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Imperial Armour

VEHICLES

OF THE ADEPTUS ASTARTES

THE IMFERIUM OF MAN

The Imperium of Man, ruled over by the Immortal God-Emperor of
Terra, is a collection of worlds which stretches across the entire
galaxy. It is an empire that has survived over ten thousand years
since the Emperor's ascension to the Golden Throne'!!, Daspite
being beset by alien attacks from without as well as treachery,
mutation and heresy from within, it is the greatest empire in human
history, encompassing over a million worlds.

To live under the reign of the Emperor is to live in dark and cruel
times. The galaxy holds many threats, from hideous bloodthirsty
aliens to secretive malign forces which threaten the very survival of
Mankind itself. To combat its enemies the Emperor's servants rely
upon the vast armies of the Imperium. Countless billions of Imperial
Guardsmen form the backbone of the Imperium's fighting forces,
aided by the Imperial Navy, the holy Sisters of Battle, the Skitari and
tha Titan Legions. Most honoured amongst the Emperor's forces
stand the Adeptus Astarles — the Space Marines. Each Space
Marine is a genetically enhanced super-human warrior, taller,
strenger, faster than any man and knowing no fear in battle. The
Space Marines are the shield of Humanity and it is said that no foe
can stand before them!

THE ADEPTUS ASTARTES

The origing of the Emperor's elite Space Marines stretches back to
bafore the founding of the Imperium. During the ‘Age of Strife’ 2
Earth was cut off from the rest of the galaxy by fierce warp storms,
preventing interstellar travel. It is believed that it was during this
period of isolation that the Space Marines were first developed,
under the direction of the man who would later rise o become the
Emperor,

It is believed that the Emperar's objective was to create a breed of
elite warriors, possessing super-hurnan strength and endurance and
unswerving loyalty. In secret laboratories deep below the Earth's
surface genetic scientists engineered the Emperors design. Legend
has it that he then led the first prototypes of these elite warriors 1o
reconquer and unify Earth, subjugating the barbarian tribes and rival
factions 1o become sole ruler of the planet. Then, as if the Emperor
had foreseen it the warp storms suddenly abated, and he could lead
his new warrior-breed in a Great Crusade across the galaxy to
rediscover and liberate Mankind's lost colonies.

Before launching the Great Crusads the Emperor created the first
true Space Marines. This was the First Founding . The 19 genetic
implants were perfected, powered armour and ‘bolt’ weapons ware
developed, and, most importantly, the Primarchs were created. The
Primarchs ware the pinnacle of the Emperor’s genelic engineering.
Twenty perfect beings, whose genetic data could be used to improve
and speed up the development of the thousands of Space Marinas
needed for the coming wars.

Legend has it that an accident occurred and the Primarchs were
scaltered across the galaxy, a setback which slowed the
development of Space Marines, but did not stop it,

Driven by his own foresight the Emperor led his Space Marines and
conguered warld after world, hardening his warriors in battle, honing

1) Ther Geddan Threnn of Earth, After tha Empamar was maralty waunded in combat with Harus ha was
phaced in a1 lde suppont system, now ralemed 1o as the Goldan Thione, He has remainsd immabile
within 1 for 1D thouaand years.

11 Aqe of Slnfe, A panod in human kebory when the galaey was angulled in warp stamms and alien
altacks threatenad 1o destroy Markind. Cantacl was lost bobwesn many human colonias, some of
‘which have never been rediscovered Ba this day,

(3} Firgd Faunding. The finsd twerty Space Marines Logians are farmeny crealod in B30, using the
penesead af the Primarchs. These now fom the okdest Chaplers, whase gene-sesd was tsed 1o

their strategic and lactical skills. As the Crusade spread out from
Earth the Primarchs were rediscovered, and the Emperor was re-
united with his lost sons. Each Primarch was given command of a
legion of Space Marines, his own sons, created using his own
genelic material. It was the Primarchs, leading their legions, who
took the Great Crusade to the far edges of the galaxy, and created
the Imparum of Man.

It was during the wars of the Great Crusades that the Space Marine
Legions, (later to be broken down into Chapters in the wake of the
Horus Herasy )] gained a reputation for ruthless efficiency. Space
Marine recruits are brainwashed into fierce lovalty to their Emperor,
Many have a xenophobic hatred of all alien races, or anybody they
deem 1o have betrayed their master. As the ‘Protectors of Humanity'
any means justify the ends. All traitors must be punished, all
rebellions crushed, all mutants cleansed. I is their haly duty, and
they must not faill Because of this ruthless attitude Space Marine
Chapters are viewed with fear and awe, and long ago eamed the
nicknamea = the Angels of Death,

THE ORIGINS OF SPACE MARIME VEHICLES

Most Space Marne vehicles owe their origins to the Standard
Template Constructs of the Age of Technology', First developad to
supply colonists with reliable, easy to manufacture technology as
Humanily expanded into the cosmos, the basic STC designs
became the backbone of fighting vehicle designs during the Great
Crusade. The standard Rhino hull is the prime example. It is one of
the oldest STC designs still in use, and provides the chassis for
many other armoured fighting vehicles, from Whirlwinds to
Predators to the Sisters of Batile Immolator.

Just as it can be said that the Great Crusades created the Space
Marines, it was the requirements of constant warfare that created
many of the Space Marines mast comman fighting vehicles. Specific
examples are covered laler in this book, but it is known that
recognisable vehicles, like the first Rhinos and Predators, wera
operating during the Great Crusade. At the time they were not
restricted to use by the Space Marine Legions, there is evidence that
the Imperial Army also used the same standard vehicles.

In the thousands of years since those legendany times many vehicla
designs have baen lost. Knowledge and science have become so
debased that the Adeptus Mechanicus are not willing to recreate
them. Sorme vehiclas, like the Land Raider, have been lost and
rediscovered. Other designs have been handed down from
generation to generation, for thousands of years, with very few
changes.,

CONSTRUCTION OF SPACE MARINE VEHICLES

Construction of most Space Marine vehicles takes place in the
Chapter's forges. Each Space Marine Chapter has its own hase,
usually referred to as a Fortress-Monastary '®. Heavily defended
within the Fortress-Monastery are the Chapler's Apathecarion,
Chapels and Armoury.

Each Chaptar has an officer responsible for supplying the armouries
with vehicles and munitions. ‘Master of the Forge' is a high ranking
and honourable position amongst the Chapter Master's

creabe Successar Chapbers and in subsequent Fauncings. Of the anginad twansy Legicns only ning
mmain loyal Hina raballad and nawe been dectarad Excommunicale Trailoris. The fale ol twa &
urerow &8 &l iacords have boan dxpunged.

{4} The Honis Heresy. Also relemed to 8= e Greal Betrayal. Hoous was the most favoured al the
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analgh 1o ihrealen the salety of the lmoesivem,
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headguarters staff. The Master of the Forge reports directly to the
Chaptar master. Under the Master of the Forge are all the Chapter's
Techmarinas, Servitors, Techno-mats and the forge’s slave warkers,

The Techmarines oversee the construction of new vehicle chassis'.
Although each Chapter has its own traditions and rituals of
construction they follow a broadly similar pattern. Manned by
Servitors, Techno-mats and slaves, the Chapter forges manufacture
the required components and assemble them, The complete chassis
— be it Rhino, Land Raider, Land Speeder etc, is then blessed and
omens are forecast and read. Interpreting the omens indicates what
type of vehicle the Machine Spirit within is, 30 a Bhino chassis may
then be sarmarked to become a Predator Annihilator, Razorback or
Vindicatar. The wehicle is then returned to the forges o be
completed. The additional equipment required is fitted before the
ceremonies of naming and awakening are performed. The naming
ceremony gives each individual vehicle 13 unique name, examples
include the Salamanders’ Rhino ‘Mocturme's Harmmer', or the Iron
Hands Land Raiders ‘Cestus’ and ‘Metallus Gravus'. Some Chapters
proudly display this name, others prefer to keep it secret.

The ceremony of awakening is the initiafion of the Machine Spirit of
the vehicle inlo the Chapter, The Machine Spirit within is awokan
from its slumber. Once this ceremony is complete the vehicle has
been passed fit for service and is handed to the armouries for
storage until required, The Master of the Forge will allocate new
vehicles to the fighting companies in need of replacements, or store
them as par of the Chapter's central pool of heavy armaour,

15). Dark Aga of Technofogy. A goldan age of lechnaolkgy and dscovany, when Manking exploned, barra-
formed and cofanised many planets throughoul e galaxy. Mankind reached the peak of Bs
sechnological achievamanis seme tima in this pericd, lasting fram the 208 millenium arsards and
ending in ihe ‘Age of Strile’

(8] Fortress-Monastany, Mod ail Chaplars have & Forrass-Manasiany, Some are basad n lage space
berne lleets. The Dark Angals are besad on a ggantic mabile spaca lofmss called ‘tha Rock' o 'Spim
of Anoels’. The Prastors of Orpheus Chagler-cecupy B sublaranean base called the Labyrinihe
Ciphia. on Bata Enlebes 11,
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Mot all Chapters have the facility to
make every vehicle they require. For
instance, the largest vehicles, such as
Thunderhawk gunships, require vast
manpowsr 1o construct, Some Space
Marine Chapters have ties to local
forge  worlds, The  Adeptus
Mechanicus and Space Marines have
sworn mutual oaths of service to the
Imperium and ancient charters exist
which require forge worlds to supply
Space Marine Chapters where
needed. In these cases, the vehicle
will be constructed fo order, and can
only be supplied to the specific
Chapter. Strict monitaring ensuras
than these vehicles do not fall into less
trustworthy hands. Once complete, the
new wehicle is delivered to the
Chapter's Fortress-Monastery.

The strict security around such
arrangements is required because
Space Marine vehicles are amongst
the maost advanced technology
available to the Imperium. Many of the
systems within are secret, and help to
give the Space Marines an edge in
battle. They cannat be allowed 1o fall
into the hands of rebels or spies who
might turn them against the Imperium.

Most Chapters have ties to local forge
worlds, who are responsible for
training the Chapter's Techmarines,
The Adeptus Mechanicus held no
power over the independent Space
Marine Chaplers, but the souls of their
machines and wvehicles must be
correctly  tended; this is the
Techmaring’s task. Each serves an apprenticeship on a forge world
as part of their training, some even travel to Mars to leam from the
master Tech-magi. They are initiated into the ancient lore of
machines and technology before returning to the Fortress-
Monastery.

ORGANISATION & COMBAT DOCTRINE

Space Marine combat doctrine is very different to that of Imperial
Giuard forces. It is largely dictated by the size of a Space Marine
Chapter. Space Marines are only required to take con the most
important and toughest missions. Combat doctrine can be generally
described by the terms ‘Fapid response, rapid strike.' Space Marine
Chapters lack the numerical strength to hold or dominate large
areas of ground, instead they provide forces for short deployments
with specific objectives.

Organisation of Armoured Units

The Space Marines operate a very flexible command structure and
although each Ghapter is divided into 10 companies, these only
provide a pool of troops which can be freely mixed to create Sirike
Forces, Task Forces or Battle Groups. A company may fight together
as a single unit, but is more often split up into smaller combined
arms forces. Strike forces are generally organised around a core of
Tactical squads. supported by specialist Assault or Devastator
troops and armoured units.

Each company has its own compliment of Rhino transports, Land
Speeders, Dreadnoughts and Bikes, but the heavier armour is all

[7) Dliwck Carapace. A black plastic [fe masarial implared drectly andermanth e skin, and Gt wilh
neural sansars allewing & Space Mariae 1o plug-n o ke powanad anmaour aul which will then respond
1o Ihzughd commanes, gnd lor iha sui ko monilee madical ard manienance systems. Withcul & black
carapace many ol fie pover armour's syatems will nod lunction,
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drawn from a central armoury, which is another ‘pool’ from which
resources are drawn al need. The only exception to this is the
Chapter's First Company, who maintain their own compliment of
Land Raiders as transports for their Terminator squads. No company
will permanently have Predators, Vindicators or Whirlwinds as part
of its strength, but will be allocated them on a mission to mission
basis.

When a Strike Foree is dispatched on a mission its commander will
reguest assets from the central armoury, The Master of the Forge, in
consultation with the Chapler Master’s Headquarters and the Strike
Force commander, will aliocate vehicles suitable for the mission.

The crews for armoured vehicles are all full Space Marines, and are
often referred to as Custodians of a vehicle. Most crews are drawn
from the Tactical squads of the Chapters Sixth and Seventh
Companies. All Space Marines have some training in the use of
armoured vehicles. Driving Rhinos and amoured formation taclics
are part of a recruit's basic training. Later, Space Marines specialise
in armoured operations and tactics, being trained in the operation of
larger vehicles and basic maintenance. All Space Marine vehicle are
fitted with spinal interfaces which a Custodian plugs into their
powered armour and Black Carapace ™ allowing a Space Marine to
become part of his vehicle, giving him an intuitive Teel’ for a vehicles
contrals and systems.

An example of Strike Force organisation is the Executioners Chapter
Fursuit Force, deployed on Khymara during the Badab War!® It
contained elements of 2 79 81 and 10" companies, under the
command of Captain Belloch of 2" company. Each company
provided its own Rhino transports and bikes, whilst 7" provided all
the Land Speeder variants and the Custodians for the wehicles
drawn from the Armoury.

EXECUTIONERS CHAPTER - KHYMARA PURSUIT FORCE

Commander: Captain Belloch 2-i-c; Chaplain Khalil

Librarius: 1 Codicier
Apothecarion: 2 Apothecaries. 6 Serva-meds in Rhino
Second Company: Captain, Chaplain, Apothacarny,
Standard Bearer
1 Assault squad on 6 bikes and 2 attack bikes
4 Tactical squads in 3 Rhinos and 2 Razorbacks
2 Devastator squads in Rhinos
Seventh Company: 4 Land Speeders, 3 Land Speeder
Tornados, 1 Land Speeder Typhoon
4 Tactical squads (operating as vehicle crew)
Eighth Company: 3 Assault squads in Bhinos
Tenth Company: 2 Scout squads on bikes
Armoury: 4 Techmarines, 14 Servitors
1 Land Raider Prometheus, 2 Land Raiders
2 Predator Destructors, 1 Predator Annihilator
4 Whirlwinds
1 Damocles
TO&E
161 men, 30 armourad vehicles, 18 bikes

|3} Badab War, Tha largest rebellion of Space Marine Chaplers since the Hous Heresy, Lulgh Huron,
aka Huren Blackhean, the sall proclaimed Tyt u‘-_"]:llJ:lL'-' ared Master of the Astral Clavs Chaples
lad an allianca of featve Chaplers aganst the Impafam. The rebellion was eventually geleated bul
Huren Blackheart & s1ik at Erge

Deployment of Armoured Units

Infantry are the core fighting force of all Space Marine Chapters.
Heavily armed and armoured Space Marines, operating in Assault,
Tactical and Devastator squads form the backbone of most Space
Marine Strike Forces. Other arms are deployed to support this
infantry and rarely operate independently.

The combal task of a Space Maring armoured unit is to deliver the
decisive blow to an enemy at the critical point. It is deployed to break
an enemy defensive system, and in close co-ordination with other
arms, to destroy the most dangerous hostile units. The paramount
principles of tank deployment and tactics are co-operation with the
infantry squads. The infantry-tank assault force concentrates a
Space Marine Chapter's fire and shock power into a narrow seclor
for breakthrough and deep penetration operations. This is the
preferred offensive method used by most Chapters for ground
operations in the ‘open field',

The deployment of heavy armour by Space Marine Chapters is
always for a specific mission or role. Tanks are not used for general
advances, operations to seize or hold ground or for prolonged siege
warfare. A Chapter of only 1000 men cannot sustain long
deployments. Short term operations, rapid strikes, attacking fast with
overwhelming force is the Space Marines' modus operandi. During
an extended campaign, after each deployment troops will usually be
recalled to their Battle Barge ®! to re-arm and refit, before being
redeployed to the surface for subsequent missions.

Many common missions preciude the use of heavy armour
Examples include ship-to-ship boarding actions, infiltration missions
for sahotage or intelligence gathering (often carried out by lightly
equipped Scout units), tunnel fighting and planetfalls — which require
a landing zone to be secured betore heavier equipment can be
landed safely.

As well as the armour and infantry units, Strike Forces also include
artiliery assets. To a Space Marine commander, traditional artillery is
of little value. The nature of Space Marine operations means that
there is often little time to establish arillery positions or for the
lengthy work of reducing an enemy's fighting sitrength by
bombardment. Artillery is invariably of the mohbile, close support
variaty, able to mowve with the rest of the forces and deliver salvoes
of fire to saturate a target before or during an assault. Space Marine
Chapters do not possess heavy anillery capable of reducing enemy
bunkers, pillboxes or walls at long ranges.

The heaviest firepower available to a Force Commander is provided
by the Chapter's fleet. Orbital bombardment by the heavy weapons
of a Chapter's Battle Barge or Strike Cruiser is a very blunt tool for
a surgical strike force. Inaccurate, although devastating, an orbital
strike is used to prepare the ground for a major assault, for
destructive fire against large targets or for harassing fire. [t might be
able to hit a city or a map grid, but it cannot be relied upon to hit a
specific target, such as fortifications within that city or a moving
target, such as an enemy tank column. |t lacks the speed to react to
new largets or the accuracy for counter-artillery battery fire, Other
factors also restrict its use. Space ships must be pre-positioned in
low orbit around the planet, which is not always possible during rapid
assaults.

i) Battka Barga, The larges) vessals aparated by a Space Marine Chapter. Most Chapiers command
two ar thres Balle Barges, with each capable of depioying 3 companies plus suppant and supples
& Hatlie Barge i extremaly heavity armouned and anmed, ncluding many launch bays far drop peds
Thurderhawks and baarding lorpadoss.



SPACE MARINE
ARMOURED VEHICLES

Mkl Land Raider of the Ulitramarines Chapter. This is the second vehicle of the First Company. As well as vehicle
numbar and company badge it bears the Crux Terminatus because it is a Terminator squad transport vehicle.
The laurel wreaths indicate veteran status. Note, the company Chaplain has attached two dedication scrolls.

The vehicle has been named after the Company's current commander, Captain Invictus.
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RHINO

The Rhino Armoured Personnel Carrier is a mainstay of
Space Marine Chapters. Since the Great Crusade it
has provided armoured transport to the fighting forces of
the Imperium, carrying them safely to their objectives at the
forefront of battle, bringing swift retribution to the enemies
of Mankind. Robust and versatile, capable of withstanding
the most hostile of environments, the Rhino has become
the basic squad transport vehicle of all Space Marine
Chapters. It also sees service with other trusted fighting
arms of the Imperium, such as Adeptus Sororitas, Adeptus
Arbites and the Inguisition.

History

The Rhino Armoured Personnel Carrier has been in
Imperial service for over ten thousand years, but its origins
lie further back still, in the depths of Humanity's past,
Unusually, the surviving documents on the origing of the
Rhino are almost complete and give an accurate early
history of the vehicle.

Ancient records show that the Rhino started life as the
RH1-N-0 Tracked Exploration and Multi-Purpose Defence
Vehicle, a Standard Template Construction (STC) for use
by colonists and explorers as Mankind spread throughout
the galaxy colonising worlds. They needed a robust,
tracked all-terrain wvehicle, sealed against hostile
environments and providing some measure of protection
and defence. The first Rhino was field tested on Mars and
proved a great success. Capable of being constructed
from any locally available material, and powered by any

ARMOURED PERSONNEL CARRIER

fuel source, the popularity of the Rhino spread. Soon
Hhinos became commaon sights on the frontier worlds of
the rapidly expanding circle of human worlds.

As well as a vehicle for exploration the Rhino's military
potential was soon recognised. The armed forces began to
adopt the design, fitting it with weapons and extra armour
for combat. The Rhino, and its many variants, eventually
became the standard armoured vehicle of human armies.
As these armies spread through the galaxy, they took the
Rhino with them.

The Rhing’s position of dominance came to an end during
the Age of Strife, as Mankind's golden age of exploration
and expansion ended in bloody warfare which engulfed
every human colony. By the end of the Age of Strife, and
the emergence of the new Emperor, most STC systems
had been lost or destroyed. Attrition took its toll on the
Rhinos scattered throughout the galaxy. Knowledge of
their design and the secrets of their construction was only
saved by the work and dedication of the nawly-formed
Adeptus Mechanicus, who sought to gather all remaining
STC technology into their care, and the Techmarines of the
newly-created Space Marine Legions. The reliability and
durability of the original Rhino design means that it has
changed very little over the intervening years.

Today, only the most trusted Imperial organisations have
access to Rhinos. The technology involved in their
construction is too valuable to risk with any but the most
loyal of troops. The Adeptus Astares, Adeptus Sororitas,



Adeptus Arbites and the Orders of the Inquisition all use
Rhinos as their principle armoured transport vehicle.

Service Record

The earliest known use of the Rhino in combat is recorded
in the ancient Liber Armorum. According to this august
document it was by human colonists on Torben's World
against unidentified indigenous xenos creatures of a
primitive technology level. The Bhinos formed the
spearhead of the human colonists’ attacks, against which
the primitive alien firearms were useless. The Rhinos
smashed the alien settlements and Torben's World was
completely purged of the xenos, leaving the colonisation to
progress unimpeded.

Over the following 100 years, use of the Rhino spread to
human military forces. Early commanders adopted the
basic chassis design as an armoured fighting vehicle,
fitting various weapon systems and augmenting the
vehicle's engine power, In time, the Rhino became the
standard transport of Mankind's fighting forces. STC
systems provided early armies with many Rhino variants
glill in use today, such as Predators, Immolators and
Whirlwinds. Many other variants are now lost in the depths
of time.

The oldest recorded Rhino belongs to the Salamanders
Chapter. Called Mocturne’s Hammer it is said to have
carried Vulcan, Primarch of the Salamanders, into battle. It
sernved the Chapter for 8000 years before being placed in
the Chapters reliquary on their homeworld, Prometheus,
where it still resides, At the start of each new century the
Rune of Activation is struck upon the engine. Should the
engine fail to ignite it is seen as a bad omen for the
Chapter's fortunes in the coming century.

Notable Features

Due to its STC roots the Rhino can be constructed using
locally available materials. Most Rhinos are constructed of
a bonded ceramite layer over a cast plasteel hull, although
others use composite carbon compounds or conventional
hardened steel, depending on their origin. A Rhino's
enging can run on almost any combustible fuel,

A Bhino is crewed by a single Space Marine driver who
also controls the remotely operated storm belter, although
a pintle-mounted weapon can also be operated directly by
a passenger from the gunner's hatch. All Space Marines
are taught to operate the Rhino as part of their training.

Within its armoured hull a Rhino can carry up to ten fully
armed Space Marines in power armour. Access is via four
doors and hatches. The rear hydraulic ramp and two side
hatches provide for rapid disembarkation of a squad. The
armoured top hatch can be opened to allow passengers to
fire their weapons, and also provides a rapid exit in the
event of a catastrophic hit.

The Rhino is powered by four Mkl ‘Mars’ pattern adaptable
thermic combustor reaction engines. Each engine runs a
dynamo, which in turn powers two electric motors (and
recharges the engine’'s batteries). Each dynamo is
attached to the motor via a power coupling, and is
Independent of the other engines. Should an engine be
damaged then there will be a reduction in power but the
motor will continue to turn the drive wheel. Even if both
engines on one side are lost, power from the other side
can continue to provide power to both drive wheels through
the auxiliary drive shaft and a lockable differential. This will

Ahino

slow the vehicle down to about half maximum speed. Even
if all engines are lost then electrical power stored in the
batteries can be diverted to the auxiliary electrical motors
to keep the Rhino mobile for a short period of time. This
system means a Rhino is able to keep moving despite
damage which would cripple almost any other vehicle.

The engines are fed by a fan-assisted air intake, providing
the oxygen for the combustion chamber. Each engine has
its own fuel tank, and also an oxygen supply. This means
that should there be no oxygen, or the environment
requires the air intakes to be sealed (such as deep wading
or on airless worlds), the engines still have the oxygen
they require.

Construction

The Adeptus Mechanicus have established strict
guidelines ruling the construction and maintenance of
these valuable vehicles. The purity and spiritual welfare of
the vehicle’s machine-soul is thought to be as important as
the skill of the artificers who built the vehicle. There are
many rituals surrounding the construction, maintenance
and use of Rhinos. They must be cared for using the
correct liturgies of maintenance, divined from the runes of
engineering and the Machine-Spirit must be blessed to
protect both the vehicle and its occupants in battle.

Like all Space Marine vehicles, the construction of a Rhino
is more akin to a religious ritual. At every stage the correct
oils must be applied and incense bumnt to sanctify the
process and ward off daemons and gremlins from getting
into the vehicle and working their mischief. As they are
cast, each armoured panel is inscribed with protective
sigils to ward against damage and help protect its future
passengers. Components are checked and blessed before
being installed. Finally, when the Rhino is complete, the
Ceremony of Commissioning is prepared. The Techmarine
builder calls upon the Spirit of the Machine God to invest
the new Rhine with power. Three-limes the Runes of
Activation are hammered onto the engine block; the engine
is fired as the third blow is struck. If it roars into life first
time then it is a good omen, the vehicle will live a long and
useful life.

The final blessing is the Naming Ritual. A new vehicle must
have a battle name worthy of the Chapter's great history.
This name is recorded, and some Chapters choose to
paint or engrave it onto the Rhino.

Once in service each Rhino continues to be maintained by
a Chapter's Techmarines and the artificers of the Chapter
forges. They repair battle damage, although battle scars
are worn with pride, and see that the vehicles are
honoured with the Litanies of Battle. Old vehicles become
revered items, holy relics of the Chapter, and can even be
retired from front line service, being kept only for routine
transport or ceremonial duties.

Ceremony of Commissioning

Awake! Awake!

The Will of the
Emperor ba done.

As the Machine God
infuses you with life,

30 may it ward you

As the Rune of
Activation is inscribed

LIpon you,

Sa may the Litany of from harm. Stiike the Rune
Combustion arousa Sirlka the Buna Ihrice! fofang]
your soul. twice! [clang)
Strike the Rune

once! [olang)]
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Mkllc Mars pattern Rhino
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Bhino

Mkllc Mars pattern Rhino with reinforced armour

Milic Mars pattern Rhino with spaced armour
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Mklle Mars pattern Rhino with assault dozer blade
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Rhino of the Raptors Chapter in a Codex Astarles
‘Chapter Approved’ colour scheme.

This vehicle belongs to the first Taclical squad of
the third company. This is indicated by the large
white ‘tactical’ arrow and the roman numeral ‘I'
tor 1st squad. The vehicle bears the badge of the
Third Company, which traditionally uses red
as the company colour.




fAfino

Rhino of the Raptors Chapter, repainted in a desert camouflage scheme.
This is the same vehicle as that shown opposite, re-painted in campaign colours. The company badge has been removed,
and a ‘crowned skull' campaign badge added.

Rhino of the UltramarinesChapter in Codex colour scheme.
This vehlcle belongs to the fourth assault squad of the eighth company.

Rhina of the Space Wolves Chapter in a colour scheme from Ragnar Blackmane's Great Company.
As a non-Codex Chapler the Space Wolves use many colour scheme and decoration variants on Chapter vehicles,
with each Well Lord given free rein to decorate the vehicles of his Great Company as he sees fit.



Impanal Armeor

Rhino with reinforced armour of the Angels of AbsolutionChapter in a Codex colour scheme.
Thig vehicle belongs to the third company, but its marking do not identily which tactical squad.

Rhino with spaced armour of the Dark Angels Chapter in a Codex colour scheme.
This vehicle belongs to the sixth tactical squad of the third company, who have earned the honour of
carrying the Chapter symbol as a mural, after the squad's performance defending Koth Ridge during the Piscina Campaign.

Rhino with spaced armour of the Exorcists Chapter. This vehicle belongs to the Apothecary of the third company.
As well as the Prime Helix symbal it alse has the laurel wreath and skull badge,
indicating a veteran and a command unit respectively.




Rhino with spaced armour of the Angels Vermillion Chapter in a Codex colour scheme,

The markings show it belongs to an assault squad, with the vehicle bearing the name of the squad's veteran sergeant, ‘Surrufus’.

Rhinao with reinforced armour of the Mantis Warriors Chapter, in a codex colour scheme from the Centius Campaign.

This vehicle belongs to the fourth tactical squad of the veteran first company.

Rhino with reinforced armour of the Sons of Guilliman Chapter in a ‘quartered’ Codex colour scheme.

The yellow triangles indicate a vehicle of the second company. The ‘X' may indicate tenth squad,
one of the company's Devastator squads, but this cannot be confirmed.

Bhinc



Impanial Armour

Top: Showerad in shrapnel, a Bhino of an unidentified Chapter is Right: A combal patrol from the Mova Marines Ghapter sweep
caught in an artillery barrage. through the wreckage of batile during the Luxor Uprising,
Above: A Bhino of the Red Scorpions Chapter during street

fighting versus Eldar forces {location unknown). Mote the spaced
armour on this vehicle,
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COMBAT FORMATIONS

Rhino carrying Tactical Squad
{example taken from Rampagers 6th company deployment during the Dabenlar lll Campaign)
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i i 1. Special Weapons Space Marine
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= S e T . Space Maring (bolter)

1 {m 1] Qo 3. Space Marine (bolter), standing
e | r Fy 4. Space Marine (bolter}, standing
o ' 'l 5. Heavy Weapon Space Marine

-L- I?} @) (8 | © W {missile launcher), standing
b LA o : g ] 6. Space Marine (balter), standing

e : @ = e |jj If 7. Veteran Space Marine {boller)
i | I - =i g 8. Space Marine (balter}
e 9. Space Marine (bolter), standing
I M 10. Squad Sergeant (chainsword
inll . == o e L) ‘ and bolt pistol)

1 . G"ﬁ) W 'ng:'\ J =Tt 11, Driver {bolt pistol)

COMBAT FORMATIONS
Tactical squad deploying from Rhino into open formation, by demi-squads

O

Demi-squad 1

A

Y

Exit the Rear Ramp in the following order:

1and7
4 and 5
2and8

Exit the side doors in the following order:
Jand 9
10 and &

& Q)

Demi-squad 2

—
- Lo

The composition of the demi-squads allows for demi-
squad 1 to act as the assault element, led by the
Sergeant and supported by the flamer, whilst demi-
squad 2 provides covering fire with the missile launcher
directed by the veteran trooper.

Such is the flaxible nature of the Space Marine tactical
squad that roles can be reversed or combined as the
wider battlefield situation dictates.

Mote the flamer is positioned on the extreme left,
providing the best fields of fire, whilst the missile
launcher is protected at the centre of squad 2.
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RHINO - INTERIOR DETAIL
Mkllc MARS PATTERN

Troop Compartment
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Track and Engine Sponson

i Gl e

Ajr filtration controls
Driver's periscope
Fire extinguisher
Med-kit

Control console (tactical display,
angine status display)

Crrive column

Driver’s control consale
Steering column

Electric motor housing (see 36)
Drivar's foot pedals

. Brake levars

Driver's seat
Battery
Electrical generator

Transformear and intemal power
units

16.
17.
18.
19.
20.
21.
22,
23.
24,
25,
26.
27.
28.
29,

30.

Bolter (stowed)

Sguad control console
Monitar

Side doors (closed)
Missile launcher (stowed)
Seating (for two)

Stowage

Hear ramp

Comme-link unit

Air ducting from filiration unit
Suspension system
Commander’s vision block
Storm bolter

Marrow band long-range comms-
array

Exhaust shroud

3.
32,
33.
34,

35.
36.

3a8.
34.

1.
42,

Exhaust pipes
Coolant flask
Fuel tank

Mkl Mars pattern adaptable
thermic combustor reaction engine

Capacitor

Electric drive matar, with auxiliary
drive shaft and lockahle differential

Reduction gearbox casing
Drive whes!

Power coupling

Engine intake ducting
Regulator unit

Fan assisted air intakes (sealable)




Imperial Armour

he Rhino Mklb is the oldest surviving mark and pattern

of Rhino armoured personnel carrier still in service with
Imperial forces. Once, the Mklb was produced in vast
numbers, so many Space Marine Chapters, Adeptus
Arbites precincts or Inquisitorial fortresses have surviving
examples of this once-popular vehicle. Today most
Chapters consider it to be an older pattern that is past its
best, but it is still honoured and deserving of high respect
for its long and successiul service.

Mo Mklb's are constructed today; all Mastars of the Forges
look to the Mklle to fulfil their current battiefield needs. All
the 'Rhino-chassis’ based vehicles also have their MKI
equivalents, so Whirlwinds, Vindicators, Razorbacks and
Predators have also seen service with this basic chassis,
and some Chapters still retain examples of these vehicles
as well.

_.-g:ﬂt—"

The main difference between the marks is the construction
of the vehicle's engine and drive system, which is far more
robust in the Mkllc, with a resulting slightly higher iop
speed and load-bearing capacity. The Mkl lacks the built-in
system redundancy which make the Rhino such a reliable
vehicle, although the Mkl's more straightforward engine
design has some benefits, such as in maintenance fime,
should the Machine Spirit of the vehicle fail or become
corrupted.

How many Mkls still exist is unknown, but, given the huge
numbers that were once produced, it is likely that Mkls will
continue to serve Imperial forces, in ever diminishing
numbers, for some years yet.

Mklb Mars pattern Rhino
with ram
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tmpenial Armar

Thought for the day:

Points Front Armour__ Side Armour  Rear Armour BS iHc 'ﬂ'h: p'H:!:s- up
Rhino 50 11 1 10 4 the sword against us,
shall perish by it

Type: Tank

Crew: Space Marine

Weapons: The Rhino is armed with a storm bolter.

Options: The Rhino may be given any of the following vehicle upgrades from the Space Marine Codex: dozer-blade, extra armour,
hunter-killer missile, improved comms, pintle-mounted storm bolter, searchlight, smoke launchers.

Transport: The Rhino can carry up to ten Space Marines. It may not carry Terminators or Space Marines with jump packs.
Transport Option: The Rhino is a Transport choice for a Space Marine army.

Access Points: 3. The Rhinc has two side doors and a rear ramp, any of which can be used as access points by the passengers.
Fire Points: 1

SPECIAL RULES

Reliable Engines: Tha Rhino is famously tough and reliable. If a Rhino is immobilised then in subsequent tums the driver may
attempt to effect a temporary repair instead of shooting. Holl a D6 in the Shooting phase and on a & the vehicla is free to move. It
doesn't matter how the immobilisation occurred — enemy fire, difficult ground or supear-charged engine failure — in all cases the
problem may be something easily fixed,




Predator Destructor

PREDATOR

DESTRUCTOR

= e 1Y

he Predator is a variant of the basic Bhino chassis,

equipped with superior armour protection and
firepower, in favour of the troop transportation capacity. It
provides heavy fire support to Space Marine squads in
battle. Back in the Dark Age of Technology all Predators were
of the ‘Destructor’ variant. Armed with an autocannon in a
turret, the Predator Destructor, as it was later to become
known, has served Mankind since the dawn of the Imperium.

Generally a Space Marine Chapter will maintain between
20 and 30 Predators of all types. The Master of the Forge
is responsible for these vehicles and, on request, will issue
those Predators he feels are suitable (based on the
mission brief) to a task force commander. The Master of
the Forge considers each vehicle his own charge and each
must be treated with respect whilst on campaign. It must
be kept properly maintained and all rites observed.

Service Record

The Predator first saw service during the Dark Age of
Technology, when it was the standard battle tank of all
Mankind's fighting forces. It was first built as a response to
anewly encountered threat from a violent and warlike alien
race — the Orks, barbarous savages who lived only for war
and battle. Mankind's forces were having great difficulty in
combatting the Orks' reckless headlong charges. Seeking
new tactics and new weapons to defeat the Orks, the
Predator came into being. With extra armour and heavy
weapons a Predator could resist attacks from most Ork
weapons, and the savages' primitive armour was no match
for the autocannon and heavy bolters. It is a design that
has withstood the test of time well. The first Predators were
constructed with a small troop carrying capacity, but during
the campaigns of the Great Crusade this capacity was
gradually lost in favour of more ammunition stowage
space, especially if the Predator was mounted with
sponsons which became standard during the Great
Crusade.

Motable Features

The Fredator's armour is constructed of three main layers.
The inner layer provides the main protection. Its a bonded
ceramite/ adamantium alloy which provides protection
equal to over five times the same width of conventional
steel, whilst being lightar. The second layer is a reinforcing
thermoplas with a sub-dermal energy dissipation fibre
mesh, providing protection against extremes of heat and
radicactivity. The outer layer is a non-magnetic acrylic
identification sheath. In all, this corresponds to over
200mm of conventional steel on the front of the vehicle.

On the common Mars pattern MkIVDb Predator Destructor,
the main turret weapon is a Syrtis pattern autocannon, with
autormated ammunition feed, muzzle flash suppressor and
discharge extractor. The weapon is slaved to a multi-
spectral remote targeting surveyor and accuracy talisman
and controlled by the vehicle's commander, who is also the
vehicle's gunner.

Sponson weapons are remotely operated from the turret,
controlled by a multi-spectral remote targeting surveyor
and protected by armoured cowling. The mount allows a
variety of weapons to be filted, with heavy bolters
commaonly chosen for close defence and lascannons for
additional anti-armour firepower.

Construction

Because the Rhino is an extremely adaptable design,
which features buili-in compatibility with many standard
weapon and drive systems, it is used as the basis of many
Space Marine vehicles. It is easily converted into many
standard and specialised variants, of which the Predator is
amongst the most comman,

FPredators are constructed in a Chapter's forges, alongside
Bhinos. The Techpreists will earmark a set number of
Rhino chassis to become Predators, Whirlwinds and other
variants.



Irnparal Armour
Mars paltern MkIV Predator Destructor with heavy bolter sponsons
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Predator Destructor

Mars pattern MklV Predator Destructor with [ascannon sponsons
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Mars pattern MklV Predator Destructor with reinforced armour
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Imperial Armaur

A Predator Destructor of the Marauders Chapter. The tank, named “Avenger’, was the fourth Predator in the ‘Thracian Response Force',
Mote it has four kill rings around the barrel and a pintle-mounted storm bolter.

A Predator Destructor of the Blood Angels Chapter. This vehicle, 'Belsarius’ Fury’, was deployed during the Third War for Armageddon as part of
the Blood Angels commitment to the campaign against Wasagh! Thraka . It was destroyed during the defence of Hades Hive.

A Predator Dastructor of the Dark Hands Chapter. This vehicle carries heraldry indicating it is atiached to the firsl company.
It is the fourth such vehicle deployed to combat the Chinchare Hrud Infestation.



Predator Destructor

A Predator Destructor of the Mentor Legion Chapler equipped with extra armour plating.
This vehicle bears a laurel wreath, indicating a vehicle attached to the veteran first company.

A Predator Destrucior of the Aurora Chapter. ‘Harbinger of Death’ fought alengside the Chapter's first company against
Chaos cultists during the Goru Heresy.

A Predator Destructor of the Storm Warriors Chapter, in Chapter colours of grey and yellow.
This vehicle bears the traditional symbol of good fortune, a lightning flash. It is the second vehicle of the Chapter’s armoury.
The entire Storm Warriors Chapter was deployed to defend the Cadian Gate against the 13th Black Crusade.

A



Top: A Predator Destructor of the Dark Hands Chapter rumbles
passed the burning wreckage of an Ork batflewagon. Finding and
engaging enemy armour is the Predator's primary battlefield role,

Above: A Predator of an unidentified Chapter, possibly Eagle
Warriors, opens fire with its autocannon. Mote this vehicle has
reinforced amour plating around the turret,

Opposite Top: Close-up showing a Blood Angels Predalor fully
upgraded on campaign, with reinforced armour and pintle-mounted
storm bolter,

Opposite: A Predator of the Deathstrike Chapter ulilises its deep
wading eapabilities to cross a river. Predators are nol true
amphibious vehicles but, like the Rhino, its air intakes can be
sealed to allow it to ford deeper rivers or marshes.



Fredatar Dastructor
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Impanal Ammour

s with the Rhino, there are older marks and patterns of the

Predator, and many of these are still battie-waorthy
vehicles, fielded at need by Chapters from their resting places
in a Chapter's armoury.

Some vehicles, having seen battle for hundreds of years have
been retired and are now kept as honoured relics, reminders
of a Chapter's history and the past glories which the Chapter
must continually seek to emulate.

These vehicles, mostly based on the Mkl Rhino chassis, are
still formidable weapons of war, but have the same drawbacks

as the Rhino. The armament and weapon options remain
consistent between pattern and marks. Shown above is the
MKIIL ‘Phaeton’ pattern Predator, with its distinctive square
section turret mounted on the forward hull, rather than in the
centre. QOriginating on the forge world of Pheaton, but
produced in Chapter forges across the Imperium, this version
of the Predator remains, after the MkIVb, the most commaon
variant, although many others have been used through
the years.

Phaeton pattern Mklllc Predator Destructor




Fradalor Desfriictor

A Mklllc Predator Destructor of the Executioners Chapter in the Chapter's distinctive ‘disruption pattern’ colour scheme.
Mote the addition of a storm balter for close defence.

A Mklilc Predator Destructor of the Omega Marines Chapler. Rather than directly adepting the Chapter colours of half black, half white,
the vehicle has a basic while hull with black edging.

35
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PREDPATOR DESTRUCTOR Thought for the day:
Puoints Front Armour __ Side Armour __ Rear Armour BS I"tf_raur ?Du] be armonced with
= == Faith. driven on the fracks of
Predator 100 13 1 10 4 Ohedisnce, which avercome all
Type: Tank obstacles, and aemed with the three

geeat guns of Zeal. Duty and Purity
Crew: Space Marines
Weapons: The Destructor is armed with a turret mounted autocannon,

Options: The Predator Destructor may be upgraded with two side sponsons armed with a pair of heavy baolters at +10 pts or & pair
of l[ascannons at +25 pts.

The Predator Desructor may be given any of the following from the Space Marine Codex: dozer-blade, extra armour, hunter-killer
missile, improved comms, pintle-mounted storm bolter, searchlight, smoke launchers,

Heavy Support: The Predator Destructor is a Heavy Support choice for a Space Marine army.




Pradator Anndhilator

PREDATOR

ANNIHILATOR

he Predator Annihilator is a later variant, armed with

superior anti-armour firepower, it provides a Space
Marine force with a heavily armoured and mobile tank
hunter.

Compared with the Destructor, the Annihilator is a relative
newcomer to the armouries of the Adeptus Astaries
Chapters. In the wake of the Annihilator's introduction (see
Service Record) the Adeptus Mechanicus were outraged
at the Space Wolves Iron Priests for their blasphemous
alterations to an STC design. But the vehicle's success
was undeniable, and an investigation was launched to see
if the pattern was acceptable to the Machine God. The
investigation lasted two hundred years, with trials,
examinations and debating councils held. After many
prayers had been offered and the spirit of the machine
supplicated it was decided that the Annihilator could go into
production, indeed the investigation found that the facility
to retrofit a lascannon in the turret had been an intentional
feature of the original STC template.

Regardless of the Cult of the Machine God's blessing the
Space Marine Chapters had already been fielding Predator
Annihilators for 180 years.

Service Record

The Liber Armorum records that the Predator Annihilator
did not come into service with Space Marine forces until
the Skarath Crusade, on the fringe of the Eye of Terror, in
M.36. During the Crusades a Space Wolves Great
Company found themselves surrounded on Skarath by
heretic forces and rebels, including the combined armour
of several Traitor Legions.

With little more than man-portable lascannans to face the
besieging enemy, the Great Company faced defeat and

annihilation. The Space Wolves are renowned for their
ingenuity and refusal to be defeated, even in a seemingly
impossible situation. The Great Company’'s Iron Priests
prayed to Leman Russ for aid and were granted a vision.
After consulting every portent, and casting the runes, they
saw the signs were good and set about modifying the
Predators. Using the Long Fangs lascannons they created
the first Annihilators, which led the Space Wolves break
out, cutting a swathe through the enemy tanks and
Dreadnoughts.

Notable Features

The Mars pattern MkIVb Predator mounts twin-linked
‘Stormbringer’ lascannons, with flash dampeners and
focussing rings, powered by diaguartzoid crystal batteries
for maximum efficiency. Each lascannon barrel is good for
about 1000 shots before warping means it must be
replaced.

Additional features include, self sealing hatches to protect
against hostile environments, narrow-band long range
communications array, spinal implant interfaces and
umbilical pick-ups which allow the Space Marine crew to
plug in to the vehicle's systems through their power
armaour.

Construction

Annihilators are constructed using the same process and
rituals as the Destructor. Sponson weapons can be added
or changed as battlefield situations dictate. For a
Techmarine, changing a weapon sponson is a relatively
simple task, as long as the alternative weapons are
available. Most Predators are equipped with either heavy
bolter or lascannon sponsons for the duration of a
campaign and remain so equipped until returned to the
Chapter armoury.
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Mars pattern MkIVb Predator Annihilator
with heavy bolter sponson
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Predalar Annihilator

|'| Mars pattern MklV Predator Annihilator with reinforced armour

ol

[ =
ol — al |a "I_If' S u-.-'“
/NN
B = =T

2ot =W
e e

Mars pattern MkIVc Predator Annihilator
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L N g v e s :
Top: Dark Angels Space Marine units defend the Basilica of St Above: The moment of impact as a Predator Annihilator of an

Lysias from traitor forces of the 13th Black Crusade. The size of the unidentified Space Marine Chapter engages and destroys a traitor
explosion in the background indicates an orbital strike impacting. RBhino with its sponson lascannon. Armed with multiple lascannons
Mote the discarded drop pod, left from the Chapter's original an Annihilator is a Chapter's most effective dedicated anti-tank
planat fall. WEADON.




Predator Annihilator
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Imipenal Armour

Predator Annihilator of the Revilers Chapter.
‘Endurus’ bears the yellow badge of second company,
showing it is attached to that battle company at
the moment. The number ‘2" indicates it is the
company’s second vehicle.

The large eagle emblazoned on the gun mantlet is an
honour badge, awarded to the vehicle after its part in
tha Molov Massacre. Mote the lascannons bear two Kill
rings, and the heavy bolter sponson bear three
kill stripes.




Predatar Annihilator

Predator Annihilator of the Grimson Fists Chapter. It bears the symbol of the fourth company on the rear of the hull.
The Chapter's fifth such vehicle, named after Chapter Master Cantor, was destroyed during the infamous Ork invasion of Rynn's World.

s
ANNTHILATL

Predator Annihilator of the Raptors Chapter. ‘Deus Annihilatus’ bears the red badge of third company, and the roman numerals “Iil’, showing it Is
the Chapter's third vehicle. The meaning of white chevrons is unknown, but it might be for identification reasons.

Predator Annihilator of the Space Wolves Chapter. It bears the symbal of the *Night Runner’, Logan Grimnar’s Greal Company.
The black and white 'fang’ markings are that of a Long Fang pack. This Is the Great Company’s fourth vehicle. Space Wolves believe that



Imperial Armour

Thooght for the day:
Points Front Armour _ Side Armour __ Rear Armour BS All our ignorances bring us
Predator 120 13 1 10 4 closer to annthilation

Type: Tank
Crew: Space Marines

Weapons: The Annihilator is armed with a turret mounted twin-linked lascannons.

ﬂptitms The Predatnr Annihilatar may be upgraded with hl'-ra snda SPONSoNS armed wlm a pair of heavy bolters at +10 pis or a pair
of Jﬂscannms at 4-25 pts

The Predator Annihilator may be given any of the following from the Space Marine Codex: dozer-blatje exlra armour, hunter-killar
_mlssﬂa improved comms, pintle-mounted storm bolter, saarchltght smoke launnhers

Heavy Support: The Predator Annihilator is & Heavy Support choiee for a Space Marine army.




Baal Fregalor

BAAL PREDATOR

he Baal Predator is a specialised variant developed by

the Blood Angels Chapter, and used only by that
Chapter and its Successors. Instead of the autocannon or
twin lascannons, the Baal pattern mounts twin assault
cannons in the turret, giving it devastating close
range firepower.

History

The Adeptus Mechanicus have claimed that this variant
has never been officially sanctioned, and that STC
templates have never been verified. The Blood Angels
deny this claim, but have never allowed Adeptus
Mechanicus officials to investigate the Chapter’s archives
or armouries. This ongoing enmity between the Elood
Angels and certain High Lords of the Cult Mechanicus has
contributed to the Blood Angels' ‘tainted® reputation,
although the Blood Angels deny any accusations that they
are operating beyond the bounds of Imperium control. The
Chapter's leaders point to their honour roll, which is
second to none in victories won in the name of the
Emperor. The brothers of the Blood Angels remain
steadfastly loyal where it counts most, upon the battlefield.

Baal Predators have been in service with the Blood Angels
since the earliest days of the Great Crusade. The STC
template was recovered from the ruins of the fortress of the
arch techno-heretic Lord de Ladt on Atium lll, after the
Blood Angels stormed the breach and captured de Ladt's
inner sanctum. The STC pattern found within was never
returned to the Adeptus Mechanicus. Instead the Blood

Angels retained the original, returning it to Baal, where it
remains stored in a stasis-cell to this day, a relic of the
Chapter,

Notable Features

The Baal Predator's main differentiating feature is its twin-
linked assault cannons and sponsons designed to take
heavy flamers and promethium fuel tanks. This makes the
Baal pattern highly effective in close support of infantry
assaults, but reduces its effectiveness as an anti-tank
Weapon.

Given the Blood Angels combat doctrine and specialised
elite close combat troops, this makes the Baal a more
useful variant to them than the Annihilator or Destructor. It
is ideally suited for fighting large numbers of lightly
armoured enemy infantry, such as Ork mobs, Tyranid
swarms or Chaos cultists, as well as for close support in
street fighting.

It is assumed, but not verified, that all other features of the
Baal remain consistent with other Predator patterns.

Construction

Unknown. Any special construct methods used by the
Blood Angels and their Successor Chapters remain close
guarded secrets. It is assumed that Baal pattern Predators
are built to the same specifications as other Predators.
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Baal pattern Predator
with heavy flamer sponsons
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Baal Fredator

A Baal pattern Predator of the Angels Sanguine Chapter. Apart from the Blood Angels themsalves, only their Successor Chapters utilise the Baal
pattern. The blood drop symbol shows their allegiance to the Cult of Sanguinius. 'Blood Brother' is the Chapter’s first vehicle. Task Force Iscon.

A Baal pattern Predator of the Flesh Tearers Chapter. This vehicle has been painted black for ritualistic reasons, on the orders of the
Chapter's High Chaplain. Acata Uprising.

A Baal pattern Predator of the Blood Angels Chapter. Shown here in Chapter colours during the Achernar Invasion,
This is the third vehicle of the task force which liberated the planet from rampaging Ork plrates.
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Thought for the day:
Points Front Armour  Side Armour  Rear Armour BS On the bartlefield, valour is the
Baal Predator 10 13 11 10 4 lifeblood of victory

Type: Tank

Crew: Space Marines

Weapons: The Baal Predator is armed with a turret mounted twin-linked assault cannons.

Options: The Baal Predator may be upgraded with two side sponsons armed with a pair of heavy bolters at +10 pts or a pair of
heavy flamers at +10 pts.

The Baal Predator may be given any of the following from the Space Marine Codex: dozer-blade, extra armour, hunter-kilier missite,
improved comms, pintle-mounted storm bolter, searchlight, smoke launchers.

Heavy Support; Tha Baal Fredator is a Heavy Support choice for a Blood Angels army, or their Successor Chaptars.




Razorback

RAZORBACK

R

he Razorback is primarily a troop transporter variant of

the Rhino. Equipped with turret mounted heavy
weapons, and carrying extra ammunition, the Razorback
surrenders some of its transport capacity for extra
firepower.

History

The STC template for the Razorback was rediscovered in
M36 by Chief Artisan Tilvius whilst on an expedition across
the Southern Rim. The Razorback find was the main
triumph of his quest, although rumours abound that
another STC template was found but has never seen
production. After rediscovery the template was rapidly
adopted as part of the STC canon, and in just under two
hundred years the first Razorbacks were being field tested.
Existing records already indicated that a troop carrying
variant of the Predator had been a forerunner of the
Predator tank, and the Razorback seemed to fit the
description closely. When Tilvius returned with evidence of
the vehicle, the Lords of Mars quickly recognised it. The
omens were deemed good, and work commenced.

Service Record

Since M.36 the Hazorback, with its increased firepower,
has filled the gap left by the Predator as it developed into
a full battle tank. Qriginally, the Predator was also a troop
carrier, and it may be that the Razorback design is a hang-
over from those early days. The Razorback, capable of
carrying a demi-squad of 6 battle brothers, and providing
heavy weapons support for the squad on the ground, is a
useful addition to the Space Marines’ armoury.

Some Chapter Masters believe it fails as a troop transport,
not being able to carry a full squad, and fails as a tank -
lacking armour protection and not carrying enough heavy
weapons to take on enemy heavy armour in a tank battle.

Other commanders find it useful in a number of roles.
Firstly, providing protection for squads in support of
armoured attacks by Land Raider and Predators.
Secondly, it is used in a heavy reconnaissance role,
supporting bikes or aftack bikes as they seek out the
enemy and launch lightning strikes ahead of a Space
Marine main force. Thirdly, some commanders mix
Razorbacks and Rhinos freely, with the Razorbacks
providing instant suppressing heavy weapons fire as
Space Marine squads debuss for an assault.

Motable Features

The Razorback carries a turret mounted heavy weapon.
Different patterns of turret have been used, from remote
control turrets to opan-toppead, single crewed turrets, with
the crewman protected by a gun shield.

The remote turret uses the same targeting logis-engines
as the Land Raider, providing efficient and rapid threat
response and reduces the crew requirements of the
vehicle from two to one. Given the manpower demands of
a Space Marine Chapter, and the difficulty of keeping a
Chapter’'s manpower levels high, this is seen as the key
advantage of the remote turrets over crewed weapons.
There have been many patterns and marks of Razorback
turret employed through the years.
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Mars pattern MkV Razorback
with remate controlled heavy bolter turret
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Razorback

MkVl Razorback with remote controlled
twin-linked lascannon turret

MkV| Razerback with remote controlled
multi-melta turret

Mkll Razorback with manned
twin-linked heavy bolter turret
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A MkV Razorback of the Dark Angels Chapter armed with twin lascannons. The vehicle’s almost pristine condition
shows it is a new vehicle, issued to the third tactical squad of second company.

A MKV Razorback of the Death Strike Chapter with twin lascannons. Second tactical squad, fifth company, during the Assault on Moros.

A MKV Razorback with twin heavy bolters of the Blood Drinkers Chapter. Note the addition of an assault dozer blade
adapted from a Vindicator, used during street fighting on the Vaust Hive world.



A MKVI Bazorback of the White Consuls Chapter with twin lascannons. This is a vehicle of the first company,
deployed to defend the Cadian Gate as part of the Chapter's commitment to the 'Astartes Praeses’.

A Mk Razorback with twin lascannons of the Howling Griffons Chapter.
This vehicle was part of the third company during the Dennar [V Rebellion.

Hazorback
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A MkVI Razorback with twin heavy bolters of the Space Wolves Chapter.
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Top: A Hazorback of the Dark Eagles Chapter lays down Above: A Space Wolf Razorback comes under inaccurate enemy
suppressing fire with its heavy bolters. Mote the sguads have fire as it guards the entrance to an Administratum building.
already debussed and moved out.
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Thought for the day:
Paoints Front Armour  Side Armour  Rear Armour  BS Leal i3 s own excuse
Razorback 70 1 11 10 4

Type: Tank

Crew: Space Marines

Weapons: The Hazorback turret is armed with twin-linked heavy bolters.

Options: The twin-linked heawvy bolters may be upgraded to one of the following: twin-linked lascannons at +20 pts; a multi-melta
at 45 pts.

The Razarback may be given any of the following from the Space Marine Codex: dozer-blade, extra armour, huntar-killer missile,
improved comms, pintle-mounted storm bolter, searchlight, smoke launchers.

Transport: The Razorback can carry up to six Space Marines. It may not carry Terminators or Space Marines with jump packs.
Transport Option: The Razorback is a transport choice for a Space Maring army.

Access Points: 3. The Razorback has two side doors and a rear ramp, any of which can be used as access points by
the passengers.

Fire Points: 0

Rare Mkll Razorback
with twin-linked plasma guns
and a lascannon turret




WHIRLWIND

he Whirlwind provides a Space Marine Chapter with

highly mobile, close support, indirect fire artillery. The
name Whirlwind is used to cover a range of different
patterns of multiple missile launchers on a Rhino chassis.
They are used to saturate tactical targets with high
explosive warheads before, or during, an attack. The
Whirlwind is an ancient design, and many different patterns
have been employed down the millennia. Many of these
remain in service with various Chapters across the galaxy.

Service Record

Unlike the Imperial Guard, Space Marine Chapters do not
rely heavily on artillery fire to achieve victory on the
battlefield. As rapid strike or shock troops, Space Marines
Chapters have no requirement to fire sustained artillery
barrages to reduce enemy positions before an attack. They
are rarely deployed long enough for such a long ranged
barrage to be effective. As a strike force they need fast,
highly mobile artillery, capable of delivering a brief but
effective heavy barrage against specific tactical enemy
targets. A Whirlwind can quickly unleash a high valume of
firepower, albeit at relatively short range, against critical
fargets as assault troops identify them. Being able to react
very quickly to the battlefield's tactical situation is one of
the Whirlwind’s chief advantages over slower, heavier
artillery deployed by Imperial Guard regiments.

Being able to fire indirectly means the Whirlwind can make
best use of cover and does not need to expose itself to
direct enemy fire. Its mobility means that after a fire

WAhirtwaid

mission the vehicle can rapidly change position to avoid
enemy return fire,

Using the Rhino chassis means it can easily be deployed
and can keep up with the rest of a fast moving Space
Marine strike force.

For all its different patterns down the years, the various
Whirlwinds remain broadly similar vehicles, with similar
capabilities. Two patterns that do vary from the Codex
standard are the Hyperios and Hunter, which are
specialised anti-aircraft vehicles, used by many Space
Marine Chapters.

The Hyperios is equipped with automated tracking and
targeting equipment and guided anti-aircraft missiles for
close air defence. The Hyperios’ missiles each contain a
small logis-engine, similar to that used by the hunter-killer
missile, to seek out and destroy its target. Although anti-
aircraft defence is its main role, the targeting array is
versatile enough to be able to engage ground targets,
effectively becoming a large rack of hunter-Killer missiles.
This would only be used as a weapon of last resort, but
Space Marine commanders need their combat vehicles to
be versatile, as they often must fight whilst heavily out-
numbered by their enemies.

As well as its logis-system and warhead, most of the actual
missile contains the fuel it needs to fly relatively short
distances at very high speed, intercepting fast moving
incoming aircraft. These missiles are not large enough to
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reach high altitude, like a Manticore AA missile, but are
highly effective against low flying enemy as they make
strafing runs. The other anti-aircraft pattern of the
Whirlwind is called the ‘Hunter’, It is a far older STC variant
than the Hyperios, but still sees service on many
battlefields. Recently, several Chapters engaged in the
Third Armageddon War fielded the ‘Hunter'.

As an alternative to the standard high-explosive warheads
usually issued to Whirlwinds, there are some other types of
missile a Space Marine commander can utilise. Whilst
rarely used, some Chapters keep small stockpiles of these
missiles in case of sudden need.

The first is the scatterable mine warhead, which, upon
detonating, showers the target area with small proximity
fused mines, creating an instant minefield. Mines being a
purely defensive weapon means Space Marine Chapters
do not often have need of them, but during attacks denying
the enemy easy routes for counter-attacks can make the
difference between success and failure.

The second missile type is the short-range anti-aircraft
missile. These missiles can be used to provide close air
defence to a Space Marine force, although the Hyperios
and the Hunter are specialised vehicles specifically
designed for this role. The issue of AA missiles can turn a
standard Whirlwind into a stand-in air-defence vehicle, but
after several Whirlwinds belonging to the Exorcists
Chapter failed to engage incoming Ork Bommerz maost
were withdrawn from service.

The final type of missile is the extended range wvariant.
Techmarines of the Iron Fists Chapter first developed this
type of missile to turn the short ranged support of the
Whirlwind into long range bombardment artillery, during the
Assault on Hive Vortis. It was not regarded as a success,
but several other Chapters have since attempted to
emulate the Iron Fists. The necessary increase in fuel, and
the size of the missile's rocket engine, resulted in a
reduction in the amount of high explosive carried in the
warhead, and a reduction in the size of the resulting
explosion. The loss of destructive power meant that the
long ranged missiles failed to cause sufficient damage to
be effective in the bombardment role.

Notable Features

The number of missiles carried by a Whirlwind varies by
pattern. For example, a fully loaded Helios pattern carries
just six missiles, although they are larger than the ancient
‘Thalia' pattern, with its distinctive box shaped launcher,
which holds twelve smaller missiles, or the ‘Mkll Mars'
pattern Whirlwind which holds ten missiles in twin clusters
of five,

In a Whirlwind the transport capacity of the Rhino chassis
is turned over to ammunition stowage, containing racks of
extra missiles. These must usually be loaded into the
launcher manually. This is a time-consuming process,
meaning once a Whirlwind has fired all its missiles it
usually withdraws into cover to rearm. Moving after firing is
standard practise, to avoid counter-battery fire, limiting the
vehicle's vulnerability is another advantage that the fast
Rhino chassis gives the Whirlwind over slower or static
artillery. Some Chapters equip each Whirlwind with a
servitor, specifically programmed for the task of reloading;
this helps speed up the process and reduces the vehicle’s
‘downtime’ between fire missions.

Construction

The chassis of each Whirlwinds are chosen from the Rhing
production lines in the same manner as those chosen for
Predators or Vindicators, when the omens indicate that the
Machine Spirit of a newly constructed chassis would be
best pleased to serve as a Whirlwind. The Master of the
Forge will maintain a pool of between twenty and thirty
Whirlwinds, although this can wvary considerably from
Chapter to Chapter.

By Imperial standards, individual Whirwind missiles, like
much of the Space Marineequipment, contain advanced
systems that make them far more efficient. This is
necessary 1o make up for their lack of numbers.

For example, a high explosive ‘Helios' pattern Whirlwind
missile contains a proximity fuse in its nose cone. The fuse
is a photo-electric reaction. There is an 'active’ sensor in
the missile tip which emits an infra-red light source which
is reflected back from the target and into the missiles
photo-electric receptor cell, thus triggering the fuse and the
warhead’'s detonation. This usually occurs when the
missiles reaches about 5 metres from a target. Should the
missile miss its target altogether (or the proximity fuse
malfunction), then the missile contains a self-destruction
timer. This comes into action about 1 minute after firing to
blow the missile apart. This fail-safe avoids the potential of
live ammunition littering a target area during a subsequent
attack. As a final piece of insurance there is also a
standard impact fuse, which functions in the event of a
direct hit.

The proximity fuse means the ‘Helios' Whirlwind missile
will detonate close to a target, as well as in the event of a
direct hit, exploding 5 to 10 metres above the ground in an
‘air-burst’ and showering the area with shrapnel. This is
highly effective against infantry and light vehicles, but is
achieved at the expense of armour penetrating power
against armoured vehicles.

All non-AA Whirlwind missiles are tube launched, spin-
stabilised, free-flight (unguided) projectiles. The fuel bum
from each missile is always the same, so the only way to
adjust the missiles range is to adjust the launch trajectory
during firing, a simple and fast method of re-targeting.

++ [static] ... Acaon-two this is Squad Gaius. Strong enemy
counter-attack in our sector. Traitor infantry advancing in
open. Request priority fire mission, target reference
Bravus-four-zero-prime. Confirm,

++ Target confirmed. Gaius,

co-ordinates laid in. Firing...

Standby Sergeant

[static, explosions]

++ Affirm Acaon, target neutralised. Squad Gaius with me,
for Ultramar and the Emperar, attack!

Communications intercept ends. Sinke Force Ardias,
Jdoran Vi Retafiation.




Whirtwind

Helios pattern Whirlwind
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Whirlwind Hyperios
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Whirlwind

Hellos pattern Whirlwind with
reinforced armour and dozer- o
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Oppaosite Top: A Whirwind of the Black Templars Chapter
deployed to defend Halsreach Hive during the Third Armageddon
War.

Left: Whirlwinds are mobile, close support artillery. Here a
Whirlwind of the Eagle Warriors Chapter advances as part of a
sirike force.

Whirlwing

Top: An Ultramarines Whirlwind in the act of firing during the
Joran IV campaign.

Above: A battery of Whirlwinds launch a ferocious barrage of
missiles in support of a night attack.
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Helios pattern Whirlwind of the Salamanders Chapter. This is the Chapter's second vehicle,
deployed during the Third Armageddon War.

Helios pattern Whirlwind of the Skull Bearers Chapter. The eighth wehicle from the armoury,
attached to the Chapter’'s second company during the ‘imbach Genoside’.

Helios pattern Whirlwind of the Ultramarines Chapter.
Third Whirlwind of Strike Force Ardias, Joran VI Retaliation Force.



Whirlwind Hyperios of the Black Templars Chapter. This is the honoured first Whirlwind of the armoury,
the Chapler’s oldest Hyperios.

Whirlwind Hyperios of the War Bearers Chapter. Fourth vehicle attached to first company, named ‘Ferrus Annihilatus®,

Whintwing
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Thought for the day:
Cleanse yourself in the blood

Points Front Armour___ Side Armour Rear Armour BS

Whirlwind 75 11 1 10 4

of our enemies

Type: Tank

Crew: Space Marines

Weapons: The Whirlwind is armed with a turret mounted Whirlwind multiple missile launcher.

Options: The Whirlwind may be given any of the following from the Space Marine Codex: dozer-blade, extra armour, hunter-killer
missile, improved comms, pintle-mounted storm bolter, searchlight, smoke launchers.

Heavy Support: The Whirlwind is a Heavy Support choice for a Space Marine army.

Thought for the day:

Points Front Armour __ Side Armour  Rear Armour BS
In our resolve we only reflect

Hyperios 115 h i njy| 10 4

his purpose of will

Type: Tank

Crew: Space Marines

Weapons: The Whirlwind Hyperios is armed with turret mounted twin-linked Hyperios anti-aircraft missile launcher.

Options: The Whirlwind Hyperios may be given any of the following from the Space Marine Codex: dozer-blade, extra armour,
hunter-killer missile, improved comms, pintle-mounted storm bolter, searchlight, smoke launchers.

Heavy Support: The Whirlwind Hyperios is a Heavy Support choice for a Space Marine army.

SPECIAL RULES

Hyperios Anti-Aircraft Missile Launcher. Range Sir AP Type
48" 8 3 Heavy1/ AA mount

The Hyperios can be fired at aircraft or at grbund targets. To fire at aircraft it must remain stationary.




Vindicator

VINDICATOR

he Vindicator is another very old and highly prized

variant on the basic Rhing chassis. Mounting a
powerful demolisher cannon for close support, the
Vindicator's main role is in breaching enemy walls and
fortifications and attacking enemy strong points, pillboxes
and bunkers, where its heavy demolisher cannon can
flatten defences with a single shot. The Vindicator is
usually deployed in support of squads during street fighting
or in dense terrain, such as jungles, where the demolisher
cannan’'s lack of range does not hamper the vehicle’s
effectiveness.

History
The fragmentary records of the development of the
Vindicator indicate that it was first deployed during the
Dark Age of Technology, at approximately the same time
as many other Rhino variants, such as the Predator. The
Vindicator was a response to the high casualty rates
suffered during close quarters battles, such as strest
fighting or in jungles. Evidence indicates that the first
Vindicators were built specifically for street fighting on the
planet of Rotstern. A request was received (fragments of
this document were recovered from the Librarius Omnis on
Mars) from a General Vindictis for a self-mobile weapon
system of high calibre, capable of following up advancing
lroops and able to engage difficult, well-protected targets
with high angle fire. It is widely held that General Vindictis
was personally responsible for instigating the idea of the
Vindicator’, subsequently named after the general.

The best armoured fighting vehicle chassis available at the
time was the Rhino. Although it was felt its forward and top
armour did not suit the weapon's role, it was capable of
such a conversion. Additional armour was added to the
front and a suitable high-calibre weapon was found and
fitted. Transport capacity was entirely sacrificed for
ammunition stowage space. All this extra weight added a
large strain on the engine, reducing the vehicle’s top speed
significantly but, given its projected role, this was not felt to
be a sericus restriction.

Records state that ten of the new ‘Vindicators' were
deployed on Rotstern where they proved a great success,
aiding in the recapture of the colony from raiding Orks,
although nine were destroyed in the process. The surviving
vehicle was further modified, with additional top armour
giving greater protection against high elevation fire.

Records mention very little of the Vindicator throughout the
time of the Great Crusade, it is assumed that the Vindicator
fell out of favour. It maybe that production of the vehicle
was halted during the Great Crusade and Horus Heresy or
that the manufacturing site was destroyed. Today the truth
is unknowable. It was not until Roboute Guilliman laid
down the ‘Codex Astartes’ that the Vindicator is mentioned
apgain, when it was specifically designated as a Space
Marine vehicle and included in a Chapter’s ‘codex’ order of
battle, where it has remained ever since.

T
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Service Record
Whilst sometimes deployed in other environments, the
Vindicator specialises in one form of battle, urban combat.

Urban combat is a rigorous, costly form of warfare, where
offensive operations are fraught with difficulty. Restricting
firepower, nullifying artillery as infantry units battle at close
quarters and limiting observation and fields of fire for heawvy
weapons. Buildings, streets, basements and sewers
provide the defender with well protected fighting positions
and concealed routes for counter-attacks.

Inside buildings infantry units must bear the brunt of the
fighting, but vital assistance is still required from other
combat arms. No force is as well indoctrinated or as well
equipped for the tactics of ‘street-fighting’ as the Adeptus
Astartes. The Vindicator provides assault and tactical
squads with direct firepower to blast enemy positions at
point blank range. The demolisher cannon is used to blow
passageways through the walls of buildings and the
assault dozer is used to bull its way through obstacles and
smaller structures. This is vitally important as the Codex
Astartes advises that the worst place to be during urban
fighting is exposed in the fire-swept streets. Instead, it
advises a Space Marine sguad should advance from
building to building by blasting holes in the walls of
adjacent buildings, after their supporting Vindicator,
outside in the street, brings the target building under
devastating close range fire. Once the target building has
been hit by a siege shell, the squad, using krak grenades,
missiles or melta weapons, make a hole large encugh for
a power armoured Space Marine to smash through.
Defenders, expecting an assault from the streets, or
stunned by the Vindicator's shelling, are taken by surprise
by the sudden explosion, followed by the daunting figure of
a Space Marine bursting through the wall rapidly followed
by an assault demi-squad armed with flamers, frag and
krak grenades, bolt pistols and chainswords to clear and
secure the room. Moving room by room progress is slow
and steady, but reduces the exposure of valuable Space
Marine troops to heavy weapons fire in the streets.

As well as providing assaulting squads with close support
Vindicators are also used to attack buildings sheltering
enemy snipers or destroy enemy strong points. For
particularly large or well-defended strong points or
buildings an ad-hoc unit of three or more Vindicators will be
gathered to reduce the position to rubble with owver-
whelming firepower. Slamming round after round into the
target in a thunderous onslaught, before assault squads
are unleashed in a rapid strike, using Rhinos or jump packs
to close quickly on the shaken defenders. Such
uncompromising tactics have helped earn the Space
Marines their fearful reputation as the ‘Angels of Death’.

Notable Features

The Vindicator is armed with a demolisher cannon, which
fires rocket assisted siege shells. The round contains a
small, solid-propellant fuelled rocket engine which powers
the warhead. The propellant is shaped in such a way as to
control the time and rate of burn, and hence the thrust and
duration of the rocket in flight. This produces good
accuracy for the size of shell being fired.

The major drawback of the rocket-assisted shell is that the
gases produced by the rocket blast build up to dangerous
levels in the barrel behind the shell. With no way of
evacuating the over-pressure created by the gas build up,
the shell or barrel can deform during firing, or at worst

cause the barrel to burst. Venting the gases during firing
solves this problem. When ignited the rocket gases are
immediately extracted and directed, via ducting, to two
exhaust venis on top of the hull. These wvents are
positioned just behind the targeting array.

Inside, most of the hull space is taken up by ammunition
racks, which hold 16 rounds. With another shell stored on
the loading ramp and a second already in the breach this
means the Vindicator can hold a total of 18 rounds when
fully loaded. The collapsible loading ramp is equipped with
small rollers, which move the heavy shell into the cannon
breach. The shells are moved onto the ramp with the
assistance of a crane-winch, the gunner swings the shells
forward from the rack.

Due fo its assault and close support role, the main
difference between the Vindicator and the standard Rhino
chassis is the increased armour protection. The front
armour is thickened, as well as the top armour to protect
against hits from enemies occupying tall buildings. Extra
interior bracing is required for this armour, all of which adds
weight to the chassis, reducing the vehicle's top speed.
Given the Vindicators close support role this is not seen as
a major drawback.

Many Vindicators’ are routinely equipped with an assault
dozer blade. A large dozer fitted to the front of the vehicle
is particularly useful in urban environments for clearing a
path through rubble-choked streets or as a ram for
smashing through barricades or building walls when
leading an assault. The inclusion of a dozer blade is a
decision taken by the Master of the Forge, depending upon
the projected battlefield role and the Chapter’s mission.

Construction

Because the Rhino chassis is an extremely adaptable
design, which features built-in compatibility with many
standard weapon and drive systems, itis used as the basis
of most Space Marine vehicles, of which the Vindicator is
amongst the most specialised.

Vindicators are constructed in a Chapter's forge, alongside
Bhinos. Just as with the Predator, the Techmarines will
earmark a set number of Rhino chassis to become
Vindicators, Whirlwinds and other variants. Each is
carefully selected by checking that the omens are correct,
and by supplicating the wehicle’s machine-spirit, as a
protection against ill-fortune in battle. The Rhino will then
have extra armour plating added to the front and top of the
hull, whilst the demolisher cannon is prepared and
blessed. Turning a basic Rhino into a Vindicator is a long
process, and each Vindicator is a valuable asset to the
Chapter. They are seldom committed to battle unless the
Master of the Forge is convinced their specialised
firepower is required. A Chapter might retain a dozen or so
of these specialised vehicles in its armoury.

Litany of Demolition

For the ruination of the Emperor's foes,

| commit your body and soul to battle,

Strike down upon those that defy his Divine Will,
Go forth and lay the blood of our enemies,

At the Emperor's feet.

Pre-battle ritual blessing of Vindicator ammunition by a
Chapter's Chaplain or Techmarine.
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Lucius pattern Vindicator
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Lucius pattern Vindicator - top view
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Vindicator

VINDICATOR - INTERIOR DETAIL

LUCIUS PATTERN
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1. Demaolisher cannon 14. Brake levers
2, Gun cowl 15. Driver's seal
3. Assault dozer blade (optional) 16. Electrical generator
4. Multi-spectral targeting survayor 17. Ammunition loading ramp
5. Vision block 18. Gunner’s seal
6. Gunner's targeting console 19. Crane control panel
7. Gun breech 20. Ammunition loading crane
8. Cannon control panel and manual override 21. Demolisher siege shell (rack of 16)
9. Driver column 22. Rear ramp hydraulics
10. Driver's control console 23. Rear ramp (used to load ammunition)
11. Steering column 24. Comm-link unit
12. Electric drive motor 25, Suspension systemn

13. Driver's fool pedals

1. Demolisher siege shell {loaded via crane and ramp)
2. Breech hatch (closed)
3. Automated elevation and limited traverse control unit
4. Manual elevalion override
5. Hydraulic elevation piston
6. Elevation-servo

7. Gun mantlet

8. Bonded ceramite/adamantium armoured cowl

9. Barral bracing

10. Reinforced titanium barrel
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Top: The Vindicator is a specialised vehicle, armed and armoured Above: A Vindicalor of an unidentified Chapter opens fire, using a
for close support during street fighting. Here a Blood Angels high trajectory to lob its heavy siege shell onto the target. Note the
Vindicator torces passage through the rubble with its dozer-blade. propellant gases escaping from the top vents.
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Top: A Vindicator is sprayed with shrapnel as it comes under
artillery fire. Mote the Damocles command vehicle in the

background.

Vindicator

Above: This Vindicalor halts besides the still smoking wreckage of
a destroyed pillbox. Reinforced defensive positions such as pillboxes
and bunkers are a Vindicator's main larget during an attack.
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Vindicator of the Space Wolves Chapter, the symbol indicates it is from Ragnar Blackmane’s Great Company.
Deployed during the Magdelon Confrontation.

Vindicator of the Storm Giants Chapter, first company. Second Lastrati Punative campaign.

Vindicator of the Scythes of the Emperor Chapter. Thig is the Chapter’s fourth vehicle, named ‘Reaper’.
It was destroyed during the defence of Miral Prime against Hive Fleet Kraken.



Vindicator of the Salamanders Chapter. This is the armoury’s second vehicle, *Vulcanus',
the flame decorations indicate the crew are ranking members of the Promethan Cult.
Mote the vehicle has reinforced armour and five Kill marks on the gun mantlet. Deployed during the Third Armageddon War.

Vindicator

Vindicator of the Black Templars Chapter. This vehicle is equipped with reinforced armaur,
and the dozer blade has been removed. It is well protected by purity seals for combat against
daemonic forces during the Barbarus Incursion,
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Thought for the day:
Paoints Front Armour  Side Armour  Rear Armour BS Farward F"“'I"':"g- d“""" ]‘:}'-‘“‘f 1o
Vindicator 120 13 1 10 4 victory and glory!

Type: Tank
Crew: Space Marines

Weapons: The Vindicator is armed with a hull mounted demolisher cannon.

Options: The Vindicator may be given any of the following from the Space Maring Codex: dozer-blade, extra armour, hunter-killer
missile, improved comms, pintle-mounted storm balter, searchlight, smoke launchers.

Heavy Support: The Vindicator is a Heavy Support choice for a Space Marine army.
SPECIAL RULES

Siege Armour: The Vindicator is expected to fight in cities and come under fire from above. When a Vindicator is being fired at
from above, hits are resolved against their Side Armour value instead of their Bear.

| Mars pattern, Mk1c Vindicator
AT=-1 with hunter-killer missile




pace Marine Chapters utilise some of the most

advanced equipment the Imperium can supply. As well
as their waapons, armour and combat vehicles, this also
includes the infrastructure that supports their combat
operations. The Damocles Command Rhino is part of this
infrastructure. It is a standard Bhino equipped with
sophisticated communication and tracking eguipment,
helping direct a Space Marine force and acting as the main
comms link between orbiting strike cruisers, the fleet of
Thunderhawk gunships, and a Space Marine commander
on a planet's surface.

Service Record

A Damocles is used to control and direct the movements of
large Space Marine formations. A small surgical strike
force is uniikely tohave need of a Damocles’ specialised
support. A full company battlegroup, deployed in strength,
with  Rhinos, Land Speeders, Land Raiders,
Thunderhawks, drop pods, teleporting Terminators, and
every weapon in the Space Marine's formidable arsenal,
would benefit greatly from a Damocles Command RBhina to
monitor and co-ordinate operations.

The Damocles is not a combat vehicle and is rarely
committed to front line action. If deployed it is usually kept
well hidden from the enemy. Each vehicle is permanently
crewed by a driver and a two-man command team,
provided from the Chapter Master's headquarters staff.
One is a communications controller, the other the tactical
operations controller — who menitors squads, tracks their
positions and enemy movements. These brothers are both
full Space Marines in their own right, but each will have
undergone additional training by the Chapter Techmarines

il

Damocles Bhino

DAMOCLES

COMMAND RHIN

= :

BN

to use the sophisticated equipment. The Damocles also
has a seat for a Space Marine force commander, alongside
the driver. In combat most Space Marine commanders
prefer to lead from the front, but between battles a
commander can keep up to date with the developing
strategic situation through his Damocles.

Motable Features
A Damocles is full of special signals, communication and
monitoring equipment, including the following:

Company or battlegroup command and control hub,
including signal boosters, squad-to-squad, ground-to-air
and ground-to-orbit comme-links.

Secure multi-band communications for co-ordinating with
other Imperial forces in the area of oparations. This can be
anything from orbiting spacecraft and Imperial Navy
aircraft to Imperial Guard, Adeptus Arbites or Adeptus
Soreritas command units,

Multi-spectral ground surveillance auspex for locating
enemy units.

Chapter-wide squad and vehicle tracking information,
supplied via orhital relay.

Teleport homer beacon, the Damocles provides a strong
signal for any teleporting troops to lock-on to, allowing for
safer and more accurate teleportation.

Transmission monitor, for intercepting enemy signals and
decryption engine for breaking enemy codes or
scrambling.

Bio-status readouts relayed directly from individual Space
Marine's power armour.

T
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Macragge pattern Damocles
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A Damocles of the Marauders Chapter. This is the command vehicle of the Thracian Response Force.
Mate the pintle-mounted storm bolter for close defence.

A Damocles of the Silver Skulls Chapter. The vehicle Is named ‘Calvus’,
and is attached to the Chapter’'s seventh company. Beta-Garmon IV Expeditionary Force.



Damocies Rhino

A Damocles of the Raptors Chapter. This vehicle bears desert camouflage and crowned skull campaign badge of the Angelis Campaign.
The winged skull symbol on the door is used to denote a command unit.

A Damocles of the White Consuls Chapter, fifth company.
Part of the Chapter’s commitment to the defence of the Cadian Gate against the 13th Black Crusade.
A=z a member of the ‘Astarles Praeses’, the entire Chapter was committed to the baltle.

o
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0-1 DAMOCLES COMMAND RHINO

Points Front Armour __ Side Armour  Rear Armour BS
Damocles 60 11 b 10 4

Thought for the day:

Victory needs no explanation;

defeat allows none

Type: Tank

Crew: Space Marines

Weapons: None.

Options: A Damocles may be given any of the following from the Space Marine Codex: dozer-blade, extra armour, hunter-killer
missile, pintle-mounted storm bolter, searchlight, smoke launchers.

Transport: None

HQ Choice: The Damocles Command Rhino can only be taken as a Space Marine army's second HQ choice. A Damocles Rhino
cannot be the only HQ choice in an army.

SPECIAL RULES

Improved Communications: Every Damocles Command Rhino is equipped with Improved Communications. This allows the
Space Marine player to re-roll a reinforcement dice once per turn, and to re-roll the dice when checking to see if an enemy unit or
obstacle is hit by a preliminary bombardment,

Teleport Beacon: The Damocles provides a powerful beacon for teleporting troops, allowing them to make more accurate teleport
attacks. If a Damocles is deployed on the table then any teleporting troops may re-roll the scatter and distance dice for their Deep
Strike. Note this is only for teleporting troops, not for other methods of deep striking, and only in scenarios which allow the Deep
Strike special rule.

In addition to the above a Damocles Command Rhino can be used in one of two roles. Either to direct an Orbital Strike or to contact
Imperial Navy Air Support. Both of these count as a separate Heavy Support choice for a Space Marine army. You may only take
one, not both.

0-1 Orbital Strike — Heavy Support choice

During large engagements the Space Marines can call upon the firepower of their orbiting Strike Cruisers or Battle Barge to lend
heavy fire support. This is always a weapon of last resort, reserved only for the most dangerous of foes, as an orbital strike can be
as dangerous for friendly forces in the area as it is for the enemy.

Pts Str AP Notes
Lance Strike 70 10 1 Ordnance blast
Melta Torpedo 80 8 3 Ordnance blast; 2D6 armour penetration
Barrage Bomb 60 6 4 Ordnance blast

Options: Select a strike from the types available above.
SPECIAL RULES

Plotting: The orbital strike must be keyed to a specific piece of terrain at the start of the battle. Make a note of the plotted target
before forces are deployed but after deployment zones have been determined.

Timing: An orbital strike will always use the Reserve special rule, even in missions where reserves are not allowed. Once the
Orbital strike is available it lands in each Shooting phase of the Space Marine players turns thereafter. The Space Marine player
can opt not to roll for the onset of the orbital strike if he wishes, but once the roll has been passed, the orbital strike will continue
each turn until the end of the game — you can delay a strike, but once started, it doesn't stop.

Placement: The Blast marker for the strike can be placed anywhere within the specified terrain piece.

(In)aceuracy: Even for ships in low orbit, precision fire is extremely difficult. An orbital strike scatters just like an ordnance weapon
but if a miss is rolled, the distance scattered is double the number score on the D6. If a hit is rolled, the template deviates by the
distance shown on the dice in the direction indicated by the arrow on the ‘Hit’ symbol.

Ordnance Barrage: All orbital strikes count as ordnance barrages for the purposes of Pinning tests.
OR
0-1 Imperial Navy Air Support — Heavy Support choice

During combined operations with other Imperial Forces, the Damocles allows a Space Marine commander to co-ordinate his attacks
with Imperial Navy aircraft operating in the area. Using a Damocles, he can call upon aircraft to give the Space Marines close air
support.

The close air support consists of one of the following aircraft: Lightning, Thunderbolt or Vulture. See the 1A Volume 1: Imperial Guard
and Imperial Navy, for full details and points costs for these aircraft.




Without doubt the pre-eminent battle tank of the 41st
millennium is the Land Raider. Its STC design pre-dales
the Imperium by many thousands of years, but after the
Age of Strife its design was lost, until it was rediscovered
by legendary Techno-Archaeologist Arkhan Land.,

History

Legend has it that the Land Raider (originally known as
Land's Raider) was rediscovered al the very dawn of the
Imperium. It was during Techno-archaeologist Arkhan
Land's great expedition into the Libraries Omnis on Mars.
The main aim of Land's expediion into the labyrinth
catacombs of Mars was to find funclioning STC databases.
In this he failed, but two other discoveries were made
which revolutionised technical thinking for millennia to
come. The first was a near complele daiaslab image of
STC information about a heavily armoured battle tank. The
second unearthed information on rare anti-gravitic plates,
and theories on their uses, which eventually lad to the
construction of the first ‘Land's Speeder’. Land would later
be killed on his second expedition, the victim of a psychic
entity, which destroyed his enlire party. What secrets of the
Dark Ages died with him remain a mystery.

As the new Emperor's fleets took to the stars in the Great
Crusade it is thought that they carried with them the first
combat-ready Land Raiders, At that time all human forces
were equipped with Land Raiders, and with this awesome
war machine at their command they conquered world after
world, until the Emperor's Imperium of Man spanned the

galaxy.

Land Raider

LAND RAIDER

Such was the demand for Land Raiders during the Great
Crusade that an entire forge world was founded just to
manufacture them. Anvilus 9 supplied thousands upon
thousands of vehicles to Mankind's forces.

But the Great Crusade ended in disaster, as the
Warmaster Horus rebelled against the Emperor and bloody
civil war engulfed the Imperium. Anvilus 9 was captured by
renegade Tech-Priests aligned with Horus. Other forge
worlds seceded from the Imperium rather than join the
fighting, and ovemnight the Imperium's supply of Land
Raiders was reduced to a trickle. It was a severe blow, the
Land Raider was one of the few wvehicles which could
{when deployed in sufficlent numbers) destroy enemy
Titans.

With Horus' forces advancing on Terra itseli and
threatening ultimate viclory, the Emperor decreed that all
remaining Land Raiders still in loyal service should be
recalled and the Adeptus Astartes, his favoured Space
Marines who stood at the fore front of Terra's defence, be
given exclusive use of the poweriul tanks.

The Imperium was saved when the Emperor defeated
Horus in single combat but, lemibly wounded, he was
placed in the Golden Throne, never to speak again. After
his ‘ascension’ no one dared to change the Emperor's
decree. The Land Raider has remained a wvehicle
exclusively used by Space Marine Chapters for the past
10,000 years.
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Service Record

Perhaps no other vehicle symbolises the renown, loyalty
and long history of the Space Marine Chapters more than
the Land Raider. Tha Land Raider rumbling forwards,
weapons blazing, disgorging power armoured Space
Marines into the assault is the definitive image people
carry in their minds of the legendary ‘Angels of Death'. The
Land Raider has earned this reputation through 10,000
years of battle, and it is well deserved.

The Land Raider has served in every major Space Maring
campaign since the defence of the Emperor’s Palace.
Famous incidents of Land Raiders in battle are thousand-
fold. Several of the more famous accounts include the Red
Talon's Land Raider ‘Eagle’s Claw' which was engaged
against traitor forces during the battle of Amion. In a solo
rampage the Eagle’s Claw was responsible for the
destruction of rebel supply bases and engaged retreating
anamy units, causing such destruction to vital stockpiles
that the enemy defences quickly faltered when the Imperial
Guard attacked.

Another famous engagement was the attack on Heat Sink
871 by the Land Raiders of the Iron Hands Chapter.
Commander Sien, in his Land Raider ‘Cestus’, led five
vehicles against rebel forces, and endured 132 hits in the
process of capturing the heat sinks.

Motable Features

The Land Raider is arguably the most advanced tank still
in service with Imperial forces. It containg many special
and complex systems. Hermetically sealed, a Land Raider
can operate in just about any environment, from hard
vacuum to underwater, up to a depth of over 35 metres.

Every Land Raider contains a machine-spirit. In the
Phobos pattern vehicle this is an M32 ‘Cyclops' class,
Alembic shielding, pseudo-synaptic relays and aetheric
feed coils give it a cognition speed of 30,000 co/second.
This is extracrdinarily high for a wehicle of the Land
Raider's size, comparable to that used in a Warhound and
even some Reaver Titans.

The primary power is provided by a Mars pattern adaptable
thermic combustor reaction engine. Situated at the rear of
the wvehicle, the power supply is cooled using nitro-
ammoniurm, and protected from malfunction and daemonic
possession by purity seals and Adeptus Mechanicus
manufacturing sigils. This reactor provides power to all
internal systems and to the main drive wheels through the
vehicle's transmission. A Land Raider is capable of a top
road speed of 55 kph,

A famous feature of the Land Raider is the consecrated
‘aguila” track link. A spiritually symbolic addition, the
thirteenth track link — represents the Emperor himself.
Twelve links for the twelve High Lords of the Imperium and
the thiteenth as the Emperor at their head. During Space
Marine operations a planet's surface is thereby stamped
with the symbol of the Emperor.

Each Land Raider also contains command and control
equipment. Individual squad status screens allow a
commander to observe his unit's bic-status readouts.
These are relayed through the vehicle’s communication
digh. There is also a holographic tactical display, and direct
interfaces lo the Cyclops. These provide the vehicle
commander with access to all the battlefield information he
needs, and makes a Land Raider a command and control

hub as well as a front line fighting vehicle and squad
transport.

Other features of the Land Raider include atmospheric
sampling equipment, rad-counter, air filtration and
purification unit, multi-spectral optic periscopes around the
turret rings, gene-coded controls for security purposes and
slaved remote targeting systems to control the sponson
Weapons.

Construction

The Land Raider’s armour plating represents the very peak
of the Adeptus Mechanicus knowledge and similar
techniques are utilised on other vehicles, such as the main
armour plating on Titans. The STC design means locally
available materials can be used to replace the advanced
alloys, but all Space Marine Chapler forges are capable of
manufacturing the materials needed to produce
Land Raiders.

The inner armoured layer and structural supports are
constructed of adamantium. Above this is a titanium/
plasteel composite rolled plate. This is used to reinforce
the locations on the wvehicle that are most exposed to
enemy fire, such as the assault ram, front glacis, outer
hatch doors and hull side. Next is a thermo-plas fibre mesh
followed by the first of two ceramite layers. The first is
designed for energy absorption and dissapation, an
effective defence against high energy laser weaponry. The
second is an ablative layer, the vehicle’s first line of
defences against exlreme heat and melta weapons. The
construction of this composite armour involves bonding the
layers in huge high pressure cookers, where extreme heat
and pressure are applied to the various layers lo form the
complete whole. The front armour is 98mm thick, put
provides protection equivalent to approximately 300mm of
conventional steel.

The Land Enigma

Disciples of venerated Techne-archaeoclogist Arkhan Land,
discoverer of Land’s Raider and Land's Speeder STC,
form their own sub-cult within the Adeptus Mechanicus,
called Landites or Landisls. They continue their founder’s
work and research the many potential STC variants of
Land's discoveries. Their work has led to many
innovations, such as the Prometheus and Helios Land
Raider variants. The inner circle of the Landist cult, which
contains some very senior Adeptus Mechanicus artisans
are rumoured to have evidence of a new vehicle, but to be
keeping their discovery a secret. The cult's esoteric
research has revealed that once, during the Great
Crusade, there was an armoured wvehicle which was
heavier that the Predator, but lighter than the heavy assault
transport of the Land Raider. Others within the Adepius
Mechanicus hierarchy dispute this, and in M.39 several
members of the Landist cult were arrested for techno-
heresy and condemned to Arco-flagellation for their
crimes. Ever since the Landist have been highly secretive
about their work. They believe that within the very
blueprints of the Land Raider exist system compatibilities
and redundancies, down to a microscopic level, that could
help reconstruct the missing tank. Many Techpriest
disciples of Land have become obsessed with this work,
but it seems ultimate success has continually eluded them,
and the mythical missing tank remains an enigma to
this day.



Land Raider
Phobos pattern MkV Land Ralder
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Land Ralder

MkV Land Raider with reinforced armour

'o—ﬂ P E—— N — I = S T
o ] s 1= C 15

¢

MK Land Reider




Imperial Ammaur

NH3LLVYd SOE90Hd AN

TVL3A HOIHALNI - HJAIVH ANV




Land Raider

iokanuns Bunabie) ejowsl [Ba0eds-)INW PaABIS
18)INys ssa10e suodeam paInowly

pasy) Jamod Aewud

Jsuadusep yse|4

sBuuy 000'2
fuans peanbal Juswaoe|dal jaueq UOUUEBDSE|
wiaed salelsy pasul-UiMm] JelWRYRpo,

sBuu Buissnaoy

[MO2 PaINOLIE PapUOY WNIUB))aNWIRIE)
A3H NOdV3IM NOSNOJS

-

= 1 0

Bunesas wodsues dood)

Jnds aulyoew ssep0
gdojpho, o) peyuy nbne ssepueluwon

dwel jnessy

Lwisiueydaw dwlel jnessy

yoru Jsjjoq anauliepy

auizebew Jayoq Anesy paunouly
@layds-o|0y |ed0e]

l8peal JoIel-ony

she|dsip sniels penbg
Aeydsip snyeys wsisAs
jaued ssaoy

uig ebemals Jeyooj 1004
SI91SIUUED WNIUOLULIE-0IYIN
Buyonp 1sneyx3

L
al
St

|2aym aaup Aewuy ‘pi
wealshs Bu|ooo wnunwwe-oliN g1

auwbua uonoesas 101SNQUIOD
olwey} ajqeidepe g waped siep, gL

a|peso elodno s UMl “LL
UoleyY J00p painouly "ol
3|Iss|W e -eiuny Jebusay, (1AW 6

asepau juedun
|euids yym jeas s Jepueliwod aydiopy] g

ULUN|oD
|01jU03 ‘papod-auab ‘feuonoaNP-IUWO

© ~

siayoq Aneay fanjand, waled epesse

|02 INOULIE PBPUOG WNIUE)YDIWEIS)D

T

proJys |SNeyxa paunouly

ysey stepuewwos Bueas oiny

o

yaey s,uewmalo Buipess oiny

- o

i8)joq wioys pajunow-aud AW EEIN
A3 IVLIA HOIYILNI H3aIvd ANV




Imperial Armour

‘ubledweg sulasid Auedwos yyy jo abpeq ayy Buueag Apualna ‘ajayas payl s Anouue ay) sasydeys sjabuy yieg

Bl JO INOLULIE PI2J0OLUIS) WYHM JapIeH PUuBT ANM



Land Raider

MkV Land Raider of the Exorcists Chapter. Note the third company badge on the rear of the hull,
This the second vehicle of the Chapter armoury deployed during the Aschen War.

MkV Land Raider with spaced armour of the Raptors Chapler. Nole the fifth company badge on the rear of the hull.
This is the third vehicle of the Chapter armoury, named ‘Phraetus’, deployed during the Origo Blockade.
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Land Raider

Land Raider of the Space Wolves Chapter, bearing the name “Voltar',
\dentification of the Great Campany is difficult, as the wolf's head symbaol is revered by all Space Wolves,
not just Ragnar Blackmane's company.

Ml Land Raider of the Space Wolves Chapter. Second vehicle of Ragnar Blackmane's Great Company.
Note that it bears the Crux Terminatus because it is used as a transport vehicle for Ragnar's Wolf Guard.
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Mklb Land Raider of the Ultramarines Chapter. It is the fourth vehicle of the Chapter armoury,
attached to second company during the Defence of Ichar V.

Lard Raider

Mkl Land Raider of the Red Scorpions Chapter. It is the third vehicle of the Chapter armoury.
It bears the Crux Terminatus, indicating it is commonly used as a Terminators transport vehicle,
but it is currently assigned to the second company.



Impearial Armour

Top: A Mklla Land Raider of the Raptors Chapter, operating in the
deserls of Taros. Note the approaching Marauders bombers in the
background.

Above: Land Raiders lead the way! A Land Raider of the Eagle
Warriors Chapter opens fire with ils sponson weapons during the
assault on Kyran's Pass.

Opposite Top: A small armoured task force consisting of a Land
Haider, Predator Destructor and a supporting squad in a Rhino
from the Raptors Chapter. The Space Marines are adept in the
rapid deployment of small combined-arms forces aimed at
capturing strategically impartant objectives,

Opposite: With the smoke of their previous baltle still rising in the
background, Dark Angels forces, spearheaded by a Land Raider,
close on their next objective. Fighting against rebel forces on the
third moon of Bellis resulted in the moon's lucrative gem mines
being recaptured.
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Thought for the day:
Paints Front Armour _ Side Armour  Rear Armour BS Fear not death, for the soul of

Land Raider 250 14 14 14 4 the faithiul man never dics

Type: Tank
Crew: Space Marines

Weapons: The Land Raider is armad with twin-linked lascannons in each sponson and forward firing twin-linked heavy bolters
mounted in the hull.

Options: The Land Raider may be given any of the following from the Space Marine Codex: dozer-blade, extra armour, hunter-
killer missile, improved comms, pintle-mounted storm bolter, searchlight, smoke launchers.

The Land Raider's twin-linked heavy bolters may be upgraded to an A4 mount for +10 pts.

Transport: The Land Raider can carry up to ten Space Marines. It may not carry Space Marines with jump packs. It may carry up
lo five Space Marines in Terminator armour.

Transport Option: The Land Raider is a Transport choice for a Space Marine Command squad or Terminator squad.
Heavy Support: The Land Raider Is also a Heavy Support choice for a Space Marine army.

Access Points: 3. The Land Raider has two side doors and a front ramp, any of which can be used as access paints.
Fire Points: 0

SPECIAL RULES

Fire Control: The Space Marine gunner |s assisted in selecting and targeting the enemy by the Machine Spirit. The Land Raider
may always fire one additional weapon system to those it would normally ba able to fire. This shot may be against a differsnt target
to that engaged by the crew, Automatic targeting is less accurate than if directed by a Space Marine and is conducted with BS2. If
the crew are stunned or shaken and unable to fire, the Machine Spirit may still firs a weapon using this nule.

Deus Ex Machina: If the crew are stunned and unable to direct the Land Raider, then the Machine Spirit will take over temporarily.
The Land Raider may be moved directly forward (yes, this means in a straight ling) up to its maximum move.

The Land Raider is fully submersible to 36.57m. This doesn't mean that it won't throw a track on a reef or get bogged down in a
river bed so they are immobilised as normal by difficult terrain.




Land Raider Crusacder

LAND RAIDER

CRUSADER

he Land Raider Crusader is designed to utilise the

heavy all-round armour of the Land Raider against the
heaviest enemy defences and fortifications. It is employed
to smash into the enemy lines, before disgorging Space
Marines into the heart of a forified position, as its
weapeons unleash a torrent of fire in support. It is a brutal
tactic, well suited to the Space Marines ‘shock-troop’ role.

Service Record

The Land Raider ‘Crusader’ variant was first developed
and deployed during the Jerulas Crusade by the Black
Templars Chapter, in 304.M39, and as such i5 a recent
addition to the ‘canon’ of Land Raider variants. The Jerulas
Crusade involved many sieges of hive cities, and the Black
Templars invariably led the final assaults when the
bombardment lifted. To aid their assault troops the
Chapter's Techmarines mounted ‘hurricane’ pattern bolters
in each sponson and twin-linked assault cannons on the
hull. It was an instant success and, as news of the Black
Templar’s magnificent victories on Jerulas spread, other
Chapters requested information regarding their re-
modelling of the Land Raider. To this day, the Black
Templars still make wider use of the Crusader than any
other Chapter.

As the word spread a delegation of Tech-Magus from Mars
arrived to see the High Marshal, wishing to investigate the
Black Templars work. In 763.M39, after long debate and
testing the ‘Crusader’ pattern was given ‘Chapter
Approved’ status by the Adeptus Mechanicus, and was

officially recognised. Of course, many Chapters had

already been producing this variant for several

hundred years.

MNotable Features

The Crusader wvaries from the standard Land Raider
patterns in several ways. Both sponsons replace the
lascannons with ‘hurricane’ pattern bolters, six bolt guns in
a single mount. Twin-linked assaull cannons replace the
hull mounted heavy bolters, for forward suppressing
firepower as the Crusader closes on its target. The final
addition is a conversion of the standard turret ring pintle-
mount, to allow a multi-melta to be fitted. The multi-melia
wasn't included on the first Crusaders, but experience
taught the Black Templars that the tank would need heavy
firepower to open breaches in defences and to clear
barricades or anti-tank obstacles as it broke into a position.

The other main feature of the Crusader is its increased
fransport capacity. Removal of the large generators
required for the lascannons creates the extra space for an
additional five Space Marines. This gives the Crusader the
largest transport capacity of any Land Haider variant —
fifteen power armoured Space Marines or eight
Terminators.

Because a Crusader carries so many men, each is
constructed with extra armour plating and structural
supports, to protect the precious cargo within as it closes
on its target. This adds strain on the vehicle’s engine, and
reduces its top speed slightly.
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Top: A Land Raider Crusader’s all-round armaour protection and
multiple weapeon fire arcs mean that it is well suited o urban
combat. It is impossible for tank-hunting enemy infantry to outflank
a Crusadar.

Land Ralder Crusader

Above: A Doom Warriors Land Raider Crusader during savage
street fighting against Orks for Truan City. The Chapter played a
crucial role in recapturing the city and eventually expelling the Orks
from the system.
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Land Raider Crusadar

Land Raider Crusader of the Imperial Fists Chapter. This is the second vehicle of the Chapter armoury
attached to the third company during the Purging of Ganymede.

Land Raider Crusader of the Salamanders Chapler. This Land Raider, the third vehicle attached to the second company,
bears the distinctive flame markings of the Promethean Cult and is named ‘Fire Drake’.
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LAND RAIDER CRUSADER Theught for the day:
Puoints Front Armour  Side Armour  Aear Armour  BS The “E;k ‘_“'ui hlim“khc{ kdh]:f :]Eiui]
ETWHE. CEPIsc 1 WEa or 1 }' shal
_ Efusacier 2% 14 = 1 1 fock to the call of the Dazmon and
Type: Tank the Rencgade,

Crew: Space Marines

Weapons: The Land Raider Crusader is armed with bwo ‘hurricane’ pattern bolters, a twin-linked assault cannon and a multi-mailta.
The Crusader is also equipped with frag assault launchers.

Options: The Crusader may be given any of the following from the Space Marine Codex: dozer-blade, hunter-killer missile, pintle-
mounted storm bolter, searchlight, smoke launchers,

Transport: The Land Raider Crusader can carry up to fifteen Space Marings. It may not carry Space Marines with jump packs. It
may carry up o eight Space Marines in Terminator armour. |t may nol carry more than a single squad at one time.

Heavy Suppert: The Land Raider Crusader is a Heavy Support choice for a Space Marine army.

Access Points: 3. The Land Raider Crusader has two side doors and a front ramp, any of which can be used as access points by
the passengers.

Fire Points: 0
SPECIAL RULES

Fire Control: The Space Marine gunner is assisted in selecting and targeting the enemy by the Maching Spirit. The Land Raider
may always fire one additional weapon system to those it would normally be able to fire. This shot may be against a different target
to that engaged by the crew. Automalic targeting is less accurale than if directed by a Space Marine and is conducted with BS2. If
crew are stunned or shaken and unable to fire, the Machine Spirit may still fira a weapon using this rule.

Deus Ex Machina: If the crew are stunnad and unable to direct the Land Raider, then the Machine Spirit will take over temporarily.
The Land Raider may be moved directly forward (yes, this means a straight line) up to its maximum move.,

The Land Haider is fully submersible to 36.57m. This doesn't mean that it won't throw a track on a reef or get bogged down in a
river bed so they are immobilised as normal by difficult terrain.

Extra Armour: All Land Raider Crusaders have additional armour plating to ensure that they reach the enemy with their transported
squad intact. A Crusader counts as having the Extra Armour vehicle upgrade, so it treats any ‘Crew Stunned’ results on the damage
tables as a 'Crew Shaken' result instead.

‘Hurricane’ belters: Each ‘hurncane' bolter counts a three twin-linked boltguns. The Crusader may always fire its ‘hurricans’
bolters, regardiess of how far it has moved or what other weapons it is firing.

Frag Assault Launchers: The front of the Crusader is studded with explosive charges, designed to hur shrapnel into the enemy
as the froops inside charge out along the assault ramp. Any unit which assaults on the same turn it disembarks from the Crusadar
counts as having frag grenades.




Land Raider Halios

LAND RAIDER

he Helios variant of the Land Raider was developed as

a stop-gap measure to provide additional artillery
support. It replaces the standard hull mounted heavy
bolters with a Whirlwind missile launcher and additional
targeting and tracking equipment.

Service Record

The Helios was first developed by the Red Scorpion
Chapter. The Red Scorpions are renown for their
puritanical beliefs, and their deep-rooted mistrust of many
other Imperial fighting forces, especially those that utilise
abhumans or pyskers. They are a very independent
Chapter who rarely ally themselves with other Imperial
fighting forces, except the Adeptus Astartes Chapters they
rate as loyal and pure.

In 857.M38 during the legendary ‘Siege of Helios' the Red
Scorpions found they lacked the artillery to be able to
breach the walls and suppress the defenders in their sector
prior to an assault. Rather than seek the aid of the Imperial
Guard regiment's heavy artillery, the Chapter Master
turned to his Master of the Forge and Techmarines for a
solution. They developed the ‘Helios’ pattern Land Raider
as a response, converting all the Chapter's Land Raiders
deployed on Helios, a dozen in all, to carry Whirlwind
missile launchers.

HELIOS

When complete the Helios took their place alongside the
Chapter’s Whirlwinds, delivering volleys of missiles into the
fortress. As the barrage was lifted the Chapter's assault
demi-squads mounted up in the Land Raiders and
attacked the walls.

The eventual success saw the Helios pattern become a
standard part of the Red Scorpion’s armoury, and other
Chapters also began to adopt the design in smaller
numbers. The Helios remains an uncommon Land Raider
variant, only deployed when a Chapter is in need of extra
artillery support that the Whirlwinds cannot provide.

Motable Features

The main difference is the Whirlwind missile launcher
mount and the extra ammunition stowage space requirad
for the spare missiles, reducing the wehicle's transport
capacity to just six power armoured Space Marines. The
positioning of the launcher also precludes the use of a
pintle-mounted weapon, and this means, lacking the heavy
bolters as well, that the Helios suffers from having no anti-
infantry or point defence weaponry.

For further information on the Land Raider Helios' weapon
system see the Whirlwind section.
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Land Raldar Helios

Mklla Helios pattern Land Raider
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Above: The Land Raider Helios is perhaps the most versatile of all
Space Marine vehicles, combining heavy armour, roop transpaort,
anti-tank firepower and support artillery in one vehicle, Here a
Space Wolves Helios awaits a new target during fighting against

Orks on Centius Prima.
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Land Raider Helios

MkV Land Raider Helios of the Blood Angels Chapter. Sixth vehicle of the armoury, deployed during the Achernar Invasion.
Mote that thiz Land Raider is equipped with additional spaced armour plates.

MkV Land Raider Helios with reinforced armour of the Dark Angels Chapter.
It bears the badge of the fifth company. from the Piscina Campaign.
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Thought for the day:
Points Front Armour  Side Armour  Rear Armour BS Victory needs no explanation;
Helios 260 14 14 14 4 defeat allows none

Type: Tank

Crew: Space Marines

| W"a,"' né' The Land Raider Helios is armed with twin-linked lascannons in each sponson and a Whirlwind missile launcher
' the hull.

F alder Helios may be given any of the followmg from the Space Marine Codex: dozer-blade, extra armour,
ed comms searchllght smoke launchers. . .

nd-Haider Hehos can carry up. to six Space Marines. It may not carry Space Marines with jump packs. It may
_ in Tormin

d: F%suder may be moved dlrectly forward (yes thIS maans a stralght Ilne) up to |ts mammum move

The Land Raider is fully submersible to 36.57m. This doesn’t mean that it won't throw a lrack on a reef or get bogged down in a
'_rl\fer_ ed so they are immobilised as normal by difficult terrain.




Land Rafder Fromethaus

LAND RAIDER

PROMETHEUS

he Land Raider Prometheus is a variant of the standard

Land Raider, used by Space Marine force commanders
as a battlefield command vehicle, due to its additional
sensor and communications equipment,

History

The origins of the Land Raider Prometheus remain a
mystery. Some Tech-adepts believe it was first developed
as a variant of the ‘Tartarus' pattern Land Raider, and the
similarities are undeniable. As yet, no evidence for this
theory has been found. Others believe that it was first
developed on Mocturne by the Salamanders Chapter, as
that Chapter retains more examples of the Frometheus
than any other Chapter (although even then they retain only
four). The Salamanders deny this claim. It is unknown how
many Chapters still have Prometheuses in their armouries.

Service Record

The most famous action of the Prometheus in recent
Imperial annals was the Masali campaign, where Force
Sicarius of the Ultramarines Chapter were engaged in
bitter fighting against raiding Eldar pirates. Captain
Sicarius used his Prometheus to turn the tide of battle,
extracting a heavy toll on the attacking Eldar jetbikes and
infantry, and co-ordinating a counter-attack by his own
assault troops from his vehicle. For his key role in
defeating the pirates Sicarius and his vehicle were
awarded the first class Marksman Honour.

Notable Features

The main difference between the Land Raider and the
Frometheus is its weaponry. The quad-mounted heavy
bolters in each sponson replace the Land Raider's

lascannons. These heavy bolters provide a storm of fire, to
cut swathes through enemy infantry and light vehicles.

It is standard practice that all Prometheus’ are armed with
a pintle-mounted storm belter, for anti-infantry defence,
acting as a stand-in for the hull mounted heavy bolters,
which are removed to make space for the extra
communications equipment.

The Prometheus includes extensive communications and
sensor equipment. All Land Raiders contain a tactical
holosphere and squad status displays, but the Prometheus
augments this with a long-range signals booster for squad-
to-sgquad, ground-to-air and ground-to-orbit comm-links.
As well as the booster, the Prometheus has some features
in commaon with the Damocles, and can act as a strike
force command and control hub if a Damocles is not
deployed or is somehow disabled. The Prometheus also
utilises secure multi-band communications for co-
ordination with allied forces, and the transmission
monitoring equipment, for intercepting and de-crypting
enemy signals. It also incorporates a multi-spectral ground
surveillance auspex for locating and tracking enemy
forces, and this information can then be forwarded to all
other Imperial forces.

The advantage a Prometheus has over the Damocles
Rhino as a command and control hub is that it is also a
frant line combat vehicle. In battle it can lead from the front,
and whilst a Prometheus does not contain all the advanced
features of the dedicated command Rhino, it makes a good
stand-in as a force command and control hub.
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MkV Macragge pattern Land Raider Prometheus




Land Raldar Promelheus
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Top: A Land Raider Prometheus, the command vehicle of an Above: Unidentified Land Raider Frometheus on station. The large
Ultramarines strike foree, leads another Land Raider in a road ‘I indicates this is the Chapter's second vehicle, As they are
march, The pintle-mounted storm baller is being manned by a command vehicles, there is ne need for a Chapter o retain more

Techmarine. than 2 or 3 Prometheuses in their arrmoury.
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Land Raider Prometheus

Land Baider Prometheus of the Avenging Sons Chapter. This vehicle is part of the permanent established
strength of the veteran first company, used a combined command vehicle and Terminator transport.

BN

PARK,
ANGELS

Land Raider Prometheus of the Dark Angels Chapter. This vehicle Is part of the Deathwing, the Chapter's famous Terminator company.
Traditionally Deathwing adopt an off-white colour scheme rather than the Chapter’'s dark green,
and their transport vehicles are also predominantly white.
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Thought for the day:
Points Front Armour _ Side Armour _ Rear Armour BS A wise man learns from the
Prometheus 270 14 14 14 4 deaths of others

Type: Tank

Crew: Space Marines

Weapons: The Land Raider Prometheus is armed with two twin-linked heavy bolters in each sponson and a pintle-mounted
storm bolter.

Options: The Land Raider Prometheus may be given any of the following from the Space Marine Codex: dozer-blade, extra
armour, hunter-killer missile, searchlight, smoke launchers.

Transport: The Land Raider Prometheus can carry up to ten Space Marines. It may not carry Space Marines with jump packs. It
may carry up to five Space Marines in Terminator armour.

Transport Option: The Land Raider Prometheus is a Transport option for a Space Marine Command squad.

Access Points: 3. The Land Raider Prometheus has two side doors and a front ramp, any of which can be used as access points
by the passengers.

Fire Points: 0

SPECIAL RULES

Fire Control: The Space Marine gunner is assisted in selecting and targeting the enemy by the Machine Spirit. The Land Raider
may always fire one additional weapon system to those it would normally be able to fire. This shot may be against a different target
to that engaged by the crew. Automatic targeting is less accurate than if directed by a Space Marine and is conducted with BS2. If
crew are stunned or shaken and unable to fire, the Machine Spirit may still fire a weapon using this rule.

Deus Ex Machina: If the crew are stunned and unable to direct the Land Raider, then the Machine Spirit will take over temporarily.
The Land Raider may be moved directly forward (yes, this means a straight line) up to its maximum move.

The Land Raider is fully submersible to 36.57m. This doesn't mean that it won't throw a track on a reef or get bogged down in a
river bed so they are immobilised as normal by difficult terrain.

Improved Comms: The Prometheus is equipped with extra sensors and communications equipment. The Prometheus is always
equipped with improved comms. The Space Marine player may re-roll one Reserve roll per turn.




he Land Speeder is a high-speed reconnaissance and

attack craft, utilising anti-grav plates for battlefield
mobility. It is one of the few vehicles employed by the
Imperium’s fighting forces that still use this rare and
secretive technology.

History

Itis thought that Mankind once made far wider use of anti-
grav technology. Today, it is an almost lost art. Whilst other
alien races, like the Eldar and Tau, have developed far
superior anli-gravitic drives, the Adeplus Mechanicus
regard it as a ‘black’ technology, and any Magos found to
be experimenting in xenos-tainted gravity technology could
expect to face the strongest sanctions.

It is likely that there would be no anti-grav vehicles
remaining at all if it were not for Techno-Archaeologist
Arkhan Land's famous expedition into the Librarius Omnis
on Mars. It was during Land's search that he discovered
infermation on anti-gravitic plates, and the theories of their
uses. It took many years, (and Land did not live to see its
fruition) but these finds would eventually lead to the
development of Land's Speeder.

The first of these high-speed, ground-skimming vehicles
entered service towards the end of the Great Crusades,
Then they served in all arms of Mankind's forces, but now
those that remain, and all those that are newly constructed,
are allotted only to the Space Marine Chapters, They are
far oo precious and complex to be risked in the hands of
Imperial Guardsmen,

Saervice History
Since its first use there have been many varianis and
patterns of Land Speeder. The most common are the

Land Speeder

LAND SPEEDER

Tomado and Typhoon. These two are the heaviest armed
variants, with muitiple heavy weapons to lend a Chapter a
strong, flexible core of rapidly deployable firepower. Land
Speeders are often called upon to operate as a strike
force’s rapid reaction force, held in reserve to quickly
intercept enemy counter-attacks. Striking fast and hard
they fight delaying actions, harassing enemy columns
whilst the res| of a Space Marine force moves into position.

Whilst each Space Marine company has its own Land
Speeders, dedicated lo supporting their own sguads, the
majority of a Chapter’s Land Speeder force is contained
within the four reserve companies. In total, a lypical
Chapter might be able to field 50 plus Land Speeders of all

types.

Notable Features

The most notable feature of the Land Speeder is ils anti-
gravitic plates. The mysteries of how such technology
works is the reserve of a few high ranking Tech-Magos and
the Techmarines, who are inducted into the art of anti-
gravitic construction as part of their training with the
Adeptus Mechanicus.

The grav-plates are positioned around the vehicle's nose
and cockpit. When activated they work by creating an
inverse gravitic field, which is repulsed by a natural gravitic
force, thus forcing the vehicle upwards. It is given forward
motion by two afterburning ramjets. Using its grav-plates
and engines a Land Speeder can climb to approximately
100 metres, but at this height it becomes vulnerable to
faster enemy aircraft. Standard combat doctrine dictates
that Land Speeders should use the ground as cover,
making them harder to spot, and far harder to hit,
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Land Speadar
Land Speeder armed with multi-melta
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Land Speeder Tornado with assaull cannon
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Land Speeder armed with a heavy boller of the Imperial Fists Chapter. This Is the Chapter's second vehicle.
No company number is given but the white bar may indicate first COMPany.
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Land Speeder armed with a heavy bolter of the Eagle Warriors Chapler. It is the second vehicle of the seventh company.
Mote the kill markings on the heavy bolter, Balur Secundus Strike Force.

Land Speeder armed with a multi-melta of the Space Wolves Chapter,
Sven Bloodhow!'s Great Company, identified by the wolf symbal of the Firebreather,



Land Spesder

Land Speeder Tornado armed with heavy bolter and assaull cannon of the Dark Angels Chapter,
This is a vehicle of the Chapter's second company, ‘Ravenwing’.
It bears the symbel of Ravenwing rather than the Chapter and is coloured black rather than dark green,
a tradition dating back to the Chapter's original colour scheme.

Land Speeder Tornado of the Red Hunters Chapter. The Red Hunters are unigue In that they bear
the 'I' of the Inguisition as part of their Chapter badge, Why this is so Is unknown,
although the Red Hunters have been willing to serve en-masse under Inquisiter Lords in the past.

Land Speader Typhoon of the Ultramarines Chapter, This vehicle is from the Chapter’s eighth company,
indicated by the grey band on the tail fin. Attached to Strike Force |dasus, during Explorator Force Delpha protection duty.
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LAND SPEEDER

Thought for the day:
Points Front Armour _ Side Armour __Rear Armour BS Better 10 self-destruct than acquissce

Land Speeder 50 10 10 10 4

Type: Fast, Skimmear

Crew: Space Marines

Weapons: The Land Speeder is armed with a heavy bolter,
Options: The Land Speeder may upgraded its heavy bolter for a multi-melta at an additonal cost of +15 pts.
Fast Attack: A squadron of 1-3 Land Speeders (of any typa) is a Fast Aftack choice for a Space Marine army,

LAND SPEEDER TORNADO Thought for the day:

Front Armour _ Side Armour_ Rear Armour BS We cannot affard mercy
Tornadao 10 10 10 E)

Type: Fast, Skimmer

Crew: Space Marines

Weapons: The Land Speeder Tormado is armed with a heavy bolter and a heavy flamer.

Options: The Tomado may upgraded its heavy bolter for a multi-melta at an additonal cost of +15 pts. The heavy flamer may be
upgraded 1o an assault cannon at an additional cost of +10 pts.

Fast Attack: A squadron of 1-3 Land Speeders (of any type) iz a Fast Attack choice for a Space Marine army.

rd H ik
LAND SPEEDER TYPHOON Thomg:fog 1k o
Frant Armour _ Side Armour  Rear Armour BS Beach our to embrace the glories
Typhoon 10 10 10 4 that will come

Type: Fast, Skimmer

Crew: Space Marines

Weapons: The Land Speeder Typoon is armed with a heavy bolter and twin-linked missile launchers.
Options: The Typoon may upgraded its heawy bolter for 2 multi-melta at an additonal cost of +15 pls.
Fast Attack: A squadron of 1-3 Land Spaeders (of any type) is a Fast Attack choice for a Space Marine arrmy.




Land Speeder Tompest

LAND SPEEDER

TEMPEST

he Tempest is a fully enclosed, heavily armed and

armoured variant of the standard Land Speeder. It
forgoes the Land Speeder's usual long-range
reconnaissance and patrolling role and is instead a pure
gunship, carrying heavy firepower with which to engage
enemy infantry and armour.

History

The first use of a Land Speeder Tempest is recorded as by
the White Scars Chapter, during the Evacuation of Barac in
M38. The White Scars Techmarines developed the variant
to provide fast moving fire support for the lightning raids of
their bike squads. A squadron of three White Scars
Tempests, commanded by Veteran Sergeant Jegun, were
credited with the destruction of a Flaming Skulls Traitor
Titan Legion Reaver during the campaign. The Chaos
Reaver Titan was threatening to overrun the Chapter's
rearguard command post as the planet was being
evacuated. The Sergeant was killed during the action, his
Tempest destroyed during the Titan's fall, but ever since
the White Scars have named one of their Tempest
squadrons as 'Jegun's Avengers'.

Other Chapters have since used the White Scars original
plans to create their own Tempests. Although they are not
as common as Tormados or Typhoons, many Chaplers
have a few Tempests in their armoury.

MNotable Features

A Tempest is slightly larger than the Codex pattern Land
Speeder, with additional armour plating to the front and the
increased weapons load this makes it heavier as well. To
try and reduce weight the Tempest was reduced to a
single-seat vehicle, with the pilot being aided by slave
targeting systems and the vehicle’s own machine spirit to
fullil the fire control duties of the missing gunner.

The Tempest's motive power comes from two VF-33-5D
afterburning ramjets. With anti-grav plates keeping the
Land Speeder airborne, the twin engines drive it forwards.
With a straight line maximum speed of approximately 350
kph (using alterburners), it is not as fast as a conventional
aircraft, but very fast for a low-level anti-grav skimmer. In
combat it generally operates at far lower speeds, better for
utilising cover, nap of the earth flying and identifying enemy
targets.

The VF-33-SD engines are powered by a fan drawing air
through the intakes on either side and above the cockpit
into an air condensor unit. This condensed ‘heavy’ air then
passes info a combustion chamber, where it is mixed with
fuel and ignited. It is this controlled explosion of mixed air
and fuel that is forced out of the exhaust to provide thrust.
The thrust can be increased by adding fuel directly into the
exhaust and igniting it again (afterburning), which provides
an additional rocket effect, increasing the thrust, and
thereby increasing the vehicle's speed.
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Land Speedar Tempest

Land Speeder Tempest
top view
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LAND SPEEDER - INTERIOR DETAIL

Mk | TEMPEST PATTERN

Multi-spectral targeting surveyar
Filof's view port

Forward armour plate

Assault cannon

Ammunition boxes

Assault cannon power controls
Anti-grav plate

Gravity repulsor probe

Primary avionic’s box

10. Flight control stick
1. Weapons console

12. Pilot's seal with spinal implant
inerface

13. Comrmunications equiprnent
14. Fuel feed lines

15. Primary flight control systems
16. Fuel supply

17. Air condensor control unit

18. Air condensor unit

19, Tail fin

20. Combustion chamber

21. Engine exhaus!

22, Ground proximity sensor

23. Fuselage mounted missile launcher
24, Missiles, frag and krak warheads




Land Speeder Tempeast

A Land Speeder Tempest of the Dark Angels Chapter. The lirst Tampest of the second company, a '‘Ravenwing' vehicle.
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A Land Speeder Tempest of the Revilers Chapter. The second vehicle of the fifth company.

& Land Speeder Tempest of the White Scars Chapter. This vehicle is lacking symbols or company numbers.
Deployed in the Deadlands region of Armageddon during the third invasion of Waaagh! Thraka.
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LAND SPEEDER TEMPEST

Poinis Front Armour __ Side Armour

Thought fm.' the day:

Rear Aot BS Pain s an illusion caused by fear

Tempest

120 11 10

10 4

Type: Skimmer, Fast

Crew: Space Marine

‘assault cannon and twin-linked missile launchers with frag and krak missiles.

Attack choice for a Space Marine army. It may also be taken as a Heavy Support choice for a




readnoughts are some of the oldest war machines still

in active service in the 41st millennium, Some
‘Venerable' Dreadnoughts are said to date back ten
millennia, 1o the years of the Great Crusaders. As well as
potent weapons of war, Dreadnoughts are amongst a
Chapter's most treasured relics, known as ‘Old Ones’; they
are a direct link to the Chapter’s past and heritage.

History

Nothing is known of the origins of the Dreadnought, the
secrets of their construction are all bul lost. Where they
came from? How they came into being? Who first used
them? The answers to all these questions remain a
mystery to the Adeptus Mechanicus. Secret and arcane
knowledge is used to keep those Dreadnoughts that do
exist functioning, but very lew ‘new' Dreadnoughts are
constructed today, and only by the few skilled specialists
who have preserved the required knowledge.

Over the course of ten thousand years there have been
many different marks and patterns of Dreadnoughts. There
is no definitive list or study into these marks, and much
conjecture about which came first, which are originals, and
where or when such patterns came from. Because
Dreadnoughts are hidden away in the depths of Space
Marine Chapter foriress-monasteries, it is impossible 1o
know whal other marks and patterns still exist, or what
ancient machines may still slumber, to one day be re-
awoken to fight again.

The ‘Mark IV' is one such variant, although many believe it
contains some in-built flaw, leaving it prone to daemonic
possession. Mark IV's saw service during the Horus
Heresy, but many became corrupted and now fight

Draadnought

DREADNOUGHTS

alongside the Traitor Legions. Those that still serve with
loyal Chapters are invariably well protected with purtity
seals and daemonic wards.

The ‘Furioso’ pattern is used exclusively by the Blood
Angels and their Successor Chapters, a close combatl
variant armed with two power fists, it was originally
conceived by the Blood Angels Master of the Forges
sometime in M.35. Likewise, the rare ‘Morlis’ pattem is
occasionally deployed by the secretive ‘Unfargiven'
Chapters; its origins, or why only this group of Chapters
possess this pattemn is another mystery.

The oldest surviving Dreadnoughts are known by the
honorific title of *Venerable’. These are ancient heroes fram
a lormer age, and Venerable Dreadnoughts are amongst
the most lamous warriors of any Chapter. Names like Bjorn
the Fell-Handed of the Space Wolves, Brother Damos of
the Angels Porphyr and Moriar the Chosen of the Blood
Angels are rightly revered and rank alongside the greatest
heroes of the Imperium,

Service Record

Dreadnoughts are called upon only when the fighting is
likely to be close and bloody. They excel at fighting in built
up areas, at close quarters such as in underground tunnels
and in boarding actions where they can quickly close with
the enemy, making best use of their assault weaponry and
close combal power,

On a battlefield a Dreadnought has litlle to fear. In close
combal few foes can match them, and only the heaviest
enemy weapons represent a threat to the Dreadnought 's
thick frontal armour. Dreadnoughts are incredibly resilient
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and difficult to destroy. Only a direct hit that penetrates the
pilot's heavily armoured sarcophagus will ‘kill' a
Dreadnought. They continue to function even though arms
are torn off, armour buckled etc. Along with the
sarcophagus, the legs have the thickest armour, as they
are a vulnerable location on any walker. Whilst the loss of
a leg will not destroy the Dreadnought it will immobilise it,
or worse still, topple it over.

Space Marings will fight remorselessly to recover a
damaged or destroyed Dreadnought from the battlefield.
Retrieving a fallen Dreadnought is vital for two reasons.
Firstly, so that the hero within can be laid in the Chapter's
sepulchras with other honoured brothers, and secondly, so
that the hull can be restored, to await the next hero to be
interred. The loss of a single Dreadnought is a grievous
blow to a Chapter's fighting strength, and its passing will
be mourned throughout the Chapter.

Dreadnoughts are utilised by all Space Marine Chaplers,
even the elite, daemon-hunting Grey Knights have their
own heroes enshrined in Dreadnought armour. Like their
living battle brothers, these Dreadnoughts have access to
the Grey Knights specialised armoury of psycannon bolts,
hulls engraved with protective runes and sigils and the
blessings of Ordo Malleus Inquisitors.

When not in action, Dreadnoughts are kept sealed inside
stasis vaults, deep in the crypts of a Chapter's fortress
maonastery, The stasis vaulls preserve them from the
ravages of time, extending their already long lives even
further. Each stasis vaults is a holy shrine, only opened on
sacred occasions for Techmarines to enter and tend the
slumbering machines with sacred cils and holy unguents,
and to read the Litanies of Preservation over them, but
during the ceremony the machines are not awoken from
their sleep. It is part of the honour of becoming a
Dreadnought that the warrior is allowed to rest between
battles. It is deemed that these veterans have already
given everything in the service of the Emperor, and they
are no longer required to follow the strict daily regime of
the Chapter's other battle brothers. These veterans are
only woken in times of great need or for missions in which
their knowledge and advice is needed,

Motable Features

Dreadnoughts are covered in great slabbed plates of cast
adamantium armour. Their shoulders, sarcophagus and
legs have the thickest plates, to protect the most vital
components, with less armour plating on the rear.

One of the chief advantages of Dreadnoughts is the
versatility of their weaponry. They can be armed for any
battlefield role, from close support with multi-meltas and
heavy flamers, to suppressing fire with an assault cannon,
autocannons and storm bolters, to tank-hunting with
lascannons and missile launchers. The Dreadnought's
great bulk provides a very stable firing platform even when
maoving which, combined with targeters, recoil dampeners
and greater ammunition stowage, means a Dreadnought
can keep up a higher rate of fire for longer than the heavy
weapons used by Devastator squads. Liguid nitrogen
cooling systems also mean that Dreadnought weapons are
less prone to overheating and jamming than man-portable
heavy weapons,

As well as heavy weapons fire, a Dreadnought is almost
unstoppable in close combat. Armed with a close combat
power weapon, incorporating magna-coil servos to

increase its arm strength. These weapons can grip, rotate
and tear, punching through the strongest materials and
armaour, rending gaping holes in enemy vehicles and
defences, or ripping flesh limb from limb with ease. A
Dreadnought in closa combat is a terrifying sight — not just
for its overwhelming strength and power, but also because
the Dreadnought retains its pilot’s former prowess. A once
mighty Space Marine hero resides within, and he has lost
none of his skill, speed or ferocity.

A Dreadnought is powered by a small thermic reactor core.
Well protected behind the sarcophagus the reactor core
provides power for life support systems, sensors, weapons
and motive systems, like the electro-metive fibre bundles
which power its heavy limbs and allow the Dreadnought to
respond instantaneously to the pilot's thought contrals.

A Dreadnought containg speakers so that the warrior within
can communicate with his batile brothers. A crackling,
synthesized voice emanates from within the hull, making a
conversation with a Dreadnought an eerie experience.

Traditionally each Dreadnought bears a scroll on its
sarcophagus naming the haro who currently resides within.
The Dreadnought will take a new name when a new
warrior is interred as pilot.

Construction

The technigues for constructing Dreadnoughts are all but
lost. Very few new Dreadnoughts can be built; each one
must be hand-crafted by a skilled Tech-Magos and takes
many years to complete. This means that those
Dreadnoughts that still survive are very precious, each
Dreadnought hull is carefully guarded by its Chapter, as it
is almost irreplaceable.

A Dreadnought is the ultimate fusion between the
mechanical and biological, the pinnacle of Mankind's
technical achievement in this area, and as such a powerful
manifestation of the will of the Machine God. The
mechanical compeonent contains the many advanced and
complex systems mentioned abowve, on top of this the
biological component is no ordinary man. The pilots are
invariably wise, old veterans with memaries stretching
back thousands of years.

A chosen pilot is suspended in amniotic fluids and
surgically implanted into the armoured sarcophagus. He is
then wired to mind-impulse leads for sensory input,
allowing the Dreadnought pilot to hear and see as if he was
still flesh and blood. Once the sarcophagus is sealed the
pilot will remain inside until destroyed in battle. The
sarcophagus and stasis vault will effectively make the pilot
immortal, although as the centuries go by the pilot's grip on
the material world begins to slip, as he spends more and
more time dormant his mind becomes more distant.

Internment inside a Dreadnought is a great honour,
amongst the highast a Space Marine can receive from his
Chapter. In deing so, the Chapter are recognising that he
is amongst their greatest warriors, and that his skill and
knowledge are too precious for the Chapter to loose. Very
few are ever chosen for such honour and only the Ghapter
Master, in consultation with the warrior's company
Chaplain and the Chief Apothecary, can give the final
agreement. Only those too grievously wounded to be
saved will be chosen. The wound must be mortal, but the
warrior must still be alive when interred. A Space Marine
who is already dead cannot be resurrected by internment
in a Dreadnought,



MkY Dreadnought with lascannons and missile launcher
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MiY¥ Dreadnought twin-linked heavy bolters and missile launchers




Mk IV, Furloso pattern Dreadnought

Multi-melta

Missile launcher

Dveadnought

MkY, Mortis pattern Dreadnought

Dreadnought close combat weapon
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MEV Dreadnought of the Ultramarines Chapter, ‘Agies’, of the 2nd

MEY Dreadnought of the Black Templars Chapter, ‘Reinhart’, of the 5th

company, armed with twin-linked lascannons and a missile launcher arm company, armed with twin-linked heavy bolters and a power fist arm

and still bearing the honour badge, purity seal and dedication scrall he

earned as a Captain of the company during M38.

MkV Dreadnought of the Marauders Chaptler, ‘Vaas', second
Dreadnought of the 9th company (shown by the blue disk). He is
armed with an assault cannon and a power fist arm. Former Veteran
Sergeant Vaas’ nickname has been stenclled onto the right glacis by
his fellow battle-brothers - ‘Old Palnless’.

The meaning of the ‘M’ is unknown.

and bearing his personal motto from his time as High Marshall of the
Chapter in M39, ‘Honour and Obey'.

MkV Dreadnought of the Salamanders Chapler, *Su'Malr’. The ‘1" indicates
he is the first Dreadnought of an unmarked company. He is armed with
twin-linked autocannons and a power fist arm. He bears the flame markings
of the Promethean Cult. Su'Matr served as the Chaplar’s 'Master of the
Forge' in M.37.
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MkV Dreadnought of the Dark Angels Chapter, ‘Deis’, of the 4th MkV Oreadnought of the Death Strike Chapter, ‘Elias’ of the 6th
company, armed with an assault cannon and a missile launcher arm. company, armed with plasma cannon and a power fist arm.
He bears purity seals and Chapter iconography, as well as the field Former Captain Elias was destroyed as part of the Chapter’s
badge of the 3rd Tranguility Campaign on his right leg, during which rearguard during the Verdan Il Extraction.

Veteran Sergeant Deis was critically wounded.

MKV Dreadnought of the Crimson Flsts Chapter, ‘Gebri’, second Rare MkV “Mortis” pattern Dreadnought of the Angels of Absolution
Dreadnought of an unknown company. He is armed with an assault Chapter, ‘Malach’. The markings on the left leg indicates he is part of 6th
cannon and a power fist arm. Seen here as part of the Thule tactical company. Armed for a heavy fire support role, with twin-linked
Intervention Force. Mote the addition of a searchlight. autocannons on both arms and bearing the company motto

‘Death is Absolute’.
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MEIV Dreadnought of the Space Weolves Chapter, ‘Thorlr', armed with MKV Dreadnought of the Prastors of Orpheus Chapter, ‘Mumineg’, of the
twin-linked heavy bolters and a power fist arm and still bearing the sixth company, armed with a multi-melta and a power fist arm
honour badges and waoll lail totems he earned as a Wolf Guard and bearing his personal motto ‘Dei Sub Numine Viget'.
to Kyrl Grimblood's Great Company.

. Wk1v “Furioso’ pattern Dreadnought of the Blood Angels Chapter, MV Dreadnought of the Dark Hands Chapter, ‘Kallas'. Armed with a
Faustus', second Dreadnought of an u_lnknown company. Faustus was plasma cannon and missile launcher, he s the second Dreadnought
former veteran assault trooper - indicated by the gold helmet and supporting the first company during the Chinchare Hrud Infestation,

assault markings on the right leg.

1130



Top: A Black Templar squad debuss from a Rhinc in support of their
Dreadnought battle brother.

Above: Blood Angels Dreadnought, Brother |scon, uses his
searchlight to pierce the gloom and his heavy flamer to clear foliage
during search and destroy operations against Feral Orks in the
jungles of Armageddon Secundus.

Dreadnought

s
£

Overleaf Top: Brother Siggard, Dreadnought of the Black Templars
fifth company leads his battle brothers into baftle across the Ash
Wastes of Armageddon,

Overleaf Bottom: Brother Ferio, an Ultramaring MklV Dreadnought
of fourth company disembarks from his drop pod during the landings
on Ichar IV to face the threatened invasion of Hive Fleet Krakan.
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Dreadnought

0-1 VENERABLE DREADNOUGHT -
cught for the day:

Poinls WS BS § Front Side Rear | A Smite thoss that disbelieve. for they
Dreadnought 125 + wpns 5 § 6(10) 12 12 10 4 3 have tusned from the light and fallen

Type: Walker
Crew: Space Marine

Weapons: The Dreadnought's left arm is equipped with a Dreadnought close combat weapon with a built-in starm bolter. The
Dreadnought's right arm must be equipped with one weapon from the following list assault cannon at +30 pts; twin-linked
lascannon at +50 pts; twin-linked heavy bolters at +30 pts; multi-melta at +40 pts; plasma cannon al +40 pts; twin-linked
autocannons at +35 pis.

Options: The Dreadnought may be equipped with any of the following vehicle upgrades from the Space Marines Codex: exlra
armour, searchlight, or smoke launchers. Mo upgrades may be chosen maore than once per Dreadnought,

The storm bolter may be upgraded to a heavy flamer at an additional cost of +10 pis.
The Dreadnought's close combat weapon can be upgraded to a missile launcher at an additional cost of +10 pts.
Elites: 0-1 Venerable Dreadnought is an Elites choice for a Space Marine army,

SPECIAL RULES

Hard to Kill: Venerable Dreadnoughts are extraordinarily tenacious. When the Venerable Dreadnought takes a glancing or
penetrating hit, you may force your opponent to re-roll the resulting damage. You must accept the result of the second roll.
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Thought for the day:

Points WS BS S Front Side Rear | A l:.wfnlthough you once called him friend, the
Traitor has forsaken you, Show no mercy

Dreadnought 75 + wpns 4 4 6(10) 12 12 10 4 2 even if he begs it, for his soul is tainted and
Type: Walker given the chance he will betray your trust

Crew: Space Marine

Weapons: The Dreadnought’s left arm is equipped with a Dreadnought close combat weapon with a built-in storm bolter. The
Dreadnought's right arm must be equipped with one weapon from the following list: assault cannon at +30 pts; twin-linked
lascannon at +50 pts; twin-linked heavy bolters at +30 pts; multi-melta at +40 pts; plasma cannon at +40 pts; twin-linked
autocannons at +35 pts.

Options: The Dreadnought may be equipped with any of the following vehicle upgrades from the Space Marines Codex:, extra
armour, searchlight, or smoke launchers. No upgrades may be chosen more than once per Dreadnought.

The storm bolter may be upgraded to a heavy flamer at an additional cost of +10 pts.
The Dreadnought's close combat weapon can be upgraded to a missile launcher at an additional cost of +10 pts.
Elites: A Dreadnought is an Elites choice for a Space Marine army.

FURIOSO DREADNOUGHT

Thought for the day:
Points Ws BS S Front Side Rear | A On]_\_.r the faithless qucsrion

Dreadnought 95 4 4 6(10) 12 12 10 4 2(3)

Type: Walker

Crew: Space Marine

Weapons: Two Dreadnought close combat weapon (extra attack already included in profile). The Dreadnought has one built-in
storm bolter and one built-in meltagun.

Options: The ‘Furioso’ Dreadnought may be equipped with any of the following vehicle upgrades from the Space Marines Codex:
extra armour, searchlight, or smoke launchers. No upgrades may be chosen more than once per Dreadnought.

The storm bolter may be upgraded to a heavy flamer at an additional cost of +10 pts.
Elites: A ‘Furioso’ Dreadnought is an Elites choice for a Blood Angels (and their Successor Chapters) army only.

SPECIAL RULES

Tear Attack: A ‘Furioso’ Dreadnought can use its two close combat weapons to tear apart enemy vehicles and therefore rolls
2D6 + Strength when working out Armour Penetration against vehicles.

0-1 MORTIS DREADNOUGHT Thought for the day:

Points BS S  Front Side Rear The flesh of your body is a reminder of

Dreadnought | 65 + wpns 4 6 12 12 10 your own morfality.
Transcend the flesh and know immortality

Type: Walker

Crew: Space Marine

Weapons: The Dreadnought's arms are both equipped with heavy weapons. The weapons on each arm are always the same.
Select a weapon type from the following list: two twin-linked lascannons +100 pts; two twin-linked autocannons +70 pts; two twin-
linked heavy bolters +60 pts; two missile launchers + 50 pts.

Options: The ‘Mortis’ Dreadnought may be equipped with any of the following vehicle upgrades from the Space Marines Codex:
extra armour, searchlight, or smoke launchers. No upgrades may be chosen more than once per Dreadnought.

Elites: 0-1 ‘Mortis' Dreadnought is an Elite choice for an Unforgiven Chapter (Dark Angels and their Successor Chapters only).




pace Marine Chaplers are often called upon to carry

out special missions that require them to make a rapid
assault from an orbiting strike cruiser or battle barge. They
are well trained and equipped to carry this out. Each
Chapter has access to Thunderhawk gunships, boarding
torpedoes, teleporters and drop pods. These allow Space
Marines to strike suddenly from orbit, without warning.

Drop pods are one-way, sealed, armoured landing craft.
Once released they plummet through a planet's
atmosphere, streaking across the sky, firing retro rockets to
slow the descent before landing.

Service Record

Since the first Space Marine Legions were founded they
have used drop pods o move men and equipment to a
planet's surface. Fast and efficient, drop pods can be
launched from strike cruisers or battle barges in low orbit
to land anywhere on a planet's surface.

Being small and travelling at high-speed drop pods are
very difficult to hit with anti-aircraft fire, and almost
impossible to intercept with aircraft, should they even be
close enough fo react to a drop pod launch. This makes
them a reliable method of delivering troops directly into
battle. A single drop pod is also difficult to detect and track,
making them useful for inserting scout feams.

There are many different patterns, models and sizes of
drop pod. From large Dreadnought variants, which carry a
single Dreadnought, to the standard five-man combat team

Drop Pods

DROP PODS

drop pod, although larger ten man variants and Deathwind
weapon systems are also used during drop pod assaults.

The Deathwind variant carries multiple automated heawvy
weapons. Once landed, a Deathwind will crack open to
strafe the unsuspecting enemy in all directions, unleashing
a brief but deadly hail of missiles or bullets before its
ammunition runs out. Deathwinds are one-shol weapons,
used to thin out the enemy ranks before the main assault
arrives. Those pods that survive the battle will be
recovered by the Chapter'’s Techmarines and rearmed
ready for the next attack.

For all their versatility, drop pod assault are fraught with
danger. They are not large enough to carry heavy vehicles,
such as Rhines or Land Raiders, which means an attack
must forgo its heaviest support units. However, the ability
to strike anywhere, anytime, makes them a valuable asset.

MNotable Features

All drop pods have an armoured exterior casing to protect
them against incoming fire as they approach a battlefield,
with reinforced heat shielding to protect them against the
heat of atmospheric re-entry.

The Machine Spirit of each drop pod controls the vehicles
descent, guiding it to its target co-ordinates and relaying
telemetry information to its mother ship. Commanders on
the mother ship can make slight adjustments to the drop
pod's flight through control of its retro rockets and control
fins making for a high degree of accuracy.
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Drop Pods

Lucius pattern Dreadnought Drop Pod
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Lucius paltern Deathwind Drop Paod
with missile launchers
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Drop Pod - closed, top view

Drop Pod - open, top view
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Top: Striking from the skies, Space Marines of the Dark Hands Above: An Ultramarines Deathwind drop pod armed with assault
Chapter emerge from thalr drop pods dlrenny [nto the heart of batfle.  cannons awaits recmrary after expendmg., : unition ahead of
a troop landing.
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Left: Drop Pod of the Dark Angels Chapter, ninth ‘Devastator’ company.
Piscina Campaign.

Above: Drop Pod of the Deathstrike Chapter, third company.
Verdan Il Counter-Strike.

Left: Drop Pod of the Dark Hands Chapter, first company. Used to deploy
tactical troops during the Chinchare Hrud Infestation.




Drop Pods

Right: Drop Pod of the Blood Angels Chapter, third company.
Achernar Invasion.

Above: Drop Pod of the Crimson Fists Chapter, fifth company.
Thule Intervention Force.

Left: Drop Pod of the Revilers Chapter, sixth company.
Painted in a disruption camouflage scheme for their drop
onto the Plains of Azoth.
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ADVANCED RULES:
DROP PODS

The current Orbital Lander rules for drop pods are a bit
confusing and don't really represent drop pod landings very
well. Currently drop pods are either a free ‘Deep Strike’
special rufe from Codex: Space Marine, or they are Orbilal
Landers. Neither rule really fits the models very well, so here
are some replacement rules, which combine elements of both
and should make drop pods work better in games.

Drop pods are a specialised form of orbital lander. Without
a pilot or crew they lack the accuracy of a transport aircraft
so the rules work slightly differently from orbital landers.

Drop pods always start a game in reserve. They may arrive
from reserve in the first turn on a roll of 4+. When a drop
pod arrives from reserve, place it on any table edge just as
if it was an aircraft starting an attack run. Like aircraft this
just signals the drop pod’s approach, it cannot be
fired at.

A drop pod moves after the opposing players Movement
phase, but before their Shooting phase, interrupting the
opponent’s turn just like an aircraft. Move the drop pod in
a straight line to its target point on the table. This is the
drop pod’s final approach before landing. Now return to the
opponent's Shooting phase.

Enemy units can target the drop pod on its approach
during their Shooting phase. They can fire at the drop pod

anywhere along its route, just as if it was an aircraft (ie.
add 12" to all ranges, they are only hit on a 6, all hits are
glancing). Being automated, drop pods ignore ‘Crew
shaken’ and ‘Crew stunned’ damage results. Immobolised
results destroy the drop pod. If the pod is destroyed then
all its passengers are also killed.

Assuming the drop pod isn't shot down it will land at the
end of the opponent’s turn after their Assault phase. Roll a
scatter dice. On an ‘Arrow’ it deviates 2D6” from the target
point in the direction indicated. On a ‘Hit’ it deviates D6" in
the direction indicated by the small arrow.

If the drop pod lands on a model, move the model the
minimum distance to avoid the drop pod, they see it
coming and get out of the way! If a drop pod lands on a
vehicle, then both the vehicle and the drop pod take a
glancing hit from the impact.

If the drop pod lands in impassable terrain or deviates off
the table then it counts as destroyed.

At the start of the Space Marine player’s own turn, the pod
springs open. Troops disembark from the drop pod in their
Movement phase as if leaving a stationary, open topped
vehicle. They may now fight as normal.




Drop Pods

Though‘r for the day:

Points Sealed Armour Follow the Empcror. and the 310[‘)’

i Drop Pod 50 12 10

Open_Armour

of victory shall be yours

Type: Immobile vehicle (once landed), open topped (once landed).

Weapons: None.

Transport: A drop pod may carry five powered armoured Space Marines. It cannot carry Terminators, or Space Marines equipped
with jump packs. A Dreadnought drop pod may carry one Dreadnought.

Transport Options: Any Space Marine squad allowed to take a Transport option may purchase a drop pod for an additional 50
pts. Note; if a squad contains more than five men then they cannot take a drop pod. Scout squads may also take drop pods.

A Dreadnought may take a Dreadnought drop pod as a Transport option for an additional 50 pts.
SPECIAL RULES
Reserves: Units in drop pods are always in Reserve, even in scenarios that do not normally allow reserves to be used.

Drop Pods: Drop pods deploy using the Drop Pods rules. Once landed a drop pod cannct take off again, as it is immobile.

DEATHWIND DROP POD

Thought for the day:
For the foes of Mankind, the only

mercy is the mercy of a swift death

Points Sealed Armour Open Armour
Drop Pod 90 12 10

Type: Immobile vehicle (once landed), open topped (once landed).

Weapons: Five missile launchers armed with frag missiles only.

Options: All five missile launchers may be upgraded to assault cannons for an additional 50 pts.

Heavy Support: A Deathwind drop pod is a Heavy Support choice for a Space Marine army.

g SPECIAL RULES

Reserves: Deathwind drop pods always start a game in Reserve, even in scenarios that do not normally allow reserves to be used.
Drop Pods: Drop pods deploy using the Drop Pods rules. Once landed a drop pod cannot take off again, as it is immabile.

Automated Weapons: When a Deathwind drop pod lands it opens fire indiscriminately, blazing in all directions until its ammunition
supply is used up. After landing each unit, enemy or friendly, within 12” of the Deathwind and in line of sight, comes under attack
as hail of frag missiles or torrent of bullets sweep the surrounding area. Roll to hit using the Deathwind’'s BS2 for either a D3 frag
missile attacks or a D3 assault cannon (Heavy3) attacks against each target unit.

g- After its first turn of firing the Deathwind has used up all its ammunition and cannot fire again, it sits dormant awaiting recovery.
3 Leave the model on the table as a peice of terrain.

Notes on Drop Pods and Transport Capacity

You'll notice that drop pods can each carry five men. Of
course Space Marine squads come with between five and
ten men each. To avoid squad coherency problems caused
by this, squads that have over five men cannot take the drop
pod Transport option. This means that if you want to deploy
from drop pods then you'll have to use five man combat
squads. This could be either Tactical squads, Veteran
squads, Devastator squads, Scout squads or a Space
Marine character and a small Command squad.

We had a long think about Assault squads and in the end
decided that they had the Deep Strike special ability
anyway, and their bulky jump packs just didn’t seem to fit.
Try imagining Assault squads leaping from a high flying
Thunderhawk and plunging to earth on their jump packs
rather than deploying from a landed drop pod.

Terminators cannot use drop pods as each Terminator
takes up two Transport spaces, so a drop pod could only
carry 2.5 Terminators, which isn't a legal squad size! Also,
Terminators can teleport. This also applies to Space
Marine characters in Terminator armour.

Space Wolves packs wishing to deploy from drop pods
may reduce their minimum pack size to five models, rather
than six or eight. The following units can use drop pods:
Grey Hunters, Blood Claws, Long Fangs, Iron Priest and
Thralls, Wolf Scouts, any Space Wolves character and his
Wolf Guard (not if equipped with Terminator armour).
Venerable Dreadnoughts may be deployed from a
Dreadnought drop pod.
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THUNDERHAWK

GUNSHIP

erhaps more than any other single vehicle, the

Thunderhawk gunship is the lynchpin of a Space
Marine Chapter. A versatile aircraft combining orbital drop
ship, gunship and medium bomber roles, it is a Chapter's
fleet of Thunderhawks that allow its forces to rapidly
assault anywhere on a planet's surface from strike cruisers
in arbit,

Service Record

As well as providing additional firepower and tactical
manceuvrability on a battlefield, Thunderhawks also
perform a wider strategic function for Space Marine
Chapter commanders. Thunderhawk gunships, properly
used, have the ability to transform the character of a whole
campaign. They cannot transform every campiagn, or do it
to order, for it requires the conditions on the ground to be
right. When committed to battle, a Thunderhawk-borne
strike force can shift the focus of fighting to any point on a
planet they wish, even to a different continent. They can
suddenly open up a new battlefield, forcing the enemy to
fight where he is least prepared, on ground not prepared
for defence, or unfamiliar to him - but already well
reconnoitred by Space Marine Scouts. Most importantly
they force the enemy to fight on terms and to a timetable
dictated by the Space Marines. The transformation is
achieved by careful tactical strikes, by which the
Thunderhawk gunship allows the Space Marines to claim
the overall strategic initiative in a campaign.

This sudden transforming effect is not achieved through
the Thunderhawk's speed or its capacity to destroy the
enemy on the ground, for even a Space Marine force that
assaults the enemy without regard for supporting
elements, resupply or reinforcement will have a short life
expectancy. Ammunition and fuel will run out quickly, they
will become isolated, surrounded and eventually will be
overwhelmed. Space Marines must make careful
preparations and plan thoroughly to achieve a significant
campaign changing victory. More than any other vehicle, it
is the Thunderhawk gunship’'s mobility that is the means
through which victory can be achieved.

As well as the standard gunship, there are other variants of
the basic Thunderhawk. A heavy lift variant is used to move
vehicles to a planets surface. This variant lacks the
weaponry and advanced logis equipment, but provides a
vital support role to a Chapter on campaign.

Notable Features

A Thunderhawk gunship is amongst the most advanced
and technologically sophisticated vehicles deployed by any
Imperial force. Each gunship is packed with advanced
targeting, sensory, communication, avionics and
navigational equipment, protected inside a heavily
armoured hull.

The armour is constructed using the same techniques as
those used in the Land Raider. The armour is a layered
composite of ablative ceramile layer, over a ceramite



absorption and energy dissipation layer, over a thermoplas
fibre mesh, over fitanium rolled plates, over an
adamantium inner hull. This provides superb protection
from all incoming fire. The ceramite layaers and thermoplas
fibre mesh in the Thunderhawk are increased in depth 1o
provide extra heat shielding during entry into a planet’s
atmosphere, The Thunderhawk must be able to withstand
repeated atmospheric entries, and as such the ceramite
layers are thicker than the Land Raider's. A useful side
effect of this is that the hull of a Thunderhawk is also
resistant to other heat based attacks, such as mella
weapons or Eldar fusion guns. To compensale for the
added ceramite the inner titanium and adamantium layers
are thinned, to reduce weigh.

Due 1o this armour the Thunderhawk has a reputation as a
very robust aircraft. Strongly constructed to withstand
enemy fire and the worst of atmospheric conditions. A
Thunderhawk can take an immense amount of damage
and keep flying. This allows a Thunderhawk to bludgeon its
way through enemy interceptors and flak fire to land its
cargo safely into the heart of any warzone. Despile their
complex systems they have a well-deserved reputation for
being rugged and reliable.

As well as armour construction a Thunderhawk has other
systems in common with the Land Raider. Multi-spectral
remole targeting surveyors control the primary dorsal
weapon and forward heavy bolters, relaying information to
the aircraft’s gunner on the flight deck.

The wvehicle's primary narrow-band, long-range
communications transmitter is situated on top of the
fuselage. It is controlled by the navigator and co-pilot,
along with the Thunderhawk's sensor array and electronic
counter measures, for jamming enemy sensors and
tracking equipment. The Thunderhawk also has its own
navigational equipment, which also relays information to
Space Marine command units. Should a Thunderhawk be
shot down then the vehicle’s emergency location beacon
will start to broadcast its position, so a rescue party can
rapidly locate the crash site.

As part of a Thunderhawk's defences a decoy flare
launcher is included in the lower rear fuselage.

All systems are governed by the vehicle's M33 'Cygnus’
class Machine Spirit, with a cognition speed of 40,000
co/second and a maximum contemplation capacity of
10,000 kilobrains, aetheric feed coils, alembic shielding,
psuedo-synaptic relays and phlogiston feed coils, this
powerful machine spirit is a highly revered item,
comparable to that in a Reaver class Battle Titan.

Thunderhawk

One of the unusual features of the Thunderhawk is the
addition of two ‘attack’ wings. These are used fo give
additional directional stability for accurate gun attacks with
the dorsal weapon or the lascannons, These small
secondary wings are mounted above the main wings and
engines. Their movement is synchronised and during
normal flight they are locked into position by bracing
maounted on the upper main wing. The braces are released
when the Thunderhawk is approaching a target, and make
the aircraft a very stable gun platiorm for accurate
engagement of ground targets.

In an atmosphere a Thunderhawk is powered by triple RX-
92-00 'Mars’ pattern, combination rocket/afterburning
turbofans mounted on each wing and under the fuselage.
These provide enough thrust to reach approximately 2000
kph (dependant on wvariable planetary conditions such as
gravily, air pressure elc). This is a little faster than a
Marauder bomber, but not as fast as a true fighter like the
Thunderbolt or Lightning.

In space, each RX-92-00 is also a rocket booster. Fuelled
by the aircraft's onboard fusion reactor, the forward turbo-
fan part of the engine can be isclated from the exhausts
and combustion chambers. Fuel generated in the reactor is
pumped into the combustion chamber, where it burns to
create a high-pressure, high-velocity siream of gases,
These gases flow through the engine's shaped exhaust
nozzle, accelerating them further. The forces generated by
the gases leaving the engine rapidly accelerate the
Thunderhawk forwards,

Additional retro exhaust nozzles are positioned around the
Thunderhawk's hull, and these vent off some of the gases
to control the Thunderhawk’s direction in zero-gravily
conditions, allowing it to manoceuvre effectively. The
combined engines are complex, and require many
maintenance rites to keep them working effectively.

As a gunship the Thunderhawk carries a fearsome array of
weaponry and ordnance. Its primary weapon is the limited
traverse dorsal mounted weapon, either a turbo-laser or
battle cannon. For additional power in ground attacks it
mounts twin lascannons, and, for engaging enemy
interceptors or sweeping landing zones with suppressive
fire, up to eight heavy bolters in remote turrets. The
gunner, assisted by the Thunderhawk's Machine-Spirit,
controls all these weapons from the flight deck.

In addition, a Thunderhawk can carry various payloads of
missiles and bombs for specific bombing missions.

THUNDERHAWK
PAYLOADS

Troop Insertion Mission

1 x dorzal mountad turbo-
lasar (or batile cannon)

2 % lascannons on aliack
wings

4 % heavy bollers in fwin-
linked mounts on forward
fuselage

4 x heavy bolters in ftwin-
linked mounits under wing
lips

Close Air Support Mission
{Low-leve! altacks against
identified iargets)

1 x dorsal mounted furbo-

laser (or battle cannon)

2 x lascannons on attack
wings

4 x haavy bolters in twin-
linked mounts on forward
fuselage

4 x heavy bolters in twin-
linked mounts under wing
lips

6 x Hellstrike, long-range air
to surface missiles under
wings

Saturation Bombing
Misslon (Low-level
Interdiction attacks)

1 x dorsal mounted turbo-
laser (or baltle cannon)

2 x lascannons on attack
wings

4 x heavy bolters in lwin-
linked mounts on forward
fuselage

4 x heavy bolters in twin-
linked mounts under wing
tips

18 x bombs mounted on
friple pylons undar wings
[gome incendiary)

Long-Renge Bombing
Mission (Demaolition
against hardened targets)
1 % dorsal mounted turbo-

laser (or battle cannon)

2 x lascannons on attack
winpgs

4 x heavy bolters in twin-
linked mounts on forward
fuselage

2 % external auxiliary fuel
pods under wings

4 x large guided bombs
undar wings (delay fused)

2 x large guided bombs
(melta  warheads) under
wing tips

Spaceship Intercept
{Jero-gravity
bombing mission)

1 x dorsal mounied lurbo-

laser (or battle cannon)

2 x lascannons on attack
wings

4 x heavy bolters in twin-
linked mounts on lorward
fusalage

& x large guided bombs
(plazma warheads) under
wings

2 x large guided bombs
{melta warheads) wunder
wing tips
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MKV Thunderhawk Gunship, plan view
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Thunderhawk Gunship, front view

Thunderfiawk

Thunderhawk Gunship, rear view
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THUNDERHAWK GUNSHIP 17. Landing gear stowage area
INTERIOR DETAIL KEY 18. Landing leg
1. Flight deck 19. Rear landing foot
2. Front glacis armour plate 20. Landing spotlight
3.  Forward transport hold 21. Primary engine feed lines
4.  Underbelly armour (see 62) 22. Fuel lines
5.  Access stairs to upper hold 23. Fusion reactor
6. Access ladder to upper hold 24. Afterburner fuel injectors
7. Forward landing foot 25. Engine exhaust
8. Auto-surveyor (only used when landed) 26. Tail fin
9. Upper transport hold 27. Tail rudder
10. Troop transport station 28. Tail landing light
1. Stowage locker 29. Main equipment compariment
12. Missile launcher, stowed 30. Access hatch
13. Fire extinguisher 31. Laser capacitor
14. Ammunition storage locker 32. Turbo-laser
15. Maintenance access ladder 33. Turbo-laser multi-spectral targeter
16. Landing leg support pistan 34. Secure comms array
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THUNDERHAWK GUNSHIP
INTERIOR DETAIL
MkIV MACRAGGE PATTERN
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FLIGHT DECK
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35.
36.
ar.
38.
39,

40.
M.
42.
43.
a4,
45,

Pilot's systermn control panel
Rudder pedals

Flight control sticks

Pilat’s seat

M33 ‘Cygnus’ class machine
spirit

Weapon control station
Mavigator's seat

Gunner’s seat

Mavigator's station
Atmospheric sensor
Turbo-laser capacitor

47.
48.

50,
51.
52,
53.
54.

55.
b6.

Feeds from secondary
capacitors

Main power feed

Sensor controls

Electronic counter measures
Mavigational controls
Primary avionics

Emergency locating beacon
Energy convertor

Refraction chamber

Barrel bracing

Sleeve vents

57.
58.

59.
60.
B1.
62

63.
64,

Armoured front ramp
Dreadnought in transport
position

Armmunition stowage boxes
Door contral panel

Side door

Underbelly armour, reinforced
ceramite and heat dissipation
layers

Rear ramp
Access stairs to upper hold

1RR




Thunderhawk

'

Top: A Blood Drinkers Thundernawk builds up heal as it enters a
planetary atmosphere, Thunderhawk armour incarporates layers of
ceramite heat shielding lo resist the repealed almospheric re-
antries their missions require.

Above: As well as resisting heat a Thunderhawk is well armoured
against flak explosions and incoming anti-aircraft fire, allowing it to
deliver Space Marine squads into the heaviest fighting.

-
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Thought for the day:
Points Front Armour _ Side Armour __Rear Armour BS Faith is stronger than Adamantium

Thunderhawk 680 12 12 10 4

Type: Super-Heavy Flyer, Orbital Lander

Crew: Space Marines

Weapons: 4 x twin-linked heavy bolters, twin-linked lascannons and a dorsal mounted battle cannon. All Thunderhawks are
equipped with a decoy flare launcher.

Options: The battle cannon may be replaced by a turbo-laser for free. A Thunderhawk may carry up to 6 Hellstrike missiles
for +10 pts per missile, or the Thunderhawk may be equipped with 6 triple bomb pylons, a total of 18 bombs for an additional
+90 pts.

Transport: The Thunderhawk may carry up to 30 power armoured Space Marines. These may be from different squads.
A Thunderhawk may carry Terminators. Each Terminator counting as two powered armoured Space Marines.

A Thunderhawk may carry up to one Dreadnought. The Dreadnought counts as five power armoured Space
Marines.

A Thunderhawk may carry a single Bike squadron. Each Bike-mounted Space Marine counts as three power
armoured Space Marines.

A Thunderhawk may carry Attack Bikes. Each Attack Bike counts as four power armoured Space Marines.

SPECIAL RULES

Fire Control: The Machine Spirit assists the Thunderhawk's gunner in selecting and targeting the enemy. If the
Thunderhawk takes a ‘Gun Crew Shaken’ result from a glancing hit, then rather than one chosen weapon not being able to
fire, the chosen weapon can still fire, under the control of the Machine Spirit. The firing is conducted with the Machine Spirit's
Bs2.

Ceramite Shielding: In order to resist the heat of atmospheric entry a Thunderhawk has thick ceramite shielding. This
makes it resistant to melta (and melta-type) weapons. Melta weapons, including melta bombs, never roll an extra dice for
armour penetration due to being at half range (melta bombs would therefore be 8 +D8), against a Thunderhawk.

Decoy Flares: If the Thunderhawk takes a glancing hit from enemy fire, then it may fire its decoy flares to re-roll the
damage result. The second result must stand, even if it is better than the first. Decoy flares may only be used once per
game.
Dorsal Weapon: The Thunderhawk’'s main armament is a battle cannon, positioned in a limited traverse dorsal mounting.
Some Chapters prefer to utilise a large turbo-laser in the dorsal turret, powered by high-efficiency power packs, but this
makes small difference to the Thunderhawk's battlefield performance.

Weapon Range Str AP Special

Battle cannon 72" 8 3 Ordnance1/Blast

Turbo-laser 7 9 2 Heavy1/Blast




WEAPON

Weapon Platforms

PLATFORMS

Saemr'g,-r guns are automated weapon systems, utilising
simple logis-engines and infused by the Machine Spirit
to allow them to operate without a controller. Once
positioned, set and armed the weapon will remain aclive
until it runs out of ammunition or is destroyed.

Many Space Marine Chapters keep a supply of sentry
weapons in their armoury, finding them especially useful
for routine guard duties due to their relative lack of
manpower, but the weapon's lack of mobility severely
restricts their use on the battlefield. As part of a static
defence they can replace other heavy weapons, but Space
Marines prefer to aveid fielding them except as a weapon
of last resort.

Sentry guns are mostly placed to cover approaches to key
positions, such as at roadblocks or for perimeter defence.
Space Marine Scout squads sometimes infiltrate forwards,
man-handling a disassembled sentry gun with them to pre-
position and disguise, creating an automated ambush,
befora withdrawing to safety. The camouflaged weapan will
sit and await an enemy unit or patrol to pass by, and open
fire without warning.

Another use for sentry guns is to defend landing sites and
extraction routes. As a force advance from a landing zone
they will place sentry guns an the route they intent to return
by. These guns are only activated as they force withdraws,

making them a remote rearguard for the Space Marines,
engaging and delaying enemy units that might be pursuit.

Space Marine sentry guns utilise the same basic
automated turret and weapons as the Razorback
conversion of the Rhino. Razorbacks lost in combal can
sometimes have their turrets salvaged and repaired for use
as sentry gun turrets, with the aid of a Techmarine reading
the appropriate Rites of Salvage.

A Space Marine Tarantula can be transported in a Land
Raider, Rhino or Razorback for rapid re-deployment. They
can also be air-dropped on grav-chutes from Thunderhawk
gunships. Once landed a Techmarine will be required to
assemble and set the weapon.

Some Space Marine Chapters ulilise a variant of the sentry
gun for static air defence. Mounting a Hyperios anti-aircraft
missile launcher and controlled via a command platform, a
battery of remote Hyperios launchers can be used to
defend the most important strategic locations against air
attacks. These automated weapons are controlled by the
command platform’s logis-engine and are not as efficient
or accurate as a Hyperios launcher controlled by a Space
Marine gunner, but AA vehicles are not often available for
static defence duty.
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Estaban pattern Tarantula with lascannons
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Hyperios Air Defence Command Platlorm Estaban pattern Tarantula with heavy bolters

Eslaban pattern Tarantula with multi-melta

Above: Whilst of limited use in the open field, Tarantula's excel
during tunnel fighting, where they can hold doorways, access and
exil routes, freeing up valuable assault troops.
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Weapon Platforms

Lascannon sentry gun of the Black Templars Chapter. Lascannon sentry gun of the Uitramarines Chapter.
Third Armageddon War, Iehar IV defence force.

Lascannon sentry gun of the Raptors Chapter. Heavy Bolter sentry gun of the Blood Angels Chapter.
Desert camouflaged scheme from the Angelis Campalgn. Achernar Invasion.

Multi-melta sentry gun of the Praetors of Grpheus Chapter. Hyperios air defence platform of the Mortifactors Chapter.
Strike Force Naasirka, Jolun Repression. Chaeros Task Force, during the 13th Black Crusade.
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Thought for the day:
Points Front Armour  Side Armour _ Rear Armour BS Doubt forms the path to damnation

Sentry Guns 15 per guns 10 10 10 2

Type: Immobile

Crew: None

Weapons: The sentry gun is armed with twin-linked heavy bolters.
Options: Any sentry gun can replace its heavy bolters with twin-linked las cannons for +10 pts or a single multi-melta for free.

Heavy Support: You can take up to three sentry guns as one Heavy Support choice for a Space Marine army. These guns do
not have fo be deployed as a battery.

SPECIAL RULES

Firing Modes: A sentry gun can fire in one of two modes. You must decide which mode the sentry gun will be set in before
the start of the game. You cannot change the mode once you have decided, it remains in that mode for the rest of the game.

Point Defence Mode: The sentry gun is set up with a fixed fire arc, usually to provide covering fire over a particular area. In
this mode, the gun will engage enemy targets up to 24” away which are within a fixed 90° arc.

Sentry Mode: In this mode, the gun is set up to fire at any enemy which comes near, and will always turn to fire at the nearest
enemy target within 12" to which it can draw a line of sight. It can fire all around.

Targeting: Which enemy unit a sentry gun will target is dictated by its armament.

A heavy bolter equipped sentry gun will fire at the nearest non-vehicle within its firing mode.

Lascannon or multi-melta equipped sentry guns will fire at the closest enemy vehicle or large monster within its firing mode.
If there is no preferred target, then the nearest other target will be engaged. Only destroyed vehicles are ignored,
immobilised vehicles will still continue to be targeted. sentry guns have a BS of 2.

Damage: As it is a remote vehicle a sentry gun is destroyed by any glancing or penetrating hit.

0-1 HYPERIOS AIR DEFENCE BATTERY

5 ; Thought for the day:
Points Front Armour___ Side Armour ___ Rear Armour BS C ;
ourage is the mastery of fear -
Command platform 10 10 10 10 - pot the absence of fear
Hyperios platform +35 10 10 10 2
Type: Immobile
Crew: None

Weapons: The Hyperios platform is armed with twin-linked Hyperios missile launchers. The command platform is unarmed.

Battery: A battery consists of 1 Command platform and 1-4 Hyperios platforms. These do not have to be deployed together,
although each Hyperios platform must be positioned within 36" of the command platform.

Options: None.
Heavy Support: An air defence battery is a single Heavy Support choice for a Space Marine army.

SPECIAL RULES

Firing Mode: Unlike other sentry guns, the Hyperios platform only has one firing mode, Air Defence. The command platform scans
the skies whilst the missile launchers remain inactive. When an incoming aircraft is detected the control console selects the nearest
platforms and relays targeting information. The Hyperios then activates, spins, tracks and fires.

Targeting: A Hyperios platform will fire a single missile in its own Shooting phase at any enemy aircraft whose flight path takes it
within 36" of a platform. If an aircraft's flight path takes it within 36" of more than one platform then each platform will fire a single
missile.

Damage: As it is a remote vehicle a platform is destroyed by any glancing or penetrating hit. If the command platform is destroyed
then all the other platforms stop functioning and can no longer be fired.

Hyperios Anti-Aircraft Missile Launcher:
Range Str AP Type
48" 8 3 Heavy1/ AA mount
The platform mounted Hyperios can only be fired at aircraft, it cannot engage ground targets.
Victory Points: For the purposes of Victory Points an air defence battery cannot claim to occupy table quarters or objectives.




SPACE MARINE
FORMATIONS

Rhino of the Dark Hands Chapter with reinforced armour, This Is the transport vehicle of
the veteran 9th squad of first company (when not deployed In Terminator armour).
On the exhaust cowling it bears the traditional laurel wreath badge and a golden Crux Terminatus.
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COMBAT FORMATION

Armoured unit advancing along a street

(Death Strike Chapter during the Assault on Moros)

sitle of the streel

O O
© OO0

5. Demi-squad
advancing
through buildings

Space Marines commanly use combined
arms and ad-hoc formations. The
heaviest armour leads the way, covering
the opposite sides of the street, with the
supporling Vindicator ready 1o instantly
follow up a lead unit's fire with its own
shell, Rhinos are protected behind the
lead units.

Infantry squads follow up the armoured
advance, maving through the buildings,
avoiding the open straets. The reserve
squad move to reinforce a leading squad
which encounters enamy resistance not
neutralised by the vehicles' advance.

1. Cover opposite

. : 2. Cover opposite
side of the street

T, "

+ 4 Bearguard, .
P cover rear .

O O
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5. Dami-squad
advancing
through buildings
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6. Demi-squacd
reserve



4 phases of a Tactical squad assault on a defence line

COMBAT FORMATION

Fammations

{(Storm Giants Chapter during the Second Lastrati Punitive Campaign)

1. 2.
1. Preparatory arillery strike
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COMBAT FORMATION

3 phases of an armoured attack plan
(Assault on Hill 103 by the Howling Griffons Chapter, during the Dennar IV Rebellion )

1. First support attack
3 x Tempests

2. Second support attack
Devastator squad and Predator

Aftacks were sequential.

1. The first support attack was a fast
force, using hit and run tactics to draw
enemy fire and identify enemy positions.

2. The second support attack was a
diversion, intended to look like the main
attack, but not seeking to assault the
enemy. They used haavy weapons to
suppress the enemy and drawing fire
and attention from 3. Devastator squads
and a Predator were used in this role.

3. Main attack swung around the flank,
driving inte the enamy defences at high
spead and assaulting at close quarters,
where Terminator, Tactical and Assault
squads overran the enemy to seize the
objective,




COMBAT FORMATION

Formations

Defensive position against enemy armoured attack
(Imperial Fists Chapter during the Balle Alpha campaign)

ORK ATTACK

1. Forward unil, 2, Forward unit,
dug-in dug-in

6. Pre-prepared firing
position to cover
forward units
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7. Infantry in cover
awaiting to counter-attack
any suppaorting enemy
infantry threating the
forward unils

5. Tank-hunter as
mobile resene
moving forwards as
attack intensifies

This is an example of a quickly
established defensive position to face an
enemy armoured attack, identified (but
nol engaged) by forward scout units, The
haaviest armour is dug-in at the front, 1o
bear the brunt of the fighting, with
infantry held in reserve to counter-attack
enemy infantry which threatens to
overrun the Land Raiders.

A mobile reserve of a dedicated tank
hunter (here it is a Pradator Annihilator),
iz only released once this attack is
confirmed as the main enemy foroe, and
movas forward into a pre-prepared firing
position (such as a tank scrape), with
good fields of fire to engage the
advancing enemy.

NG HONE D)

4, Infantry
resan/e




Imperial Armour

COMBAT FORMATION

Defence in Depth
(Ultramarines Chapter at the Battle of Arconar)

First line. Cutposts. Scouts in hidden positions
allow enemy to pass, then attacking from the rear,

ONO ON®) ON®, OO oN®

Second ling. Main line of resistance. Dismounted

tactical squad in cover.
CO0O00O0 C O 00 é)

Main Defence Zone

Third line. Covering line. Devastator squad providing
covering fire to second line with multiple heavy weapons,

bbodd

Fourth line. Counter-attack force, Tactical squads and
armoured support strike inlo the main defence zone,

Fifth line. Maobile reserve. Other units held in reserve and
released 10 intercept an enemy breakthrough or engage
the strongest enemy attack,

The defance in depth used a thin screen
of dismountad infantry, aided by covering
fire from heavy weapons, to delay the
enemy for the rapid arrival of the
counter-attacking forces. The counter-
attack combined with the outpost unils

... rising from hiding to attack from the rear
(= were enough to take the initiative back
i ?--*.;@ - for the Ultramarines and hait the attack
boEla ¥ in the main defence zone.

Ii—,.:- cu A small enemy force that broke through

the main defence zone was quickly
intercepted by the mobile reserve and
destroyed.
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COMBAT FORMATION

Troop Convoy Protection
(Marauders Chapter. Relief of Ferax Hive)

o0 OO0

1. Scouls. Operating as oulriders on bikes to
search for ambush locations.

2. Vanguard.
Heaviest armour
leading the column
to engage any
ambushes.

&, Air Cover. Thunderhawk strike force captures
high ground and establishes a firebase to cover
the convoy’s advance.

- Oirder of March

3. Troop comvoy

The Marauders Chapter were faced with
having to move a column of armoured
vehicles through treacherous, mountain
terrain held by enemy guerilla forces.
Restricled to a single road, the Chapter
used Scouls on bikes as outriders 1o
delect and spring ambushes, which could
then he destroyed by the heavy armour of
the convoy vanguard.

Available air cover was used to capiured
the highest points on the march route and
Devastator squads then established a
firebase to coverad the advance with long
range fire. This firebase was repeatedly
rmoved forwards to provide the more
vulnerable Rhinos with a constant
umhbrella of protective heavy weapons fire,

; 4. Rearguard
A difficult and slow operation saw 9 out of

10 vehicles reach Ferax Hive intact.

A=
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COMBAT FORMATION

Improvised assault on an enemy bunker system
(Blood Angels Chapter during the Scouring of Mackan)

2. Supporting attack to draw fire. Caught
in the crossfire of both bunkers this group
took high casualties.

o O O O
0O 00O
O O o O
OO0 00O

4. Assault Group. 1. Suppressing Fire Group.
2 Assault squads with jump packs Engage bunkers at long range.
kept in reserve 1o conduct a rapid
flank aftack through a pre-identified
weak spot in the bunker's defensive
fire zones.
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3. Dismounted Tactical squads advancing

Screaning artillery strike

o O o t H
o o o Q @
. 3 ] 8] o e
Minefield
bl . . (’I

% I
-

“ o
n ¢
LY #
. #
-
n -
e
- ¢
. #*

Anti-fapk and razor wire obatacles

............................................. : A E

Anti-tank ditch

Bunker

5. First bunker assaulled and destroyed
with melta weapons before advancing onto
the trench and second bunker,

Trench
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UNIT ORGANISATION
Blood Angels Chapter, 3rd Company Task Force, 3rd Armageddon War

| Headquarters I

Q Capt Tycho
3rd Company

-b

| Fleet | Librarius | Sanguinary High Priests |

.7 Epistolary ¥ x2 Priests

Strike Cruiser I ;
Blood of Vengeance o). "endicar ‘ %l

¢

x2 Gladius Escorts

¥t

| 3rd Company | | 10th Company | Armoury |

’ Chaplain Lemartes O *x10

‘ 3
“ x60 "
X x20 ‘ x2
A s -
-h & -
n x3

&, -
ﬁ x4
“' x2
“‘ xd

KEY
’ Commander ‘ Rhino Predator Destructor “
Land Raider
Tactical Troops
- i “_ Land: Speeder ‘ Predator Annihilator lF
x il TIa0ps “ Land Speeder Tornado * e
A Devastator Troops Baal Predator Thunderhawk
“' Land Speeder Typhoon Gunship
Terminat
* s 6 Damocles ‘ Prometheus
.| Librarian “ Razorback w/ hvy bolters h
’? Apgihecary “ Razorback w/ lascannons a Whirlwind 6 Crusader Thunderawk
Transporter
O Scouts
! Dreadnought ._ Vindicator & Hyperios - Sentry Gun
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UNIT ORGANISATION

Ultramarines Chapter, Joran IV Retaliation Force

| Headquarters i

®  Copt Ardias
3rd Company

Fleat | Librarius |

%2 Strike Cruisers
Fist of Ultramar
Righteous Fury

x12

*8

| ’ -
¢ Codicer

»

x3 Lexicanum

Apathecarion '

Y Apothecary

-

[ Feat ]
fr—
e
L
[ tstcompary |

1st Company | 3rd Company |

Q Chaplain

35
%8

x20

-
X
A
-
R o
h— *2
-
h

x2

| 10th Company |

QO =20

Armoury I

EEREERY §

>
n

X6

%4

%3

X3

xd

%3

x1
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UNIT ORGANISATION

Warmongers Chapter, Jakal Il Intercept Force

| Headquarters I

’ Capt Balthus
2nd Company

| Fleet | Librarius J | Apothecarion I | Armoury |

,' ! Epistolary ?{ x2 Apothecary
“ *1
| » 2 " r
J x2 Codice - o
%1 Battle Barge sl
Allegiance of Terra ‘ e sastann i -
F %3 Gladius Escorts ‘ i
& -
#— x1 Nova Escort 5
ix -
h x9
& -
gy -
x2
.

| 1st Company I | 2nd Company | | 8th Company | | 10th Company I

"‘ X5 Q Chaplain x x30 O x10

PGl
%20

%20
10

3
X3

X2

x4

IT1»§>x1
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Doom Eagles Chapter, Defence of the Cadian Gate, 13th Black Crusade

UNIT ORGANISATION

Headquarters

Q Chapter Master
Hearon

& -
-

Fieet l

| Librarius l

. [ Chief Librarian
v f X2 Epistolary
%1 Battle Barge [ x4 Codicer

Doombearer

x5 Lexicanum
%3 Strike Cruisers
Herald of Battle
Emperor’s Storm
Baptism of Fire

x3 Hunter Escorts

x4 Gladius Escorts

X1 Nova Escort

%15

x18

L Apathecarion I

: 4
3

%5 Apothecary

X3

| Armoury |

=
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S
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=
=1
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-
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=
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e
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i x50
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l 10th Company |

Q Captain

O w0

l 2nd Company | | 4th Companyj
8  coptain 8  captain
- x50 - 6o
X x20 M x20
A o A o
- o -
® - ' o
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l 6th Company |

Q Captain

x10

x10
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FORCES OF THE
INQUISITION

MKV Dreadnought of the Grey Knights Chapter. This is former Grand Master Orias,
interred inte his Dreadnaught armour in M.39 after hig duel with the Dasmon Prince Herperitus,
Plague Lord of the Death Guard.



Irmiparial Armour

FORCES OF
THE INQUISITION, GREY KNIGHTS
& SISTERS OF BATTLE

hrouded in secrecy the Orders of the Emperor's Holy

Inguisition are tasked with the duty of leading Mankind's
struggle against its most dangerous enemies, both from outside
the Imperium and fram within,

The Orde Hereticus protect Mankind against the emergence of
dangerous pyskers and police the Ecclesiarchy to prevent the
Imperial Creed being corrupted by heresy. The Ordo Malleus are
daemon hunters and Chaos fighters, seeking out culls of the dark
Gods which would overthrow the Emperor's rule. The Ordo
Xenos are alien hunters, defending Mankind against the threat ot
alien domination.

To fight their battles the Inquisitors have many powers and
acoess to forbidden knowledge and arcane technology denied to
others. Inquisitor Lords are amongst the most powerful men in
the Imperium. Bearing an Inquisitorial Mandate they can question
anybody, investigate crimes and seek out those who they deem
are failing in their duty to the Emperor. Every citizen, from
Planetary Governors and Imperial Guard Caolonels down to the
lowest Administraturm menial worker, can be reguisitioned to aid
an Inquisitor in his mission.

An Inquisitor cannot do all this work alone. Each requires aid,
and most are accompanied by a retinue of specialists, such as
interrogators, sages, lexmechanics, servitors and veteran
guardsmen seconded (often permanently) to his service. This
retinue provide him with the technical back up and extra
firepower he needs to fulfil his missions. Often, when the enemy
is greater in strength than the Inquisitor and his retinue can deal
with, he must requisition other fighting forces to aid him, These
can be drawn frem a number of sources.

The first source is from an Inguisitorial fortress. These fortresses
{some secrel, others well known) are scattered across the
Imperium and act as a base of operations for the Inguisitarial
orders. They house prison cells, torture chambers, research
labatories, defensive bastions, armouries and stores of supplies.
Each fortress is guarded by Inquisitarial Storm Troopers. These
Storm Troopers are trained and equipped similarly to Imperial
Guard Storm Trooper Companies, with Rhinos, Chimeras and
Valkyries to provide Inquisitors with a core of well-trained, well-
equipped troops should he need them. A fortress will maintain an
armoury of vehicles, and these are issued to the Storm Troopars
or can be issued directly to the Inquisitor himself, as a personal
transport for him and his retinue.

The second source are the Chambers Militant. Each Inquisitarial
Order also has an associated Chamber Militant, These provide a
pool of elite military forces they can draw upon at need. For the
Ordo Hereticus it is the Adepta Sororitas, the hely Sisters of
Batile. For the Ordo Malleus it is the awesoeme Grey Knights, an
entire Chapter of Space Marines dedicated to combating
daemons. For the Ordo Xenos it is the Deathwatch, an order
recruited from many Space Marine Chapters to guard against
dangerous aliens. Each of the Chambers Militant provide their
own fighting vehicles,

Grey Knights. As a Space Marine Chapter the Grey Knights rely
upon many aof the same vehicles as their brother Space Marines.
The one major difference is the Grey Knights wide access to
arcane and dangerous teleport technology. Most Chapters
maintain teleporters, but all Grey Knight strike cruisers are
equipped with teleporters as standard, to allow squads to react
instantly to daemonic incursions, teleporting into the location 1o
neutralise the threat. Once deployed to a planet surface Grey

Knights are usually transporied in Land Raiders. The Chapter
maintains a large armaoury of Land Raiders at its base on Titan
and lakes special care to ward them against daemonic
possession. The Machine Spints of the vehicles are blessed, and
a vehicle’s sacred hull is coverad in potent scriptures, purity
gseals, icons of faith, wards and sigils which daemons find
repellent. Like other Chapters, grealt heroes of the Grey Knights
are entombed within Dreadnoughts, to fight on despite terrible
wounds. Grey Knight Dreadnoughts are also specially
consecrated to fight daemons with purity seals and hulls
engraved with prayers to prolect the hera's soul from the harrors
of the Warp he must face.

The Adepta Sororitas. The Sisters of Battle act as the de-facio
Chamber Militant of the Ordo Hereticus, but are actually under
the governorship of the Ecclesiarchy. The Orders Militant of the
Ecclesiarchy's (to give them their full title) day-lo-day duties are
defending the Cardinal Diocesis® which cover the entire
Imperium. Pilgrims must be defended, cathedrals and shrines
garrisoned and great lords of the Ecclesiarchy protected.
Scatterad across the Imperium, based in Convents and
Preceplories, the six major Orders and many lesser Orders of the
Adepta Sororitas are ideal for reacting to requests for assistance
fram Ordo Hereticus Inquisitors.

Each Preceptory, or smaller Commandary, will maintain a
number of vehicles to transport and support its Sisters in combat,
Many are unique to the Adepta Sororitas, although most are
based upon the Rhino’s reliable chassis. The Immolator and
Exorcist are used exclusively by the Sisters for battlefield
support. Both are arcane STC designs, manufactured exclusively
for, and jealously guarded by, the Ministorum,

Deathwatch. Deathwatch Xenos kill-teams are drawn from many
Space Marine Chapters. Those Chapters which owe service to
the Ordo Xenos provide the manpower, Each is a hand picked
champion of his Chapter, temporarily seconded to the
Deathwatch. In this way a Deathwatch squad will be made of
battle brothers from different Chapters, An Ultramaring will be
fighting alongside an Imperial Fist, Space Walf or White Consul.
When these sguads need fransport it is provided fram a
Chapter's armoury, so Rhinos, Razorbacks and Land Raiders
are all available to the Deathwatch.

The third source of fighting men for an Inquisitor in need is locally
requisitioned forces. By the power of the immaortal Emperar of
Mankind invested in each Inguisitor, he can demand that local
Impetial Guard and Planatary Defence Forces aid him. Very few
Imperial Guard commanders would dare to oppose an
Inquisitor's will, and risk his wrath. Once inducted into the
Inguisition's service the troops fighl under the leadership of the
Inquisitor, their regular commanders are now subservient to the
Inquisitor’s wishes. Inducted Imperial Guardsmen must flight
equipped with the weapons and vehicles they already have, they
do not generally have access lo the armouries of the Inquisition.

The emergency powers to induct fighting forces are not restricted
to the Imperial Guard, they also extend to the Adeptus Astartes.
Space Marine Chapters have long associations with the
Inquisition, and are honour bound Lo respond to a request for aid
by ancient oaths of service. The wise Inguisitor will not abuse this
power, and will anly look to the Space Marines in the event of
some dire emergency that the Chamber Militant cannot respond
to in time. When called the Space Marines have the full
resources of their Chapter armoury to call upon.



Forges of the Inguisition

INQUISITORIAL

LAND RAIDER

Thought lor the day:

Points Front Armour  Side Armour  Rear Armour  BS Char coemics are mortal no longer
Land Raider 250 14 14 14 4 Face them squarely and withouwt
flinching {rom duty. Mercy for such

Type: Tank as them is seli-deception

Craw; Tach Priesis

Weapons: The Land Raider is armed with twin-linked lascannons in each sponson and forward firing twin-linked heavy bolters
mounted in the hull,

Options: An Inquisitor’s Land Raider may be given any of the fallowing f}um_ Codex: Daemon Hunters or Codex: Witch Hunters,
dozer-blade, extra armour, hunter-killer missile, pintle-mounted storm bolter, searchlight, smoke launchers.

The Land Raider's twin-linked heavy bolters may be upgraded to an AA mount for +10 pts

Transport: The Land Raider can carry up to ten models. It may not carry models with jump packs. A madel In Terminator armour
counts as two passengers.

Transport Option: The Land Raider is a Transpart choice for an Inguisitor and his retinue.

Access Points: 3. The Land Raider has two side doors and a front ramp, any of which can be used as access points by the
passengers.

Fire Points: 0
SPECIAL RULES

Fire Control: The Tech Priest gunner is assisted in selecting and targeting the enemy by the Machine Spirit. The Land Raider may
always fire one additional weapon system fo those it would normally be able to fire. This shot may be against a different target to
that engaged by the crew. Automatic targeting is less accurate than if directed by a Tech Priest and is conducted with BS2. If craw
are stunned or shaken and unable to fire, the Machine Spirit may still fire a weapon using this rule.

Deus Ex Machina: If the crew are stunned and unable 1o direct the Land Raider, then the Machine Spirit will take over temporarily.
The Land Raider may be moved directly forward (yes, this means a straight line} up ta its maximum move. )

The Land Raider is fully submersible to 36.57m. This doesn't mean that it won't throw a lrack on a reef or get bogged down in a
river bed so they are immobilised as normal by difficult terrain.

10%
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Farces of the Inguisition

INQUISITORIAL LAND RAIDER

PROMETHEUS

Mk V Land Ralder Prometheus of Inquistor Galleus from the Zarena Intervention,

LAND RAIDER PROMETHEUS Thought lor the day:
Points Front Armour  Side Armour  Rear Armour BS The path of rightecusness
Prometheus 270 14 14 14 4 leads 1o the palace of wisdom

Type: Tank
Crew: Tech Priests

Weapons: The Prometheus is armed with two twin-linked heavy bolters in each sponson and a pintie-mounted storm-bolter,

Options: An Ingquisitor's Land Raider Prometheus may be given any of the following from Godex: Daemon Hunters or Codex: Witch
Hunters: dozer-blade, extra armour, hunter-killer missile, pintle-mounted storm bolter, searchlight, smoke launchers.

Transport: The Land Raider Prometheus can carry up to ten models. It may not carmy models with jump packs. A model in
Temminator armour counts as two passengers.

Transport Option: The Land Raider is a Transperi option for an Inquisitor and his retinue.
Access Points: 3. The Land Raider has two side doors and a front ramgp.

Fire Points: 0

SPECIAL RULES

Fire Control: The Tech Priest gunner is assisted in selecting and targeting the enemy by the Machine Spirit. The Land Haider may
always fire ane additional weapon system to those it would normally be able to fire. This shot may be against a different target to
that engaged by the crew. Automatic targeting is less accurate than if directed by a Tech Priest and is conducted with BS2. If crew
are stunned or shaken and unable to fire, the machine Spirit may still fire a weapon using this rule.

Deus Ex Machina: If the crew are stunned and unable to direct the Land Raider, then the Machine Spirit will take over tempararily.
The Land Raider may be movad directly forward (yes, this means a straight line] up o its maximum move.

The Land Baider is fully submersible to 36.57m. This doesn't mean that it won't throw a track on a reef or get bogged down in &
river bed so they are immobilised as normal by difficult terrain.

Improved Comms: The Prometheus is always equipped with extra sensors and communications equipment. The Prometheus Is
always equipped with improved comms. The Inquisitor player may re-roll one Reserve roll per turn.
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Above: The First Scouring of Coriolanthe. Inguisitor Lerd Naburus Baum and forces of the Grey Knights
Chapter lead the assault against heretic forces of the Might Lords and Titans of a unidentified Traitor legion.
This Land Raider is the personal transport of Inquisitor Baum and his retinug, seen here during the height of
the fighting when two enemy Warhound Titans counter-attacked. Savage fighting resulted in the Inquisitor's
death and the loss of most of the Grey Knights Strike force, as well as the destruction of both Titans.
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INQUISITORIAL

Rhino of Ordo Malleus Inquisitor Hector Rex., This vehicle is the Inquisitor's transport for his retinue and himself.
It bears the many icons and purity seals common to Inguisition vehicles, and the Crux Terminatus badge.
Mote the vehicle is not currently armed as it is being used for ceramonial duties.

Rhine belonging te Orde Hereticus Inguisitor Halen Jenlz. This Bhino has reinforced armour.
Under the armour plates the hull has been blessed with the words of the *Sacrements Diablos' engraved over It.
Jentz’ seribe has illuminated a copy of his Inquisitorial Mandate and pinned it to the rear of the vehicle.
It was from this vehicle that Inquisitor Jentz led the Second Abonian Genoside.
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Thought for the day:

The heretic shall reap as he has
Points Fronl Armour  Side Armour _Rear Armour BS sown - the bitter harvest of
Rhino 50 11 1 10 4 vepgeance and death

Type: Tank

Crew: Storm Troopers

Weapons: The Rhino is armed with a storm bolter.

Options: The Rhino may be given any of the following from the Codex: Daemon Hunters or Codex: Witch Hunters: dozer-blade,
extra armour, hunter-killer missile, pintle-mounted storm bolter, searchlight, smoke launchers.

Transport: The Rhino can carry up 1o ten models. It may not carry models in Terminator armaur.

Transport Option: The Rhino is a Transport choice for an Inguisitor and his retinue and Inﬁuésiturial Storm Troopers.

Access Points: 3. The Rhino has two side doors and a rear ramp, any of which can be used as access points by the passengers.
Fire Points:1

SPECIAL RULES

Reliable Engines: The Rhino is famously tough and reliable. If a Rhino is immobilised then in subseguent turns the driver may

attempt to effect a temporary repair instead of shooting. Roll a D6 in the Shooting phase and on a 6 the vehicle is free to move. It
doesn't matter how the immaobilisation occured — enemy fire, difficult ground er super charged engine failure — in all cases the
problem may be something easily fixed,
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INQUISITORIAL

CHIMER

& Chimera armed with a multi-laser. This is an Inquisitorial Storm Troopers® vehicle In the service of Ordo Herelicus Inguisitor Tyrus,
during the purging of Gladrinug VI. This vehlcle iz engraved with a pagsage from the Second Book of Ordeals.

A Chimera armed with a heavy flamer. This iz an Inquisitorial Storm Troopers ‘'vehicle in the service of Ordo Malleus Inguisitor Lord Coteaz.
This vehicle saw action during the Cleansing of Opridia, and bears a line from the ‘Exorcism Deus Abominatus’.



Forces of the Inquisition

Thought for the day:
Humanity is an ocean; if a few

BS
3 drops of the ocean are polluted,

Rear Armour
10

Side Armour
10

Front Armour
12

Points

Chimera

70 + weapons

then the ocean is tainted

Type: Tank

Crew: Imperial Guard

Weapons: A Chimera must be armed with a turret-mounted weapon from the following: multi-laser at +10 pts; heavy bolter at
+10 pts; heavy flamer at +10 pts; autocannon at +15 pts; twin-linked heavy bolters at +156 pts. It may also be armed with either a
hull-mounted heavy bolter or heavy flamer for +5 pts.

Options: The Chimera may be given any of the following from Codex: Daemon Hunters or Codex: Witch Hunters: dozer-blade,
extra armour, hunter-killer missile, pintle-mounted storm-bolter, searchlight, smoke launchers.

Transport Option: The Chimera is a Transport option for an Inquisitor and his retinue and Inquisitorial Storm Troopers.

SPECIAL RULES

Transport Vehicle: A Chimera can carry up to twelve models. It is always taken as a transport upgrade for another unit and may
only transport the unit it was bought for. Independent characters that join a unit with a Chimera may also travel in it.

Fire Points: The Chimera is fitted with mountings for six hull lasguns for the passengers to use. Up to six passengers can use the
hull lasguns provided. Additionally, one model may fire a weapon from the top hatch. The weapon used may be heavy, although
not if the Chimera moves. Models firing from the top hatch must engage the same target as those firing the lasguns. If the hatch is
used to fire from then the Chimera counts as being an open topped vehicle for the rest of that turn and all the opponent's
subsequent turn.

Access Points: Units being transported enter and exit via the access ramp at the back of the hull.

Amphibious: Chimeras are amphibious vehicles that can move over water. This capability means that they treat water features
(such as rivers, streams, lakes and seas) as clear terrain when they move.

OTHER IMPERIAL ARMOUR UNITS IN INQUISITORIAL ARMIES

“In the name of the Immortal Emperor of Mankind...”

- The following Imperial Armour units can be used in a
- Daemon Hunters or Witch Hunters army, which also
~includes at least 2 Troop choices of Inducted Imperial
~ Guard. Full rules for these vehicles can be found in

- Imperial Armour Volume 1.

As FAST ATTACK
0-1 Salamander Scout
0-1 GCyclops remote controlled demolition vehicle

As HEAVY SUPPORT

0-1 Leman Russ Vanquisher
0-1 Leman Russ Conqueror
0-1 Leman Russ Exterminator
0-1 Leman Russ Executioner
0-1 Thunderer Siege Tank

0-1 Medusa Siege Gun

0-

1 Lightning, Thunderbolt or Vulture Gunship
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INQUISITORIAL

VALKYRIE

he Valkyrie airborne assault carrier is issued to Storm

Trooper companies for special operations, such as
insertion behind enemy lines, rescue and sabotage
missions. Inguisitorial Storm Troopers are assigned to
protect Inquisitorial fortresses, and are issued with the
same equipment as the regular units. Valkyries allow the
Storm Troopers, and the Inquisitor leading them, fo
become a rapid response force, racing to meet the threat
of any enemy, be they daemons, heretics or dangerous
aliens.

The Valkyrie utilises vector engines for vertical take off and
landing, giving it very high manoeuvrability and the ability
to hover by directing the engine thrust through its wing
exhausts. It is an atmospheric aircraft and cannot operate
in the vacuum of space, although it can be sealed against
hostile environments. The Valkyrie lacks the high top
speed of a true fighter aircraft, like a Lightning or
Thunderbolt, but its ability to hover means passengers can
be landed with great accuracy at their drop zone or on
an objective.

A Valkyrie is an advanced piece of hardware, containing
many systems comparable with those found in Space
Marine vehicles. Only a few forge worlds can manufacture
them, and all those built are supplied to Storm Trooper
companies or Imperial Guard ‘Drop Troop' regiments.
Inquisitors with their powers to induct other Imperial forces

into their service have been known to take to the field in a
WValkyrie, using its mobility to get them to into the thick of
the battie.

As well as carrying troops, a Valkyrie can also be used to
transport support equipment, such as Cyclops, Tarantula
sentry guns and other heavy weapons, When carrying
heavy loads or travelling over long distances, the aircraft
must be equipped with fuel tanks. These replace the under
wing Hellstrike missiles but give the aircraft extra versatility
as a heawvy lifter.

Only the very best Imperial Mavy pilots fly the Valkyrie,
These pilots consider themselves an elite force in their own
right. They are trained for the most dangerous insertion
missions behind enemy lines, night flying and
manceuvring in close confines and at very low altitudes.
Each aircraft has four crew: a pilot, a co-pilot (who is also
the weapons operator) and two door gunners to fire the
heavy baolters.
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Voss pattern Valkyrie
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Valkyrie in the service of Ordo Hereticus Inguisilor Tyrus.
This is an Inquisitorial Storm Troopers' transport used during the Purging of Gladrinus VI,
This aircraft is protected by an engraved passage from the First Book of Ordeals,

Valkyrie in the service of Ordo Malleus Inqulsitor Hector Rex.
This is an Inquisitorial Storm Troopers' transport deployed during the Judgement of Hellanue.
The entire squadron has adepted the name ‘Holocaust'. This is their third aircraft.

Valkyrie of the 205th Imperial Navy Tactical Wing. This alreraft was inducted into Inquisitarial
service during the Tyrama Secundus campaign by Orda Xenos Inquisitor Gruberman.
The simple addition of the Inquisitarial 'I' symbol indicates it is under his command.
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Thought far the day:

Mothing inspiees revenge quite like
Points Front Armour _ Side Armour _ Rear Armour BS cold hearted hatred

Valkyrie 140 + wpns 1 1" 10 3

Type: Flyer, Orbital Lander

Crew: Imperial Nawvy

Weapons: The Valkyrie is armed with a hull-mounted multi-laser and two door-rounted heavy bolters.
Options: The multi-laser may be upgraded to a lascannon for +10 pts.

The Valkyrie has two external fuel tanks. The Valkyrie may exchange bath the fuel tanks for one of the following: two Hellstrike
missiles for =20 pts; two multiple recket pods for +50 pts.

A Valkyrie may take any of the following Imperial Navy Aircraft Upgrades: Ejector Seat, Flare or Chaff Launcher, Armoured Cockpit,
Infra-Red Targeting, llum Flares, Distinctive Paint Scheme or Decals.

Transport Option: A Valkyrie is a Transport option for an Inguisitor and his retinue and Inquisitorial Storm Troopers.
Transport Vehiele: A Valkyrie can carry up to twelve models.
Access Points: Two side doors and a rear ramp.

SPECIAL RULES

VTOL Hover Mode: After its passengers disembark {or embark), rather than leave the table as per the normal Flyer rules the
Valkyrie can choose to engage its VTOL hover mode and remain on the table. The Valkyrie uses its vectored engines to hover
above the ground. It remains stationary but can turn in any direction to bring its weapons to bear. Whilst hovering, it may fire all
its weapons.

For the purposes of being fired at, treat the Valkyrie as a moving Skimmer whilst in Hover mode. It can be targeted using the
firer's normal BS. All hits are treated as glancing hits. If the Valkyrie is immobilisad then it is destroyed. Whilst hovering, it canrot
be attacked in close combat (it is too high off the ground), unless the attacker can fly or has jump packs, in which case it can be
assaulted as if it was a moving vehicla.

At the end of its own tumn the Valkyris may disengage VTOL Hover Mode, using its main thrusters and fiy off. It now reverts to
being a Flyer. It will retum in the enemy turn on a 2+ as per the normal Flyer rules. It cannot return in the enemy turn
immediately after it laaves the table, but must miss that turn as it flies away to gain height and speed for its attack run.

Heavy Lift: If the Valkyrie is carrying the following: Tarantula sentry guns or Cyclops remate control demolition vehicles, then it
must be equipped with external fuel tanks. A Valkyrie may carry a single Tarantula or Cyclops. Whilst equippad with fuel tanks, a
Valkyrie may not carry Hellstrike missiles or Multiple rocket pods.

Multiple Rocket Pods

Multiple rocket pods saturate a target area with rapid firing, small fragmentation missiles. They are an effective anti-infantry
weapon used against swarms of lightly armed troops.

Range: 24" Str: 4 AP: 6 Type: Heavy2, Blast

Inquisitorial Armoured Shultle
Thunderhawk varant used as a perscnal
transpart by seme Inguisitor Lards
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GREY KNIGHTS

ND RAIDERS

Mkl Land Raider of the Grey Knights Chapter. This is a vehicle of the first company and bears the personal hearldry
of Justicar Orthon, the commander of second squad.

Thought for the day:
Points Front Armour_ Side Armour  Rear Armour BS lo courage we have no cquals
Land Raider 250 14 14 14 4

Type: Tank
Crew: Space Marines

Weapons: The Land Raider is armed with twin-linked lascannens in each sponson and forward firing twin-linked heavy bolters
mounted in the hull,

Options: A Grey Knights Land Raider may be given any of the fallowing from Codex: Daemon Hunters: blessed, dozer-blade, extra
armour, hunter-killer missile, pintle-mounted storm bolter, psycannon bolts, sacred hull, searchlight, smoke launchers.

The Land Raiders twin-linked heavy bolters may ba upgraded to an AA mount for +10 pt=s

Transport: The Land Raider can carry up fo ten models. It may not carry models with Jump packs. A medel in Terminator armour
counts as two passengers.

Heavy Support: The Land Raider is Heavy Support choice for a Daemon Hunters army.

Access Points: 3. The Land Raider has two side doors and a front ramp, any of which ¢an be used as access points by the
passengers.

Fire Points: 0
SPECIAL RULES

Fire Control: The Space Marine gunner is assisted in selacting and targeting the enemy by the Machine Spirit. The Land Raider
may always fire one additional weapon system to those it would normally be able to fire. This shot may be against a different targst
lo that engaged by the crew. Automalic targeting is less accurate than if directed by & Space Marine and is conducted with BS2. If
crew are stunned or shaken and unable to fire, the Machine Spirit may still fire & weapon using this rule,

Deus Ex Machina: If the craw are stunned and unable to direct the Land Rajder, then the Machine Spirit will take over temporarily.
The Land Raider may be moved directly forward (yes, this means a straight line) up to its maximum move.

The Land Raider is fully submersible to 36.57m. This doesn't mean that it won't throw a track on a reef or get bogged down in a
niver bed so they are immobilised as normal by difficult tarrain.
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LAND RAIDER CRUSADER

Points Front Armour  Side Armour  Rear Armaour BS
Crusader 255 14 14 14 4

Thought for the day:
Honour 1= what & pure mind

knows aboat itsell

Type: Tank

Crew: Space Marines

Weapons: The Grey Knights Land Raider Crusader is armed with two ‘hurricane’ pattern bolters, a twin-linked assault cannon and
a multi-melta. The Crusader is also equipped with frag assault launchers.

Options: An Grey Knights Land Raider Crusader may be given any of the following from Codex: Daemon Hunlers: blessed, dozer-
blade, extra armour, hunter-killer missile, pintle-mounted storm bolter, pyscannon boilts, sacred hull, searchlight, smoke launchears.

Transport: The Land Raider Crusader can carry up o fifteen Space Marines. It may not carry Space Marines with jump packs. It
may carry up to eight Space Marines in Terminator armour. It may not carry mare than a single squad a one timea.

Heavy Support: The Land Raider Crusader is a Heavy Support choice far a Daemon Hunters army.

Access Points: 3. The Land Raider Crusader has two side doors and a front ramp, any of which can be used as access points by
the passengers.

Fire Points: O
SPECIAL RULES

Fire Control: The Space Marine gunner is assisted in selecting and targeting the enemy by the Machine Spint. The Land Raider
may always fire one additional weapon system to those it would normally be able to fire. This shot may be against a different target
to that engaged by the crew. Automatic targeting is less accurate than it directad by a Space Marine and is conducted with BS2. If
crew are stunned or shaken and unable to fire, the Machine Spirit may still fire a weapon using this rule.

Deus Ex Machina: If the crew are stunned and unabile to direct the Land Raider, then the Machine Spirit will take over temporarily.
The Land Raider may be moved directly forward (yes, this means a straight line) up to its maximum move,

The Land Raider is fully submersible to 36.57m. This doesn’t mean that it won't throw a track on a reef or get bogged down in a
river bed so they are immobilised as normal by difficult terrain.

Extra Armour: All Land Raider Grusaders have additional armour plating to ensure that they reach the enemy with their transpaorted
squad intact. & Grusader counts as having the Extra Armour vehicle upgrade, so il treats any 'Crew Stunned’ resulls on the darmage
tables as a 'Crew Shaken' result instead.

‘Hurricane' bolters: Each ‘hurricane’ bolter counts as three twin-linked boltguns. The Crusader may always fira its ‘hurmicane'
bolters, regardless of how far it has moved or what other weapons it is firing.

Frag Assault Launchers: The front of the Crusader is studded with explosive charges, designed 1o hurl shrapnel into the anemy
as the troops inside charge out along the assault ramp. Any unit which assaulls on the same tum it disembarks from the Crusader
counts as having frag grenades.
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GREY KNIGHTS

THUNDERHAWK

lthough they are the Chamber Militant of the Ordo

Malleus, the Grey Knights are organised along the
same lines as other Space Marine Chapters. Divided into
ten companies, with each company supported by its own
vehicles and war machines. Land Raiders for transpaorting
the Terminator squads and Dreadnoughts are common
and like other Chapters, the Grey Knights rely upon
Thunderhawks to move these units between a planet
surface and space.

All Space Marine Chapters use rapid strike strategies, but
more than any other Chapter, the Grey Knighls make short
deployments aimed at achieving a specific objective. They
locate a target or objective and strike swiftly before
withdrawing to their orbiting strike cruiser. Often a
deployment might be for a single engagement, teleporting
down to neutralise a target before withdrawing. Their
specialised role, and specialised equipment, means they
cannot be risked in anything but the most vital missions.

To achieve tolal mobility and flexibility the Grey Knights
make wide wuse of Thunderhawk gunships and
transporters. Because they have access to the arcane
(and scarce) technology of teleporters (all Grey Knight
strike cruisers are equipped with them), they do not often
need the Thunderhawks for direct airborne assaults or
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planetfall missions, although they do train for them. More
often the Thunderhawks are used for deploying support
units. Once the teleporting assault troops have attacked
they need the heavy support of Land Raiders,
Dreadnoughts and Purgation squads quickly, this is where
the Thunderhawks come in.

As well as landing extra support Thunderhawk gunships
provide fast and effective heavy firepower for their brothers
already on the ground. A Thunderhawk's turbo-laser or
battlecannon, lascannons and multiple missiles give a
Grey Knights strike force its heaviest '‘conventional
weaponry. Thunderhawks also provide a strike cruiser in
orbit with eyes and ears closer to the battle. Relaying
battlefield information to a waiting strike cruiser, a
Thunderhawk can observe for and direct an orbital
bombardment against the strongest enemy positions and
large troop concentrations.

For more information on Thunderhawk gunships see
page 154 of this book,
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Thought for the duy:
Points Front Armour  Side Armour  Rear Armour BS The fear of death is maore ta be

Thunderhawk 680 12 12 10 4 dreaded than death tscll

Type: Super-Heavy Flyer, Orbital Lander
Crew: Space Marnines

Weapons: 4 x twin-linked heavy bolters, twin-linked lascannons and a dorsal-mounted battle cannon. All Thunderhawks are
equipped with a decoy flare launcher.

Options: The battle cannon may be replaced by a turbo-laser for free. A Thunderhawk may carry up to 6 Hellstrike missiles
for +10 pts per missile, or the Thunderhawk may be equipped with 6 triple bomb pylons, a total of 18 bombs for an additional
+30 pts. The twin-linked heavy bolters maybe upgraded to a pyscannon for + 15 pts each,

Transport: The Thunderhawk may carry up to 30 power armoured Space Marines. These may be from different squads.
A Thunderhawk may carry Terminators. Each Terminator counting as two power armoured Space Marines.

A Thunderhawk may carry up to one Dreadnought. The Dreadnought counts as five power armoured Space
Marines.

SPECIAL RULES

Fire Control: The Machine Spirit assists the Thunderhawk’s gunner in selecting and targeting the enemy. If the
Thunderhawk takes a 'Gun Crew Shaken' result from a glancing hit, then rather than one chosen weapon not being able to

fire, the chosen weapon can still fire, under the control of the Machine Spirit. The firing is conducted with the Machine Spirit's
BSz2.

Ceramite Shielding: In order to resist the heat of atmospheric entry a Thunderhawk has thick ceramite shielding. This
makes it resistant to melta (and melta-type) weapons. Melta weapons, including melta bombs, never roll an extra dice for
armour penetration due to being at hall range (melta bombs would therefore be 8 +D8), against a Thunderhawk.

Decoy Flares: If the Thunderhawk takes a glancing hit from enemy fire, then it may fire its decoy flares to re-roll the

damage result. The second result must stand, even if it is better than the first. Decoy flares may only be used once per
game.

Dorsal Weapon: The Thunderhawk’s main armament is a battle cannon, positioned in a limited traverse dorsal mounting.
Some Chapters prefer to utilise a large turbo-laser in the dorsal turret, powered by high-efficiency power packs, but this
makeas small difference to the Thunderhawk's battlefield performance.

Weapon Range Str AP Special

Battle cannon 727 8 3 Ordnancel/Blast

Turbo-laser 72" 9 2 Heavy1/Blast
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GREY KNIGHTS

DREADNOUGHT

(are;.r knights Dreadnoughts are a living connection to
the Chapter's long history. These ancient artefacts are
more than just war machines, they are the embodiment of
the Chapter's past. Its glorious victories, great deeds, slain
heroes, unquestionable loyalty and proven honour. They
are a potent symbol of all that the Chapter is and all it
stands for. They help provide the Grey Knights Chapter
with a legendary past, which its current battle-brothers
must strive to emulate,

As such each Dreadnought is precious, worthy of the
utmost respect and venerated for the wealth of experience
and wise council it can offer to the brethren of today. In a
Dreadnought the spirits of the Chapter’s ancestors live an,
to help guide the Chapter as well as fight upon the
battlefield. Each of the ten companies has its own
Dreadnoughts. They are all farmer heroes of the company
whose mortal wounds could not be healed, but who could
be saved by interment into Dreadnought armour. They are
usually past Grand Masters of the Chapter and Brother-
Captains, or in special cases, lower ranks who have shown
exceptional courage and heroism in battle. Only the most
worthy ever become a Dreadnought, it is seen as a great
honour, perhaps the greatest the Chapter can bestow.
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It is customary that a mortally wounded Grey Knights
Marine must give his personal consent before becoming a
Dreadnought. Many mortally wounded brothers prefer to
rest with the Chapter's heroes in the crypts below the
fortress-monastery on Titan, where his name will be
engraved on his tomb alongside other great names, a
fitting end for a lifetime of loyal service.

Legend has it that when Grand Master Orias lay in the
Apothecary following his battle with the daemon prince
Herperitus, tended by the Chief Apothecary and his servo-
meds, the entire Chapter awaited his death. All ten
Brother-Captains stood watch over him awaiting any last
word from Orias, before his soul passed into the Emperor's
care. Forthree days and nights they waited, and Orias, his
body a shattered shell, never moved. Surely he must be
dead! But no, with the last of his strength, he gave a single
nod of his head. The assembled Captains quickly debated
and agreed, Orias’ single motion must have been a nod of
consent, with his last strength he had agreed to continue
his service as a Dreadnought. Immediately a sarcophagus
was prepared and the ritual of interment hegan.



Imperial Armaur

]

-t

e

Top: Rivals face off. A Grey Knights Dreadnought encounters a Above: Two Grey Knights Dreadnoughts, one armed with &
Death Guard Dreadnought of Chaos Lord Typhus' warband during psycannon, advance lo face the Dasmonic Legions spawned by
fighting on Belis Corona, at the haight of the 13th Black Crusade. the opening of the Cursus Fortal on Tallarn,
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MKV Dreadnought of the Grey Knights Chapter, ‘Fidelis’, armed with an MkiV Dreadnought of the Grey Knights Chapter. Although not named,
assault cannon and a missile launcher. Brother-Gaptain Fidelis of the the personal heraldry on the shield is that of Justicar Uphur, the soul
fifth company was mortally wounded in combat with Vexcarnel the Blue,  survivor of the Kasdeya Incursion, although himself critically wounded.

‘the Beast of Barac'.

MKV Dreadnought of the Gray Knights Chapter. This is Brother-Captain MklY Dreadnought of the Grey Knights Chapter, bearing the heraldry
of Grand Master Aeneas, who led the Chapler for 55 years during

Valatar of the seventh company. This Dreadnought suit was destroyed

during Abaddon’s 13th Black Crusade. M37, before being interred within his Dreadnought armour after a

confrontation with Ahriman the Arch-Sorcerer.
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MkIV Dreadnought with lascannon and power fist MklV Dreadnought with pyscannon and power halberd

L1 ¥ E Q) L=l 1
| @S5 o o
DOy I
3 & | _?’] B

&
Lol
FErcmas | [ °
[ ['ﬁl;[[LI]E | |

i LEECHTE;' :
= H EECE
B :%\ﬂ 2

o=

g o4

Dreadnought power halberd

Theunght for the day:

The dead capnat cry owt for revenge it 15 2

WS B3 5  Front Side Rear

4 B(10) 12 12 10 4 2

Dreadnought duty of the living to do so {or them

Type: Walker
Crew: Grey Knight Space Marine

Weapons: The Dreadnought's left arm is equipped with a Dreadnought close combat weapon with a built-in storm bolter. The
Dreadnought's right arm must be equipped with one weapon from the following list: assault cannon at +30 pts; twin-linked

lascannen al +50 pts; twin-linked heavy bollers at +30 pts; multi-melta at +40 pts; plasma cannon at +40 pts; twinslinked
autocannons at +35 pls; psycannon at +40 pis,

Options: The Dreadnought may be equipped with any of the following vehicle upgrades from Codex: Dasmon Hunters: blessed,
extra armour, hunter-killer missile, psycannon belts, sacred hull, searchlight, or smoke launchers, Mo upgrades may be chosen
maore than once per Dreadnought.

The storm bolter may be upgraded to a heavy flamer at an additional cost of +10 pts, or to an incinerator at an additional cost
of +15 pts.

The Dreadnought's close combat weapon can be upgraded to a missile launcher at an additional cost of +10 pts.

Heavy Support: A Grey Knights Dreadnought is a Heavy Support choice for a Daemon Hunters army but may only be taken if the
army includes a Grey Knight Hero.

SPECIAL RULES
Weapon Range Str AP Special
Psycannon 36" (=} L} Heawyd

Only Armour Saves may be taken against psyeannen hits, not Invulnerable Saves,




SISTERS OF BATTLE
FIGHTING VEHICLES

Rhino of the Order of Our Martyred Lady. The red trim is symbaolic of the blood split by the order’s martyrs.
The fleur-de-lys |5 a cast from the Convent Sanctorum on Ophelia Vil. 13th Black Crusade.
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SISTERS OF BATTLE

Rhino of the Order of the Sacred Rese. This vehicle has reinforced armour.
Deployed as part of the defence force of the cathedral warld of Valedor, against Hive Fleet Leviathon.

Rhino of the Order of the Ebon Chalice. This vehicle has spaced armour and bears a fleur-de-lys
cast from the Convent Prioris on Terra. The vehicle bears the name ‘Repenta’.

@



Sisters of Battie

Mkllc Mars pattern Rhino
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Thought for the day:
Painls Front Armour _Side Armour _Rear Armour ___BS ,- ol betsce-aiat dnt: hnad i
—— o . b 10 4 innocents fall hefore the wrath of
the Emperor than one traitor kneels
before the lords of dirkpess

Type: Tank
Crew: Sisters of Battle

Weapons: The Rhino is armed with a storm bolter.
Options: The Rhino may be given any of the following from Codex: Witch Hunters: dozer-blade, extra armour, blessed ammunitin,
‘holy promethium, holy icon, hunter-killer missile, laud hailer, pintle-mounted storm bolter, searchlight, smoke launchers.
ﬁmport: The Rhino can carry up to ten models. It may not carry models in Terminators armour.

Transport Option: The Rhino is a Transport choice for Sisters of Battle squads.

‘Access Polnts: 3. The Rhino has two side doors and a rear ramp, any of which can be used as access points by the passengers.
Fire Points: 1 ' Rz T
'SPECIAL RULES
Reliable Engines: The Rhino is famously tough and reliable. If a Rhino is immobilised then in subsequent tums the d

attempt to effect a temporary repair instead of shooting. Roll a D6 in the Shaoting phase and on a 6 the vehicle
dossn't matter how the immobilisation occured — enemy fire, difficult ground or super charged engine failure ~ in all
problem may be something easily fixed. ' ety ] y Al

Top: Sislers of the Order of the Ebon Chalice sally forth from their
Freceptory stronghold on Belatis V. The Priory dominates the
strategically imporlant Talisa Pass, an important pilgrim route.
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IMMOLATOR

|n the 35th millennium the lcaria Crusade was coming to
an end. On the fringes of Ultima Segmentum, thirty years
of exploration and conguest had claimed many worlds for
the Emperor. On the world of Fornost a force referred to in
the sources as 'the Frateris Templars' captured an ancient
factory complex. Aided by a Ministorum missionary team,
under Missionary Morben the Devout, they investigated
the factory in detail, eventually discovering old databanks
dating back to the Dark Age of Technology. Morben only
reported his discovery to his superiors in the Ministorum.
They knew this find would be greatly valued by the Adeptus
Mechanicus, and kept the discovery on Fomost a secret,
planning to use it as a future bargaining tool,

in subsequent years the rulers of the Ministorum and
Adeptus Mechanicus negotiated a deal. In return for the
location of the databanks and free access, the Adeptus
tMechanicus would allow the Ministorum exclusive claim to
any new technologies the databanks stored. In the end the
anly new design to be culled from the Fornosian databanks
were half completed files detailing a flame-thrower tank.
When these files were combined with STC designs for the
Rhino already stored on Mars, the Immolator was crealed.
The agreed contract meant the Tech Priests of Mars had to
manufacture the vehicle exclusively for the Ministorum,
who used it eguip the Adepta Sororitas. The Fornosian
Accord still stands today, and the Immolator design is still
jealously guarded by the Ministorum.

Most Immolators are armed with twin heavy flamers —
symbolic of holy flames for cleansing the tainted and
unclean from the Emperaor's worlds. Some Immolators,
known as the ‘Justice' pattern, are armed with fearsome
multi-meltas. A few wvehicles, known as the ‘Sanctis’
pattern, are equipped with heavy bolters.

In battle the Immolator can carry a squad of Battle Sisters,
deploying them close to an objective and then advancing
to support them.

Like all Sororitas vehicles the machine spirits are protected
by wards, sigils and purity seals. Each vehicle is bedecked
with holy icons and relics to inspire the Sisters in battle with
a religous fervour. Doors and hatches are often cast to
include the COrder's symbaol or the fleur-de-lys, the icon of
the Adepta Sororitas. These are casts taken from the great
Convent Sanctorum and Convent Prioris on Ophelia VI
and Terra itself.



raa

Impernial Armaour
Mklle Sanctorum pattern Immaolator




Gisters of Batile

Mklle Sanctorum pattern Immaolator - top view
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Sanctorum pattern Immolator of the Order of Our Matyred Lady. Part of the Preceptory force defending the Shrine of St lona of the Bans
on Kromat Il, against Traltor Imperial Guard forges of the Jenen Ironclads, during the 13th Black Crusade.

Sanclorum pattern Immolator of the Order of the Valourous Hearl. Firsl Savaven Crusade
against Traitor forces of the planet's rebel Governor.
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Mkllla Mars pattern Immolator
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Thought for the day:
Points Front Armour  Side Armour  Rear Armour BS What a piy it is that we cn die
immolator 65 11 11 10 a4 but ontc to serve our Emperod

Type: Tank

Crew: Sisters of Battle

Weapons: The Immolator is armed with twin-linked heavy flamers.

Options: The Immolator may upgrade its twin-linked heavy flamers to twin-linked heavy bolters at +5 pts, or twin-linked multi-meltas
at +20 pts.

The Immolator may be given any of the following from Codex: Witch Hunters: dozer-blade, extra armour, blessed ammunition, holy
promethium, holy icon, hunter-killer missile, laud hailer, pintle-mounted storm bolter, searchlight, smoke launchers.

Transport: The Immoelator can carry up to six models. It may not carmy models in Terminators armour,
Heavy Support: The Immolatar is a Heavy Support choice for a Witch Hunters army.

Access Points: 3. The Immolator has two side doors and a rear ramp, any of which can be used as access points by the
passengers.,

Fire Points: 1
SPECIAL RULES

Twin heavy flamers: The Immolater's twin heavy flamers are fired like an ordinary heavy flamer. However, any failed rolls to waund
of 1o penetrate a vehicle’s armour may be re-rolled. Because accurate aiming is not essential for the weapon's effectivenass, the
Immolator may move 12" and still fire its twin heavy flamers.
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EXORCIST

With the exception of the Rhino, the Exorcist is the
oldest vehicle in the service of the Adepta Sororitas,
with a long history strefching pack to the Age of Apostasy.
Some Exorcists in service today are the original vehicles
from that period, and as such are greatly venerated. These
are now ancient machines of war and are barely
understood by the Adeptus Mechanicus Tech Priests of
today. Being so old these Exorcists have a reputation as
temperamental and difficult, with a Machine Spirit that
requires constant attention to prevent malfunction or
corruption. |tis only by constant work and prayer that these
venerable Exorcists can still take to the field of battle.

This is especially true of those Exorcists original built on
Mars, referred to as the Prioris pattern. With its proximity to
Terra these vehicles are regarded as the holiest of the
Adeptius Ministorum’s war machines, being blessed by the
divine presence of the Empercr so close by whilst the
vehicle was constructed. Each is an individual work of art,
lovingly engraved with images from an Order’s histary or
illustrating the life of the Emperor. Each Exorcist is more
than a battlefield weapon, it is a divine symbol of the
Emperor's power.

Other patterns of the Exorcist also exist, like the
Sanctorum pattern, which remains a fearsome weapon of
war, but the Ecclesiarchy do not considered them to be a
potent symbol of the Emperor's power like the earlier
Prioris pattern. The Orders Militant of the Adepta Sororitas
use all patterns of the vehicle.

Like the Immolator the Exorcist is part of the Ministorum's
unigue canon of war machines, a tool for prosecuting holy
war, and it would be inappropriate for other armed forces,
such as the great unwashed masses of the Imperial Guard,
ar the Space Marine Chapters, with their deviant customs
and worship of ‘patriarch’ figures, to have access to a holy
weapon, and risk tainting the Machine Spirits or incurring
the displeasure of the Emperar.
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Milld Sanctorum pattern Exorcist
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MEklld Dominlea pattern Exorcist
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Sistars of Batiie

Exorcist of the Order of the Sacred Rose. As one of the six major Orders Militant,
the sisterhood of the Sacred Rose are based on the Eceleslarchal world of Ophelia VI,
but have Preceptories and Commanderies scatlered across the Imperium.

Exorcist of the Order of the Blue Robe, a Militant Order Minoris under the
auspices of the Convent Sanctorum of Terra. The Order alded Inquisitor Halen Jentz
during the Second Abonian Genocide.
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Exorcist

135

13 11 10 4 fear hus no dominion

Type: Tank

Crew: Sisters of Battle

Weapons: The Exorcist is armed with an Exorcist launcher.

Options: The Exorcist may be given any of the following from Codex: Witch Hunters: dozer-blade, extra armour, blessed
ammunition, holy icon, hunter-killer missile, laud hailer, pintle-mounted storm bolter, searchlight, smoke launchers.

Heavy Support: The Exorcist is a Heavy Support choice for a Witch Hunters army.

SPECIAL RULES

Exorcist Missiles: The multiple barrels of the Exarcist launcher can fire a hail of missiles at the enemy, obliterating a target with
a zingle salvo. Each turn nominate a target for the Exorcist, roll a D6 to see how many missiles are launched. Roll to hit as normal

for each missile.

Range: 487 Str:

& AP:1

Special: Heavy D&

Tap: An Exorcist of the Order of Our Matyred Lady operating in the
ash-waste deserts of Armageddon. A Commandery of the Order’s
Sisters aided in the successful defence of Helsreach Hive, This
vehicle is positioned 1o use its missiles in a direct fire role.




Like all Adepta Sororitas wehicles the Repressor is
another wvariant on the standard Rhino chassis,
Extensively converted by extending the transport
compartment, including firing slits for the passenger's
weapons and adding a small forward turret and new
cupola, the Repressor has a distinclive appearance.

It is only within the last millennium thal the Adepta
Soraritas have been using the Repressor. Originally the
vehicle was issued to the Adeptus Arbites for crowd
suppression, equipped with a large dozer for clearing a
path through rioting mobs, with a cupola-mounted walter
cannon or a grenade launcher for firing stun and gas
grenades.

The first incidence of the Adepta Sororitas using the
Repressor was during an uprising on the Cardinal World of
Avignor when a crowd of over a million pilgrims, gathering
for the Day of Ascension rituals, were incited agent-
provocateurs of a heretic faction into rioting. The local
Adeptus Arbites Precincts found themselves overrun as
the enraged crowds armed themselves with captured and
scavenged weapons. Disorder and rioting became a full-
scale battle as the agitators began to direct the mobs
actions. An armoury was captured and the situation
deteriorated out of the Adeptus Arbites control.

In need of aid, the Battle Sisters of the Order of the Sacred
Rose Preceptory guarding the Cardinal of Avignor's Palace
offered to assist the besieged Arbites Precincts. The Battle
Sisters crewed a dozen of the Arbites Repressors, first

Sisters of Bathe

REPRESSOR

replacing the non-lethal weaponry with their own favoured
heavy flamers, and took to the streets to purge the heretics
and their followers from the holy ground of Avignor. Two
weeks of street fighting eventually saw the uprising
defeated, with the Sisters of Battle Repressors proving
their worth, Following the victory the Canoness-Preceptor
was gifted all the surviving Repressors by the commanding
Arbites Marshall.

For years after the Avignor battle only the Sisters of the
Sacred Rose used the vehicle, and other Orders within the
Ecclesiarchy whispered that it was not just or holy, and that
the Order should be restricted to the same rules as the
others.

The issue came to a head when the 281st Synod Prioris of
Terra debated the use of the Repressor by the Order of the
Sacred Rose. After a heated exchange it was eventually
agreed that the victory on Avignor had been the Emperor's
divine will, and because of this the Repressor should be
included in the canon of sanctioned vehicles. From that
day forwards all Orders were given access to the
Repressor.

Unlike the Rhino the Repressor is not considered a
frontline combat wvehicle, but is used as an armoured
personnel carrier at need. During street fighting the
modified transport compartment allows the Sisters to fight
effectively from inside the vehicle without being exposed to
enemy fire from buildings.
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Mklld Dominica pattern Repressor - top view

rear view
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Top: Both of these pictures are from the defence of the Magdellan
Preceplory by Batte Sisters of the Order of the Ebon Chalice. An
uprising by followers of the Cult of Balthalamus plunged the entire
planet of Magdellan Prime into civil war. As a stronghold of 1000
Sisters, the Preceptory was a main target for the Traitors.

Above: A Repressor supports a squad of Battle Sisters as they
counter-attack through the rubble of the Preceptory Reclusium, In
four days of heawvy fighting the Reclusium changed hands six times.
The Preceptory held out, but at a terrible cost to the defenders, of
1000 Sisters of the order, only 340 survived.
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Repressor of the Order of Our Martyred Lady. Deployed on Kromat Il during the 13th Black Crusade.

Repressor of the Order of Sacred Rose. Defence of Valedor cardinal world against Hive Fleet Leviathon.
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SISTERS OF BATTLE REPRESSOR

Points Front Armour  Side Armour  Rear Armour  BS Our mercies destray us

Thoughe for the day:

Repressor 70 11 11 10 4

Type: Tank
Crew: Sisters of Battle

Weapons: The Repressor is armed with a cupola-mounted storm bolter and pintle-mounted heavy flamer.
The Repressor is always fitted with a dozer blade as standard.

Options: The Repressor may be given any of the following from Godex: Wileh Hunters: extra armour, blessed ammunition,
haly icon, holy promethium, hunter-killer missile, laud hailer, searchlight, smoke launchers.

Transport option: The Repressor is a Transport option choice for a Witch Hunters army. Celestian, Battle Sisters, Dominion and
Retributor squads may take a Repressor,

Transport vehicle: The Repressor can carry up to ten models. It may not carry models in Terminators armour.

Access Points: 3. The Repressor has two side doors and a rear ramp, any of which can be used as access points by the
paSSengers.

SPECIAL RULES

Fire Points: 2. The Repressor is fitted with firing slits for six boltguns for the passengers to fire out. Up to six passengers can use
their bolt guns. Additionally, one model may fire a weapon from the top hatch, The weapon used may be heavy, although not if the
Repressor moves. Maodels firing from the top hatch must engage the same target as those firing bolt guns. If the hatch is used to
fire from then the Repressor does not counts as being an open topped vehicle because the Sisters wear power armour.

1R



APPENDICES

A Predator Destructor equipped with reinforced armour of the Marines Errant Chapter.
This vehicle is attached to the third company, part of Rogue Trader
Milos Baral’s expedition into the Prath-Veil.
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APPENDIX |

SUPER-HEAVY VEHICLES

RULES FOR USING SUPER-HEAVY VEHICLES IN GAMES OF WARHAMMER 40,000

The battlefields of the 41st millennium are home to some truly
awesome war machines, These huge vehicles tower aver the
battlefield and carry enough weapens to wipe out a typical 40K
army in a round or two of shooting! I've yet to meet a 40K player
who didn't secretly want to include such a vehicle in their own
army, and the following rules allow you to do just that.

Be warned! Super-heavy Tanks will dominate any game they are
used in, and because af this should be saved up for special
occasions, rather than being wheeled out willy-nilly for every
battle that is played.

USING SUPER-HEAVY TANKS

Super-heavy Tanks fight in their own ‘army’, fighting alangside
anothar army as a separate detachment, as deseribed in the 40K
rules. In addition, you may only include one Super-heavy Tank
detachment in your army for each ‘normal’ detachment that you
field. This imits the use of Super-Heavy Tanks to large gameas of
over 2000 points, as is appropriate for such rare and potentially
devastating machines. Of course, players that wish to may
ignore this restriction and use Super-heawy Tanks in smaller
games, but only if they get their oppanent’s consant first. Super-
heavy Tanks may only be used in tournament games if the
tournament instructions specifically say they may be usaed,

Super-heavy Tank detachments and Super-heavy Flyer
detachments consist up to three machines of (more or less) the
same type. Baneblades and Shadowswords are considered
similar enough to be mixed into the same detachment, as are
Marauders and Marauder Destroyers.

STRUCTURE POINTS

Super-heavy Tanks are so large that they can absorb damages
that would destroy anothar vehicle. To represent this, they must
be given 2 or more Structure Paints, which eguate roughly to
wounds for other models. Basically, the more Structure points a
vehicle has, the bigger it is.

ORDNANCE

Super-heavy vehicles may fire Ordnance and still fire ather
weapons. They may fire Ordnance even if they move.

TARGETING

Super-heavy vehicles can engage more than one target unit if
desired. Instead of picking a target for the Super-heavy vehicle,
pick a target for each weapon on the Super-heavy Tank. You
must declare all of the Super-heavy vehicle's targets before
resolving any fire (you can't see how one of its weapons did
betora deciding what the others are firing at).

SUPER-HEAVY TANK SHOCK

Enemy infantry must test at -1 to their Leadership if they are Tank
Shocked by a Supar-heavy Tank.

LUMBERING VEHICLES

Lumbering vehicles grind along at a slow and steady pace. They
can move up lo 8" a tum. They must always move straight
ahead, but can pivot by up to 90° at the end of the move.
Lumbering vehicles can fire all of their weapons even if they
move.

WAR ENGINES AND DIFFICULT TERRAIN

Super-heavy Tanks treat difficull terrain differently to normal
vehicles. For a start, they can ignore low walls, hedges, bushas
and rubble — there's no need to test for these at all. Going
through other difficult terrain they test as normal. However, if
they roll a 1, they are not automatically immobilised, instead
they lose D3° of movement, just as if they had suffered an
Engines Damaged result an the Damage tables (see later).

CLOSE COMBAT ATTACKS

Super-heavy Tanks can tank shock an enemy in the Movement
phase. If the enemy pass the morale check then the Super-
heavy Tank mowves into contact with the enemy unit and must
fight & close combat against it in the Assault phase. This is the
only way that Super-heavy Tanks can enter close combat
(thaugh they can be assaulted by enemy units in the enemy's
turn as normal). Being in close combal does not stop the Super-
heavy Tank shooling, and it may fire at the unit it is assaulting if
desired.

Super-heavy Tanks are allowed to ‘barge into' enemy infantry
units rather than stopping when they contact the first enemy
model. Keep maving the Super-heawvy Tank until it completes its
move, moving enemy madels out of the way as required. Any
madels moved out of the way should be placed back an the tahle
50 that they are touching the Super-heavy Tank as close as
possible to their starting location before they were ‘barged’,
Super-heavy Tanks can't barge other Super-heavy Tanks out of
the way.

In the Assault phase, a Super-heavy Tank that Tank Shocked the
enemy receives a number of bonus close combat attacks. These
attacks represent the chanee ol the victim gither getting stomped
upon or crushed under the tank tracks, wheels ar what ever, and
are only ever received in the Super-heavy Tank's turn; if the
Super-heavy Tank is assaulted by the enemy in the enemy tum
then it does not receive any bonus attacks.

The number of bonus attacks is equal to the number of enemy
models or vehiclas that are in base contact with the Super-heavy
Tank (i.e, each enemy louching the war machine is attacked
onca). All bonus aftacks count as having a WS of 1 and a
strength of 6. Roll to hit and damage normally. All Super-heawy
Tank close combat attacks ignare armour saves, and roll 2D6 for
Armour Penetration.

Opponents that fight a round of close combat against a Super-
heavy Tank and fail to destroy it {guile a likely cccurrence!)
automatically fall back unless they are a vehicle or another war
machine. Super-heavy Tanks may never pursue or consolidate -
they remain staticnary.

NEW WEAPON RULES

Co-axial Weapons: A ‘co-axial' weapon is one that is fixed
beside another weapaon of a different type, a bit like a twin-linkad
weaapan but where two different types of weapon are used. For
example, a tank might have a turret mounted autocanneon with a
co-axial heavy bolter mounted beside it. Any type of weapons
may be fitted into a 'co-axial’ mount. Both weapons must fire at
the same target unit, even if fitted to a war machine.
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SUPER-HEAVY TANK
DAMAGE TABLES
Roll on the following tables for glancing

and penetrating hits on a Super-heavy
Tank. Ordnance also rolls on these

tables, not the Ordnance Damage tables.

GLANCING HIT

(5+D6 ROLL EQUALS ARMOUR
VALUE)

1 Gun Crew Shaken - One
weapon may not shoot next tum
{chosen by opponent).

2 Gun Crew Shaken - One
weapon may not shoot next turn
{chosen by opponent).

3 Driver Stunned - May not move
next turn.

4 Engines Damaged - Knock D3"
off the vehicle’s move {vehicles
reduced to a move of 0 are
immobilised, skimmers are
destroyed).

5 Field or Weapon Destroyed —
One weapon or field chosen by
opponent is destroyed,

6 Major Damage - Loose -1
Structure Point and rall again on this
table. If reduced to ‘0" Structure
Points then roll on the Catastrophic
Damage table opposite,

PENETRATING HIT

(S+D6 ROLL BEATS ARMOUR
VALUE)

1 Driver Stunned — May not move
next turn (Skimmers drift D&"
straight ahead).

2 Engines Damaged — Knock D3"
off the wvehicle's move {(vehicles
reduced to a move of 0 are
immobilised, skimmers destroyed).

3 Field or Weapon Destroyed -
Cne weapon or field chosen by
opponent is destroyed.

4 Major Damage - Lose -1
Structure Point and roll again on the
Glancing Hit table. If reduced to O
Structure  Points, rofi on  the
Catastrophic Damage table below.

5 Major Damage - Lose -1
Structure Point and roll again on the
Glancing Hit table. If reduced to O
Structure Points, rell on  the
Catastrophic Damage table below.,

6 Chain Reaction - Lose -1
Structure point and roll again on this
table. If reduced to O Structure
Points, roll an the Catlastrophic
Damage table opposite.

CATASTROPHIC DAMAGE

{S+D6 ROLL BEATS ARMOUR
VALUE)

1 Damage Control — The player
cantralling the vehicle must take a
Ld test for it {use the ‘standard’ Ld
for the army, ie 7 for Imperial
Guard). If the Ld test is passed, then
the damage control systems on the
Super-heavy Tank have contained
the damage, and 1 Structure Point is
‘repaired’. If the test is failed, your
opponent must roll again on this
table (which may give you another
Damage Control fest, if you're
lucky!y.

2-3 Destroyed — The vehicle is
wrecked, Mark the destroyed
vehicle with cotton wool or remove it
entirely.

4-5 Explosion — Models within Dg"
suffer ane wound on a D6 roll of 4+
({Saving throws allowed). Vehicles
are unaffected. Otherwise, as
above.

& Huge Explosion — The vehicle is
vaporised in a huga explosion. Roll
a D3 per original Structure Point to
determine how far the explosion
exlends in inches. Models in range
suffer & wound on a roll of 4+
(Armour Saving throws allowed).
Wehicles suffer a glancing hit on a
rall of 4+.

A
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GLANCING HIT

(S+D6 ROLL EQUALS ARMOUR
VALUE)

1 Gun Crew Shaken - One
wedapon may not shoot {chosen by
opponent).

2 Gun Crew Shaken - One
weapon may not shoot (chosen by
apponent).

3 Pilot Shaken - Roll a DB
immediately. On a 1-3, the aircraft
turns 45% left. On a 4-6, the aircraft
turns 45 right. The flyer may not
turn again for the remainder of this
turn, and mus! remain facing in this
direction when it shoots and moves
off the table.

4 Engines Damaged - From now
on there is a -1 maodifier to the dice
roll made to see if this flyer returns
to the table after each attack run.
The modifier is cumulative, so a ilyer
which  suifered two  Engine
Damaged results would suffer a -2
modifier, etc.

5 Field or Weapon Destroyed -
One weapon or field chosen by
opponent is destroyed,

6 Major Damage - Loose one
Struciure Point and roll again on the
Penetrating Hits table. If reduced to
‘0" Structure Points then roll on the
Catastrophic Damage table instead.

PENETRATING HIT

(S+D6 ROLL BEATS ARMOUR
VALUE)

1 Pilot Shaken - Roll 106
immadiately. On a 1-3 the aircraft
turns 459 left, On a 4-6 the aircraft
wrns 45 right. The flyer may not
turn again for the remainder of this
turn, and must remain facing in this
direction when it shoots and moves
off the table,

2 Engines Damaged — From now
on there is a -1 modifier to the dice
rell made to see if this fiyer refurns
to the lable after each attack run.
The madifier is eumnulative, so a flyer
which  suffered two  Engine
Damaged results would suffer a -2
modifier, etc,

3 Field or Weapon Destroyed -
One weapon or field chosen by
oppanent is destroyed,

4 Major Damage - Lose -1
Structure Paint and roll again on this
table. If reduced to 0 Damage
points, roll on the Catastrophic
Damage table instead.

5 Major Damage - Lose -1
Structure Point and roll again on this
table. If reduced to 0 Structure
Points, roll on the Catastrophic
Damage takle instead.

6 Chain Reaction — Lose -1
Structure Point and roll again on this
table. If reduced to O Structure
Points, roll on the Catastrophic
Damage lable instead.

SUPER-HEAVY FLYER
DAMAGE TABLES

Roll on the following tables for hits on a
Super-heavy Flyer. As a flyer, all hits are
Glancing. Ordnance also rolls on thase
tables, not the Ordnance Damage tables.

CATASTROPHIC DAMAGE

(5+D6 ROLL BEATS ARMOUR
VALUE)

1 Damage Control — The player
contralling the vehicle must take a
Ld test for it {use the 'standard’ Ld
far the army, ie 7 for Imperial
Guard). If the Ld test is passed then
the damage contral systems on the
Super-heavy Flyer have contained
thie damage, and 1 Structure Paint is
‘repaired’. I the test is failed your
opponent must rell again on this
lable {which may give you another
Damage Contral test, if youre
lucky!).

2-5 Crash - The flyer crashes into
the table 2D&" away in a random
direction and then explodes. Models
within D&" suffer one wound on a D8
roll of 4+ (Saving throws allowed).
Vehicles are unaffected,

6 Huge Explosion - The flyer is
vaporsed in a huge explosion. This
doas not affect units on the ground,
but cther fiyers within D8" suffer a
Glancing hit. Remove the flyer from

play.
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APPENDIX I

FLYERS

RULES FOR USING AIRCRAFT IN GAMES OF WARHAMMER 40,000

Imperial Armour introduces a new type of vehicle to the
Warhammer 40,000 rules, called a Flyer. These vehicles are
similar to skimmers in that they are capable of flight. The main
difference between a skimmer and a flyer is that flyers tend to
make an ‘allack run’, flying on at one table edge and then
hurtling in a straight line very fast over the table before
zooming off anather table adge, all in the course of less than a
turn, while a skimmer can ‘loiter” and stays in play.

FLYERS

Flying vehicles require rather a lat of special rules o cover
their movemant. They start the game off the table, and then
basically carry out an ‘attack run' by flying over the table in a
straight line. The following rules explain how this warks in a
game of 40K.

ON-STATION!

Flyers always start the game 'on-station’, ie, in reserve, evan
in scenarios that do not normally allow reserves to be used.
Roll a dice far them each turn, starting with the second turn, as
you would normally for a reserve unit. When the flyer appears,
place it on any table edge, facing in the direction you wish it 1o
fly, It will not actually move until the oppanent’s turn, but
placing it like this equates to the opposing army hearing and
seeing the flyer appearing on the horizon! Because it's not
really got ta the table yet. the flyer may not shoot or be shot at
until it makes its attack run,

ATTACK RUN

A flyer makes its attack run after your opposing player's
Movement phase, but before their Shooting phase — in effect
you ‘interrupt’ their turn to let the flyer make its mowve, (if
several flyers all arrive at the same time, make their moves in
any order you like and then move onto the Shooling phase).
Move the ilyer in a straight line any distance you like across
the table. The fiyer will get to make its attack at the end of the
opponent's Shooting phase, after he has had a chance to fire
at it.

After making the move, play returns to your opponent's
Shoating phase. Enemy units shoot normally, or can target the
flyer if preferred. The flyer can be shot at by any weapons
apart from ordnance and barrage weapons, which may only
target flyers if they are in an AA mount.

Measura the range 1o the flyer's base, or to any position the
flyer occupied during its move before it reached its final
position (ie, the shots can be assumed to have taken place as
the aircrafl moved). Then add 12° to the range measured to
the base to find the range to the flier. Rell to hit the flyer, bul
because it is moving so fast it will only be hit on a roll of &, no
matter what the BS of the model making the attack is. Then rall
for damage normally, counting the flyer as a fast-moving
skimmer (ie, all hils are glancing). Stunned and Shaken results
stop the flyer from attacking but have no other effect
Immobolised results destroy the flyer. Note that the LOS can
never ba blocked between a flyer and a target, either when it
attacks or when it is shot at,

Assuming the flyer isn't shot down or suffers a stunned or
shaken resull, then it can make its attacks after your opponant
has finished his Shoating phase. The fiyer may pivot up o 45°
gither before or after making the attack (but not both). A flyer
may shoot all of its weapons, even though it has moved.

Measure the range from the flyer's base to the target, but do
nat add 12" to the range this time (the flyar's allack doesn't
have to work against gravity!). Then make the attack using the
normal shooting rules. After the flyer has made its attack, it
flies in a straight line off the table,

SECOND STRIKE

The flyer can make further attack runs. Roll a D6 at the start of
the next friendly player's tumn, and position the flyer on the
table edge in the same manner as when it first appeared on a
06 roll of 2+. On a roll of 1, the flyer doesn't retum this turn,
but you may roll again for it in your next player turn.

NEW WEAPONS

These weapons may only be filled to flyers.

Bombs: Bombs have the same effect as Mortars {G48", 54,
APS, Heavy 1 blast, may pin). If a flyer releases several bombs
at the same time, count each as a separale mortar in a
‘pattery’. Each bomb carried may be used once per battle.
Bombs costs 5 pts each.

Heavy Bombs: These work in the same manner as a normal
bomb, but it has the effect of a Griffon Mortar (G12-48", 56,
AP4, Ordnance 1 blast). Heavy Bombs cost 20 pts each,

Rockets: Rockets have the same cost and effect as hunter-
killer missiles (unlimited range, S8, AP3, Heawy 1). Each
rackel carried may be used once per battle. Rockels cost
10 pts each.

Smart Bombs: & bomb or heavy bomb can be upgraded o a
smart bomb for +50% cost. A Smart bomb works in the same
way as a normal bomb, except you may re-roll the Scatter dice
if you doesn't like the first result (you must accept the second
rall though!). To turm a bomb or Heavy bomb into & smart bomb
add +50% 1o its standard paint costs.

ANTI-AIRCRAFT MOUNT

An anti-aircraft mount, as its name implies, is & mount that
allows a weapon to be fired at flyers more easily than would
normally be the case. Any weapon may be fitted in an anti-
aircraft mounts. An anti-aircraft mount allows the weapon to
shoot at flyers using its normal BS, rather than only hitting on
a 6. It also allows ordnance and barrage weapons to fire at
fliers. For ordnance or barrage weapons roll the Scatter dice,
an a ‘Hit' result the flyer’s is hit, otherwise the shot misses, do
nat rall for scatter.,

Waeapons fitted in anti-aircraft mounts may not fire at all if the
vehicle moved, and preclude the use of any other weapons an
the vehicle in the turn that they fired, unless they are fitted to a
war machine.

SUPER-HEAVY FLYERS

The Thunderhawk is a Super-heavy Flyer, and all of the rules
that apply to Super-heavy Tanks apply to it also. Mote that
becausa the Thunderhawk is a flyer it can't Tank-Shock enemy
units or assault them! Because Thunderhawks arg Super-
Heavy units they must be taken in their own ‘detachment’, as
described in the super heavy vehcile rules. A Thunderhawk
detachment can consist of between 1-3 Thunderhawk aircrall.
Any types of Thunderhawk variant may be included in the
same detachment.
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ORBITAL LANDER

If a flyer is an orbital lander then it will fly down from arbil (or the
sky) to land on the battlefield. When the flyer arrives from
reserva it makes an atlack run just like any other flyer. However,
rather than firing its weapons it is allowed to land an the table (or
hover low). If it chooses to land troops it may nol shoot,

The passengers may disembark in the opponents tum, place
them within 27 of the access points. The flyer may now
completes its attack run, taking off again and leaving the table in
same manner as if it were completing an attack runner fie, it flies
off the table in a straight ling),

If new passengers wish to embark the flyer must land (or hover
low) through its sides next turn. New passengers must move to
the flyer and embark using the normal rules, Whilst landed a flyer
cannat move, but may shoot weapons like a normal vehicla. A
Myer may not fire rockets or drop bombs whilst landed! |1 the flyer
is fired upon whilst landed then the enemy roll to hit as normal,
they do not need o roll s to hit,

A landed flier may take off again in any enemy turn, after the
enemy has had their Shooting phase. It takes off and leaves the
table in the same manner as completing an attack run.

Exarnpla

A Valkyrie transporting a Storm Trooper squad arrives from
reserve. Il is placed on the edge of the board until the enemies
turn. After the enemies movement phase the Valkyrie moves to
the point it wishes to drop the Storm Troopers off. In the enemy
shooting phase they can larget the Valkyrie, requiring 6's to hit,
adding 12" to the range and only scoring glancing hits. After this
the Valkyrie drops off its troops, who are placed within 2" of the
access points. It then flies straight off the board. It may return
next turn on a 2+ rofl as per the fiyer rulgs,

VTOL HOVER MODE

Some flyers (such as the Valkyrie and Vulture) are able to hover
in place, remaining over the battlefield rather than flying off after
an attack run.

When the flyer halts it may declare it is entering VTOI hover
mode. Resolve the enemy shooting phase as normal, but the
hovering flyer is hit using the firer's normal BS. The havering
flyer may then fire as a normal fyer, or disembark passengers.
Hather than leave the table as per the normal flyer rules it
remains on the lable. The fiyer uses its vectored engines o
hover above the ground. It remains stationary but can turn in any
direction to bring its weapons to bear. Whilst hovering, a flyer
may fire all its weapons.

For the purposes of being fired at, treat the hovering fiyer as a
mowving skimmer whilst in Hover mode. It can be targeted using
the firer's normal BS, but still add 12" to the range. All hits are
treated as glancing hits. If the hovering flyer is immohilised then
it is destroyed, Whilst hovering, it cannot be attacked in close
combat (it is too high off the ground), unless the attacker can fly
or has jump packs, in which case it can be assaulted asifitis a
maving vehicle.

Al the end of its own tumn the hovering flyer may disengage
VTOL Hover Mode, using its main thrusters and fly aff. It now
reverts to being a Flyar. It will return in the enemy turn on a 2+
as per the normal flyer rules. It cannot return in the enemy turn
immeadiately after it leaves the table, but must miss that turn as it
flies away to gain height and speed for its atlack run.

Example
A Valkyrie transporting a Stlorm Trooper squad arrives from
reserve. It is placed on the edge of the board until the enemy's
turn. After the enemy Movement phase the Valkyrie moves to the
point i wishes to drop iis troops off and declares it is
aclivating VTOL Hover mode. In the enemy Shooting
phase they can target the Valkwrie, using there
normal BE, adding 12" io the range and only scoring
glancing hits. After the shooting, buf before the
Assaull phase, the Valkwrie deploys its troops,
whe are placed within 2" of the access points,
The Valkyrie then remains on the board, and
can fire in jts own Shooting phase befora de-
activating VTOL mode and leaving the
board at the end of s tumn. The Storm
Troopears can mave normally in their turr,
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APPENDIX Il

COLOUR SCHEMES &
VEHICLE MARKINGS

COLOUR SCHEMES

Like the power armoured suits of the Adeptus Astares the
vehicles of the Space Marines are generally painted in the
colours of the Chapter they are from. Unlike the Imperial
Guard these are commonly single bold colour schemes
and only rarely use camouflage or disruptive patterns. The
origins of the colour schemes date back millennia to the
period either before or slightly after the Horus Heresy
when the Chapters and their pre-Heresy Legions were first
formed.

The purpose of painting both troops and their vehicles in
these bold and sometimes vivid colours may have been
originally to allow easy identification by other allied units
during the hectic battle situations these forces are asked
fo commit to. The Space Marine doctrine cerainly does
not generally follow tactics of concealment in battle. Bold
colour schemes also announce a Chapter presence to the
enemy, allowing a Chapter to make full use of its
reputation to lower enemy morale.

Regardless of the original reasons for these colour
schemes, a Chapter's colours are now viewed as a sacred
part of the Chapter’s identity in the same way as the their
name and iconography.

Ssome wvehicles are painted a different colour from the
Codex standard but this is usually complemented by large

krands or areas painted in the Chapter colour. Qther areas
of contrasting colour can be found on vehicles, these are
used to identify the vehicle belongs to a particular unit.

Colour schemes of wvehicles within a certain Chapter
usually vary little apart from unit and honour markings.
However changes in both colours and pallems have
pccurred in some Chapters during the long years of their
service to the Imperium. Some companies or individuals
within a Chapter can also display different colour schemes
from the rest of the Chapter (eg, the Deathwing company
of the Dark Angels Chapter have adopted a white colour
scheme and the Ravenwing use black).

Although Space Marine Chapters tend to maintain their
vehicles to a generally higher standard than the Imperial
Guard a vehicle's appearance can still show the effects of
weathering. The appearance of vehicles can be affected to
a great degree by the result of exposure to the elements
and battlefield conditions. This effect, known as
weathering and wear, can be the result of many factors
including light, temperature, atmosphere, moisture and
dust. This can cause the vehicle's appearance to change
over time, when paint shows the signs of discolouration,
peeling, cracking and staining. Mud and dust build up,
exhaust fumes cause staining, the impacts of enemy fire
dents armour plates and scorches paint work.
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5.

1. Chapter Colours, Howling Griffons, primary colour is
yellow with the Chapler's colour scheme of yellow and

red quarters shown only on the doors, Red can also be
used as the primary colour,

2. Chapter Galour. Menlor Legion, primary colour is
white with green trim shown on exhaust cowling.

3. Desart Colour concealment paltern. Raptors Chapter,
dark green colour scheme retained only on doors.

4. Chapter Colours. Space Wolf, primary colour is gray
with souad colours and markings shown on doors,

§. Chapter Colours. Crimsan Fists, primary colour is dark
blug with red trim shown on exhaust cowling.

6. Honour Colours, Ultramarines veteran squad, primary
colour is white with the Chapter colour retained only as a
broad blua band,

10.

7. Chapter Colours. Avenging Sons, two tone coniusion
pattern using two variants of the Chapter's primary
colours,

8. Chapter Colours. Revilers, two tone concealment
pattern using two variants of Chapter primary colours.,

9. Chapter Colours. Grey Knights, with a broad
recognition band using Chapter's secondary and tariary
colours,

10. Order Colours, Order of Our Matyred Lady, primary
colour is black with secondary red picking out whole

armour plates. Hivets use white, the Order’s tertiary
colour.




VEHICLE MARKINGS

Space Marine vehicles can display various types of
marking, including:

1. Chapter symbol

2. Company number, symbal or colour
3. Vehicle number

4. Squad number

5. Squad symbol

6. Squad honour badges, Crux Terminatus, Veteran
laurel wreaths, etc

7. Hero's personal heraldry
8. Vehicle name scroll

9. Army badge or Field sign
10. Imperial eagles

11. Purity seals

12. Litanies

Chapter Symbol

Most vehicles display the Chapter symbol as a large
painted emblem or a cast 3D icon. Many of the cast icons
are taken as moulds of the ancient Chapter Stones from
the Chapter's fortress monastery or from the halls of the
Emperor's Palace on Terra.

Vehicle and Squad number

Most transport vehicles usually display either a vehicle
number and/or the number of the squad it carrigs.

Squad Type

A transport vehicle may also carry the markings of the
squad type it is assigned to. An arrow for Tactical squads.
Crossed arrows for Assault sguads. A chevron (inverted
‘") for Devastator squads. A skull for Command units. A
Rhino used by Apothecaries might bear the Prime Helix
emblem, whilst a Chaplain’s personal Bhino might carry
the skull.

Squad Honour Badges

Chapters reward sguads for valour in battle and other
special achievements. Common across Codex chapters is
the Crux Terminatus, a badge which indicates the squad
have Terminator honours, and have fought wearing
Terminator armour in the past. The Veteran honour badge
iz a laurel wreath. Other honours include the Iron Skull
awarded for leadership or special dispensation to decorate
a unit's transport vehicle with Chapter iconography or
artwork.

Personal Heraldry

Many Chapters have a tradition of allowing each individual
of rank to bear his own heraldry. This is often painted onto
the shoulder or knee pads of his powered armour, but
might also be added to his transport vehicle. Commonly
Captains, Chaplains, Librarians and the Chapter Master
might have their own heraldric devices.

Appariiix
Company Number, Symbol or Colour

Most Codex Chapters display a company badge
displaying the company's number. Some veteran
companies may display their badge as a specific company
symbol without showing the actual number. Others use a
Company colour as identification. The Codex Astartes
identifies these as:

1st Company — White
2nd Company — Yellow
2rd Company - Red
4th Company — Green
5th Company — Black
6th Company — Orange
7th Company — Purple
8th Company — Grey
oth Company — Blue
10th Company — None

Vehicle Names

Where these are used the names are usually taken from
the Chapter's past heroas or are names with relevance to
the Chapters homeworld. It is far more likely for larger
vehicles, such as Land Baiders, to bear names rather than
smaller vehicles. Mot all Chapters display a vehicle's
name, some prefer to keep them secret.

Army Badge or Field Sign

When on campaign armies of the Imperium can be drawn
from many different fighting arms. Army badges are wom
as a general identification for all the troops operating
under one command. An army badge or field sign can be
kept as an honour for exceptional service in a campaign,
but are more likely to be incorporated into a unit’s badge
or banner. Army badges vary wildly, from skull matifs, to
simple geometric designs, lightning flashes, crossed
swords or spears, stars elc.

Imperial Eagles

The symbol of the Pax Imperialis, the oath that binds all
Imperial servants together under the banner of the
Emperor. Imperial Eagles appear on vehicles as an
affirmation of loyalty.

Purity Seals

This is a blessing and a protection against malign forces.
They are affixed to vehicles by Company Chaplains to
protect the Machine Spirit and the souls of the crew and
passengers within.

Litanies and Invocations

These are special blessings or prayers, usually asking the
Emperor to grant victory or wards against daemonic
possession. It is believed they will imbue the Machine
Spirit of a vehicle with the same zeal for battle as the
readings do the battle-brothers.
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1. Chapter Symbal, Space Wolves, cast icon 5. Vehicle Number, 5 as roman numeral
2. Chapter Symbaol, Raptors, stencilled 6. Campaign Badge. Crowned Skull, Angelis campaign
3. Company Badge, Dark Angels, fifth company 7. Honour Badge, Promethean flames, Salamanders Chapler

4. Cormpany Colour, Red disc, third company 8. Honour Badge, Laurel Wreaths, Ultramarines veterans



1.

13.

15.

9, Imperial Eagle, Dark Angels Chapter colours

10. Parsonal Heraldry, Grey Knights Captain

11. Unit Badge, Tactical marking

12. Unit Badge, Command marking, and honour badge

Appendix

13. Unit Badge, Apolhecary Prime Helix

14. Purity Seals, Ultramarines Chapter

15. Vehicle Mamse, Salamanders Chapter, ‘Fire Drake’
16. Litany, Black Templars, also purity seal
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arpenpix iv AMMUNITION

The Space Marines have access lo a huge arsenal of weaponry,
from the most advanced laser, melta and missile technology the
Adeptus Mechanicus can supply right down to antiquated but
reliable and effective conventional projectile weapons.

PROJECTILE AMMUNITION

The most basic form of ammunition used by Space Marines is the
same as that commonly used by the Imperial Guard and Planetary
Defence Forces. Large and small calibre projectiles are fired using
a propeliant charge. launching a shell containing high explosive that
is fused to detonate on impact. The Space Marines do nol rely
heavily upon this antiquated technology, but autocannons and battle
cannons are still used as vehicle and Dreadnought-mounted
weapons.

Autocannons
Tha simplest of all the Space Marine WEAPONS Autocannon
are their autocanncns, Few in number, the rounds

autccannon is widely thought to be a weapon

that neither successtul fulfils an anti-personnel Hi

or anti-tank role. Lacking the rate of fire of a [ [

heavy holter, or the hitting power of a krak -=

missile  or lascannon. They are too

cumbersome to be man portable, with a large recoil, restricting them
lo vehicle mounts. The main advantage an autocannon has is s
versatility, it can fulfil either role satisfactorily, and so maost Chaptars
retain a few autocannons,

The Predator Destructor tank mounts a large autocannon as its main
weapon. Loaded with high explosive or armour piercing ammunition
it is a versatile weapon for a light tank, which cannal mount the far
more deslructive battle cannon but can be equipped for anti-tank ar
anti-infantry roles on its sponson weapons.

Battle Cannons

Battle cannons are common within the Imperial Guard, but not
favoured by Space Marine Chapters. Some Thunderhawk gunships
mount a large battle cannon, others are used as part of a fortress-
monasteny’s defences,

Balllecannon Ammunition
1. Infarnus shell
2. High Explosive shell
3. Armour Plercing shell
4. Smoke shel!

There are various types of battle cannon ammunition, high-
explosive, anti-tank, smoke shells, incendiary shells, illumination
shells, but all shells, regardless of type have common teatures.

Ballistic Cap — To improve in-flight ballistics

Fuse — Usually an impact fuse to denote the explosive material
inside tha shell,

Explosive material — The shell's main destructive force,
fragmenting the casing into shrapnel and creating a sudden
lethal pressure difference at detonation.

Shell casing — The main body of the shell which fragments into
sharp shards of metal flying in all directions,

‘D pattern vehicle Propellant charge — The powder which when
latnched smoke igniled fires the shell at high velocity along the
grenade  barrel,
'd

| Tracer — A brightly burning chemical mounted in
- the base of the shell, allowing the gunner to see
BU the shell in flight.

ROCKET PROPELLED AMMUNITION

Rocket propelled ammunition {also called self propelled
ammunition) is a more advanced form of the basic projectile
ammunition. Rather than containing a separate propellant charge,
rockel propelled ammunition has its own built in solid-propellant
fuelled rocket. The propellant is shaped to control the time and rate
af burning, and hence the thrust and duration of the rounds flight.
The resulting accuracy and range compare favourably with
conwventional firing methods and make far more efficient use of the
propellant charge.

Rocket propelled ammunition has several drawbacks though, The
first is the over-pressuring problem caused when the rocket
propellant is ignited within the confines of a weapon's firing chamber
or barrel. The blast of gases caused by the rocket are trapped inside
the weapon by the round. The pressure builds up rapidly, CALSING
the barrel or shell to deform and severely upsetting the shell's flight.
At warst the barrel might explode, burst apart by the build up of
pases, deslroying the weapon and risking injury to the user,

Ower pressure can be allevialed by the use of extraction wvanting.
Exiraction venting sucks the launch gases oul of the barrel and
releases them through a wvenling port. Different WEApons use
different mathods of extraction venting.

A second drawback is unstable in-flight ballistics of self propelled
shells, To maintain range many self propelled rounds use multiple
propeliant burns. After launch a second burn will boost the shell
orwards, followed by the third and fourth burn. Each 'booster’ burn
ignites the next before dropping away, As long as the shell is
heading directly at the target this is fine, but shauld the trajectory be
slightly out or the shell be yawing slightly the thrust from the booster
burns will force the shell further off target. Fin stabilisation minimises
this effect, but significantly increases the size of the round. reducing
ammunition capacity,

Bolter Shells

The bolt gun or bolter is a weapon synonymous with the Emperor’s
Space Marines. Whether pistal, carbine or heawvy support varsion all
bolters fire armour piercing, mass-reactive, high-explosive
ammunition, which detonate afler penctrating the target, literally
blasting it apart frorm within.

A bolter's rocket-propelled bolt works in an ingenius way, To avoid
ovar pressuring the bolt is fired using a small conventional powder
charge in a cartridge, just enough to force the bolt out of the barre!
and ignite the bolf's own solid fuel propellant. The used conventional
carfridge is then ejected, clearing the breech for the next round. The
bolt's solid fuel propellant is timed and shaped to ignite just after it
exits the barrel, alleviating the over pressure problem as the gas is
not trapped. The bolt then accelerates away towards the target
under its own power. This ‘two part exterior ignition’ system also
drastically reduces reccil to manageable levels for a hand-hald
weapon of such high calibre. As a personnel weapon the bolter
does not need subsequent boostar burns for long range, and so the
bolt does not require fin stabilisation either, keeping the round small,
and so the ammunition capacity of the weapon’s magazine higher.

So efficient is this method of firing that a bolter
can rapid fire bursts of three or four rounds in
@ quick succession. Heavy bolters can maintain a

Bolter shell

higher rate of fire, and use a larger bolt with a
large propellant charge for extra range and
hitting power.

Bolter Ammunition types:
Standard bolt — outer casing, solid fuel propallant base, high-
explosive charge, mass reactive fuse. depleted deuterium core
{dense material adds weight and wvelocity for penetration),
hardened diamantine penetrating tip.

Inferne bolt — Deuterium core replaced by oxy phospor gel which
ignites causing secondary fires.



Helifire round — core replaced by mutagenic acid vial.

Metal Storm Frag round — mass reaclive fuse replaced by
proximity fuse, deuterium core and diamanting tip replaced with
increased high explosive charge and a fragmentation casing.

Stalker Silenced shell - propellant base and conventional charge
replaced by gas cartridges for silent low velogity firing. Fuse and
explosive charge replaced by solidified mercury shug.

Vindicator Siege shells

These large shells have an armour piercing tip, heavy shell case and
a large high explosive charge. Fused to explode micro-seconds after
impact, allowing the armour piercing tip to penetrate through a
building or bunker wall before the shell explodes inside, doing
maximum damage to the structure and occoupants.

To achieve a high velocity for penetration the shell also has a large
propellant charge to launch it. The combination of heavy case, large
explosive charge and large prapellant charge means the shells must
be large and heavy, drastically reducing a vehicle’s ammunition
stowage capacily. The weight and size of the shell means
rmaintaining accuracy over long range is impossible, even using fin
stabilization and booster burns. Vindicators are deployed as close
support in dense terrain, such as street fighting and jungles.

S .
Vindicator T “\3
Siege Sheil 1| -
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MISSILES

Space Marines make wide use of missile technology. Guided and
free flight missiles are commaonly deployed, from shoulder launched
infantry weapons to high explosive Whirlwind missiles or
sophisticated, fire and forget guided weapons such as the hunter-
killer.

Whirlwind missiles

Whirlwinds fire free-flight unguided missiles with high explosive
warheads. There are many known patterns of Whirlwind, with
missiles that vary from single large warheads to smaller, multiple
launched area saturation missiles,

As an alternative 1o the standard high-explosive warheads usually
issued to Whirlwinds, there are some other types of missiles a
Space Marine commander can utilise.

The first is the scatterable mine warhead, which upon detonating,
showers the target area with small proximity fused mines, creating
an instant minefield. Mines being a purely defensive weapon means
Space Marine Chapters do not often have need of them, but during
attacks denying the enemy easy routes for counler-altacks can
make the difference between success and failure.

The second missile type is the shori-range anti-aircraft missile.
These missiles can be used to provide close air defence to a Space
Marine force, although the Hyperios and the Hunter are specialised
vehicles specifically designed for this role. The issus of AA missiles
can turn & standard Whirlwind into a stand-in air-defence vehicle,
but after several Whirlwinds belonging lo the Exorcists Chapter
tailed to engage incoming Ork Bommers most where withdrawn from
sErvice.

Helios High Explasive missile

| I

The final type of missile is the extended range variant. Techmarines
of the Iron Fists Chapter first developed this type of missile 1o turn
the short ranged support of the Whirlwind into long-range
bombardment artillery, during the Assault on Hive Vortis. It was not
regarded as a success, but several other Chapters have since
attempted to emulate the lron Fists. The necessary increase in fusl
and the size of the missile’s rocket engine resulted in a reduction in
the amount of high explosive carried in the warhead. and a reduction

.-'--'.-"/
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in the size of the resulting explosion. The loss of destructive power
meant that the long ranged missiles faled to cause sufficient
damage to be effective in the bombardment role.

Hunter-Killer missiles

Hunter-killer missiles are the most sophisticated guide missiles in
the Space Marines armoury. They are vehicle mounted to lock-on,
seek and destroy a target. Once the contraller has the target locked-
on in his sights he can launch the missile and it will seek this target.

In the MKIX Voss pattern hunter-killer missile the attack sequence
works as follows. |t begins when the ‘hunter” elemant of the warhead
(in the nose of the missile) is given a ‘locked-on’ target by the
contraller. The hunter sensor will then seek this target, disregarding
all othars. The controller then fires the missile, the rocket engine is
activated, and the missile launches, accelerating rapidly towards the
target.

During flight the hunter sensor lracks the larget's movement and
relays information to the logis engine's guidance contrals, which
then adjust the missiles flight. It does this by rotating the missile's
stabilising fins. The fins give the missile lift to keep it in the air, but
when rolated slightly they create drag, causing the missile to change
course. Extrema movemeants in the fins allow the missile to make
rapid course changes to match the movement of the target and
avoid obstacles. The internal gyroscopic slabilisation resists the
natural lateral movement of the missile, which would force it to roll
as it flies, counteracting this effect and keeping the missile, and most
importantly, the huntar sensors, upright.

The missiles warhead is an impact fused shaped charge. The force
af the explosion is channel in such a way as to direct all the blast al
the target, concentrating its anergy to cut through amour.

& hunter-killer also contains a small battery to provide power to the
hunter sensor and the logis-engine,

Nk ‘Daliverance'
Hunter-kiliar
missile

MEVI ‘Avengar'
Hunter-kilter
missife

HC D>
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k1K Voss
Hunter-kitlar D'I'Z'H |
missile ]"\_/ U

Hyperios Anti-Aircraft missile

The Hyperios is equipped with automated tracking and targeting
equipment and guided anti-aircratt missiles for close air defence.
The Hyperios’ missiles each contain a small logis-engine, similar 1o
that used by the hunter-killer missile, 1o seek out and destroy its
target. Although anti-aircraft defence is its main role, the targsting
array is versatile enough to be able lo engage ground targets,
effectively becoming a large rack of hunter-killer missilas.

As well as its logis-system and warhead, most of the actual missile
contains the fuel it nesds to fly relatively short distances at very high
speed, intercepting fast mowving in-coming aircrafl. These missiles
are not large enough lo reach high-aliitude, like a Manticore AA
migsile, but are highly effective against low flying enemy as they
make strafing runs.

Hypearios AA missile
= ' T
= 1 [lI>
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