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Lovarists & HERETICS

This book contains a variety of unique characters, many of whom have been depicted as fighting for either the Emperor or his traitorous

welartie eArafes deieiepace mads etaces ?:m-_n!u(m for et e ng«Z Peblorelae dca: €A g

Warmaster, Horus, in Forge World's Horus Heresy series and the Black Library’s Horus Heresy novels. As these loyalties do not always match

[

o

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 Isstvan I1I or having Fulgrim remain loyal, you may feel free to ignore these guidelines, but make sure that your opponent is

£

I% aware of the decision to do so.

B
Characters or units marked with this stamp remain true to their Characters or units marked with this stamp have abandoned their
oaths to the Emperor and his vision of a unified Mankind. They may ~ former loyalty and pledged themselves to Horus. They may only
only be used in a Loyalist army when included in games set during be used in a Traitor army when included in games set during the

the Horus Heresy. Horus Heresy.
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FOREWORD

This volume collects together the Space Marine Legions appendix entries from the first three of
Forge World's Horus Heresy books — the Isstvan trilogy. As such it is intended to be used alongside its
companion book — the Legiones Astarles — Crusade Army List.

Included in this book are specific rules, units and special characters — including the mighty Primarchs

~ for the Sons of Horus, World Eaters, Emperor's Children, Death Guard, Salamanders, Iron Hands,
Night Lords, Word Bearers, Iron Warriors, Imperial Fists, Raven Guard and Alpha Legion, all drawn
together for ease of reference whether you are preparing for or playing a game of Warhammer 40,000, or
planning the next addition to your collection.

Where needed, the various entries in this book have been revised and expanded from those previously
published, both in order to take into account changes in the game rules and to incorporate the

invaluable feedback we have received from our players,
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SPACE MARINE LEGION
ARMY LiST APPENDIX




CrusaDe ArMy List Arpenpix I: THE Sons oF Horus

Leciones Astartes (Sons or Horus)

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 ‘1’ 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 1 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.

Lecion Seeciric Unirs & WARGEAR

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 Squadsimay be cliosen as a Fast Attack choices.
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JUSTAERIN TERMINATOR SQUADS

ws
Justaerin Terminator 5

Unit Composition
* 3 Justaerin Terminators

Unit Type
* Infantry

Wargear

* Cataphractii
Terminator armour

« Combi-bolter

* Power weapon

Dedicated Transport

* 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

205 POINTS

BS S ik W I A Ld Sv
4 4 1 4 2 9 2+
Options

The squad may include

- 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:

= FICBYEHIRINGE, ..vcemmeraessosnmmsiioseisiasstotrenmomarssassossetietirrsnsik NI +10 points
+ RBADET ATPOCATIIION oo crrasnssssibssbs it sidmpsrisetrissnss s Roe s +15 points
s Mnhtimnalta. sl s i s +25 points
Any Justaerin Terminator may exchange their combi-bolter for:

S rsT v 50 S Tos ) (RO SN e Bt +7 points each
Any Justaerin Terminator may exchange their power weapon for a:

AR OWEETISE. ot i spamssscspsosmilasssmieirsspatins Ror o +5 points each
= EE I LA imesssssinsmimssssamssiionusssisinsssmssisisssonsss +5 points each
- CRAIE Bt L s i vy +10 points each

Any Justaerin Terminator may exchange both their power weapon
and their combi-bolter for:
- Pair of ightning claws.......c..c..wvereeeeeemseermmsssssssssssessessassassnmssssanses +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.
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REAVER ATTACK SQUAD 13§ POINTS

WS (i | | Sv
Reaver 4 8 3+
Reaver Chieftain 4 ¢ 3+

Unit Composition Options
* 4 Reavers * The Reaver squad may take:
* 1 Reaver Chieftain - Up to 10 additional Reavers..........c.c....... ..+15 points each
Each model in the squad may take one ofthe foliowmg options:
Unit Type - Boltgun with banestrike shells +5 points each
* Reaver: Infantry - Volkite charger.........cccccccrmmsennn. sy pomitsedch
¢ Reaver Chieftain: Infantry - Combi-weapon w1rh anestrike shells
(Character) for its boltgun component ..............cccccccoceesesrrrrerrerennennnn 10 points each
Rather than taking an option from the previous l1st one in every five
Wargear models in the squad may take one of the following options instead
= Power armour (this may include the Reaver Chieftain):
= Bolt pistol +10 points each
e Chainsword or combat blade . +15 points each
* Frag & krak grenades - Plasma gun +15 points each
- Plasma pistol +15 points each
Special Rules Any model in the squad may exchange their chainsword or combat
* Legiones Astartes blade with one of the following weapons:
(Sons of Horus) = CRaiNaXe .......cccoommerereseesssessssssesssssssesssssmsssssssssssssssseseesenssnes + 1 pOINE €ach
* Assassin's Eye - Power weapon +10 points each
« Qutflank - Power fist ........ +15 points each
The Reaver Chieftain may also take any of the following options:
Dedicated Transport - Melta bombs....... .+5 points
* A Reaver squad, so long as it is - Artificer armour 10 points
not equipped with jump packs, - Hand flamer ... B mssassmmsansassassssssssses 5 POTIILS
may choose a Legion Rhino or The entire squad may also take
an Anvillus pattern Dreadclaw = JUIP PACKS . cerriessssssssirssesssissnsssssssssnssnnaniens +50 poiNts for the squad
Drop Pod as a Dedicated
Transport if it numbers 10
) Assassin’s Eye
A model with this special rule uses the Precision Shots and
Precision Strikes rules (see the Warhammer 40,000 rulebook)
e not bemg a character.
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Addenda: Remembrancer depictions

of Sons of Horus Reaver units. Reaver
units made extensive use of prototype and

sub-pattern wargear and power armour,
manufacture and origin unknown.
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MALOGHURST THE TWISTED 140 POINTS

CADRE-CAPTAIN OF THE SoNs OF Horus, BEARER OF THE EYE, THE SHADOWED HAND, EQUERRY OF THE WARMASTER

2
WS BS S T W I A Ld Sv
Maloghurst 5 5 4 4 g 4 2 10 3+
Unit Composition Warlord Trait
« 1(Unique) The Battle Standard of Rebellion: If Maloghurst is the army's

Warlord, then he is counted as a scoring unit in any mission where
Unit Type Troops are classed as scoring units.
+ Infantry (Character)

Wargear Bearer of the Eye
* Power armour Maloghurst serves both as the Warmaster's equerry and enforcer
* Power sword within his own ranks, and where he goes, the will and power of
* Bolter with banestrike shells Horus goes with him. If Maloghurst is present in a detachment,
* Bolt pistol the Sons of Horus Veteran Tactical Squads and Sons of Horus
* Frag & krak grenades Reaver Squads may be taken as Troops choices in that detachment.
* Refractor field
* Legion standard Broken in Body
Once one of the finest warriors in his Legion, his body was

Special Rules shattered by terrible injuries which have left him a shadow of his
* Legiones Astartes former glory. Maloghurst and any unit he joins may not make

(Sons of Horus) Run moves or Sweeping Advances.

* Independent Character

« Master of the Legion

* Bearer of the Eye

* Broken in Body

+ Adamantium Will -
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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.
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Fanatically I
Warmaster,

Abaddon was one of the
foremost warriors of his
Legion and commander
of the elite Justaerin
Terminators. A hulking

brute of a Space Marine,

within the Sons of Horus
n that he was in some
hart the direct clone-
progeny of the Warmaster
himself. 1less of this
he echoed his Primarch in
many ways, not least in his
ge powerasa iiu}'lll.:t'
and skill as a tactician which
e him the greatest tally
of victories of any within
the Sons of Horus bar his

ch. Once

ed to Horus
alked willingly
into damnation with his
master and soon his name
1¢ among the most
of those

that turned traitor

On Isstvan 111 he took to
Ii']r.,’ J“!L‘M of }".i[l!t' LEI'IEl was

ynally responsible

EzERYLE ABADDON

21§ POINTS

First CArram oF THE SoNs oF Horus, FAVOURED OF THE WARMASTER

ws
Ezekyle Abaddon 7

Unit Composition
* 1(Unique)

Unit Type
* Infantry (Character)

Wargear

« Justaerin warplate

» Master-crafted power fist

» Combi-bolter or power sword
* Grenade harness

Special Rules

* Legiones Astartes
(Sons of Horus)

* Rites of War

* Master of the Legion

* Fearless

* Teleporter Assault

« Marked by Dark Fates

« Bulky

* Independent Character

Warlord Trait

« Intimidating presence (see the
Warhammer 4o,000 rulebook)

A 4

BS S 5 4 w I A Ld Sv
4 3 5 £ a A oy
Justaerin Warplate

By the time of the Heresy Abaddon habitually took to battle
wearing a modified suit of Terminator 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 Strike 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 175 POINTS

Last CarraN oF THE Luna WoLvEs

WS BS S T W I A Ld Sv
Garviel Loken 6 5 4 4 3 6 4 10 3+
Unit Composition Warlord Trait
* 1(Unique) * Inspiring presence (friendly units within 12" can use Loken’s | HQ

Leadership value rather than their own.)

Unit Type Garviel Loken was one of

* Infantry (Character) the senior captains of the
Born Survivor Luna Wolves Legion (later

Wargear The first time that Loken should be removed as a casualty during the Sons of Horus) dur

* Power armour a game, roll a D6. On a result of 2+ he lives on with a single wound the latter part of the C

* Paragon blade remaining. Once this rule has been used once in a particular Crusade. Highly r

» Bolt pistol | battle, it has no further effect. as a warrior and comma

* Frag and krak grenades L 8 by both his brethren and
* Iron halo Primarch, admired for his

cool head and intell

Special Rules

* Legiones Astartes
(Sons of Horus)

+ Rites of War

* Master of the Legion ; -adre of close advisors to

* Born Survivor ' their Primarch. However,

* Independent Character after Horus' fall on Davin,

he was considered too lc

yyal
o Ii'u_‘ old way ll‘u' ide:

of the Great Crusade and
the Emperor, to be indu

into the dark consj

1 |]\t' fﬁll'\l wave, j'lt:‘
rose swiftly to the mantle
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Horus THE WARMASTER 500 POINTS

Horus LurERCAL, THE BREAKER OF TYRANTS, THE FAVOURED SoN, THE EYE OF TERRA

WS BS S 5 w I A Ld Sv

8 5 7 6 6 6 s 10 2+
Unit Composition Special Rules
* 1 (Unique) « Primarch (Independent Character, Eternal Warrior, Fear,
Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the
Unit Type Legion)
« Infantry (Character) * Weapon Mastery
« Sire of the Sons of Horus
Wargear » The Point of the Spear
* The Serpent's Scale * God of Battle
* The Warmaster’s Talon * Very Bulky

* Worldbreaker

* Cognis signum

« Frag grenades
Teleportation Matrix



oS o, g

SeeciAL RuLes

Weapon Mastery: The Warmaster has two 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 Skill 4 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 +1 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 Justaerin
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 its 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:

. Range Str AP Type

I, Precision

|l Bombardment  Unlimited 10 2 Ordnance 1,

a'. Large Blast (5"), Lance,
Twin-linked

WARGEAR
The Serpent’s Scales: Horus’ unique suit of Terminator azmmis »
one of the first prototypes of its kind, fashioned and ceﬁﬁmmﬁsly G

improved by the hand of Kelbore Hal and the greatest artifice Gftlw’( oy
Imperium, and it is proof against attacks of both brute nnd{soteric

origin. The armour provides a 2+ armour save and a 3+ invulnerable
save. The armour also negates any psychic attack directed atthe v A8
Warmaster or any effect that would adversely modify his charactenstiq :
profile on a D6 roll of 3+.

Worldbreaker: 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 of Warmaster, and is said
to have been created by the hand of the Emperor himself as a gift to
his favoured son.

Range Str AP Type :
Worldbreaker . 10 2 Melee, Master-crafted,
Concussive, Unwieldy

LT

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 of Technology. The Talon has two profiles listed: one
represents the lightning claw, and the second the in-built bolt weapon.

Range Str AP Type
The Talon - Llssr' ' = Melee, Shred,
Disabling Strike.

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-1 WS and -1 Str for the rest of the game. This damage
is cumulative across multiple Assault phases.
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Teleportation Matrix: The Warmaster and any attached Terminator
unit from his army may choose to Deep Strike, and will not scatter

while doing so.
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RAMPAGER SQUADS

wSs
Rampager 4
Rampager Champion 4

Unit Composition
* 4 Rampagers
* 1 Rampager Champion

Unit Type

« Rampager: Infantry

* Rampager Champion: Infantry
(Character)

Wargear

* Power armour

* Bolt pistol

* Chainaxe

* Frag and krak grenades

Dedicated Transport

* A Rampager 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)

* Feel No Pain (6+)

* Chosen Warriors
(Rampagers only)

* Scout

130 POINTS

BS w I A 1d Sv
4 4 1 4 2 3+
4 4 4 1 4 3+
Options

* The squad may include

- Up to an additional five Rampagers....
Any member of the squad may exchange the1r chamaxe for
- Heavy chainsword....

..+20 points each

5 ..+5 points
Any member of the squad may exchange both thelr bolt plstol and
chainaxe for

- One of the Caedere weapons............oesiusissinnes +10 points per model
The squad’s Champion may:

- Exchange their bolt pistol for a plasma pistol.....................+15 points
The squad’s Champion may exchange their chainaxe for one of the
following:

2500 7 | o Loy o CE R e R B e R +10 points
o T AR O L s +16 points
= POWET RSt R R +15 points
The squad’s Champion may:

- Upgrade to ArtifiCer armour .........oooicceemsemsnssssssesssesssssnns +10 points

The entire squad may be equipped with:
RN D DECRE s R s +10 points each

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




- ey —- rpe— - .
Tk e releeghet Talocmm Taorsts et Jomedars detectorat st e Tare g Jatmi) Torme, ropie sooers Celomor edbiiTes Tocnr St veg s vl gorearies searuartes mees Telleommts gt el Telrem Togones Erbertes Jowetars o toeres matd, Sarure: {ee

= =
g

CENTURION SHABRAN DARR 11§ POINTS

"WHITE-EVES', ADJUTANT TO THE 1T™ AsSAULT COMPANY OF THE WORLD EATERS

WS BS S T w I A Ld Sv

Shabran Darr 6 5 4 4 2 5 3 9 3+

Unit Composition Options

* 1(Unique) * Shabran Darr may be equipped with a jump pack................+20 points
Unit Type

+ Infantry (Character) Head-hunter

Shabran Darr took particular pleasure in slaughtering sergeants

Wargear and officers, cleaving their heads from their shoulders and

« Power armour mounting them on spikes and railing for their traitorous brothers
* Bolt pistol to find. When fighting in a Challenge, Shabran Darr’s attacks gain
* Master-crafted chainaxe the Rending special rule.

* Frag & krak grenades
Hatred (Traitor Space Marines)
Special Rules This applies only if Shabran Darr is part of a Loyalist force and
* Independent Character applies to all Traitor models with the Legiones Astartes special rule.
* Legiones Astartes
(World Eaters)
* Feel No Pain (6+)
* Rage
« Hatred
(Traitor Space Marines)
* Head-hunter

Warlord Trait

* Bloody-Handed (The Warlord
and any unit with the Legiones
Astartes special rule they join

cause Fear).
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KuArN THE Broopy

CarraiN oF THE WorLD EATers 8™ Assaurt Comeany, THE Twick UN-sLAIN, THE ENDER

Kharn

Unit Composition
* 1(Unique)

Unit Type
* Infantry (Character)

Wargear

* 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)

_—

<D
¥

WS
7

xSl

170 POINTS

BS S 1 w I A Ld Sv

5

4 4 3 5 4 9 2+

Warlord Trait

Savage Assault: If Kharn is the army's Warlord then his side gains
+1 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 HQ choices
unless Angron is also present. He does not roll on the Warlord
Traits table, but instead uses his own unique trait.

The Cutter

Khirn was the master of many weapons, from the baleful and
crude instruments 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 E 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 between battles are a
factor, any such chart results for Kharn may be re-rolled.

Legacy of Blood

As his Primarch 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 Primarch. So long as Angron is
not also present in the army, Khirn 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 Type
Gorechild - +1 2 Melee,
Armourbane,
Murderous Strike,
Specialist Weapon
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THE PRIMARCH ANGRON

Master oF THE WoRLD EATers, Tae Rep ANGEL, SLAUGHTERER OF NATIONS, THE UNDEFEATED

400 POINTS

WS BS S T w ) A Ld Sv
9 5 7 6 S 7 6 10 3+
Unit Composition Special Rules
* 1 (Unique) * Primarch (Independent Character, Eternal Warrior, Fear, Adamantium
Will, Fleet, Fearless, It Will Not Die, Master of the Legion)
Unit Type * Red Sands
* Infantry (Character) * Sire of the World Eaters
* Bulky

Wargear * Hatred (Everything)

* Armour of Mars

* Gorefather & Gorechild
* The Spite Furnace

* The Butcher's Nails

= Frag grenades
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SeeciAL 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.

BT B S W W g e WP

WARGEAR 25
Armour of Mars: Angron's armour is mod
armour in which he fought as a slave and oﬁh'slﬁm
and a 4+ invulnerable save.

Gorefather & Gorechild: These archaic matched
among the most potent weapons known among the relics o
Primarchs, and are made all the more deadly by Angron’s consummate
skill as a fighter. They give Angron +1 attack (this has already ‘l;eéﬁ :
included in his profile and use the following weapon profile: |

Range Str AP Type

Melee, Armourbane,
Murderous Strike

Gorefather
& Gorechild g +1 2

The Spite Furnace: Angron carries a master-crafted plasma pistol
known as the Spite Furnace. h
1
|

The Butcher's Nails: For every Independent Character or infantry

unit (of any type) wiped out or destroyed in close combat with :
Angron, he gains +1 to his Attack characteristic for the rest of the g N
game, to a maximum of ten attacks. Note that Angron himself must £}
mﬂlctthefatalbloworremovethelastmodel,etc,&mumw <o it A

claim this bonus.
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Emperor’s CHILDREN UNIQUE Rite oF 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 +1" 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 HQ choice.

* 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 +1 Victory point.
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PHOENIX TERMINATOR SQUAD

ws
Phoenix Terminator
Phoenix Champion 5
Unit Composition

* 4 Phoenix Terminators
* 1 Phoenix Champion

Unit Type

» Phoenix Terminators: Infantry

= Phoenix Champion: Infantry
(Character)

Wargear
* 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 10 models or less.

265 POINTS

BS S )8 W I A 1d Sv

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

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

e e TEl & DA TEIBE s csioviiovssvesismapssissspussossisssssssssssvinsssisssismsmssnss orsos +10 points
* The entire squad can be upgraded with:

=i eritany et Ul s LU RO Pl A o P St e +15 points

Sudden Strike

Models with this special rule gain a +1 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 rulebook).

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.

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 Range Str AP Type
Phoenix spear - +1/User 2/3 Melee,
Two-handed




PALATINE BLADE SQUAD

WS
Palatine Warrior 5
Palatine Prefector 5

Unit Composition
* 4 Palatine Warriors
* 1 Palatine Prefector

Unit Type

* Palatine Warrior: Infantry

* Palatine Prefector: Infantry
(Character)

Wargear

* 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 15 of the
Legiones Astartes — Crusade Army
List book) other Dedicated
Transport options may be
available for the squad.

13§ POINTS

BS S T A\ 4 I A Ld Sv

4 1 4 2 8 3+
4 I 4 2 9 2+
Options
* The Palatine Blades Squad may take:
- Up to 5 additional Palatine Warriors ... +20 points each

* Any member of the squad may exchange their Charnabal sabre for
one of the following:

= POWEE SWON . sissivsiisismnsninseresmam s b TR +5 points per model
- Power lance i e +5 points per model
- PhOENIX POWET SPEAL....cososemsusssesssseeeerssssasssssssssssesses +10 points per model

* The Palatine Prefector may:
- Exchange their bolt pistol for a plasma pistol............cc......+15 points

* The Palatine Prefector may also be equipped with:
- Melta bombsi. i

* The entire squad may be equipped with:
- Sonic shriekersi. ... i

smessanns +§ pOINLS

cresssnmensennene +2 poiNTS per model

- JUMP PACKS...ccocivimimrninenrsinsnsssssssisessssssmaessnsssesses £10 POINES per model

e Fellicos waputen retagmetay 2eheree (feree: <t Jrelars QoA wet, Rerbkrad Pladierum Aeattales TR rgeam cori grlrrmina/as
. ~ - . i L e T

ELITES

A warrior fraternity drawn
from among the finest
swordsmen of the Legion,
the Palatine Blades existed
outside the rigid formations
of the Emperor’s Children’s
military order. They were

a duelling society to whose
ranks many aspired and

on whom Fulgrim looked
with particular favour. At
the discretion of the lords
of the Legion, members of
the Palatine Blades without
their own command fought
together in battle as well,
serving as a shining example
to their battle-brothers of
excellence and perfection in
the arts of war, often seeking
out the finest enemy warriors
in the field against which to

prove their superiority.
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RYLANOR THE UNYIELDING 255 POINTS

ANCIENT OF RiTeS TO THE EMPEROR'S CHILDREN

Armour
WS BS S Front Side Rear 1 A HP
Rylanor 6 5 7 13 12 10 4 2 3

Unit Composition
* 1(Unique) Atomantic Shielding
One of the Contemptor pattern’s most distinctive features is a series

Unit Type of defensive field generators mounted inside its armour plating and
« Vehicle (Walker) powered by the enhanced Atomantic power core within.

[ Wargear A Contemptor Dreadnought has a 5+ invulnerable save against

| + Smoke launchers shooting attacks and explosions, 6+ against attacks suffered in

d * Searchlight .| close combat. In addition, if the Contemptor suffers a ‘Vehicle

% » Kheres assault cannon Explodes' damage result, add +1" to the radius of the blast.

= Dreadnought close combat

t' weapon with inbuilt heavy Venerable
flamer Rylanor's player may force results on the Vehicle Damage chart
against him to be re-rolled. If this is done the second result
,I Special Rules applies, even if it is worse than the first!
l « Atomantic Shielding
* Fleet Mantle of Glory
:  Crusader To the loyalists of Isstvan I1I Rylanor was a living icon of the
' » Venerable Legion’s glory and the perfection and righteousness of their
= Mantle of Glory 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 +1 to
their score when determining who has won an assault.
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HE KAKOPHONI OF THE EMPEROR'S CHILDREN
TrE KAkoP THE EM fon & 145 POINTS

wSs
Chora 4
Orchestrator 4

Unit Composition
« 4 Chora and 1 Orchestrator

Unit Type

* Chora: Infantry

* Orchestrator Infantry
(Character)

Wargear

* 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 15 of the Legiones Astartes
— Crusade Army List book),
other Dedicated Transport
options may be available for
the squad.

BS S T w I A Ld Sv

4 4 4 I 4 1 8 3+
4 4 4 I 4 2 9 3+
Options
* The squad may include
- Up to an additional five Chora........... .....t20 points each
* The squad’s Orchestrator may take any of the followmg
ST 7 5o ] R S it SR T + 5 points

- Exchange their bolt pistol for a plasma pistol....
- Exchange their combat blade or chainsword for

...+10 points

2 POWET WeAPOMN..ucuumsunssmsiasinss srisenassnees P10/ POIDLS
- Exchange their combar blade or chumsword for

8 POWET fISL...cuuerresisrissesiesensssinsssssssssssssasssssssssssssasssssssssssessenses 1§ POINLS
- Upgrade to Artificer armOUT ........cwceveussusssssesisssssssssensamssssassessess +10 points
The Cacophony

The Cacophony manifest a variety of experimental and unique
psycho-sonic weapons, made from an irrational fusion of Imperial
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 ability,
however, is to open up the minds of those they touch to the
manifold and fatal horrors of the Warp.

Weapon Range Str AP Type

The Cacophony 36" 6 5 Heavy 1, 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 1 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.
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Lorp CoMMANDER EIDOLON 185 POINTS

Tue Auric HAMMER, THE ExemprAR, LorD COMMANDER PRIMUS OF THE EMPEROR'S CHILDREN

WS BS S i w 1 A Ld Sv
Eidolon 6 5 4 4 3 5 4 10 2+
Unit Composition Warlord Trait
* 1 (Unique) * Coordinated Assault: Eidolon, and all friendly units within 12",
add +1 to their results when rolling for charge distance.
Unit Type
* Infantry (Character) Options
* Eidolon may be bought a jump pack for +20 points.

Wargear
« Artificer armour
» Master-crafted Thunderous Charge

thunder hammer Eidolon is an arrogantly aggressive combatant, skilled in striking
 Archaeotech pistol down his enemies with a single contemptuous blow like a
* Frag & krak grenades thunderbolt from the heavens. On any turn in which he charges
* Sonic shrieker into assault, he may ignore the effect of the Cumbersome rule
* Iron halo with his thunder hammer.
Special Rules Death Scream
* Legiones Astartes Eidolon has been the recipient of xenos-technological implants,

! (Emperor’s Children) and experimentation by his Legion's Techmarines and the

* Independent Character ministrations of Chief Apothecary Fabius. His implanted sonic
* Master of the Legion shrieker is capable of discharging in a destructive howl able to
* Thunderous Charge break bones and rupture flesh. This counts as a weapon with the
* Death Scream following profile:

Warlord's Pride

Range Str AP Type
= Death Scream Template 2 g Assault 1, Rending,

Pinning, One Use
Warlord’s Pride

If Eidolon is part of your army, then he will always be the army’s
* Warlord, regardless of the Leadership value of other HQ choices,
unless Fulgrim is also present. He does not roll on the Warlord
Traits table, but instead uses his own unique trait.
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CAPTAIN SAUL TARVITZ 13§ POINTS
Orricer oF THE EMPEROR'S CHILDREN, THE Honour oF His Lecion
WS BS S T w 1 A Ld Sv
Saul Tarvitz 6 4 4 4 3 5 3 10 24

Unit Composition
* 1(Unique)

Unit Type
* Infantry (Character)

Wargear

* Artificer armour

* 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*)

“This only applies when fielded
with a Loyalists army during the
Horus Heresy.

Warlord Trait
* 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.

Range Str AP Type
Charnabal
broadsword - +1 5 Melee, Rending,
Two-handed,
Duellist’s Edge
Duellist’s Edge

When fighting in a challenge, the user of this weapon gains a +1
bonus to their Initiative score.
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FULGRIM THE ILLUMINATOR 380 POINTS

TrE ProENicIAN, THE PrerecTOR OF CHEMOS, HicH LoRD OF THE EMPEROR'S CHILDREN

ws BS S ¢ w I A 1d Sv

8 6 6 6 6 8 5 10 2+
Unit Composition Special Rules
* 1 (Unique) * Primarch (Independent Character, Eternal Warrior, Fear,

Adamantium Will, Fleet, Fearless, It Will Not Die, Master of the
Unit Type Legion)
» Infantry (Character) * Sire of the Emperor's Children
« Bulky —

Wargear * Sublime Swordsman
*» The Gilded Panoply » Strategic Planning

» The Blade of the Laer
« Firebrand &

* Krak & plasma grenades
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Sire of the Salamanders

A paragon of wisdom as well as martial prowess to his Legion, Vulkan
embodies the stoicism and honour that has become the hallmark

of his Legion, and those who stand with him have an unshakable
conviction in their cause.

In an army which contains the Primarch Vulkan, all models with the
Legiones Astartes (Salamanders) special rule gain +1 Leadership (to a
maximum of 10) and also gain the Adamantium Will special rule.

Blood of Fire

Vulkan’s powers of endurance and, above all, will are phenomenal,
even for a Primarch. As a result, he may re-roll any failed It Will Not
Die or Deny the Witch tests.

The Draken Scale

Vulkan's armour was a marvel of the Imperium and a famed relic in its
own right, and its crowning glory was the skull of the great Firedrake
Kesare mounted upon the Primarch’s shoulder, upon whose image the
Legion's symbol was based. The Draken Scale provides Vulkan with

a 2+ armour save and a 3+ invulnerable save, and halves the strength
(round down) of any flamer, fusion, volkite, melta or plasma weapon
used against him.

Dawnbringer

A warhammer of prodigious size and reputedly indestructible
material construction, Dawnbringer was too great a weight for any
but a Primarch to lift. Wielded by Vulkan, Dawnbringer was capable
of sundering any defence set against it, from isolithic stone to the
densest armour plate, and brutally crushed countless foes in the
Primarch’s hands.

Range Str AP
Melee 10 it

Type

Melee, Two-

handed, Concussive,
Armourbane, Instant
Death, Earthshatter

Dawnbringer

Earthshatter: Instead of attacking normally in an assault, Vulkan
may instead opt to place a Blast (3") marker anywhere in base-to-base
contact that does not cover any friendly models. All models under
the marker suffer a single automatic Strength 8 AP 3 hit with the
Strikedown special rule.

The Furnace’s Heart

A batoquely styled energy weapon gifted to Vulcan by Ferrus Manus,
this weapon utilised individual charged shells to produce powerful
laser-like blasts capable of cutting swathes through even heavily
armoured foes. The weapon, however, was not truly favoured by
Vulkan, for reasons that remained the subject of dark rumour, but
the Salamanders Primarch carried the weapon into battle at Isstvan V
regardless to honour his brother for the gift.

Range Str AP Type
The Furnace’s Heart 18" 6 2 Assault 1, Rending,
Line of Effect

Line of Effect: Draw a line from the Primarch 1mm wide and 18"
long to determine the weapon’s area of effect. All units crossed by the
line suffer a number of hits equal to the number of models in the unit
the line crosses. This line may not be drawn so that it crosses through
friendly models.
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