner integrated into 
the modified Terminator armour of the squad's Siege Master, the 
omni-scope provides the model which carries it with the Night 
Vision and Split Fire special rules. 



IRON HAvoc SuPPORT SQUAD 185 POINTS 

Iron Havoc 

Iron Havoc Sergeant 

Unit Composition 
• 4 Iron Havocs 

• I Iron Havoc Sergeant 

Unit Type 
• Iron Havoc: Infantry 

ws 
4 

4 

• Iron Havoc Sergeant: Infantry 
(Character) 

War gear 
• Power armour 

• Heavy bolter 

with shrapnel bolts 

• Bolt pistol 

• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Iron Warriors) 

• Hardened Armour 

• Tank Hunters 

• Deadly Aim 

Dedicated Transport 
• As long as it numbers no more 

than IO 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 I 5 of the 

Legiones Astartes- Crusade Army 

List book), other Dedicated 

Transport options may be 
available for the squad. 

BS 
4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 
I 

2 

• The Iron Havoc Support Squad may take: 

Ld 
8 

9 

Sv 

3+ 

3+ 

- Up to 5 additional Iron Havocs ....................................... +25 points each 

• Any model in the squad may exchange their heavy bolter with 

shrapnel bolts for one of the following weapons: 

- Autocannon ................................................................................................ Free 

- Missile launcher (with frag, krak & flakk missiles) .... + 5 points each 

- Lascannon ........... ........................... ........................................ +I5 points each 

• The squad's Sergeant may take any of the following options: 

- Exchange their heavy bolter and shrapnel bolts for a nuncio-vox 

and power weapon ........................................................................... + 5 points 

- Exchange their heavy bolter and shrapnel bolts for a nuncio-vox 

and power fist .................................................................................. +IO points 

- Artificer armour .................... ..... .................................................... +10 points 

- Augury scanner ................................................................................ +5 points 

- Melta bombs ................................................ : ..................................... +5 points 

Deadly Aim 
A unit fired at by a model with this special rule has its cover saves 

worsened by -I against their attacks (eg, a 5+ cover save becoming 

a 6+ and so on). 



ERAsMus GoLc 175 POINTS 
CAPTAIN OF THE IRoN WARRIORS II"' GRAND CoMPANY, "THE PITILEss" MASTER OF mE CoNTRADOR 

Erasmus Golg 

Unit Composition 
• r (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Cataphractii Terminator 

armour 
• Chainfist 
• Combi-melta 
• Nuncio-vox 

Special Rules 
• Independent Character 
• Harsh Taskmaster 
• Legiones Astartes 

(Iron Warriors) 

• Brutal Charge 
• Terminator Attack 
• Master of the Legion 
• Warlord 

ws 
6 

BS 

5 

s 
4 

T 

4 

llarshTaslontaster 

w 
3 

I 

5 

A 

3 

Ld 
9 

Sv 
2+ 

Golg is infamous for the brutal regime he imposes on the 
Legionaries under his command; winnowing out those he 
considers weak and brutalising the rest into killers whose 
remorselessness in battle is renowned even among their fellow 
Iron Warriors, and who know that to disappoint their commander 
is to invite certain death. While Golg is on the table, all units with 
the Legiones Astartes (Iron Warriors) special rule in his army 
may use his Leadership value rather than their own when making 
Morale checks. 

Brutal Charge 
Golg and any Terminator armour-equipped models in any unit he 
joins gain the Hammer of Wrath special rule. 

Terminator Attack 
Legion Terminator squads may be taken as a Troops choice in an 
army with Erasmus Golg as its Warlord. 

Warlord 
If Golg is your army's Warlord, he does not roll on the Warlord 
Traits table, but instead receives the Bloody-handed trait (see page 
15 of the Legiones Astartes- Crusade Army List book). 



KYR VHALEN 195 POINTS 
W ARSMITH OF THE IRoN WARRIORS 77rn GRAND BAIT ALI ON, THE SHAmRBLADE, MAmR oF THE TYcHE's LAMENT 

KyrVhalen 

Unit Composition 

• I (Unique) 

Unit Type 

• Infantry (Character) 

Wargear 

• Artificer armour 
• Relic blade 
• Volkite charger 
• Frag & krak grenades 
• Melta bombs 
• Servo-arm 
• Iron halo 
• Cortex controller 

Special Rules 

• Legiones Astartes 
(Iron Warriors) 

• Independent Character 
• Feel No Pain (6+) 
• Warsmith 
• Master of the Legion 
• Shatter Assault 
• Master of Fortifications 
• Jealous Command 

ws 
6 

• Warlord (If Vhalen is your 
army's Warlord, he has the 
Battle Logistician trait rather 
than rolling randomly) 

BS 

5 

s 
4 

T 

4 

Shatter Assault 

w 
4 

I 

5 

A 

4 

Ld 

IO 

Sv 

2+ 

Once per game, Vhalen may declare the use of this ability when 
he or a unit he has joined is first assaulted in that turn. For the 
duration of this Assault phase, all units which charge him or the 
unit he has joined are forced to make Disordered Charges and 
may not benefit from Hammer of Wrath attacks. 

Master of Fortifications 

At the start of the game, Vhalen's controlling player may nominate 
a single Fortification choice they have included in their army. 
When rolling for Cover Save rolls provided by this fortification, 
results of a 'I ' may be re-rolled or its Armour value is increased by 
+I (to a maximum of IS). The controlling player decides which of 
these effects apply. 

Jealous Command 

IfKyr Vhalen is chosen as part of the army, he must be a part of 
its primary detachment and he must be the army's Warlord unless 
Perturabo is also present. 

Warlord: Battle Logistician 

Thanks to a masterful control over munitions and forward 
planning, the Warlord may declare a single unit of any type that 
begins the game deployed on the table. While it remains in their 
own deployment zone, this unit may re-roll all To Hit rolls of'I' 
with shooting attacks. This ability cannot be used, however, for 
weapons with the Gets Hot rule. 



THE PRIMARCH PERTURABO 455 POINTS 
MAsrER oF THE IRoN W ARRIORS, THE LoRD OF IRoN, THE BREAKER, THE HAMMER OF OLYMPIA 

Weaned on war and intrigue in the strife-ridden courts of Olympia, Perturabo was a grim warrior and a master of 
technological arcarna who wielded logic and the mathematics of warfare as keenly as he did a blade. To his brothers, 
the Lord of Iron was taciturn to the point of insult, preferring to harbour his thoughts against need and ever wary 
of treachery, even amongst his kin. Few would call him friend, but none could fault his ability to deconstruct any 
campaign and plot the most direct course to victory regardless of the cost and despite the strain put upon his loyalty 
during the long years of the Great Crusade. His word was as unbreakable as iron. 

Unlike his brothers, many of whom embraced the Emperor's Great Crusade with near fanatical zeal, Perturabo saw it 
simply as a task that his sworn duty to the Emperor compelled him to pursue. His conquests were numerous, and the 
Iron Warriors brought many worlds into the Imperium of Man, but he left behind him shattered realms brought to 

the brink of extinction by his brutal, if effective, strategies. 

Perturabo arrived at Isstvan V in the wake of the bloody pacification of Olympia, a campaign that many would later 
claim tipped Perturabo and his Legion over the edge of madness and fully into the abyss of betrayal, and his actions 
there will echo forever in the history of the Imperium. In the wake of the Dropsite Massacre, Perturabo abandoned the 
blasted carcass of Isstvan V, carrying his fallen brother's hammer as a token of his new allegiance to the traitor Horus. 

Perturabo 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 

• The Logos 
• Frag grenades 

ws 
8 

BS 
6 

s 
7 

Special Rules 

T 

6 

w 
6 

I 

5 

A 

4 

Ld 
IO 

Sv 
2+ 

• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Sire of the Iron Warriors 
• Relentless Strategist 
• Precision Bombardment 
• Very Bulky 



SPECIAL RULES 

Sire of the Iron Warriors 
All ofPerturabo's attacks have the Wrecker and Tank Hunters special 
rule. In addition, all models with the Legiones Astartes (Iron Warriors) 
special rule in the same army as Perturabo gain the Stubborn special 
rule while he is on the table. 

Relentless Strategist 
All models in the same army as Perturabo gain Furious Charge while in 
an enemy's deployment zone. An army with Perturabo as its Warlord 
may, if wished, begin rolling for Reserves from the first turn of the 
game (rather than the second). 

Precision Bombardment 
Perturabo could direct artillery strikes with preternatural precision, 
whether from orbit or the many heavy guns behind the lines. Unless 
engaged in combat or held in reserve, Perturabo may call down a 
single precision bombardment attack in the Shooting phase once 
per game- this does not count as him firing a weapon. This attack 
has the following profile. Line of sight for this attack may be drawn 
from his model or any friendly model equipped with a nuncio-vox or 
cortex controller. 

Weapon 
Precision 
Bombardment 

The Logos 

Range Str 

Unlimited 9 

AP 

2 

Type 

Ordnance D3, Barrage, 
Large Blast (s"), 
Twin-linked 

Perturabo's panoply of war was a unique and highly customised suit 
of Terminator armour of his own design known as the 'Logos'. As well 
as providing a phenomenal level of defence against outside attack, 
the armour contained sophisticated command and control systems 
which linked him cybernetically to every facet of the forces under his 
disposal and a shifting array of weapons and secondary systems created 
by his own vast intellect. 

The Logos provides the following abilities and attacks: 

• A 2+ armour save and 3+ invulnerable save. 
• Close combat attacks using Perturabo's profile and an AP value of 2. 
• Immunity to the Concussive and Blind special rules. 
• The armour incorporates the following items of wargear: 

- Teleport homer 
- Cortex controller 
-Nuncio-vox 
- Cognis signum 

• Perturabo and all Terminator units (of any type) with the Legiones 
Astartes (Iron Warriors) special rule in the army gain Deep Strike. 

• A wrist cannon- this provides a shooting attack with the 
following profile: 

Weapon 
Wrist cannon 

Range Str 
24" 6 

AP 

3 

Type 
Assault 3, Twin-linked, 
Rending 

ArnR IssrvAN 
After the death of Ferrus Manus on Isstvan V, Perturabo received 
the gift of the hammer Forge breaker from Horus to seal the 
compact between them. Perturabo further modified the weapon 
for his own use and its profile for when he wields it is listed here. 
Equipping Perturabo with Forge breaker costs an additional 

+35 points. 

Forge breaker 
Fashioned by Fulgrirn for the slain Ferrus Manus, this exquisitely 
wrought thunder hammer was gifted to Perturabo and brutally 
adapted to his own hand. 

Weapon 
Forge breaker 

Range Str 
X2 

Dedicated Transport: The Tormentor 

AP 
I 

Type 
Melee, Concussive, 
Strikedown, 
Unwieldy, Blind 

Perturabo may take the Tonnentor as a Dedicated Transport in any game 
of 3,000 points or more. The Tonnentor is a Legion Shadowsword (see 
Warhammer 4o,ooo: Apocalypse), which also has a Transport capacity 
of 15 models and one access point to the rear. The Tonnentor has the 
Command Tank upgrade and a single Titan void shield. Tonnentor costs 
sao points and does not take up a Lords of War choice. 



CRUSADE ARMY LIST APPENDIX X: THE ALPHA LEGION 
LEGIONES AsrARTES (ALPHA LEGION) 

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. 

Of all of the Legiones Astartes, the least is known for certain of the Alpha Legion. The annals of the Great 
Crusade make mention of the Legion, but invariably each entry contradicts some other. All that is known is 

that the warriors of the Alpha Legion are the unsurpassed masters of misdirection and guile. Most foes have 
no inkling they are even fighting before the Alpha Legion's masterful stratagems cause their defences to 

collapse beneath them, torn apart from within so that when the final overwhelming attack finally comes, the 
enemy's defeat is total. 

All models and units with this special rule are subject to the following provisions: 
• Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 

Leadership value, regardless of casualties. 
• Mutable Tactics: An Alpha Legion army must pick one of the following special rules at the point where 

Warlord Traits have been selected for the game. This rule then applies to all of the units in the detachment 

with the Legiones Astartes (Alpha Legion) special rule for the duration of this game: 
-Scout 

- Infiltrate 
- Tank Hunters 

- Counter-attack 
- Move Through Cover 
- Adamantium Will 

• Martial Hubris: In any mission where secondary objectives are being used, and an Alpha Legion army is 
your army's primary detachment, if the Alpha Legion army has suffered more units destroyed than their 
enemy at the end of the game, then their enemy gains +I Victory point. 

LEGION SPECIFIC U NITS 

In addition to those found in the Crusade Army list, the Alpha Legion has particular access to additional 

unit types: Headhunter Kill Teams (which are a Fast Attack choice on the Force Organisation chart) and 
Lernaean Terminator Squads (which are an Elites choice on the Force Organisation chart). The Alpha 
Legion also has access to a unique Consul type; the Saboteur. 

Saboteur ................................................................................................................................................................ +35 points 
The Saboteur specialises in covert infiltration, assassination and sabotage, arts usually considered beneath 
the Legiones Astartes but at which the Alpha Legion has always excelled. Saboteurs make their presence 
known on the battlefield by the destruction they wreak, often in the opening moments of a major 

engagement, striking against enemy command structures, vital units or defences, leaving the foe reeling 
before the Alpha Legion's onslaught. 

Wargear 
• A Saboteur carries melta bombs and cameleoline. 

Special Rules 
• Lone Killer: A Saboteur cannot be chosen to fulfil a compulsory HQ choice and may not join other units. 

• Special Deployment: A Saboteur must begin the game in Reserve and does not count towards the 

maximum number of reserve units in the army. They are deployed via the Reserve rules and have Outflank. 
• Sabotage: At the moment the Saboteur enters play, a special Sabotage attack is inflicted on the enemy. 

The controlling player selects a single enemy unit or fortification on the table. This may include 
independent characters which may be selected as targets if not part of a unit, and if units are inside 

transports, then they may not be targeted directly, only their transport. The sabotaged unit suffers either 
D6 Str 6 AP 4 hits if it has a Toughness value, or a single automatic penetrating hit. Cover saves may not be 
taken against this attack. 

• Saboteurs may not be equipped with Terminator armour, Jet bikes, Space Marine Bikes, power fists, 
thunder hammers or boarding shields. 



ALPHA LEGION UNIQUE Rm oF WAR: THE CoiLS oF THE H YDRA 

The deceit and subterfuge for which the Alpha Legion was famed was 
a means to an end; the end more often than not placing their foes at 

a disadvantage on the battlefield, leaving them vulnerable to sudden 
surprise attack by rapid moving strike forces whose goal was nothing 

short of wholesale slaughter. 

Effect:; 
• Subterfuge: An Alpha Legion force whose primary detachment is 

using this Rite of War adds +I to determine who goes first or may 

re-roll to Seize the Initiative where allowed by the mission. 
• Signal Corruption: Enemy Reserves rolls are at a -I penalty. 
• The Rewards of Treason: An Alpha Legion force whose primary 

detachment is using this Rite of War may select a single Legion 

specific unit normally allowed only to another Space Marine Legion 
(note this does not include independent characters or unique units) 

as an Elites choice on their Force Organisation chart. This unit has 
the equipment and special rules that they would normally, however 
they have the Legiones Astartes (Alpha Legion) special rule where 

this is relevant, not the Legiones Astartes special rule of their parent 
Legion. 

Limitations 
• Detachments using this Rite of War must take an additional 

compulsory Troops choice in addition to that usually required on 
their Force Organisation chart. 

• Infantry squads that do not have either a Dedicated Transport or the 
ability to Infiltrate or Deep Strike may not be chosen as part of the 
force. 

o With the exception of the Vigilator type, detachments using this 

Rite of War may only take a single Consul as part of their HQ 
choices. 

o The army may not take a Fortification or other Space Marine Legion 
allied detachment. 

Banestrike Bolter Rounds (Special Ammunition Type) 

LEGION SPECIFIC W ARGEAR 

The Alpha Legion has access to the following items of special wargear: 

Power Daggers 
Any character model with Legiones Astartes (Alpha Legion) may take 
a power dagger in addition to their normal options for +5 points. This 
is a close combat weapon with the following profile: 

Range Str AP 
Power dagger - As User-I 3 

Venom Spheres 

Type 
Specialist Weapon, 

Rending 

This upgrade exchanges the more commonplace frag grenades 
employed by the Space Marines for advanced variants which contain 
toxin-impregnated crystalline splinters that have been darkly claimed 

to be based on xenos technology. 

o This option may be chosen by any frag grenade-equipped Praetor, 

Centurion or Consul, Techmarine or Apothecary with the Legiones 
Astartes (Alpha Legion) special rule for +5 points each, replacing the 
model's frag grenades, or by Veteran Tactical, Seeker and Destroyer 

squads for +25 points per squad. 
o Venom spheres are assault grenades that grant their bearer the 

Hammer of Wrath special rule. 

Venom Sphere Harness 
The venom sphere 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 and the Hammer of Wrath special rule in the Assault 

phase of that turn: 

Range Str 
Venom 

sphere harness 8" 3 

AP Type 

Assault 2, Blast (3 "), 
One Shot 

These mysterious variant bolt shells, believed to have been designed in secret within the armouries of the Alpha Legion long before the 

outbreak of the Horus Heresy, had it seems a sole purpose; to breach the ceramite power armour of Space Marines. Used openly for the first 
time at the Dropsite Massacre on Isstvan V, their dense explosive cores and firing stresses reduced their range and swiftly degraded the firing 
weapon, but their effect against the betrayed Legions was devastating. Fortunately for the Loyalists, supplies of these difficult to manufacture 

munitions rounds were limited, and only the Alpha Legion and the Sons of Horus were able to field them in substantial numbers beyond 
that incident of brutal treachery. 

Banestrike bolter rounds used in bolters have the following profile: 

Weapon Range Str AP Type 
(Boltgun) IS" 4 5 Rapid Fire, Banestrike 
(Combi-bolter) IS" 4 5 Rapid Fire, Banestrike, Twin-linked 
(Heavy bolter) 36" 5 4 Heavy 3, Banestrike 

Banestrike: When rolling To Wound, results of a 6 with this weapon are at AP 3. 

Legion Seeker Squads with the Legiones Astartes (Alpha Legion) special rule may exchange their Scorpios special issue ammunition with 
Banestrike ammunition at no additional cost. Legion Veteran Tactical Squads and Legion Terminator Squads with the Legiones Astartes 
(Alpha Legion) special rule may also take Banestrike bolter rounds for +20 points per squad. 

Independent characters with the Legiones Astartes (Alpha Legion) special rule may upgrade either a boltgun or combi-bolter they are 

carrying to use exclusively Banestrike ammunition for +5 points. 



HEADHUNTER KILL TEAMS 
(ALPHA LEGION ONLY) 

175 POINTS 

Headhunter 

Headhunter Prime 

Unit Composition 
• 4 Headhunters 

• I Headhunter Prime 

Unit Type 
• Headhunter: Infantry 

• Headhunter Prime: 

Infantry (Character) 

Wargear 
• Power armour 

• Bolt pistol 

• Boltgun with banesrrike 

ammunition 

• Power dagger 

• Krak grenades 

• Venom spheres 

Special Rules 
• Legiones Astartes 

(Alpha Legion) 

ws 
4 

4 

• Preferred Enemy (Infantry) 

• Infiltrate 

Dedicated Transport 
• A Headhunter Kill Team 

may choose a Legion Rhino 

or Dread claw Drop Pod as a 

Dedicated Transport. 

If either of these options are 

chosen, the squad may no 

longer infiltrate. 

BS 
5 

5 

s 
4 

4 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 

I 

2 

Ld 

8 

9 

Sv 

3+ 
3+ 

Options 
• The Headhunter Kill Team may take: 

- Up to 5 additional Headhunters ..................................... +25 points each 

• Any model in the Kill Team may upgrade their boltgun with 

banestrike ammunition to a: 

- Combi-bolter with banestrike ammunition .................. +5 points each 

• One model in the Kill Team may exchange their boltgun with 

banestrike ammunition for a: 

- Heavy bolter with suspensor web 

and banestrike ammunition ....................................................... +IO points 

• The Headhunter Prime may exchange their bolt pistol for one of the 

following: 

- Plasma pistol... ....................................................................... +I5 points each 

- Inferno pistol .......................................... ............ .................. +15 points each 

- Power fist .............................. ... ............................... .. ... ....... .... +I5 points each 

• The Headhunter Prime may exchange their power dagger for one of 

the following: 

- Power weapon ........................ .......... ................................... ............ +IO points 

- Power fist .......................................................................................... +I5 points 

• The Headhunter Prime may also take any of the following: 

- Melta bombs ...................................... ................... .. .. .. ................ ....... +5 points 

- Artificer armour ............................................................................. +10 points 



LERNAEAN TERMINATOR SQUAD 
(ALPHA LEGION O NLY) 

225 POINTS 

Lernaean Terminator 

Harrower 

Unit Composition 
• 4 Lernaean Terminators 

• I Harrower 

Unit Type 
• Lernaean Terminators: 

Infantry 

ws 
5 

5 

• Harrower: Infantry (Character) 

War gear 
• Cataphractii Terminator 

Armour 

• Power axe 

• Volkite charger 

Special Rules 
• Legiones Astartes 

(Alpha Legion) 
• Stubborn 

• Implacable Advance 

Dedicated Transport 
A Lernaean Terminator 

Squad may choose a Land 

Raider Proteus or Phobos or 

a Dreadclaw Drop Pod as a 

Dedicated Transport if they 

number five models, or a 

Spartan Assault tank if they 

number IO models or less. 

BS 
4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 
2 

3 

A Lernaean Terminator Squad may take: 

Ld 
8 

9 

Sv 
2+ 

2+ 

- Up to 5 additional Lernaean Terminators .................... +40 points each 

Any model in the Lernaean Terminator squad may exchange their 

power axes for one of the following weapons options: 

- Power fist ............................ ...................................................... +5 points each 

- Chainfist ...................................... .. ......................................... + IO points each 

For every five models in the squad, one Lernaean Terminator may 

exchange their Volkite charger for one of the following options: 

- Plasma blaster.. ............ ....................... .. ...... ..................................... +I5 points 

- Heavy flamer ............................... ... .......... ....................................... +IO points 

- Conversion beamer .................. ... .............................................. .. .. +25 points 

The Harrower may also have the following upgrades: 

- Venom sphere harness ............ ... .. ............ .................................... +Io points 

- Master-crafted weapon ......... ... .... .... .... ... ... ............... ... .. ... .. .. .. ...... +IO points 

Implacable Advance 
Lernaean Terminator squads are used to assail the most heavily 

defended objectives and secure them for the advance of allied 

forces . Lernaean Terminator squads are always counted as scoring 

units in any mission where Troops are also counted as scoring 

units. 



ARMILLUS DYNAT 200 POINTS 
H ARROWMASTER OF THE ALPHA LEGION, GRIEFBRINGER, l NSIAR-NINE 

Armillus Dynat 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

War gear 
• Artificer armour 
• Krak grenades 
• Venom spheres 
• Iron halo 
• Thunder hammer 
• Power sword 
• Phosphex bomb 
• Cognis signum 

Special Rules 
• Legiones Astartes 

(Alpha Legion) 
• Independent Character 
• Master of the Legion 
• The Harrowing 
• Weapon Mastery 
• Jealous Command 

ws 
6 

• Warlord (If Armillus Dynat is 
your army's Warlord, he has 
the Hammerstrike Assault trait 
rather than rolling randomly) 

BS 
5 

s 
4 

T 

4 

The Harrowing 

w 
4 

I 

5 

A 

3 

Ld 
IO 

Sv 
2+ 

Armillus Dynat is a master of the bloody killing blow delivered 
to a wounded and encircled foe. Like the solution to a murderous 
puzzle, he is viciously adept at determining and enacting through 
his Legion the precise pattern of attack to exploit confusion and 
panic to their maximum effect, tipping a wavering enemy over the 
edge into the abyss of death. 

While in the enemy deployment zone, all units with the Legiones 
Astartes (Alpha Legion) special rule, as well as Alpha Legion 
Dreadnoughts in the same detachment as Armillus Dynat, may 
re-roll their Sweeping Advance rolls and add + I to any results 
they inflict on the Vehicle Damage table. 

Weapon Mastery 
Armillus Dynat has two close combat weapons and may wield 
them simultaneously, splitting his attacks between them in close 
combat as desired. 

Jealous Command 
If Armillus Dynat is chosen as part of the army, he must be a part 
of a primary detachment and he must be the army's Warlord 
unless Alpharius is also present. 

Warlord: Hammerstrike Assault 
One chosen infantry unit in the same primary detachment as the 
Warlord gains the Deep Strike rule if it did not already possess it, 
and may re-roll the Deep Strike Scatter dice on the turn it arrives. 

-



Exonus 
THE AsSASSIN 

Exodus 

Unit Composition 

• I (Unique) 

Unit Type 

• Infantry (Character) 

War gear 

• Power armour 

• Krak grenades 

• Venom spheres 

• Melta bombs 

• Power dagger 

• Bolt pistol 

• The Instrument 

• Cameleoline 

Special Rules 

• Legiones Astartes 

(Alpha Legion) 

• Independent Character 

• Infiltrate 

• Move Through Cover 

• Scout 

• Lone Killer 

• Assassin's Shot 

• Acute Senses 

• It Will Not Die 

ws 
5 

BS 

6 

s 
4 

Lone Killer 

T 

4 

w 
3 

I 

5 

A 
2 

Ld 

9 

115 POINTS 

Sv 

3+ 

Exodus may not be taken as a compulsory HQ choice, only as 

an optional HQchoice. He may not be the army's Warlord, and 

may not join other units except Legion Reconnaissance squads or 

Alpha Legion Headhunter Kill Teams. 

Assassin's Shot 

On any To Hit roll of 4+ for a shooting attack, Exodus' controlling 

player may choose which model in an enemy unit is hit rather 

than following the usual procedure for assigning hits and saves, so 

long as the chosen model is within line of sight. 

The Instrument 

Exodus carries a unique sniper rifle of unknown design and 

provenance, which seemingly uses a mixture of advanced bolter 

weaponry and gravitic accelerator technology. The weapon has 

two fire modes and therefore two profiles. Pick which profile is 

used every time the weapon is fired: 

Weapon Range Str AP Type 

Rapid shot 36" 5 4 Salvo 2/ 4, Rending 

Execution shot 36" 6 3 Heavy I, Rending, 

Lethal, Ignores 

Cover 

Lethal: This attack inflicts two wounds per unsaved wounding 

hit, rather than one. 



AlPHARIUS 415 POINTS 
PRIMARcH OF THE ALPHA LEGION, THE AlEPH Nuu, THE H YDRA, THE THREEFOLD SERPENT, THE FINAL CoNFIGURATION 

Of all the Primarchs of the Legiones Astartes, Alpharius is without doubt the most steeped in mystery, legend, 
contradiction and deliberate falsification. Some even claim that the Alpha Legion has more than one Primarch, though 
it is entirely possible that this belief is itself but a part of an elaborate misdirection on the part of Alpharius, intended to 

further his Legion's goals. 

The Primarch of the Alpha Legion shrouds himself in mystery, often moving unseen even amongst the ranks of his own 
Legion. However, when the time comes to cast off the cloak of misdirection, Alpharius is as awe-inspiring a being as any 
of the Primarchs of the Legiones Astartes. Clad in armour forged in the manner of some terrifying beast of ancient Terran 
myth and armed with a fearsome panoply of weapons of unknown provenance, Alpharius bestrides the battlefield like a 
figure from legend. Like the hydra he and his Legion take as their symbol, in battle Alpharius fights by repeated attacks 
from multiple and unexpected quarters. None can predict where or how the Primarch will strike, what weapons he will 
bring to bear or which of his many different forces will fight at his side. In many cases, the enemy are not even aware they 
are fighting until the very moment battle is joined, at which point they are already doomed to total and utter defeat at the 
hands of this most cunning, devious and duplicitous of all the Primarchs of the Legiones Astartes. 

Alpharius 

Unit Composition 
• 1 (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Pythian Scales 
• Venom spheres 

ws 
7 

• Master-crafted plasma blaster 
• The Pale Spear 
• Nuncio-vox 
• Cognis signum 
• Cameleoline 

BS 
7 

s 
6 

Special Rules 

T 
6 

w 
6 

I 

6 

A 

5 

Ld 
10 

Sv 

2+ 

• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Sire of the Alpha Legion ... 
• OneofMany 
• Insidious Mastermind 
• Bulky 



SPECIAL RULES 

Sire of the Alpha Legion 
Alpharius has the Preferred Enemy (Everything), Counter-attack, 
Move Through Cover, Scout and Crusader special rules, and these 
only apply when his presence has been revealed (see the One of 
Many special rule below). All models with the Legiones Astartes 
(Alpha Legion) special rule in the same army as Alpharius gain the 
Preferred Enemy (Everything) special rule while he is on the table 
and has been revealed. 

OneofMany 
Rather than deploying Alpharius or placing him in reserve as normal, 
his controlling player may opt to deploy him covertly using this 
special rule: 

• After both sides have deployed but before the game begins, 
Alpharius' controlling player should secretly note down on a 
piece of paper which of their eligible units the Primarch has 
concealed himself within, and then place this note to one side 
until it is called for. 

• Eligible units for use in conjunction with this special rule are any 
units with both the Infantry type and Legiones Astartes (Alpha 
Legion) special rule from the army's primary detachment. 

• At the start of any of Alpharius' controlling player's turns from the 
second turn onward, they may choose to reveal the Primarch by 
showing the contents of the note. 

• Alpharius' model immediately replaces a single rank and file model 
(i.e., not a character or independent character) from the unit and 
may act as normal from that point. The model he replaces is lost. 
This may be done if the chosen unit is inside a transport or building 
without impediment so long as there is sufficient transport capacity 
within for him. 

• Should the unit that Alpharius appears in be falling back, it 
immediately rallies regardless of any other rules or effects to 
the contrary. 

• If the chosen unit has been destroyed by any means or Alpharius' 
model cannot be placed on the table for some reason (such as 
limitations of space, transport capacity, or the unit is not on the 
table), then Alpharius is instead placed in On-going Reserves. 

• If turn five is reached with the Primarch still in concealment, 
Alpharius is revealed automatically. 

Insidious Mastermind 
Alpharius is perhaps the most devious commander in the Imperium, 
with a labyrinthine mind able to both predict the actions of others 
with uncanny precision and manipulate his foes into unwittingly 
doing as he wishes, often sealing their own doom in the process. So 
long as Alpharius is the army's Warlord, the following is in effect: 

• Alpharius' side may Seize the Initiative on a D6 roll of 4+ where this 
is a factor in the mission being played. 

• Units in the army's primary detachment arriving via Outflank may 
add +D3" to their movement on the turn of their arrival. 

• From the second game turn onward, should the enemy player roll 
to successfully bring on a unit via reserve, and the Alpha Legion 
contingent of Alpharius' army also has a unit of the same exact unit 
entry type held in reserve, Alpharius' player may opt to roll a D6. On 
a 4+ the Alpha Legion reserve unit immediately enters play this turn 
instead of the enemy unit (which remains in reserve). 

• Alpha Legion units that enter play using this rule may still outflank 
and gain the movement bonus from this rule, and such units may 
be targeted by enemy units using the Interceptor special rule when 
they enter play. 

The Pythian Scales 
Although frequently recorded as entering battle in the semblance of a 
regular member of his Legion, Alpharius -or perhaps an individual 
carrying that name- is also known to have led his Legion to war 
armoured in sinister and baroque reptilian-styled armour whose 
stature left no doubts in the mind of onlookers that a bloody-handed 
Primarch had entered the fray. This armour, faceless and fashioned 
after the shadowed mythic age of Ancient Terra was known as the 
Pythian Scales, and could turn blade, energy blast and alchemical 
attack with equal ease. The Pythian Scales provide Alpharius with a 
2+ armour save and a 4+ invulnerable save. In addition, it provides 
immunity to both the Poison and Flesh bane special rules. 

The Pale Spear 
This was one of a number of strange and esoteric weapons associated 
with the Primarch and rumoured to be a strange xenos artefact whose 
forging predated even the rise of the Eldar. This double-bladed spear 
flickered seemingly out of phase with the material universe when 
wielded, emitting an eerie and otherworldly howling, and was able 
to pierce any physical defence it encountered without impediment, 
ripping them apart at a molecular level. Against living matter, it 
inflicted hideously gaping bloodless wounds as the flesh where it 
struck dissolved into oily smoke. 

Weapon Range Str AP 
The Pale Spear User 1 

Type 
Melee, Arrnourbane, 
Instant Death, 
Two-handed 



CRUSADE ARMY LIST APPENDIX XI: THE IMPERIAL FISTS 
LEGIONES AsrARTES (IMPERIAL Fisrs) 

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. 

The Legionaries of the VII'h are known as the stoic praetorians of Terra, the embodiment of all that the 
Great Crusade stands for. They are loyal, disciplined and methodical, and masters of both the attack and 
the defence. As the Imperium expands ever outwards, so the crusaders of the Imperial Fists are to be found 
at the very leading edge of Compliance. Then, in the wake of victory, the Imperial Fists construct mighty 
fortresses that are as much garrisons against recidivism as they are beacons of Unification, the noblest of 
exemplars of the highest ideals and aspirations of Humanity. 

All models and units with this special rule are subject to the following provisions: 
Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 
Leadership value, regardless of casualties. 
Disciplined Fire: Units with this special rule may add +I to their BS when using boltguns, bolt pistols, 
heavy bolters and quad heavy bolters, and when firing the bolter component of a combi-weapon. Heavy 
Support squads with this rule also gain the Tank Hunters special rule. 
Blood and Honour: Imperial Fists characters must issue a challenge in combat if they are able (their 
controlling player choosing which character makes the challenge where more than one character is 
involved in a particular combat). When fighting in Challenges, models with the Legiones Astartes 
(Imperial Fists) special rule must re-roll failed To Hit rolls. 
Unshakable Defence: Models with the Legiones Astartes (Imperial Fists) special rule are Stubborn when 
claiming cover/ fighting from fortifications and barricades. 
The Bitter End: In missions which would normally have a random game length, the Imperial Fists 
player's opponent can opt to play to six full turns instead of the roll to end the game being made. 

LEGION SPECIFIC UNITS 

In addition to those found in the Crusade Army list, the Imperial Fists Legion has particular access to two 
additional unit types: Templar Brethren Squads (which are an Elites choice on the Force Organisation chart) 
and Phalanx Warder Squads (which are a Fast Attack choice on the Force Organisation chart). 

IMPERIAL FISTS UNIQUE RITE OF wAR: THE STONE GAUNTLET 

The Imperial Fists were a capable Legion in any theatre of warfare, their temperament and training meant 
they favoured a style of warfare that combined phenomenally resilient interlocking defence with calculated 
bursts of relentless aggression. Key to this and its distinction over the practices of many other Legions was 
that it combined in lock-step the strengths of each Legionary as a whole. One such tactical example of this 
was an infantry formation known as the Stone Gauntlet, which turned the mass of the Legion's Breachers 
and Warders into a grinding, implacable bartering ram of force. 

Effects 
• Phalanx Warder Squads may be taken as Troops choices for a detachment using this Rite of war. 
• Resolve of Stone: Any model in the detachment with the Legiones Astartes (Imperial Fists) special rule 

equipped with either a boarding shield or storm shield who is in unit coherency with at least two other 
models who also fit these criteria gains a +I bonus to their Toughness. This bonus may not be claimed if 
the unit the model is part of has made either a Run move, a Charge move or a Sweeping Advance move in 
the current player turn. 

• Shield Charge: Any model in the detachment with the Legiones Astartes (Imperial Fists) special rule 
equipped with either a boarding shield or storm shield who is in unit coherency with at least two other 
models who also fit these criteria gains the Hammer of Wrath special rule. 

Limitations 
Compulsory Troops choices for a detachment using this Rite of War must be made up of Legion 
Breacher squads. 
Detachments using this Rite of War may not deploy models using the Deep Strike rule (and units which 
must deploy by this method therefore cannot be chosen as part of the detachment). 
Detachments using this Rite of War cannot make more Elites and Fast Attack choices in total than they 
have Troop choices in the detachment so, for example, a detachment with three Troops choices could take 

three choices made up of Fast Attack, Elites, or a combination of the two). 
With the exception of the Legion Champion type, detachments using this Rite of War may only take a 
single Consul as part of their HQselections. 



LEGION SPECIFIC W ARGEAR 

Well-provided for by its proximity to the Imperium's centre of power on Terra and directed by Rogal Dorn's 
own wisdom and authority, the Imperial Fists Legion was able to manifest a number of its own weapons and 
designs custom-built to its purposes and favoured styles of warfare. The Imperial Fists Legion has access to 

the following items of special wargear: 

Prototype Wargear: Vigil Pattern Storm Shield 
Alongside the Salamanders Legion, who possessed their own prototype which relied upon superior 
construction materials, the Imperial Fists Legion was the first to utilise one of the enhanced storm shield 
designs. The Vigil pattern featured a uniquely potent field generator far exceeding that found elsewhere. 
The first of these had entered service with the Legion after the Ullanor Campaign, but difficulties in 
production meant that only a few hundred had entered full service at the outset of the wars of the Horus 
Heresy. Once full inter-Legion conflict was underway, Rogal Dorn ordered resources to be spared in the 
creation of more such protective devices for the use of his Terminator units, knowing them to be invaluable 
against the deadliest foes his Imperial Fists had ever faced; other Space Marines. 

Vigil pattern storm shields afford their bearers a 3+ invulnerable save, but their bearers may never claim an 
additional attack for being armed with two close combat weapons. Any Legion Terminator or Terminator 
armour-equipped independent character with the Legiones Astartes (Imperial Fists) special rule may 
exchange their combi-bolter for a Vigil pattern storm shield for +15 points if equipped with standard 
Terminator armour or for +IO points if equipped with Cataphractii Terminator armour. 

Solarite Power Gauntlet 
These augmented power fists are greatly favoured by the officers of the Imperial Fists Legion. Crafted in 
imitation of the ancient relics ofTerra, their nigh-indestructible casings are fashioned in weapon forges fed 
from the fires of the Phalanx's vast plasma core, and so serve as a spiritual link to their Prim arch as well as 
embodying their Legion's heraldic icon in the shape of a powerful weapon. 

Any independent character with the Legiones Astartes (Imperial Fists) special rule that is eligible to take a 
thunder hammer may take a Solarite power gauntlet instead for the same points cost. 

A Solarite power gauntlet is a close combat weapon with the following profile: 

Weapon 
Sola rite 
power gauntlet 

Range Str 

X2 

Teleportation Transponder 

AP Type 

I Melee, Master-crafted, Unwieldy 

Any Imperial Fists Legion Terminator squad or Imperial Fists Legion Command squad equipped with 
Terminator armour may have the Deep Strike rule for +15 points for the squad. Any Imperial Fists 
independent character in Terminator armour may have Deep Strike for +10 points per model. 

Prototype Weapon: Iliastus Pattern Assault Cannon 
A prototype weapon system designed as a more compact and portable variant of the highly successful 
Kheres pattern, it was, as can be divined by its pattern designation, first developed on the Iliastus Satellite 
in the Sol system by the Dyzanique techno-esoteric cult. This was a secretive organisation whose fealty to 
the Emperor predated his alliance with Mars. The assault cannon, under field testing with the VII'h and IX'h 
Legions before the outbreak of the war of the Heresy, evidenced formidable firepower, but was still prone to 
catastrophic failure under rare conditions of heavy use. 

Weapon 
Iliastus assault 
cannon 

Range Str AP Special 

4 Heavy 4, Rending, Malfunction 

Malfunction: When rolling To Hit with the weapon, if three or more results of'r ' are rolled then the assault 
cannon malfunctions and may not be used again in the game. Make a note on your army list or otherwise 
mark that this is the case. Legion Terminator squads with either the Legiones Astartes (Imperial Fists) or 
Legiones Astartes (Blood Angels) special rule may exchange any heavy flamers in the squad for an Iliastus 

pattern assault cannon for +5 points each. 



~~ ~ 

TEMPLAR BRETHREN 

ws 
Templar Brethren 5 
Chapter Champion 5 

Unit Composition 
• 4 Templar Brethren 
• I Chapter Champion 

Unit Type 
• Templar Brethren: Infantry 
• Chapter Champion: Infanrry 

(Character) 

Wargear 
• Artificer armour 
• Power sword 
• Bolt pistol 
• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Imperial Fists) 
• Furious Charge 

Dedicated Transport 
• A Templar Brethren squad 

may choose a Legion Rhino, 
Land Raider Proteus or 
Land Raider Phobos as a 
Dedicated Transport. 

175 POINTS 

BS s T w I A Ld Sv 

4 4 4 I 4 2 8 2+ 

4 4 4 2 4 2 9 2+ 

Options 
• The Templar Brethren squad may take: 

- Up to 5 additional Templar Brethren ............................ +25 points each 
• Any model in the squad may be given a: 

- Combat shield ................... ..... .................................. ............... +5 points each 
• Up to rwo Templar Brethren may exchange their bolt pistols for: 

- Plasma pistols ........................................................................ +15 points each 
• One Templar Brethren may take a: 

- Nuncio-vox ......................................................................... ............. +IO points 
• One Templar Brethren may carry a: 

- Legion vexilla .................................................................................. +IO points 
• The entire squad may take melta bombs ................................... +25 points 
• The Chapter Champion may exchange their power sword for one of 

the following options: 
- Power axe or power maul .................................................. ... .................. Free 
- Power fist ............................................................................................ +5 points 
- Solarite power gauntlet .. .................................................... .. ........ +IO points 
- Thunder hammer .... ............................................................ .. ... ...... +IO points 

• The Chapter Champion may exchange their bolt pistol for one of the 
following options: 
- Plasma pistol... ................................................................................. +I5 points 
- Archaeotech pistol.. ... ... ......................................................... ....... . +20 points 

• The Chapter Champion may upgrade one of their weapons to 
become: 
- Master-cra&ed .... .......................................... ... ......................... ... .... +IO points 



PHALANX wARDER SQUAD 255 POINTS 

Phalanx Warder 

Veteran Sergeant 

Unit Composition 

• 9 Phalanx Warders 

• I Veteran Sergeant 

Unit Type 

• Phalanx Warder: Infantry 

ws 
4 

4 

• Veteran Sergeant: Infantry 

(Character) 

War gear 

• Power armour 

• Boltgun 

• Bolt pistol 

• Boarding shield 

• Frag & krak grenades 

Special Rules 

• Legiones Astartes 

(Imperial Fists) 

• Shield Wall 

• Hardened Armour 

Dedicated Transport 

• A Phalanx Warder squad 

may choose a Land Raider 

Proteus or Land Raider 

Phobos if they number IO 

models or if 10 models or 

more, a Spartan Assault Tank 

as a Dedicated Transport. 

BS 

4 

4 

s 
4 

4 

Options 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 

I 

2 

The Phalanx Warder squad may take: 

Ld 

8 

9 

Sv 

3+ 

3+ 

- Up to IO additional Phalanx Warders ................... .. .... ... +15 points each 

Any model may replace their boltgun with a: 

- Power axe .......... ... .... ...................................................... .... .... +10 points each 

For every five models in the unit, one Phalanx Warder may replace 

their boltgun with one of the following weapons: 

- Combi-weapon ............ .. ..... .. ................... ........ .... ... .. .............. + 5 points each 

- Flamer .. ........................... .. .. ....... ....... ... ... .... .. .. .......................... + 5 points each 

- One breaching charge ............................................ .... .. ...... +IO points each 

- Melta gun ........................................ ... ........... .. ........... ............ +15 points each 

- Plasma gun ................... .. ... .. ................ .. ................... .............. +I5 points each 

-Thunder hammer ......................... ... .... ..... ........... .. ........ .. .. ... +20 points each 

One Phalanx Warder may be upgraded to carry a: 

- Nuncio-vox ............. .. ......................... ... ... .. ............ .................. ........ +IO points 

• One Phalanx Warder may be upgraded to carry a: 

- Legion vexilla .... .... .... .. .... ...... .... .. ..... ... ... ............................... ........ .. +I5 points 

• The Veteran Sergeant may exchange their bolt pistol or their 

boltgun for one of the following: 

- Power weapon (any type) ....... .. ........................ .. ............... .......... +IO points 

- Power fist ................. ........... ...... ...... ....................... ........................... +I5 points 

- Plasma pistol... .. ........ .............. .... .. ... .. ... ............. .... .. ...................... .. +I5 points 

-Thunder hammer ................... ... .... .............. ... .. ......................... ..... +20 points 

• The Veteran Sergeant may take any of the following options: 

- Upgrade to artificer armour ...................... .................... .. ..... .... ... +Io points 

- Melta bombs ............................... ..... .. .............. .... ... .. ....... ............... ... +5 points 

Shield Wall 

Phalanx Warders are renowned for their close order discipline 

and defensive tactics, shielding their comrades from harm in 

the press of melee with selfless bravery. If an unengaged unit 

with this special rule has at least five models remaining, it gains 

a bonus of +I Initiative in any turn in which the unit has been 

charged by the enemy. Friendly models and characters joining 

this squad also benefit from this special rule so long as at least five 

models with the Shield Wall special rule still survive. 



SrcrsMUND 230 POINTS 
FrRSI CAPTAIN oF THE IMPERIAL Frsrs, MARTIAL CHAMPION OF ROGAL DoRN, KrNGSBANE, THE MASTER oF TEMPLARS 

Sigismund 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Artificer armour 
• Frag & krak grenades 
• Iron halo 
• The Black Sword 
• Master-crafted bolt pistol 

Special Rules 
• Legiones Astartes 

(Imperial Fists) 
• Independent Character 
• Master of the Legion 
• Eternal Warrior 
• Fearless 
• Adamantium Will 
• Dolorous Fighter 
• Death's Champion 

ws 
7 

• Warlord (If Sigismund is your 
army's Warlord, he has the 
Slayer of Kings trait rather 
than rolling randomly) 

BS 

4 

s 
4 

T 

4 

Death's Champion 

w 
4 

I 

5 

A 

4 

Ld 
IO 

Sv 
2+ 

A sombre and deadly warrior, both indefatigable and remorseless 
in the fray, Sigismund is to onlookers less a mortal warrior but 
rather some unstoppable agency of the dark fates. This led none 
other than the Primarch Sanguinius to remark of him that 
he seemed " ... less my brother Dam's champion, and more Death's 
himself. .. ". Sigismund and any unit he joins with the Legiones 
Astartes (Imperial Fists) special rule gains +I Initiative when they 
charge and may re-roll both failed charge distances and Sweeping 
Advance rolls. 

IfSigismund is present in any detachment, then that detachment 
may take Templar Brethren squads as Troops choices. 

Dolorous Fighter 
Sigismund's skill is legendary, even among the trans-human 
warriors of the Legiones Astartes, and none can match his 
instinctive talent for dealing death and finding the merest chink 
in his enemy's guard to exploit to their undoing. Sigismund must 
always issue and/ or accept Challenges where possible. Note that 
this takes precedence over the usual rules for the Legion. When 
fighting in a Challenge, Sigismund's attacks have the Instant 
Death special rule and successful invulnerable saves taken against 
his attacks must be re-rolled. 

The Black Sword 
A paragon blade of unknown provenance which takes the shape 
of an ancient two-handed blade of lustreless black metal, it is able 
to cut through stone and metal without effort or mar to the blade. 
In the hands of a warrior such as Sigismund, the Black Sword 
is deadly beyond belief, and alien warlords and mighty warriors 
without number have fallen before it. 

Weapon Range Str 
The Black Sword +2 

Warlord: Slayer of Kings 

AP 
2 

Type 
Melee, 
Two-handed 

IfSigismund is the army's Warlord then should he slay the enemy 
Warlord in a Challenge, his controlling player gains +I Victory 
point and all models in Sigismund's army add +I to their Combat 
Resolution score in assaults for the rest of the battle. 



ALEXIS PoLux 165 POINTs 
CAPTAIN oF THB 405rn CoMPANY OF THE IMPERJAL Frsrs, M ASTER OF THE RETRIBUTION FLEET, THE CRIMSON Frsr 

Alexis Polux 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 

ws 
6 

• Void hardened power armour 
• Frag & krak grenades 
• Iron halo 
• Master-crafted power fist 
• Vigil pattern storm shield 
• Combi-melta 

Special Rules 
• Legiones Astartes 

(Imperial Fists) 
• Independent Character 
• Master of the Legion 
• Void Commander 
• Hammer Blow 
• Warlord (If Alexis Polux is 

your army's Warlord, he has 
the Master Tactician trait 
rather than rolling randomly) 

BS 

4 

s 
5 

T 

4 

Void Commander 

w 
3 

I 

5 

A 

3 

Ld 
IO 

Sv 

3+ 

Alexis Polux was a highly skilled commander and a formidable 
tactician, particularly in the fields of void-borne combat and 
Zone Mortalis operations. Po lux and any unit he has joined 
may opt to pass or fail any Morale checks or Pinning tests they 
are required to make. In addition, one Infantry type unit with 
the Legiones Astartes (Imperial Fists) special rule in an army 
containing Alexis Po lux may gain the Deep Strike special rule 
(noted as being via Teleportation where this is a factor in the type 
of game being played). 

Hammer Blow 
Such was Polux's strength and focus of will, even for one of the 
Legiones Astartes, that he was able to deliver a single crushing 
blow with his power fist as easily as one·ofhis brothers might 
have swung a sword. At the start of any Assault phase, Polux's 
controlling player may opt to lower his Attacks characteristic 
to I , but in doing so then ignores the Unwieldy special rule for 
his power fist for that phase. Note that this would still mean he 
received two attacks on the charge. 

Warlord: Master Tactician 
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. 



RocAL DoRN 385 POINTS 
PRIMARcH oF THE IMPERIAL Fisrs, THE VIGILANT, THE BLADE oF THE EMPEROR, PREToRIAN OF TERRA, THE UNYIELDING ONE 

A being of thunderous zeal and stone made manifest, is how many described the Primarch of the VII'" Legion. The 
zeal was the fire of a son who believed in his father's dream for the Imperium without reservation and without 
question. To Rogal Darn there was no higher purpose to the existence of the Legiones Astartes than the unification of 
Mankind, and the illumination of the Imperium's ideals. This idealism drove Darn and his Legion ever onwards, 
never compromising, never stinting in any aspect of duty. The stone in his soul was his ability to bear whatever his 
father needed of him, an unyielding nature, which made him both a master of defence in war, and an indomitable 
fighter on the attack. If the Primarchs were the Emperor's nature split like white light through a prism's rays, as many 
scholars of the Imperial Court suggested, then from such a point of view, Rogal Darn was the Emperor's implacable 
disciple in the pursuit of the cause given flesh; a being without compromise and in who loyalty and duty was as 
integral as blood and breath. 

It was perhaps for this reason, that even before the betrayal of Horus, the Emperor named Darn Praetorian ofTerra, 
and drew him to his side far away from the Warmaster and his newly forged command. To some among his brother­
Primarchs this served only to distance him and his Legion further from them, and those among them who had seen 
the sins of hubris and obstinacy in Darn's undoubted stubbornness and pride, saw this aggrandisement as a further 
cause for discord and disquiet. 

RogalDorn 

Unit Composition 
• r (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• The Auric Armour 
• Storm's Teeth 
• The Voice ofTerra 
• Teleport homer 
• Frag grenades 

ws 
8 

BS 
5 

s 
6 

Special Rules 

T 
6 

w 
6 

I 

5 

A 

4 

Ld 
10 

Sv 

2+ 

• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Sire of the Imperial Fists 

• Unshakable Defence ~. 
• Sundering Blow ( 

• Bolky r 



Sire of the Imperial Fists 
Rogal Dorn and any unit he joins have the Crusader and Furious 
Charge special rules. All models with the Legiones Astartes (Imperial 
Fists) special rule in the same army as Rogal Dorn may use his 
Leadership value rather than their own for the purposes of Morale 
checks and Pinning tests while he is in play. Both Rogal Dorn and any 
model with the Legiones Astartes (Imperial Fists) special rule add +D3 
to their Assault result to determine who wins in an assault while his 
model is in play. 

Phalanx Breacher squads and Legion Terminator squads may be taken 
as Troops choices for an Imperial Fists primary detachment with Rogal 
Dorn as its Warlord. 

Sundering Blow 
At the cost of halving his number of attacks (rounded down after any 
bonus attacks for Rampage, etc, have been rolled for), Rogal Dorn's 
controlling player may opt to increase the Strength of his attacks by +2 
and grant the attacks the Instant Death special rule. 

Unshakable Defence 
If Rogal Dorn is the army's Warlord, then after deployment but 
before the game begins the controlling player may select up to three 
fortifications and/ or pieces of terrain sufficient to provide a cover save. 
Cover save rolls of 'r ' and Pinning tests taken by models protected by 
these terrain features or fortifications may be re-rolled. 

The Auric Armour 
Fashioned, it is said, from the same auric-adamantium alloy as the 
Emperor's own warplate, the Auric Armour provides Rogal Dorn with 
a 2+ armour save and a 4+ invulnerable save. In addition, no attack may 
wound Rogal Dorn on better than a 3+ regardless of its Strength or 
special rules. Note that Destroyer weapons attacks are unaffected. 

Storm's Teeth 
This colossal chainblade, too weighty for any but a Primarch to wield, 
is said to have been crafted by the weaponsmiths oflnwit before the 
coming of the Emperor. Its razored teeth can shred metal, stone and 
flesh with ease and while the Primarch of the Imperial Fists Legion 
has many arms at his disposal, some relics of far greater power, it is this 
blade which has served him faithfully for so long he favours most. 

Weapon 
Storm's Teeth 

The Voice of Terra 

Range Str AP 
User 2 

Type 
Melee, Shred, 
Rampage, Unwieldy 

Presented to Rogal Dorn by the Custodian Guard to honour the 
Primarch's appointment as Praetorian ofTerra, this tactical bolter 
follows the pattern of the Legio Custodes' own weaponry, albeit 
redesigned for the hand and might of a Primarch to wield. 

Weapon Range Str 
The Voice ofTerra 24" 5 

THE ftTOS D IOS 

AP 

4 

Type 
Salvo 3/ 5, Rending 

Following several attempts on Rogal Dorn's life following the 
outbreak of the Horus Heresy, the Magos Telluria constructed for 
him a heavily customised personal gunship to convey him both 
in battle and to shield him as he conducted missions in respect 
of the defences ofTerra. This can be represented as a unique 
Thunderhawk Gunship equipped with a turbo laser, which differs 
from the standard profile in that it possesses a single Titan void 
shield, the It Will Not Die special rule and an invulnerable save of 
4+ against any Missile type weapon used against it. 

The A::tos Dios costs 6oo points and may be taken as a Dedicated 
Transport for Rogal Dorn in any game of 3,000 points a side 
or more. It does not take up a Lords ofWar choice where this 
is relevant. 



CRUSADE ARMY Lrsr APPENDIX XII: THE RAVEN GuARD 
LEG! ONES AsrARTES (RAVEN GUARD) 

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. 

The Raven Guard are equal parts light and dark- quick to exact justice and retribution upon the tyrant and 
the oppressor by striking from the shadows with lightning speed and shocking strength. The annals of the 
Great Crusade tell relatively few tales of the numerous great deeds the Legion has enacted, for it has ever 
shunned the glare of adulation. Though the master of the full spectrum of war, the Raven Guard Legion 
favours the tactics of patience, guile and subtlety. It is adept at reconnaissance and infiltration, of identifying 
its foe's weakest point and then rapidly striking at that point with precisely applied force . 

All models and units with this special rule are subject to the following provisions: 
Legiones Astartes: Units with this special rule may always attempt to regroup at their normal 
Leadership value, regardless of casualties. 
By Wing & Talon: Corax strove to forge his Legion into a highly adaptable rapid strike force , in which 
each component had its own unique role to play in sealing its enemy's fate, and was trained and equipped 
accordingly. In order to reflect this, each model with Legiones Astartes (Raven Guard) gains a further 
special rule(s) depending on its type: 
- Infantry (except models with Terminator armour of any type): Infiltrate and Fleet 
- Jump Infantry, Bikes and Jet bikes, Infantry in Terminator Armour: Furious Assault 
Flesh over Steel: A Raven Guard detachment may not have more units in total with the Vehicle (Tank) 
type than it does with the Legiones Astartes (Raven Guard) special rule. Note that because of this, certain 
Rites of War may be unavailable to Raven Guard armies. 



LEGION SPECIFIC UNITS 

In addition to those found in the Crusade Army list, the Raven Guard Legion has particular access to 
additional unit types: Mor Deythan Strike Squads (which are an Elites choices on the Force Organisation 
chart) and Dark Fury Assault Squads (which are a Fast Attack choice on the Force Organisation chart). 

LEGION SPECIFIC w ARGEAR 

The Raven Guard Legion has access to the following items of Legion specific wargear: 

The Raven's Talons 
These unique and jealously guarded variants oflightning claws, each a work of art in its own right, were 
both synonymous with the Raven Guard Legion and often bestowed as a mark of honour among them. 
Any Raven Guard model with lightning claws may upgrade them to Raven's Talons for +IO points (both 
singularly and for a pair), gaining them both the Master-crafted and the Rending special rules. 

Infra visor 
Any character in a Raven Guard army may be given an infravisor as an option for +5 points. This grants the 
model the Night Vision special rule. However, the model and any unit they have joined count as having an 
Initiative of r when taking Blind tests. 

Cameleoline 
Any Raven Guard independent character may be given the Cameleoline upgrade for +5 points, gaining 
the Stealth special rule. However, if this option is chosen, they may not also be equipped with Terminator 
armour, a Jump Pack, a Space Marine Bike or a Space Marine Jetbike. 

RAVEN GuARD UNIQUE Rm oF WAR: DECAPITATION STRIKE 

Although the Raven Guard Legion possessed (as any Space Marine Legion did) the manpower, will and 
materiel such as heavy weapons and tanks to fight wars of brutal onslaught and bloody attrition, they found 
it to be both needlessly wasteful and primitive to do so. Strategically, where possible, they favoured the 
clinical effectiveness of the decapitation strike. Launched either with complete surprise, or against a foe 
lured in by a raiding force set up as bait, this was a highly organised and precisely targeted attack, whose 
murderous and unforgiving force was contained and directed with precision, like the predatory strike of a 
raptor at its prey. 

Effects 
• For Whom the Bell Tolls: All Legiones Astartes (Raven Guard) units in a force using this Rite of War 

gains the Preferred Enemy (Independent Characters) special rule. 
• Predatory Strike: So long as the force using this Rite of War forms the army's primary detachment, the 

controlling player may re-roll the dice to see who goes first/ deploys first if this is part of the mission being 
played. 

• Fury from Above: Tactical Squads, Veteran Tactical Squads, Tactical Support Squads, Seeker Squads and 
Heavy Support Squads may choose Legion Drop Pods as Dedicated Transports in detachments using this 
Rite ofWar, so long as their number does not exceed the Legion Drop Pod's transport capacity. In addition, 
Deathstorm Drop Pods may be chosen as Elites rather than Heavy Support choices by a force using this 
Rite ofWar. 

Limitations 
• Detachments using this Rite of War may only take a single Heavy Support choice as part of their Force 

Organisation chart. 
• Detachments using this Rite of War may only take a single Consul as part of their HQchoice. 
• Detachments using this Rite of War may not take Fortifications or allied Space Marine 

Legion detachments. 



MoR DEITHAN STRIKE SQUAD 125 POINTS 
(RAVEN GuARD LEcroN ONLY) 

MorDeythan 

Mor Deythan Shade 

Unit Composition 
• 4 Mor Deythan 

• 1 Mor Deythan Shade 

Unit Type 
• Mor Deythan: Infantry 

• Mor Deythan Shade: 

Infantry (Character) 

War gear 
• Power armour 

• Bolt pistol 

ws 
4 

4 

• Chainsword or combat blade 

• Frag & krak grenades 

• Shroud bombs 

Special Rules 
• Legiones Astartes 

(Raven Guard) 

• Scout 

• Stealth 

• Fatal Strike 

Dedicated Transport 
• A Mor Deythan Strike Squad 

may choose a Legion Rhino or 

a Darkwing Storm Eagle as a 

Dedicated Transport. 

BS 
5 

5 

s 
4 

4 

T 

4 

4 

w 
1 

1 

I 

4 

4 

A 
1 

2 

Ld 
8 

9 

Sv 

3+ 

3+ 

Options 
• The Mor Deythan Strike Squad may take: 

- Up to 5 additional Mor Deythan ..................................... +20 points each 

• Each model in the squad must take one of the following: 

- Legiones Astartes shotgun .................................................. +2 points each 

- Sniper rifle .............................................................. ................. + 5 points each 

- Combi-weapon .................................................................... ... +7 points each 

• Rather than taking a mandatory option from the previous list, one 

in every three models in the squad may take one of the following 

instead (this may include the Shade): 

- Volkite charger ....................................................................... +7 points each 

- Flamer ..................................................................................... + 10 points each 

- Meltagun .......... ...................................................................... +15 points each 

- Plasma gun ............................................................................. +15 points each 

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

- Missile launcher with suspensor web 

and frag & krak missiles .... .. .............................................. +15 points each 

• The Mor Deythan Shade may also take any of the following: 

- Melta bombs ..... ..................................... .. .......................................... +5 points 

- Artificer armour ........... ............................................ .. .. .................. + 10 points 

Fatal Strike 
Once per game, a Mor Deythan Strike Squad may execute a fatal 

strike attack against a chosen target, utilising the precise timing 

of their attack to exploit their foe's weakness, coupled with 

specialised munitions to seal their enemy's fate. The Mor Deythan 

Strike Squad's controlling player declares the Fatal Strike at the 

start of one of the squad's Shooting phases. For the duration of 

that phase, the squad's shooting attacks have both the Twin-linked 

and Rending special rules, in addition to any other effects their 

weapons might have. In the case of sniper rifles, during the Fatal 

Strike they will rend on a 5+ rather than a 6 as would normally be 

the case. 



DARK FuRY AssAULT SQUAD 175 POINTS 
(RAVEN GuARD LEGION O NLY) 

Dark Fury 

Chooser of the Slain 

Unit Composition 
• 4 Dark Furies 

• I Chooser of the Slain 

Unit Type 

ws 
4 

5 

• Dark Furies: Jump Infantry 

• Chooser of the Slain: Jump 
Infantry (Character) 

Wargear (Dark Furies) 
• Power armour 

• Pair of lightning claws 

• Frag & krak grenades 

Wargear (Chooser of the Slain) 
• Artificer armour 

• Pair of Raven's Talons 

• Frag & krak grenades 

Special Rules 
• Legiones Astartes 

(Raven Guard) 

• Sudden Strike 

• Fateful Descent 

BS 
4 

4 

s 
4 

4 

T 

4 

4 

w 
I 

I 

I 

4 

4 

A 
2 

2 

Ld 
8 

9 

Sv 

3+ 

2+ 

Options 
• The Dark Fury Assault squad may take: 

- Up to 5 additional Dark Furies .... .. .............. .................... +30 points each 

• The Chooser of the Slain may take melta bombs ...................... + 5 points 

Sudden Strike 
Models with this special rule gain a +I Initiative bonus on any 

phase in which they charge. 

Fateful Descent 
Models with this special rule have a cover save of 5+ on the turn 

they arrive via Deep Strike. 



RAVEN GUARD DARKWING PATTERN STORM EAGLE GUNSHIP 
{RAVEN GUARD ONLY} 

275 POINTS 

Armour 
BS Front Side Rear HP 

Darkwing 

Unit Composition 
• 1 Darkwing pattern Storm 

Eagle Gunship 

Unit Type 
• Vehicle (Flyer, Transport, 

Hover) 

Access Points 

4 

• The Darkwing pattern Storm 
Eagle has four access points: 
one on both sides and ramps at 
the front and rear 

War gear 
• One hull-mounted twin-linked 

heavy bolter 
• One hull-mounted Vengeance 

launcher with Eclipse missiles 
• Two wing-mounted twin­

linked lascannon 
• Machine Spirit 

Special Rules 
• Deep Strike 
• Assault Vehicle 
• Stealth 
• Outflank 

Transport Capacity 
• The Darkwing pattern Storm 

Eagle Gunship has a transport 
capacity of 16 models. 

12 12 12 4 

Options 
• A Darkwing pattern Storm Eagle may take any of the following: 

-Armoured ceramite ....................................................................... +20 points 
- Searchlight .................................................................. .................... ..... +! point 
- Extra armour ..................................................... .. ... ......... ................ +10 points 

Eclipse Missiles 
Rather than outright destruction, 'Eclipse' pattern missiles 
are designed primarily to sow confusion and break up enemy 
defences in preparation for the Raven Guard Legion's lethal strike, 
their warheads combining concussion charges with clouds of 
dense, clinging chemical smoke. 

Weapon 
Eclipse missiles 

Range Str 

48" 4 

AP 

5 

Special 
Heavy 2, Blind, 
Large Blast (s"), 

Concussive 

Darkwing pattern Storm Eagle Gunships are a Fast Attack choice for a 
Raven Guard Space Marine Legion Crusade army, and in addition can be 

taken as Dedicated Transports for Raven Guard Veteran Tactical squads and 
Legion Terminator squads whose number does not exceed the Darkwing's 

transport capacity. 



STRIKE CAPTAIN ALVAREX MAUN 140 POINTS 
MASTER OF DESCENT, N IGHTFALL O NE 

Strike Captain Alvarex 

Unit Composition 
• I (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Artificer armour 

• Power sword 

• Bolt pistol 

ws 
5 

• Nightfall pattern strato-vox 

• Frag & krak grenades 

Special Rules 
• Independent Character 

• Legiones Astartes 

(Raven Guard) 

• Master of the Legion 

• Warlord 

• The Bleeding Edge 

Dedicated Transport 
• Strike Captain Alvarex may 

take a Legion Drop Pod, Storm 

Eagle or Darkwing pattern 

Storm Eagle as a Dedicated 

Transport option. 

Warlord Trait 
• Co-ordinated Planetstrike: 

If Strike Captain Alvarex is 

the army's Warlord then flyers 

and Drop Pods (including 

Dreadnought Drop Pods and 

Deathstorm Drop Pods) in the 

same army may re-roll failed 

Reserves rolls. 

BS 

5 

s 
4 

T 

4 

w 
3 

The Bleeding Edge 

I 

4 

A 

3 

Ld 
10 

Sv 
2+ 

Strike Captain Alvarex is his Legion's primary drop assault 

commander, second only to his Primarch. If Captain Alvarex is to 

enter play embarked upon a vehicle that deploys via Deep Strike, 

then no Reserves roll is made for this vehicle. Instead, it must 

come on the first time the controlling player rolls for Reserves. If 

Alvarex is deployed at the beginning of the game, the controlling 

player may re-roll the Seize the Initiative roll where this is 

applicable to the mission being played. 

Nightfall Pattern Strato-vox 
The Strike Captain's strato-vox is a high-powered, cogitator 

assisted command interface used to facilitate the co-ordination of 

a massed planetstrike operation. Even as he leads the initial waves 

of the assault, Alvarex is able to track the deployment of countless 

drop ships, rendered as rapidly scrolling data projected across his 

vision by his strato-vox's systems. 

If one of the controlling player's units wishes to arrive on the 

battlefield via Deep Strike and chooses to do so within r8" of 

Strike Captain Alvarex, then it will not scatter. Furthermore, 

models with the Legiones Astartes (Raven Guard) special rule 

deploying from deep striking vehicles brought into play in this 

way gain the Counter-attack special rule on the turn they arrive. 

When barrage weapons are being used by the controlling player, 

line of sight may be drawn from Alvarex as well as the firing 

model itself (range is still drawn from the firing model, etc). 

Note that Captain Alvarex must already be on the table (and not 

embarked on a vehicle) at the start of the turn for the Nightfall 

pattern strato-vox to be used. 



MoRITAT-PRIME KAEDES NEx 155 POINTS 
THE RAVEN's HUNTsMAN, 'Bwon-cRow', AITACHED ro THE 14TH l NTERDICIION CoMPANY OF THE RAVEN GuARD 

Kaedes Nex 

Unit Composition 
• r (Unique) 

Unit Type 
• Infantry (Character) 

Wargear 
• Power armour 

ws 
5 

• Two Fulcrum hand cannon 
• Frag & krak grenades 
• Refractor field 
• Shroud bombs 
• Melta bombs 
• Cameleoline 

Special Rules 
• Legiones Astartes 

(Raven Guard) 
• Counter-attack 
• Ill-omened 
• Relentless Stalker 
• The Raven's Vengeance 
• Gunfighter 
• Independent Character 
• Chain Fire 

BS 
6 

s 
4 

T 

4 

Relentless Stalker 

w 
2 

I 

6 

A 

3 

Ld 
9 

Sv 

3+ 

During deployment, select one enemy Elites or HQ choice as 
Kaedes Nex's chosen prey. Instead of deploying normally, Kaedes 
Nex may be deployed after all other units and infiltrators have 
been set up and may be placed anywhere within r8" of his chosen 
prey as long as he remains out of sight of all enemy units, gaining 
the Shrouded rule for the first game turn of play. 

The Raven's Vengeance 
When in combat with a unit chosen as his prey (see Relentless 
Stalker), Kaedes Nex gains the Zealot special rule. If the unit 
is destroyed as the result of a combat in which Kaedes Nex is 
involved, or during a Shooting phase in which he inflicted one or 
more wounds on the unit, an additional Victory point is scored for 
the Raven Guard in games in which Victory points are used. 

Ill-omened 
Kaedes Nex may not be selected as an army's compulsory HQ 
choice, and may not be selected as the army's Warlord, even if he 
has the highest Leadership value. He may not join units of any 
kind during either deployment or during play. 

Gunfighter 
So skilled is Kaedes in the use of pistols as weapons of murder, 
that he may use his pair of Fulcrum hand cannon in close combat, 
using the Strength, AP and special rules listed on its standard 
profile instead of those listed in the Warhammer 40,000 rule book. 
Note that Kaedes does claim the +I attack bonus for using two 
Fulcrum hand cannon in close combat. 

Fulcrum Hand Cannon 
These ornate weapons are artefacts of the Tech Guilds of Kiavahr, 
looted from one of the many armouries overrun during the 
rebellion. As with much Guild tech, these weapons are primitive 
by the standards of the Mechanicum, but brutally effective 
nonetheless, using electrically charged rounds of massive size to 
pulverise their targets. Stunning any who survive the impact, the 
Fulcrum is a lethal weapon in the hands of a skilled marksman. 

Fulcrum 
hand cannon 

Range Str 

r8" 4 

AP 

4 

Type 

Pistol, Rending, 
Concussive 





CoRvus CoRAX 450 POINTS 
MASTER oF THE RAVEN GuARD, THE LIBERATOR, CHoosER oF THE SLAIN, THE SHADOWED LoRD 

Lord Corax presents a striking countenance, at least when he wishes to be seen. His skin is alabaster white and his 
shoulder length hair as black as the feathers of his namesake, the raven. Most remarkable and unsettling are his eyes, 
which are entirely black shards of solid shadow. His sable armour is edged with fine, golden filigree and upon his back is 
mounted a jet pack formed into a pair of articulated pinions that he wields as a murderous, bloody-edged cutting weapon. 
Like most of the Primarchs, Corax is blessed of an extensive armoury of artificer-wrought weapons but those he most often 
bears to war are a pair of metre-long lightning claws and a coiled whip at his belt. The latter is carried as a reminder of 
the cruelty enacted upon the people ofLycaeus by the tyrannical guilds ofKiavahr and with it countless enemies of Unity 
have been laid low. Though few even amongst his sons know of it, Corax is blessed with the ability to pass unnoticed 
should he will it, this preternatural ability allowing him to slip from the perception of his enemies even when standing in 
plain view. 

In battle, the Raven Lord wields his Legion as he did his rebel cells before the Emperor came to Kiavahr. He is the master 
of stealth, rapid strikes and decapitations. He is cunning and subtle, commanding his units with precision and guile, but 
all of this is guided by an uncompromising sense of justice and hope for the future of Humanity. 

Corax 

Unit Composition 
• I (Unique) 

Unit Type 
• Jump Infantry (Character) 

War gear 
• The Sable Armour 
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• The Panoply of the Raven Lord 
• Frag grenades 
• Shroud bombs 
• The Korvidine Pinions 
• Two Archaeotech pistols 
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• Primarch (Independent Character, Eternal Warrior, Fear, 
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the 
Legion) 

• Sire of the Raven Lord 
• The Shadowed Lord 
• Hit & Run 
• Bulky 



SPECIAL RULES 

Sire of the Raven Guard 
Corax gains +I Initiative and +I Strength on any turn in which he 
charges. All models with the Legiones Astartes (Raven Guard) special 
rule in the same army as Corax gain the Acute Senses special rule, 
and while he is on the table do not have to roll to determine their 
maximum Run distance- instead this is always 6". 

The Shadowed Lord 
Unless part of a unit, if Corax is not the closest target to the firing 
unit or the firing unit is either a Psyker or a Daemon of some kind, or 
another Primarch, only Snap Shots may be taken against him. At the 
beginning of any of Corax's controlling player's turns, Corax may be 
removed from play and placed in On-going Reserves; he may even be 
withdrawn from close combat in this manner, but only if his Initiative 
is higher than that of his opponent's. 

The Sable Armour 
Fashioned for the master of the Raven Guard by the Emperor's own 
artificers, this suit of highly sophisticated power armour not only 
offers the Primarch defence against outside attack, it also masks 
his sensor signature and can be used to disrupt enemy sensors and 
transmissions in his immediate vicinity. The Sable Armour provides a 
2+ armour save and a 5+ invulnerable save. In addition, any enemy unit 
deep striking within 12" of Corax will suffer a Deep Strike Mishap on 
any roll of a double on their Deep Strike Scatter roll. Enemy teleport 
homers and location beacons (and any similar items of wargear) do not 
function within this radius. 

The Panoply of the Raven Lord 
Corax carries a number of personal weapons of formidable power 
with which he makes for a frighteningly deadly opponent in 
personal combat. These include artificer lightning talons able to 
shred the heaviest armour with ease, and an energized whip -a 
symbol of the overthrow of the tyrannical powers that once held 
him captive- with which he can lash out or ensnare with blinding 
speed. In combat, this combination of arms is counted as a single 
weapon with the following profile: 

Panoply of the 
Raven Lord 

Range Str 

None User 

AP 

2 

Type 

Melee, Shred, Blind, 
Fighting Style, 
Two-handed 

Fighting Style: At the beginning of each Assault phase, Corax's 
controlling player may choose one of the following special rules to 
apply to his attacks, based upon the weapons and fighting style he 
is employing: 

• Death Strike: All To Wound rolls of 5+ by Corax's close combat 
attacks wound their target regardless of its Toughness and any rolls 
to damage vehicles gain an extta +3 to their Armour penetration 
rolls. 

• Scourge: Corax gains D3 extra attacks. 
• Shadow-walk: Corax imposes a -I penalty on the To Hit rolls 

of every enemy model which attacks him in an assault until the 
beginning of Corax's controlling player's next Assault phase. 

The Korvidine Pinions 
Corax's flight pack is a miracle from the Dark Age of Technology 
modified to suit the Primarch's own exacting needs. The Korvidine 
Pinions grant him the unit type Jump Pack Infantry and, in addition, 
he may always make Hammer of Wrath attacks when making assaults 
regardless of any other factors, such Hammer of Wrath attacks 
causing D3 hits at Str 5 AP 3· When deploying via Deep Strike, the 
Scatter dice may be re-rolled if Corax's controlling player wishes and 
should he suffer a Mishap, then the Delayed result automatically 
applies instead of a random roll. When making a Jump Pack move, 
Corax may make a Vector Strike attack just as if he were a Swooping 
Flying Monstrous Creature. 

Deadly Prey: Dropsite Massacre and the Victory is Vengeance 
Campaign special option 
In the aftermath of the Dropsite Massacre, Corax was wounded 
and his wargear badly damaged, but he still would prove a most 
deadly prey to those who attempted to hunt him and his band 
of survivors across the blasted face of Isstvan V. Corax in this 
incarnation has only 5 Wounds and 5 Attacks as standard, his 
armour saves are degraded to 3+/ 5+ and he loses the Korvidine 
Pinions and his Archaeotech pistols. He carries a salvaged heavy 
bolter (which is treated as being Assault 3 in this case) and gains 
the Hatred (Iron Warriors, Sons of Horus, Night Lords, Alpha 
Legion, Emperor's Children, Death Guard and World Eaters), 
Infiltrate and Scout special rules. This version of Corax costs 
350 points. 
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