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INTRODUCTION

-

“Fmgﬂ your past life. From this day on you are simply a Durk Angel
nothing else is of conscquence The Chapter is all that matters"

Commasder Azrael addressing mew recruits to the Scomt Compuny

elcome Brother Marine to Codex: Dark Angels, a

book dedicated to the most zealous of the Space
Marine Chapters. Within these pages you will learn
some (but not all!) of the secrets of collecting, painting
and gaming with Space Marines of the Dark Angels
Chapter in the Warhammer 40,000 battle game. Guard
these secrets well, and reveal them at your peril..

THE DARK ANGELS

The origins of the Dark Angels Chapter are shrouded in
mystery. There are no records of its beginnings nor any
mention of its part in the Emperor's Great Crusade. Any
reference in the Imperial histories to its deeds during the
accursed times of the Horus Heresy has been
expunged. But yet a legend persists that at one point
the Dark Angels teetered on the very brink of Chaos and
that an act of the most terrible betrayal dishonoured all
of the Chapter's feats of valour, leaving an enduring
stain on the Chapter's honour. Such is their shame, that
from that time on they have bome the mark of the
Unforgiven and must strive for absolution from the sins
of millennia past.

Their terrible secret is that during the Horus Heresy
some of their brethren were converted to the side of
Chaocs. The renegades were defeated in a battle that
destroyed the Dark Angels’ home world, Caliban, but
many of the traitor Dark Angels survived to be cast
through space and time by the Chaos gods. These
survivors are known to the Dark Angels as ‘The Fallen’.
In the eyes of the Chapter's leaders, there is only one
way that the Chapter can ever
atone for their shame, restoring
their honour and trust within the
Emperor’s eyes. That is if all
the Fallen are found and either
made to repent or are slain.

This story of treachery and
betrayal is the Dark Angels’
hidden shame and their secret
mission to destroy all of the
Fallen is now their only hope of
salvation. None know of this other
than the Dark Angels, their
Successor  Chapters  and,
perhaps, the Emperor on his
Gaolden Throne.

()0

The Chapter has been shaped by its dark past and is
secretive and monastic in nature, with much time given
over to worship and prayer. There are many different
levels within the Chapter which individuals may
gradually rise through. On attaining each new level, they
find out a little more about the truth behind the Dark
Angels’ origins, but it is only the highest ranking
members of the Chapter that know the terrible, shameful
secret of what happened ten thousand years ago.

WHAT’S IN THIS BOOK?

Codex: Dark Angels is split into three main sections,
each of which describes a different area of creating your
own Dark Angels army and getting it into action on the
tabletop battlefield. Mote that in order to use this Codex
you will also need a copy of Codex: Space Marines.

The Army List. The Dark Angels army list is
supplemental to the main Space Marine army list in
Codex: Space Marines. It details the unigue troops and
squads available to a Dark Angels commander and tha
specialised wargear they carry into battle.

The Painting and Collecting Guide. This section
covers everything you need to know in order to start
collecting and gaming with a Dark Angels army. There
are pages of painting guides and colour scheme ideas,
as well as tactics, ideas on organising your army and
lots of other useful information.

The Dark Angels. The final section includes
background information about the sinister Dark Angels,
and also includes a special scenario based on a battle
fought by the Dark Angels against the combined forces
of two Ork Warlords, There are also special characters
from the Dark Angels Chapter that you can use in your
battles if you wish.



DARK ANGELS ARMY LIST

On the pages that follow you will find special rules
and an army list allowing you to field a Dark Angels
Space Maring army in games of Warhammer 40,000.
The list is designed to be compatible with the scenarios
included in the Warhammer 40,000 rulebook, but it also
provides the information you will need if you wish to use
Dark Angels in scenarios that you have devised yourself,
or that form part of a campaign.

Important Note: Throughout this book we refer to a
Dark Angels army. However, it is possible to use this
army list to build an army based on one of the
Unforgiven Successor Chapters of the Dark Angels,
such as the Angels of Absolution or Angels of
Redemption. Alternatively you can use the list for a
Chapter of your own devising. This will allow you to
create your own colour scheme, Chapter history, special
characters and other details, yet still play with a non-
Codex army if you want to.

USING THE ARMY LISTS

The Dark Angels army list is different from other army
lists you may have already seen. Instead of being an
indepandant army list, it is used in conjunction with the
standard army list in Codex: Space Marines. A Dark
Angels army is chosen in exactly the same way as any
other Space Marines army, except where noted on the
following pages. Although the Dark Angels and the
Unforgiven vary somewhat from a ‘Codex’ Space Marine
army, there are still more similarities than differences.
Faor this reason, and in order to avoid any unnecessary
repetition, the following pages detail only the different
organisation and army list options that are available to
the Dark Angels. Full entries for the other troops
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available to a Dark Angels Commander can be found in
Codex: Space Marinas.

Unless noted in this volume, all of the rules, options and
limitations that apply to a Space Marine army also apply
to a Dark Angels army.

CHOOSING YOUR ARMY

When you are choosing your army, you may make
choices from Codex: Dark Angels, within the normal
limitations of the Force Organisation chart being used,
points values of the battle, ete. Some of the entries that
follow refer you to an entry or option from the Codex:
Space Marines list. If this is the case, you use the entry
or option from Codex: Space Marines, with the special
rules presented here. For example, Dark Angels Tactical
squads are chosen from the Taclical squad entry in
Codex: Space Marines, but use the special rules that
apply to Dark Angels printed in this Codex.

Dark Angels Armoury

A Dark Angels army has access o all of the weapons
and wargear from the Space Marine Armoury in Codex:
Space Marines. In addition, there are a number of
special items of wargear which are anly available to a
Dark Angels army and cannot be taken by an army
representing a different Chapter.

Impaortant Note: Dark Angels Masters, Grand Masters,
Librarians, Interrogator Chaplains and some Veteran
Sergeants are members of the Deathwing and therefore
have Terminator honours. The +1 Attack bonus has
already been included in their charactenstics and may
not be taken again. For the same reason, they do not
receive the +1 attack bonus if given Terminator armour,




DARK ANGELS ARMY LIST

DARK ANGELS ARMOURY

Terminator hanours and may not take them again.

Wargear

In addition to the wargear included in Codex: Space Marinas, the
Dark Angels may alsa pick ifems as indicated from the Rs! below.
These lems are all wnigue and may nol be duplicated. Nole that
Dark Angels do nof have access fo Holy Refics or Sacred
Standards, which are replaced with the equivalent items from

this NS,

I Lion Helm (Gramd Masters omly) ..o eneeeee oS pts
Sword of Sacrats (Grand masiers only) ..o A0 pls
Book of Salvation (Librafans only)......c.ccoeeeeeeeeeen.. A0 pls

; Each Dark Angels characlar may pick up to two single-handed weapons, or one single-handed and one two-handed ||
14 weapon, plus up to 100 points of wargear, either from the Space Marine Armoury or the Dark Angels Wargear below.
‘|l Mote that Dark Angels Masters, Grand Masters, Librarians, Chaplains and some Veteran Sergeants already have

Blades of Reason (Chaplaing only) ... 5 pIS
Cup of Retribution (Independent Characters only)...... 40 Mg

Standard of Devastation (Slandard Bearer only] ... 35 pls
Standard of Fortitude (Standard Bearer only) ... 50 pis I‘
Standard of Retributicn (Standard Bearer only) ...........40 pts

Dark Angels Vehicle Upgrades
Dark Angels use the Space Marine Ammoury when choosing
vehicle upgrades.

RAVENWING & DEATHWING ARMIES

The Dark Angels include two Companies that have a unique
structure and organisation. The Chapter's 1st Company is
known as the Deathwing and is made up exclusively of Space
Marine Terminators, while the 2nd Company is known as the
Ravenwing and is made up exclusively of Space Marines
maounted on bikes, attack bikes and Land Speeders. Nomally
squads from the Deathwing or Ravenwing will fight alongside
squads from the other companies in the Chapter, but
sometimes thay will be fielded as detachments drawn only fram
their own Company. The following special rules can be used 1o
reprasent a ‘pure’ Deathwing or Ravenwing army.

Deathwing Army

A Deathwing army must include the Master of the Deathwing as
one of its MO choices. It may include Interrogator-Chaplains
and Librarians as additional HQ choices, but may not have any
olher type of character. In a Daathwing army, only the Master of
the Deathwing may be accompanied by a Command squad.

Aside from characters, the only units allowed in a Deathwing
army are Deathwing Terminator squads, Dreadnoughls and
Land Raiders. Deathwing Terminator squads may be chosen as
Elites, Troops, Fast Attack or Heavy Support

Ravenwing Army

A Ravenwing army must include the Master of the Ravenwing
as ong of its HQ choices. It may also include Interrogator
Chaplains and Librarians as additional HQ choices, but may not
have any other type of character. Chaplains or Librarians must
be given a bike as an additional item of wargear. In a
Ravenwing army, only the Master of the Ravenwing may be
accompanied by a Command squad.

Agide from characters, the only othar units allowed in the army
are Ravenwing bike squadrons, Ravenwing attack bikes and
Ravenwing Land Speeders. When you are fielding a
Ravenwing army, bikes count as Troops units and Attack Bike
squadrons count as Heavy Support units, instead of Fast Attack
choices as would normally be the case. Land Speedar
squadrons still count as Fast Attack choices. These changes
are summarised on the table below,

Mormal Type Ravenwing Army
Bike Squadron Fas! Attack Troops
Attack Bike Squadron  Fast Attack Heavy Support
Land Speeder Squadren  Fast Altack Fast Atlack

choices for the purposes of the Force

Organisation chart being used for the Stovage compariment S97AV Godwyn pafterm

mission being played. Note what category access halch pintis-mounted Ref 769/ Chapter Approved
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normal and Land Raiders may be faken
either as Heavy Support, or as a transport for
Terminator squads and Command squads
that consist of no more than five models (the
unit has to be able to fit inside its transport
vehicle!). Land Raiders taken as a transport
vehicle still cost 250 points, but don't count
as one of the army's Heavy Support choices.
Terminators that have a Land Raider

transport vehicle may not degp sinke into
battle.
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DARK ANGELS ARMY LIST

‘And They Shall Know no Fear' & Drop Pods
These special rules are includead in Codex: Space Marines
and also apply to all Dark Angels Space Marines.

Allies

The Dark Angels refuse to fight alongside non-humans
except under the most dire of circumstances. Because of
this, unless you are playing a special scenario or game that
is part of a campaign, then the Dark Angels will not fight as
part of an army containing detachments that include any of
the following troops: Ogryns, Ratlings, any non-human
race. In addition, a Dark Angels amy may not includs any
allies from the Herces of the Imperium list unless you are
playing a special scenario, though in this case it is because
they don't want the outsiders ‘sticking their ncses’ into the
Dark Angels' private business.

Stubborn

Stubbomn resistance against impossible odds by members
of the Deathwing is legendary. Models that are noted as
stubbom in the army lists automatically pass any Marale
checks they have to take, even if faced by a situation or
apponent that would normally cause them to automatically
fail. Howewver, such is their stubbomness that they will keep
on fighting even whan discretion may prove the better part
of valour and so they may not voluntarily fall back from
close combat (see the optional rule in the Designers’ MNotes
at the back of the Warhammer 40,000 rulebook). Note that
stubbom models still have to test for pinning as normal.

Characters that are stubtrom confer the ability onto any unil
that they lead, as long as the character is part of the unit.

Intractable

Dark Angels are very tenacious, but sometimes this will
overcome their better judgement and they will stubbomly
refuse to move when it might be in their better interests to
do so. To represent this, roll a D& for each Dark Angels
character, unit or vehicle at the start of the turn if there is an
enemy model within 24", in sight and within rangs of at
least one weapon in the unit. On a roll of 2-6 the unit can
move normally, but on a roll of 1 the Dark Angels will
stubbornly refuse to move and must remain staticnary.

Dark Angels units that refuse to move may not move in the
movemeant phase or the assault phase, but can shoot as
normal. In addition, they count as being shubborm for the
remainder of that turn and all of the following enemy turn,
even if they are not usually classed as stubbom.

Important Exception: This rule does not apply to
Ravenwing units and characlars.

The Ravenwing

Dark Angels of the Ravenwing practise and train
continuously in the use of the vehicles they ride. They may
re-roll the dice if they fail a Difficult Terrain test. In addition,
they are trained to jink’ their vehicles from side to side. This
allows them a B+ invulnerable save against any enemy
shooting attacks as long as they moved in their previous
movement phase. This save may be taken instead of their
normal armour save, not in addition to it. Land Speadars
and aftack bikes are allowed 1o take this special saving
throw, even though Land Speeders are vehicles and
therefore do not normally get a save.

DARK ANGELS SPECIAL RULES

Hunting the Fallen

In the eyes of the Dark Angels, the only way that thay can
rd themselves totally of their secret shame and restore
their honour and trust within the Emperor’s eves is if all the
Fallen Dark Angels are found and made to repent or are
slain. However, since the Fallen were cast through the
warp to all corners of space and fime, this is no mean task
for the Dark Angels. Unlike the Inquisitors and Grey Knights
of the Imperium, whose role it is to root out the agents of
Chaos at work within the galaxy, the Dark Angels are anly
concerned with finding the Fallen of their Chapter. Although
the Chapter will be called upon for many different missicns
for the Imperium, the search for their Fallen comrades iz a
constant quest that they can never relinguish,

Dark Angels will always attempt to follow up every rumour
and clue conceming the Fallen. To represent this, roll a D&
at the start of any mission, unless you are playing against
Tyranids or Mecrons. On a roll of 6 the Dark Angels have
heard that one of the characters in the opposing army has
information that may lead them to one of the Fallen. This
can be any characler, including characters taken as
upgrades for a unit, such as a Veteran Sergeant. Randomly
determine who this character is. If the character is slain in
close combat by a Dark Angel, it is assumed that he has
been subdued and captured instead of being killed {though
he counts as being killed for all game purposes). Capturing
him earns the Dark Angels D6x10 extra victory points in a
scenario that uses victory points to determing the winner. In
any other scenario, capluring the character allows the Dark
Angels player to claim a moral victory no matter what the
outcome of the actual game. If the Dark Angels fail to
capture the character, then their opponent receives the
victory points (and the bragging rights!).

Cypher: If the opposing army includes Cypher and his
Fallen Angels unit then the rule above is not used. Instead,
each Fallen Angel that is captured is worth DEx10 viclory
points. For.uncaptured Fallen Angels, the victory points are
awarded to the Dark Angels’ opponent. In order to capture
Cypher he must be slain in close combat and fail his special
final saving throw', (The full rules for Cypher are included
in Codex: Chaos Space Marines.)

5. -

A moment of
laxity spawns a
lifetime of
heresy.

Never forget,
never forgive.




ngels Heroes
Leaders,

Masters or Grand
Masters. Leaders

represent Dark Angels Space
Marines from the 3rd tothe
10th Company who have not

yet bean initiated into the.
Inner Circle. Masters and
Grand Masters represent

high-ranking members of the
Chapter and are part of the

Inner Circle.

Librarfans

Like all Space Marine
Librarians, Dark Angels
il Libvarians are able lo
make a special psychic
altack agamns! enemy
madels. The ruwles for
using psychic powers
can be found on page
74 of the Warhammer
40,000 rulebook.
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All Librarians {n
Dark Angels
Chapter are’
inducted into the

A

the

.
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Deathwing as soon as they

jein the Chapter.. They
assist the Chapter's

Interrogatar-Chaplaifis
when they interrogate ll'n
- Fallen. ‘

i

Y
!
#1

T W | A
Leader 50 4 ] L 4 1 4 3 g 3+
Master 65 5 5 4 4 2 5 4 9 3+
Grand Master 4 4 3 5 4

Options: The Hero may be given any equipment allowed from the Dark Angels Armoury.

Master of the Deathwing: Ona Master or Grand Master can ba made Master of the Deathwing. He
must be equipped with Terminator armour and may be given any additicnal equipment allowed from the
Dark Angels Armoury. If accompanied by a Command squad then it must be upgraded to a Deathwing
Command squad {see the Command squad entry opposite).
Master of the Ravenwing: One Master or Grand Master may be made Mastar of the Ravenwing. See
the ‘Master of the Ravenwing' special character on page 19.

SPECIAL RULES

Independent Character: Unless accompanied by a8 Command squad, a Dark Angels Hero is an
independeant character and follows the Independent Character special rules as given in the Warhammer
40,000 rulabook.

Command Squad: The Dark Angeals Haro may be accompanied by a Command squad, see the special
enlry opposite. Mote thal a Dark Angels Herd and Command squad count as a simgle HC choice,
Stubborn: Dark Angels Heroes ara membars of the Deathwing and are therefora stubbarn (lor details sea
lhe special rules at the stan of this army list)

Excaplion: The Master of the Ravenwing is nol frealed as being stubborn. Although a maember of the
Dwathwing, e knows hat it is his duty o sunave and repor! back on whal he $e0s and discovers,

DARK ANGELS LIBRARIAN

Points WS BS S T Ld I A Ld Sv
Librarian 85 5 5 4 4 2 5 4 9 3+

Options: The Librarian may be given any equipment allowed from the Dark Angels Armoury.

SPECIAL RULES

Independent Character: Unless accompanied by a Gommand sguad, a Dark Angels Libradan is an
independent character and follows the Independent Characler special rules as given in the Warhammer
40,000 rlebook.

Paychic Power — Weaken Resolve: The Librarian may attempt to use the Weaken Resolve paychic
power when an enemy unit with a maedal within 127 of the Librarian has to take a Morale check. If the
Librrarian passas his Psychic test then the enemy unil mest take its Morale check on 306 added logether,
rather than on 206 as Is nomally the case. The power may only be used once per player lum (g, the
Librarian can use his power once in the Dark Angels' tum and once in the enemy’s tum).

Command Squad: The Librarizn may be accompanied by & Command squad, see the special entry that
follows. MNote that a Dark Angels Librarian and Command squad count as a single HQ choice.

Stubborn: Librarans are membsrs of the Deathwing and are thersfore sfubborn (for details ses the
special rules at the start of this ammy list).




Interragator-Chaplain a0 § 5 4 4 5 -4 g 3+

Weapons: Crozius arcanum and rosarius,
Options: Tha Chaplain may be given any equipment allowed from the Dark Angels Armoury.

SPECIAL RULES

Independent Character: Unless accompanied by a Command squad, an Inferrogator-Chaplain is an
independent character and follows the Independent Character special rules as given in the Warhammer
40,000 ook,

Command Squad: The Interrogator-Chaplain may be accompanied by a Command squad, see the enfry
betaw, Mote that an Interrogator-Chaplain and Command squad count as a single HQ choice.
Stubborn: Interrogator-Chaplains are members of the Deathwing and are therefore stubborn {lor delails
see the special rules at the start of this army list).

DARK ANGELS COMMAND SQUAD

See squads below for details on profiles and points cost.

Squad: The squad is chosen at an additional points cost from the Dark Angels army list. The sguad
consists of between four and nine models, cne of whom may be a Sergeant.

Weapons & Optlons: The standard weapons and oplions available o the squad type chosen are
available to the Command squad.

Characters: The slandard characters available to tha squad lype chosen are awvailable to the
Command squad. In addifion, one modeal may be upgraded to an Apothecary, one model may be
upgraded 1o a Techmarine and cne model may be upgraded to a Standard Bearer. Any of these
characters may take equipment fram the Dark Angels Armaury,

Transport Vehicle: Any vehicles normally available to the squad type chosen are available to the
Command squad,

1
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Chaplains, for it is their
sacred duty to attempt to

makc those of the Fallen who
are captured re their
past. The Chaplain is allowed
to add a single blatk pqa.rl_;u _:.
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sefto
g inigony
ion, a5
the Chaplair is fdreed to use
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error of

|| Any other mode: Dark e
; Angels Tactical squad. || i

High ranking Dark Angels ||
are often accompanied by |1
a Command squad. The
squad chosen depends
on the model leading if:
Master of the
Deathwing: Deatiwing

| Terminator squad.

Master of the i
Ravenwing: Ravenwing 5
Bike or Ravenwing Land ;
Speeder squadron.

Points/Mode|
52

Terminator

Squad: The squad consisis of one Deathwing Terminator Sergeant and between four and ning
Deathwing Terminators. The Terminator armour's 2+ save and +1 Allack bonus have already been
included in the characteristics above.

Weapons: The Dealhwing Terminator Sergeant is equipped with a power sword and storm bolter.
Deathwing Terminators are armed with a power fist and storm balter.

Options: Any modal may replace its power fist with a chainfist at +5 pts, or its power fist and sterm
baller with either a pair of lightning claws or a thundar hammer and storm shield at no additional cost.

Up to two models may be armed with the following weapons: an assault cannon at +20 pts; a heawvy
flarmar at +10 pts; a Cyclone missile launcher at +20 pls. The Cyclone replaces the models power fist
and the other weapons replace the model's storm bolter.

Character: The Sergeant may have additional equipment from the Dark Angels Armoury.

SPECIAL RULES

Deep Strike: Dark Angels models with Terminator armour may deep stnke, See the Terminator Armour
rules in the Wargear section.

Stubborn: Members of a Deathwing Terminator squad are stubbom (for details see the special rules at
the start of this amy list).

DARK ANGELS DREADNOUGHT- SEE CODEX: SPACE MARINES




: 0 e I | TACTICAL SQUAD - SEE CODEX: SPACE MARINES
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Transport: DARK ANGELS RHINO - | TRANSPORTING TROOPS ‘C

Certain Space Marine squads (as indicated | 41 a
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. || Razorbacks fo move rapialy across a
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Transport: DARK ANGELS RAZORBACK B
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BIKE SQUADRON

Points/Model |[WS BS S T W 1| A Ld Sv

g Ravenwing Biker 45 4 q 4 45) 1 4 1 B 3+
: Veteran Sergeant +15 4 4 4 4(8) 1 4 2 9 3+
Attack Bike +75 Ry L 42 s o

Squad: The squadron consists of a Ravenwing Sergeant and between two and four Ravenwing
Dark Angels riding Space Maring bikes.

Weapons: Each bike is fitted with twin-linked bolters. Each Ravenwing rider is armed with a bolt
pistol or a close combat weapan,

Optiens: Up to two Dark Angels in the squad may be armed with the: following weapeons: flamer
al +3 pts, meltagun at +10 pts, plasma gun at +6 pts,

Character: The Sergeant may be upgraded to a Veteran Sergeant at an additional cost of
+15 pts. Veteran Sergeants may be given extra equipment from the Dark Angals Armoury.

Attack Bike: The bike squadron may include one attack bike al an additional cost of +75 pts.
The attack bike is armed with twin-linked bolters and a pintle-mounted multi-melta.

SPECIAL RULES

Ravenwing: Special rules apply to Ravenwing models. See the special rules at the start of
the army list for details,

 Space Marines they are
- often called upon to h
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- Angels. LR ASSAULT SQUAD - SEE CODEX: SPACE MARINES




WING LAND SPEEDER SQUADRON

PointgModel | Front Armour Side Armour Rear Armour BS
Land Speeder &0 10 10 10 a

Squadron: Land Speeders are fielded in squadrons of between one and three vehicles.

Type: Fast, Skimmer. Mote that as the crew of a Land Speeder are wearing power armour, the
Land Speeader does not count as being open-topped.

Crew: Dark Angels.
Weapons: Heavy bolter.

Options: The Land Speeder may be fitted with an assault cannon in addition to its heavy bolier
at an additional cost of +25 pts.

SPECIAL RULES

Ravenwing: Special rules apply to Ravenwing models. See the special rules al the start of
the army list for details.

TACK BIKE SQUADRON

PointsModel | WS BS S T W 1 A ld Sv
Attack Bike 75 AT oy e DR S T

Squad: The squadron consists of between one and three Dark Angels attack bikes.

Weapons: Each bike is fitted with twin-linked bolters and a pintle-mounted multi-melta. Each
Dark Angels rider is armed with a bolt pistol.

SPECIAL RULES

Ravenwing: Special rules apply to Ravenwing models. See the special rules at the start of
the army list for details.

DEVASTATOR SQUAD - SEE CODEX: SPACE MARINES

WHIRLWIND - SEE CODEX: SPACE MARINES
PREDATOR ANNIHILATOR - SEE CODEX: SPACE MARINES

PREDATOR DESTRUCTOR - SEE CODEX: SPACE MARINES

LAND RAIDER - SEE CODEX: SPACE MARINES

VINDICATOR - SEE CODEX: SPACE MARINES
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N Important Note: Dark

7 F
FAST ATTACK

)

x

Speeders are fitted

wlmfalrﬁ-mg" g
ns, so that L -}_'* e

we .
stand off and fire at the

anemy while t mpany’s
bike and attack F
squadrons p n ._ ‘the

attack.

-t Ravenwing attack
f x L
‘ "M multi-meltas and are
used to destroy the heavily

. armoured targets that the
[ ,weapons fitedtothe
' CompanysbikesandLand
. Speeders can't damage. They
are usually attached directly. }tﬁ\ﬁi’:‘ .

i A

5

to'the Company's bike \;h
squadrons, butare  ©
" sometimes fieldedin =~ .
" separate squadrons ifthe
enemy is expected to fielda
large number of armoured
vehicles.

VETERAN
SERGEANTS

Some Space Maring
squads include an apion e
for being led by a Veleran Rl
Sargeant, Al Veteran I g
Sergeants have Terminalor

honowrs and may choose
axtra equipment from the
Space Marne & Dark
Angels Armouries. Note
that the +1 Atfack bornus
for having Terrmindalor
honours has already baen
included in the Veteran

Sergeant's characlerishics.

Angels Vateran Sergeants
may have been inducled
inte the Deathwing and
can be stubborn at an e
additional cost of +5 pts. 73
They will confer this ability
on any squad thay are
leading for as long as thay
are alive.
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oo ' FORCES OF THE DARK ANGELS

DARK ANGELS CHARACTERS -

All Dark Angels charscters are members of the Deathwing, which makes them
stubborn and immune to Fall Back tests. They confer this ability on any wait
they, {oin, makmg the squad “stubborn as well This can be very wseful, bot
rcrr_n:mb:r it alsa stops you |:|'m|:|$|.113 1o fall back when you want 1ol

35

DEATHWING TEEMINATORS

Like all Space Mirine Terminators, the Deathwing are superb all-round troops.

I!mugl:l few in number, even when fielded in 2 pure Deathwing army They

work ‘best in depsc termain where the enzmy can't use its superior nimbers,

and where the Deathwings’ stubbornness can make them very difficult tq shift.
) A

FAST ATTACK

RAVENWING BIKE SQUADRON

Ravenwing Bike squadross make superh hit-and-run troops. Duc 1o their hisl'i;.i

speed. you can use them to attack the flinks and rear of an enemy arimy:
strategic positions which, with their =peed. they are capable of reaching in‘only
1 ture or fwo,

Alternatively. Rivenwing bikes make an effective mobile rescrve that can be
useel o laynch eounter-attacks once the encmy has committed itsell. Ravenwing
bikes also benefit from being able to re-roll failed Terrain tests, meaning that
they can risk moving through terrain other bikes would aormally n;;iff\. 3

FAST ATTACK

RAVENWING LAND SPEEDER SQUADRON

Raveawing Land Speeders ean provide excellent middle-ranged fire support fu/
the) rest of your army. Concentrate their fire on cocmy troops and lightly
armoured vehicles as their weapons lack the strength to have much cffect on
wellsdrmeured targets Don't forget to fake their Jjink' siving throw against
any penctrating hits they suffer.

Land Speeders are [ast skimmers. which means that they can be ‘quickly
fcpr.hilinn:d to deal with an unexpected enemy threat. Although they can he
ussd to scize an objective, they are very vulnerable to cnemy fire, and phus are
ncj{"rc:ll}' suited to this type of task (A=
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" COLLECTING A DARK ANGELS ARMY

THE EMPEROR’S WRATH ey

ELITES I ' »

HEAVY SUPPORT x2

(Dp}mstatur squad & Razorback)

he Dark Angels offer a wide range of

choices in terms of collecting an
army. On this page we've featured two
fairly ‘standard’ Dark Angels armies, one
by Games Workshop miniatures
designer Mark Bedford, and another
force taken from the huge army of Dark
Angels fanatic Kendall Kinrade.

Mark started collecting his army quite
recantly. He started out with the
compulsory units (HQ & two Troops),
then added in some Elite, Fast Attack
and Heavy Support units to provide
some flexibility. The result is a good,
well-balanced army, that can be
expanded at leisure. Mote how Mark has
used the same painting technigque and
basing methods on all his models to give
the army a coherent appearance.

Kendall has been collecting
Dark Angels for over a
decade. His full army is larger
than the force shown herg,
and includes a number of quite
old models (check out the
Assault squad for examples of
what Assault Marines used
to look like!).

The army includes

a number of great
conversions, such as the two
Rhinos shown above. Kendall can

gither use them as a Rhino and a
Razorback, or if his opponent agreas, he
can use his own home-grown rules for
them. The result is a highly individual
army with its own unigue character.

FORCE DAMOGLES

(Scout squad) ~ (Tactical squm:l‘,i

. (Tactical squad)

FPDHT
['Whlmnrlnﬁ:l

Kendall's Rhinos
have been extensively
copverted, and are
painted in a neutral
camouflage schema.
Only the troop halches
retain the Dark Angels”
normal green colours.

Mark's Whirlwind is a
~ converted Rhino, with
multiple missile launchers

mada from hunter-killer
missiles taken from lofs of
plastic Warhammer 40,000
Vehicle Accessory sprues.
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__ HOW TO PAINT DARK ANGELS |

their Chapter badge on
their left shoulder pad
and sometimes have a
sq;md badge on thair
right shoulder pad. The
Chapter badge is white

- on a green field, while

sqguad badges have red
symbols on a green
field, with the squad
Aumber written In white
over the top. 4

Instead of the normal
Chapter badge, |
Deathwing Terminators
wear a red broken

sword symbol over a

white fleld on thelr right
shoulder pads. The left
shoulder pad, as with
Terminators of any

other Space Marine
Chapter, bears the

sacred Crux Terminatus.

SeoLy kit s

'-x?}f

Dark Angels are relatively easy to
paint. All yvou need to do is
undercoat the models with black spray,
then spray them again with Dark Angels
Green. Pick out details in appropriate
colours (eye lenses - Blood Red, bolter -
Boltgun Metal, etc). Finally, paint the
bases and apply a Chapter badge
transfer to the left shoulder pad. If you
wish you can apply a black ink wash to
the Dark Angels Green armour. The ink
will flow into the recesses, giving the
effect of shadow. Lastly, give the model a
coat of spray varnish once its dry.

If you have a bit more time and palience
you can try a method sometimes referred
10 as black-lining, which gives models a
more '3D' appearance. Start by
undercoating the models black, then
paint (don't spray) Dark Angels Green
onte the armour, leaving areas of the
black undercoat showing through in the
gaps between the joints of armour. You
can add some highlights if you like, by
mixing some Putrid Green and Dark
Angels Green and painting a thin line
around the edges of armour segments.

The Ravenwing and Deathwing are also
both quite straightforward to paint. For
the Ravenwing all you have to do is paint
the models black! For extra detail you
can highlight the edges of Ravenwing
vehicles with Codex Grey. It's best to
undercoat Deathwing models in Bubonic
Brown (now available in spray cans) and
then paint the armour with Bleached

A finished Dark Angel painted
using the bMack ink wash
method. As an aside, pou
may find somefimes that
inks don't paint all that well
on lop of spray paint. If
you've had problems wilh this,
Iry adding a small drop of
was:':'.'ﬂg.'-u.') iquid o the ink
Thiz will allow the ink fo
spread more easily over the
spray  painl, and cover
semotdily amnd evaniy

Bone, using the black-lining method
described opposite. If you have the time,
highlight raised edges with Skull White
paint. This technique can also be used to
paint the ceremonial robes worn by
certain Dark Angels Space Marines.

Dark Angels recruit from many different
planets with wvaried climates and
settlement histories, and Dark Angels
Space Marines are therefare likely to
have some natural variety of skin tone.
There are several flesh colours in the
Citadel Colours paint range.

You can choose any of these colours if
you wish, either to provide the base
colour, highlights or shades. Far
example, dark skin tones can be
represented by painting with Dwarf Flesh
and applying a Chestnut wash, or
alternatively use Dark Flesh and highlight
raised areas such as the nose and
cheekbones with Bestial Brown. Virtually
any skin tone can be achieved with a little
bit of thought.

E Th.e fﬁ]lowhg

A

8. BARK ANGELS BADGES AND MARKINGS

ag‘e wcum by Dark Ange]s $pa.t:9 Marines. However, during a prolonged campaign units often have to be reorganised, so ;
squad and company badges will often be painted over with the chaplm' 5 basic armour colour or replaced with simplified alternative markings,
um!‘rmu cn’rrem badges can be applied . 1

SQUAD BADGES: The Dark Angels’ Jrd-0th Companies are each divided inta ten squads. Tha 3rd, 4th and Sth Companies an

COMPANY BADGES

beoken down ino 5ix Tactical squads, two Assaull squads and two Devastator squads, a5 shown below. The Sth and 7ih Companies arne

entirely made up of Tackical squads. The Bth Compary containg just Assaull squads, and the Sth are a8 Devastabor squads

BEEBEOGEDDNN

Tactical Squads Devastator Squads

ARMY BADGES: The dasign of an amiy badge is streightfonward:
a geometric shape with a simple icon. They are normaly painted onto the
right greave (tha part of the leg anmaur just below Lhe kneepad).

O AW 2r

Deathwing army badges

. sample army badges

Aszsault Squads

4

Standard Bearer  Apothecary

BADGES OF OFFICE: Stendard Bearers,
Apothecaries and Chaplains bear special symbols in
piace of squad badges on their right Shoulder pads.

s

Deathwing Ravenwing  3rd Co.

D

Ath Go. 5th Co. bth Co.

Chaplain
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THE UNFORGIVEN

%

The Dark Angels
Legion was the first
and greatest of the
original Space Marine
Legions. Over time, ke
all the other original
Legions, it was broken
up to form much
smaller Space Marine
Chapters, becoming the
Dark Angels Chapter
known today.

Dark Angels gene-sead
has since been used to
create other
‘Successor’ Chapters,
most famously the
Angels of Vengeance,
Absolution and
Redemption. Along with
the Dark Angels
themselves, these
Chapters are
collectively known as
the Unforgiven. Most of
the Unforgiven follow
the same organisational
structures as the Dark
Angels themselves,
(including having their
own Inner Circles) and
all share the same great
mission of finding and
eradicaling every last
one of the Fallen.

— The Angels

of Vengeance

%~ have retained

the black armour

of the original Dark Angels

Legion, Black Terminator

armour Iz worn by the

Chapter’s 18t Company and

the monkish robes of the
Inner Circle are also black.

CHADS BLACK |
ARMOUR J

ANCELS of ABSOLUTION

This

Chapter's

heraldry

forms a slark

conlrasl o that

of the Dark Angels. All of the
Angels of Absolution wear
bone-white armour and its
vehicles and equipment are
also painted in this scheme.

BLEACHED BONE
ARMOUR

ANCELS cf REDEMPTION

The armour of
the Angels of
oy Redemption

i a curious mix
of the colours of the Dark
Angels and the Angels of
Absolution. The right half of
the armour is green, and the
Teft half white.

DARK ANGELS
GREEN &
BLEACHED
BONE ARMOUR

DARK ANGELS STANDARDS AND BANNERS

Ralriburtion,

COMPANY STANDARDS

Each Company has ils own unique standard.
Sometimes Sergeants cary & squad banner,
which is a simplified version of the company

THE SACRED STANDARDS

The Dark Angels have threg anclent standards wihich date back o the
time of the Great Crusade. It is the custom for anly one fo be used at
any time, the remaining two slandards are kept in the Greal Hall on
the Rock. They are the Slandards of Forlifude, Devastalion and

standard showing the squad number.

Standard of
Devastation

Standard of
Fortitude

Standard of
Retribution

Sergeant's Banner
(3rd Sguad)

Deathwing Dark Angels

Chaplain Company Standard Chapter Standard

Librarian

vy
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' HOW TO PAINT RAVENWING LAND SPEEDERS |

he step by step example below is a straightforward way of painting black
vehicles. We've used a Tornado Land Speeder, but the method can be applied o
to any kind of Ravenwing vehicle — including bikes and attack bikes. v

ﬁ

0

First, givie the Land Spaadar an undavcoal with biack spray. 1's well worth investing in some cans of spray
paint if Young gowng ho be painting a ot of vehicles, as it takes a for komger [o undercaal them with 4 pamt
brush {and its &lz0 a8 sure way of quickly nuning your brushes!l. Unike painting with & brush, you
shouldn't need fo apply more than 8 single coat of spray painf, a3 long &5 you make sure the spray
reaches info evary nook and cranny of the model.

—
ﬁ

To emphasise the conlows of the Land Spesder, we've painted the edges of the ammour plating with
Codex Gray. To do this, load your brush with some paint. then wipe most of it off on some tissuea. Now,
wsing the fat of the brush, gently drag it afong the edges of the anmour plating. This stage s compalaly
optiongl - you may decide that there fs ne need to Mghiight your vehicles, or thal you simply don't have
the time. Don't woarry about if — whether you highlight or nod, you'll 34l end up with penfectly good painfed
vehicles that ook grest on the tablelop. Also gt thiz sfage, paint metal areas with Boligun Metal

Now paint the whole of the Land Speeder (aven metalic bits) with & wash of black ink thinmmaed down with
water. Az you apoly the ink, you'll find it zeftles info all the Wite nooks and crannies of the mogel
despaning existing shadows and making the whole model look more 30", The black ink wash will also
have loned down the Codex Gray hightights you applied during stage 2. If you decide you'd rather keep
tham as vivid as thay were balore you applied the black ink, then iy going back over a few with Ghosly
Grey, This will ghve you some muted Codex Grey mid-tones, and some vibrant Ghostly Grey highlights,

The final stage iz to paint &) the metal ansas with Mithril Sitver, fo lighten the metal colour again affer the
black ink wash. You can also add waterslide transfers fo yowr Land Speedar ance you've finished painting
it — Garmes Workshop Mail Order sell Ravenwing fransfer shests. Lastly, 1o seal and protect the modls,
it & good idea ko give { a coal of mall or gloss varnish, also avaiable from Games Workshop. Modeiiing
vanmish can be pamted or sprayed on, Obviously, using spray vamish ks guicker than painting it on and
gives & smoother finish,

Yau'll find that the Land Speader's crew are best painted before you glue them info the Land
Speeder. Because naither crew member has a base of its own which you can
Rold oo whilst painking them, il's & good idea Io mounf the crew
fo somathing fke & smal fdng base, so that your fngers
aren't in the way whilst you're painting.

A finished
Ravenwing Land
Speeder with ifs

craw in place. The
gunner hasn'l been
gliued i, allowing the
heavy bolter to point fn
different directions.




Dark Angels 2nd Tactical squad  __
by Stuart Thomas.

Abave: Dark Angels
Scoul painted by Ben
Jefferson. Camo
Green, Dark Angels
Grean, Bieached Bonea ﬁ ¥
By
1y

and Chaos Black were g
used to paind bhe
Scout’s camoullaged
cloak.

1

Right: Ezekigl, Grand
Masler of Libranans,
designed by Jes
Goodwin,

Laft: Brother Bathor,
Bearer of the Sacred
Standard,
designed by
Jes Goodwin.

Above: Dark

Angels Librarian,
designed by Jos
Gooawin,

Above: Commander Azrael, Supreme Grand Master of the Dark
Angas, accompanied by his Helme! Bearer — one of the
enigmatic Watchers in the Dark. Both figures weare designed by
Jes Goodwin, The models’ robes (along with those of
characlers such as Brother Baethor and Ezekiel) are
painted with a base coal of Bestal Brown., Raised
falds of robes are then highlighted, fivs! with Bubanic
Brawn, then Bleached Bane, and finally Skull White.

Right: Dark Angels Vindicator lank,
designed by Jes Geodwin, Mike McVey
and Norman Swales, and painted by

Mark Jones. The scratched

painlwork was achieved by
firat painting small palches of
Chaos Black, and then gaing over
thesa areas with Bollgun Meial,




THE DARK ANGELS

°n the following pages of Codex: Dark Angels you will find
a collection of extra information on the Dark Angels
Chapter. This includes rules for spacial items of wargear noted
in the Dark Angels Armoury section, details of a selection of
named Dark Angels characters and a special Dark Angels
mission — Death by Moonlight.

We have also compiled a series of reports and commentaries
which shed extra light on the arcans history and organisation of
the Dark Angels Chapter. We hope that these provide an
interesting read as well as being of some assistance to players
creating their own Dark Angels Successor Chapter or who are
FUNMING campaigns.

DARK ANGELS WARGEAR

Blades of Reason: The Blades of Reason are anciant,
horific devices that look like knivas wilh many sharply-
henad and polished blades. Etched into the blades are
numercus extremely fine neural wires which inilict
agonising pain on any nerve fibres they cut through. With
an expert using this device, all but the most resilient of
prisoners will very quickly divulge any information they
have. To represent this, as long as the holder of the Blades
of Reason is alive at the end of the battle, the Dark Angels
player rolls a D6 for each enemy model that was slain; on a
roll of a 6, they do not die and are instead caplured by the
Dark Angels. Each caplured prisoner adds +D6 victory
points to the Dark Angels’ total in scenarics where victory
poinis are being used. The Blades of Reason may not be
used against Mecrons or Tyranids.

Book of Salvation: This weighty tome lists the names of all
the Fallen who have been captured by the Dark Angels
during their great crusade. It is of vast cultural significance
to the Dark Angels and they will never willingly let it fall into
enemy hands. It is treated as a holy relic for the Chapter
and all the rules that apply to a holy relic apply to it (see
Codex: Space Marines, page 34). In addition, if the holder
ig slain, then do not remove his body. Simply place the
medel an its side and leave it on the tabletop. The first Dark
Angel to reach the body will retrieve the book but may do
nathing elze that wm. If there are any Dark Angels within 6°
of the Book, one of them must move to pick it up. Unfil it has
been picked up, all Dark Angels become stubbom, if not
already, all may ignore the ‘Intractable’ special rule, and all
add +1 1o their Weapon Skill. However, if the Dark Angels
have failed to retrieve the book by the end of the battle then
they lose the game.

Cup of Retribution: The Cup of Retribution is used in the
Dark Angels rilual known as the Feast of Malediction. It is
said to be the original vessel from which the Emperor drank
when the Chapter was founded, The cup follows the usual
rules for a holy relic. Any model bearing a holy relic may
revaal it once per batlle. This may be done at any time, as
long as the model with the relic does not move during the
same turn it is revealed. On the turn the relic is revealed all
Space Marines within 206" get a +1 Altack bonus for the
rest of that tum. Mote that the relic may be revealed in an
opposing player's turn if you wish,

Lion Helm: This potent protective arefact is said to have
been wom by Lion EI' Jonson himsalf. It takes the form of a
winged Space Marine halmet and is carried by a Helmet
Bearer who is one of a strange race of creatures which

The rules below describe how all of the specialised equipment used by the Dark Angels works in the game. Any items nat listed here
function exactly as described in the Warhammer 40,000 rufebook or the Codax: Space Marings wamear dascriptions.

inhabit the Aock and are known simply as the Walchers in
the Dark. Whenever the character moves, simply place the
Helmet Bearer within 2° of his final location, even if tha
character was teleparted or moved by some other
extraordinary means. The Walcher has a unigue, powerful
paychic talent protecting it from all forms of attack, so it can
never be hammed in any way, under any circumstances.
However, it cannot attack in any way either. If tha characlar
is killed or removed from batile, the Helmet Bearar is also
removad, but will reappear if the character later returns.

Built into the helmet is a device that can be used to create
a protective force field. This has the eflect of providing any
maodel (friend or foa) within 3° of the Helmel Bearer with a
4+ invulnerable save against any shooting attacks. Mote
that the helmet does not need to be wom in order to be
used, and also note that the save may be taken instead of
anaother save, nat as well as it

Standard of Devastation: This standard follows the same
rules as a Sacred Standard (see Codex: Space Marines). In
addition, once per battle the bearer can call on the power of
the Standard. This is done in the opponant’'s assaull phase,
after they have declared any charges but before thay have
moved. It allows one Dark Angels unit with a model within
6" of the bearer to shoot, as if it were the units shooting
phase. The unit counts as moving for the purposes of using
weapons, even if thay were stationary in their las! lurn.

Standard of Fortitude: This standard follows the same
riles as a Sacred Standard (see Codex Space Marines). In
addition, once per batlle the bearer can call on the power of
the Standard. This is done in your own movemant phasa. It
allows ane Dark Angels unil wilh a model within 8% of the
standard bearer to move in the movement phase, but still
uze any rapid fire weapons in the shooting phase, just as if
the unit had been stafionary.

Standard of Retribution: This standard follows the sama
rules as a Sacred Standard (see Codex Space Marines). In
additicn, once per battle the bearer can call on the power of
the Standard. This is done in an assault phase. It allows
one Dark Angals unit wilh a2 modal within 6 of the standard
bearer 10 re-roll any failed To Hit rolls.

Sword of Secrets: The Sword of Secrels is cut from a
single block of jet black obsidian. The blade is incredibly
well-crafted and has not chipped or lost i1 razor-sham
edge over the millennia. In game terms it is treated as a
power weapon that also allows the wielder 1o strike as if
they had Strength & in close combat.




Chapter Approved: 5973/

COMMANDER AZRAEL, SUPREME GRAND MASTER OF THE DARK ANGELS

Sk od 50 we come to Commander Azracl, the
arrcnt, some wonld sy the greatest, Supreme
Grand Naster of the Dark Angels OF 3l the SP\:W
Mirine  Chapters. the Dark Angels are  the most
secretive. so there = muech that is wokoown about
Arracl It 5 rumoured that he was inducted into the
Chapter [rom amopgst the wild head-hunting tribesmen
of Kimmeria. bot if so. he shows none of his forchesrs’
more anti-sodizl teedencics. Whatever his background,
he forswore it a= do all pew inductees into the Dark
Angels and he quickly proved himself s most soble and
diligeat  member of the Chaptrr. He roze rapudly
through - the ranks, distinguishing himself :spm:i:l.ll}l
duripg the scouring of Trm TX and the crushing of
the techno-revivalist uprising on Faze V.
For several decades after this hus activitics become
impossible to trace, but he must have provsded great
service to the Chapter, for when we pext hear of him
he is & respected member of the Deathwing Company
of the C]'upu.'r. apd C-:plti: of the ded Cump:.u}'. Agrael
continsed to distinguish, himsell, becoming Master of
the Deathwing m 9704l When the list Grand Master
died in 93%MA] it was no real surprise that Arracl was
his chescn swccessor. As the sew Grand Master he was
given the honorific title of Keeper of the Truth and was
presented with the Liom Helm and the Sword of
Sccrets, cach of which are patent itons for the Dark
Angels.
Since then he has proven 2 most able leader of his
Chapter and the reputation of the Dark Angels has been
greatly enhanced by this intesse, tacitern wasrior. [ oaly
hope that his continued presence will help mitigate the
scurrilons rumours that persist of some stan on the

honour of this proud Chapeer.”

“Leaders of the Adeptus Astartes= A Most Secret Beport,”
Compiled for His Moar Supreme Excellency,

the Patranoval Esvoy, by his humble servast.

Master Maxamus Pliny

Points A Ld Sv

Azrael 213 5 4 10 3+

A Dark Angels army of over 2,000 poinis may be led by Azrael. If you
dacide to take him then he counts as an HO choice for the army. He must
be used exactly as described below and may not be given extra
equipment. In addition, he may only be used in a battle where both
players have agreed to the use of special characters.

Wargear: Sword of Secrets, Lion Halm, combi-weapon incorparating a
bolter and plasma gun, frag grenades and krak grenades.

SPECIAL RULES

Mo Retreat: If Azrael is included in a Dark Angels army then all of the
Dark Angels count as being stubbom, including members of the
Ravenwing, as long as he is on the table.

Mo Surrender: Azragl never gives up and always goes that ‘extra
yard”. In any scenario that has a variable urn limit, you may re-rall the
dice if the mission ends, if you want to.

Deathwing: Commander Azrael is a mamber of the Deathwing and is
therefare sfubbom (for details see the special rules at the start of the
army list).

Independent Character: Unless accompanied by & Command squad,
Azrael is an independant character and follows all the Independent
Character special rules as given in the Warhammer 40,000 rulebook

Command Squad: Azrael may be accompanied by a Command
squad, see the special entry in the army list. As the Grand Master of
the Chapter, Azrael may choose any of the different squad types to be
his Command squad (ie, Deathwing, Ravenwing or Tactical squads).




Land Speeder | 255 10 10 10 5

Points | Front Armour  Side Armour  Rear Armour _ BS

The Master of the Ravenwing's Land Speeder is unique, and was hand-crafted during the Horus
Heresy using techniques thatl have long since been forgoiten, A number of special rules apply 1o it,

as described here.

Type: Fast, skimmer. Mote that, as (he crew of the Land Speeder are wearing power armour, the

vithicle does not count as open-toppad.
Crew: Grand Master and gunnar

SPECIAL RULES

Ravenwing: Special rules apply to all Ravanwing models. See the special iles at the sian af
ther army list for detalls,

Special Character: The Master ol the Ravenwing must be taken as an HO unil for a Ravenwing
army (see he notes on Ravenwing armies in the infredection and on taking a Master of the
Ravenwing in the Dark Angels Heroes entry in the army list). He may also be used in a standard
Dark Angels army as an HO unil, bul in this case he may only be used wheare both players have
agraed to the uss of special characters. Nole that he has no separate profile, since he always
uses his special Land Speader.

The Raven Sword: The Master of the Ravenwing receves the Raven Sword as his badge of
allice, Crafled fram the same meteorite as the Sword of Secrels, it allows the Master 1o make a
special altack if he moves within 2° of an enemy model in the mevement phase. He may make
a single rell o hit as if he were making a close combat attack on the enemy model with 2
Weapen Skill of 5. The enemy may not stike back. If the attack hits it causes a 56 hit with no
anmour save allowed, The Master may only make ong attack with the Raven Sword per tuim.

LAND SPEEDER SPECIAL RULES

Shield of Night: Incorporated into the
Master of the Ravanwing's Land
Speeder iz a device producing a
protective energy field around the
vehicle, giving the Land Speeder a 4+
invulnerable save against any glancing
or penetrating hits. This replaces the
B+ save Bavenwing vehicles normally
rescaive for jinking’.

All-Seeing Eye: The Masier's Land
Speeder includes wery sophisticated
intelligence gatherng devices. When
the Master Iz aboard, he is literally
hooked into this device, giving him a
huge array of data with which he can
controd and direct the cperations of the
Ravenwing units under his command.
In battle, thiz allows him o maximise
the fire of the Rawvenwing units laking
part, represented by allowing the
Ravenwing player o re-roll all of he To
Hit rolls for & single Ravenwing unit of
his chaice in each shooting phase, as
lzng a5 the Master of the Ravenwing is
on the table, Alternatively, in any
migsian using the Night Fighting rules
the Ravenwing player may double the
distancs one unit may ‘see’

Weapons: The Master's Land Specder
iz armed with a twin-linked heavy

Attacking with this weapon does nol stop the Land Speeder shooting in the shooling phase. bolter, and a twin-linked assault
RO,

VETERAN SERGEANT NAAMAN

Naman, VETERAN SERGEANT NAAMAN
T::nh Company Scl'scmi
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Meaman may be taken as a Veteran Sergeant for any Scout squad in the Dark Angels army {and
therafore counis as a Troops choice). He replaces the Sergeant in the squad that he leads. He must %
be used exacily as described below and may nal be given extra equipment. In addition, he may only
he used in & battle where both players have agreed bo the use ol special characiers,

Wargear: Master-crafied bolt pistol and master-crafted chainsword (close combat weapon), frag b

granades, melta-bombs, auspex, telepon homer.

d*m sun:wadug terrain, t1ut
numi scouting Force 1o \penetmé’ i‘u: ;
M:m_mi ]um |Bc Il muBbEr. dn 'Fu.d'l. :

-I.
}
SPECIAL RULES

Evade Detection: Maaman is adep! al avedding the attention of enemy skinmishers and guards.
To reprasant this, as long as Maaman and his unit didn't firg in the previous turm, any unit wanting
to shoot at him or his unil must check 10 see if they can 5pot him first using the rules for Might
Fighting as given in the Warbammer 40,000 rulebook. If Maaman or any of his men are in sight,
resolve the enemy wnit's fire as normal. Il the ballle is acteally taking place at night then the
normal spatting distance is halvad (aftar il has beon mulliplied by 3 85 normal).

pes about the |=1zp-umm- dnn.::
ll by the Orks and ihen alled in the
iom-.-f ‘o the Deathwing 10 amck the

.tel‘t-p-‘oﬂer gmnd s Silent Death: Maaman and his men are equipped with ‘silenced’ pislols. Using them coes not ;’;‘
raisa the alanm in @ mission using the Sentry rules. In addition, & sentry killed by Maaman or his bb
; I“‘“"I[ ""““'I? fought agaimat rmn in close combal will anly raise the alerm on & D6 roll of 6, rather than a roll of 4+ ag normal, n
v Ok atmacks 10 ensure the safe Brush Aside Blow: Maaman s an accomplished close combat specialist, well d in all of
rus i Wi man is i spe , well varsed in all o
r MJ: an ﬁ lﬂgcnb]' the E:fm,mi : the arts of hand-to-hard fighting. Maaman may ignore the first hit he sufiers in any round of close {
E '11[ e i “’37"“] At combat — count it as a miss inslaead,
I Deathwing: Sergeant Maaman is a member of the Deathwing and is therelore sfubbom (for
II 4] ditalls see the special nules at the start of the army list). _—‘
i g hna:[a Chapter.
4 _:/'-’ Imperivm Dictirem 42604
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ASMODAIL INTERROGATOR-CHAPLAIN

Damnation is eternal.

All souls ery-out -

for salvation.

There 15 no salvation witholit
suffering,

A Dark Angels army may be joined by
Asmodai. If you decide to lake him
then he counts as an HQ choice for
the army. He must be used exactly as
described below and may not be given
. extra equipment. In addition, he may
£ anly be used in a battle where both
: players have agreed to the use of
special characters,

Wargear: Power sword, rosarius,
Blades of Reason.

Foinis WS BS S T W | A Ld Sw

Azmodai 110 5 5 4 4 2 5 4 9 3+

SPECIAL RULES

Master Interrogator: Asmaodai is arguably the hest Interrogator-Chaplain there has
ever been and it is rare for anybody to be able to resist his evil craft. Because of
thiz, rall 2D& for the number of victory points Asmodai eamns for each captured
prisoner when using the Blades of Reason.

Fearful Reputation: Enemy warricrs have leamed that it is better to die than to be
caplured and fall into Asmodai's hands. To represent this, any enemy unit with a
model within 16" of Asmodai suffers a -1 modifier on any Morale checks that they
make.

Deathwing: Asmodai is a member of the Deathwing and is therefore stubbom (for
details see the special rules at the start of the army list).

Independent Character: Asmaodai is an independent character and follows all the
Indepandent Character special rules as given in the Warhammer 40,000 rulebook,

Lz

L, HOLDER OF THE KEYS

WS BS § T W A Ld Sv
Ezekiel 5 8 4 1 3 4 9 3+

A Dark Angels army may be joined by Exekiel. If you decide to take him then he counts as
an HQ choice for the army, He must be used exactly as described below and may not be
givan extra equipment. In addition, he may only be used in a battle whare both players have
agreed to the use of special characlers.

Wargear: The Book of Salvalion, force sword, psychic hood, bionics, bolt pistol, frang
grenades and krak grenades.

SPECIAL RULES

Know Thine Enemy: Ezekiel has an uncanny ability 1o get into the mind of an enamy
and predict what they will do next. Therefore, if an army includes Exekiel, the Dark
Angels player may, if he chooses, damand that his opponent set up D6 units before any
of the Dark Angels deploy. The Dark Angels player may pick which D8 unils are affected,
enven if units must normally be deployed in a special order during the mission set-up.

Psychic Power — Weaken Resolve: Ezekiel may attempt 1o use the Weaken Resoive
psychic power when an enemy unil with a madal within 12" of the Librarian has to take
a Morale check. If the Librarian passes his Fsychic test then the enemy unit must take
its Morale check on 3046 added together, rather than on 206 as is normally the case. The
power may only ba usad once per player turn (ie, the Librarian can use his power once
in the Dark Angels’ tum and conce in his opponant's lurm).

Deathwing: Ezekiel is a member of the Deathwing and is therefore stubborm (for details
see the special rules at the starl of the army list).

Independent Character: Unless accompanied by a Command squad, Ezekiel is an
independent character and follows all the Independent Character special rules as givan
in tha Warhammer 40,000 rulebook,

Command Squad: Ezekial may be accompanied by a Command squad (see the special
aentry in the army list).
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Grand Master Ezckacl

“‘RtFtI:I! Repentl” The Master Chapliin’s wards echoed resoundingly off the rough walls
of the civernous cell Rather than sounding like one mam, the echoes created the
impression that 3 whole army of Chaplains were interrogating the Space Marine. The Fallen
Dack Angel said nothing.

The Chaplain paced across the stone floor before the restrained Dark Angel The glow of
halogen lamps reflected off the polished black surface of his armour while with ose hand
he toyed with the rosaries around his neck, Asmodai had served the Chapter for over a
century and in all that time only two of the Fallen had repented of their sins to him.

The Chaplain stopped in front of his prisomer and turned to face the broken warrior. Cald,
dark eyes stared out from behind the skull-mask of Asmodai’s armowr. "RepentT™ he hissed.

The Fallen shut his eyes tight in an atlempt to avoid the Interrogators piercing gaze.

“Repent now and your death will be swilt and relatively painless” Asmodai stated coolly.
“Continue to refuse to admit your guilt and you will dic in agomy, the like of which you
will caly have imagined in your worst nightmares. The savagery of the dacmons of the warp
is nothing compared to the wrath of the Emperod”

The Fallen Dark Angel opened his bloodshot eyes again and looked about him. The cold,
unforgiving walls of the gloomy chamber held no cncovragement. The imposing figure of
the Interrogator-Chaplain glowered back at him.

The constant drip of water [rom the damp walls of the dungeon filled the captured Space
Murine's cars. He closed his eyes. trying to shut out the sound of the water. The dripping
became 2 tapping, the tapping 2 thumpieg until it was the panicked beating of his own heart
povnding inside his head.

Shadows flickered and writhed across the fissured rock and the darkest shadow in the cell
moved closer.

“Whe is your lord?” demanded Asmodai.
“I have no lord and master.”
“The Emperor is your losd!”

“The Emperor rejected ws, Chaos curse his soul,” whimpered the Fallen, his spirit on the
verge of breaking, “Lion Elffonson betrayed usl”

“The Primarch is our swiour!” the Chaplain roared “The Lion sacrificed himself that the
order might survive. It is to him we owe everything: cur Chapter, our strength, our salvation,
the very fibse of our being. And you dare say you have no lord?”™ Asmodai spat. his growling
whisper full of contempt.

The Fallen Dark Angel knew not how long he had been imprisoned within the Rock or for
how many days the interrogation had lasted so far. All he knew now was that he just wanted
to get away from the Chapliin’s constant goading and torments. Restrained by the plistecl

clamps, however, all he could do was turn his head sway from his interrogator.

His voice composed again the Master Chaplain Asmodai spoke matter of factly in an
emotionless tone as if he were reciting words he had uttered on countless oceasions: “As you
will not admit to your wrong-doing and will not repent of your sins then it falls to me to
relieve you of your guilt by whatever means are necessary.”

At this moment the Fillen soticed the device the Chaplain had picked up in his other hand.
Its many sharply-hosed and polished blides gleamed red in the dim light

"It is my sacred duty to save your soul from the Dark Gods of Chaos” Asmodai intoned,
“and [ will save your soul, even if you die in the process”
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The second assaull on Koth Ridge was the last major baltle of the Piscina I\ campaign. Ok Warlords Ghazghkull Thraka and
Nazdreg Ug Urdgrub joined forces to attack the planst, anly fo find it held by the Dark Angels. They were able firs! to hall the
Ork attack and then disable the fellyporia device the Orks were using fo gel reinforcements to the planel. (As an aside, it was
during the balfle to disabla the telivportas thal Sergeant Naaman lost his lifa). The Orks were left with one chanee 1o rascue theair
position: if they could repair the energy conduit to the power plant in Kadilius Harbour, they could reactivate the lellyporta and bring
in some really heavy reinforcemeants. To do so, they'd have to break through the defenders on Koth Ridge. Under cover of darkness
they started to move inle position to launch a final, desperale, altack. The only problem was that the ridge was held by the most
slubbom and intractable troops in the galaxy — the Dark Angels!

e Ry R S T . BT R s o e
SCENARIO OUTLINE | ANOTE ON LARGE GAMES

This scenario is based on the baltle fought along Koth Ridge. The Orks | | The assault on Koth Ridge was a huge battle, great
must launch a quick assault to clear a coridor over the ridge. The Dark | | for use as a special BFG (which | understand from
Angels must stop them achigving this objective before dawn rizes. | friends stands for 'big fun game'). Just gather as

“Death by Moonlight” is a re-run of a particular battle rather than a | | Many players as you can and set aside at least a day
generic mission, so you should decide in advance if you wish 1o use it; || for the batlle! If you do this, it's worth noting that in the ;
it can't be generated from the scenario charts in the Warhammer | | 3ctual battle Imperial Guard troops defended much of |/
40,000 rulebook. In the notes balow | assume that you'll be using Dark || e ridge against the Orks, and if you wish you can |
Angels and Orks in the battle, but it is easy to change the troops if you || uS€ them to help defend it on this occasion as well by
wish, for example replacing the Dark Angels with other Space Marines || 2llowing the Dark Angels player to field a detachment

or Eldar, and the Orks with Chaos Space Marines ar Tvranids, T of Imperial Guard (see the rules for big games on
: byl | page 131 of the Warhammer 40,000 rulebook).

| sat up first and may deploy their forces

| centre line of the table {ie, B-18" from the

s N R e g T T 3 R R
e A=

SET-UP

Dark Angels deployment: The Dark Angels

| anywhere within 8 of the centre line, along || : e 206+6"
| Koth Ridge.

Ork deployment: The Orks set up second.
Orks on fool may be deployed anywhere from
their own table edge to a line 2D6+6" from the

| centre). Any Ork vehicles, Dreadnoughts,
warbikes, Boar Boyz and support weapons
enter on the Orks' first turn. They may enter at
any point along the Orks’ table edge, but the
antry point must be at least 12" from the sides.

FORCE ORGANISATION | RECON REPORT
Use the ‘Breakthrough’ Force Organisation charls. The Orks are attacking and the Dark | | This game really needs a large |
k] Angels are defending. | table (54" is prefty much the |
i| Dark Angels commander: Al the time of the attack, Master Belial was encamped areund | | Minimum). As you can see from |
the Ork landing site, He was replaced by Interregator-Chaplain Sarpedon as commander of the map the Dark Angels occupy

the Space Marines on Koth Ridge. The Dark Angels may not, therefore, include a Master or an ideal defensive position, |
| Grand Master in their army. | namely the hills of Koth Ridgs

" - across the middle of the table. |
Ork special characters: The Ork attack was masterminded by Nazdreg and he may be This aside, the terrain is fairy

included in the Ork army if the Ork player has a copy of his Special Character ules. " | epen, consisting of small rocky
Ork vehicles: The Ork tellyportas could not transport anything larger than a wartrukk to the || outcrops, low hills, and nined
planet. Because of this, Ork vehicles are limited to Dreadnoughts, Buggies and Trukks, In | | buildings.

addition, looted Imperial vehicles may not be used. k

e e
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| SPECIAL RULES ' | GAME LENGTH

| Death by Moonlight uses the following special ules: Hidden Sel- | AND VICTORY CONDITIONS
Up, Random Game Length, Night Fighting, Foxholes (see below). I8l Game length: The Dark Angels have the first turn and |
Foxholes: The Dark Angels have had ancugh time to dig foxholes | | the battle lasts for & random number of turms.
and pile up earth and rocks o use as defensive barriers. This | Victory conditions: To win, the Orks must be able to |
means that any of the defenders placed in the open count as being | | yace 4 straight line from their table edoe to the Dark |
in cover with a 5+ save as long as they do not move. Onece any Angels’ edge. This line must pass within &° of at lzast one
madel in & unit moves, the whole unit loses this special cover save. Ork model and not pass within 8° of any enemy maodel.

..




e 5
9




NO RETREAT, NO SURRENDER

Tbt Tyranids broke into the compound, a swarm of Genestealers and Hormagaunts dashing
; 4 - & across the courtyard towards the squads of Dark Angele With 3 roar like an swakening
.,- v\ W g storm the Space Marines fired. tearing the night shadows apart with the flarc from their guns.
ﬂ«t : » The Tyranids at the front of the wave were flung to the ground in a fountais of ichor. tor
: ‘3*‘17' e to shreds by the wall of fire Paying no heed to their losses, the living tide swept on and

another thunderous crash reverberated from the high stone walls of the ancient recruiting
L e station. ripping through another dozen of the alien monstrosities.
Ir. q E" g .I aE | The Tyranids slowed, clambering over the bodies of their desd, their pitiless eyes fixed intently
’ \ 3 I | oo the prey before them. Once more the bolters of the Dtk Angels spat hatred and death,
i'tii ' ﬂh ' ! | scything thraugh even more of the Tyranids a5 the range closed Only a few Hormagaunts sl
M T 3 remained now. their eyes scanning the enclosing walls for some route of cscape. But there was
wN’f a‘yjﬂ mone and the line gave fire once more. tearing the invaders 1o picces with a storm of bolts.
AN fﬁﬁ Larger shapes moved between the shattered gates now. so tall they had to duck beneath the
Py ""W.j;g crumbling archway, The stench of the Warriors was casily picked up by the senses of the
‘“i‘ _ )“.wl Space Marines, who muttered prayers of hatred and resolution to themselves. whilst
L gl | iy methodically reloading and checking their weapons. The air filled with encrgy and with a
QE‘M W'Wg sudden release of pressure 2 squad of Deathwing Terminators appearcd, momentarily surrounded
: i by the arcing bands of teleporter cncrgy. Joined by their most revered battle-brothers, the Dark
- . ‘.“ - Angels pushed forward, the storm bolters of the Desthwing firing alongside their own weapons.
i v ;‘r‘v | The Dark Angels advanced slowly towards the Tyranid Warriors, pouring salvo after salvo into
.;i’ L0 | the despicable alicos. Their fire was sure and steady, even as the Space Marines stepped
; ] .5-:... 3 | through the mounds of bodies of the fallen aliens. Their heavy boots crushed boes underfoot
| " g | and slipped in slicks of gore. but a5 the durkly armoured warriors splashed through the
2 ‘f ; puddles of blood they paid s heed to the encmies who had already fallen. All their attention
¢ .| o ; was on those still remaining 1o be cleansed,
=7 I

i ||
)

2 i = e The walls echoed 2 constant stream of firing now. as more and more Tyranids poured throy

, 58 ?&\‘!!{C‘gr i _ the gateway. only to be guned down by trl.:: furious cannonade of the Dark Angels. Step I!;.I.|I
B A 11{@ ""j" i GEN step, the Dark Angels advanced, theowing back the Tyranids with the force of their counter-
l k‘ L . I]} g ' f attick. Soon the Desthwing squad had reached the gate and stood between the two bastions
e M "“ y like an immovable wall, their storm bolters and assault cannon firing a constant stream of

ik \ ! ] |  vemgeance into the night.
p : i ' ::_=-' I Utterly shattered by the Dark Angels’ stubbom defence and coumter-attack, the SUfViving

g Tyranid broods slipped back into the darkness to regroup. The gunfire ceased, the sudden
silence broken by the odd clink of piles of spent balter cases being disturbed or the tread of
a heavy boot. The shadows surrounded everything again, pierced only by the glowing eyes of
the Dark Angels as they paticntly awaited the next attack.




