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HOW TO USE THE RULEBOOK 

Th1) rulebook is split into four main section:. The 
Background relates a brief history of the lmperium and 
the beginnings of the terrible civil war known as the 
Horu) Heresy which for the first time pitted Marine against 
fello'" \1arine. 

The Vehicle Rules give you everything you need to know 
for battles between armoured vehicles, allowing you to 
recreate the great armour battle'> of the Horus Heresy. 

The Infantry Rules give you all the nece)sary information 
for fighting infantry battles, as well as mixed battles 
involving both infantry and armour. 

The Advanced Game gives you various rule) expansions 
lO try once you're familiar wi1h the main game rules. These 
include elite detachments, heroic actions by commanders 
and off-table support. This section also includes full rules 
for combining this game with Adeptus Titanlcus, to fight 
epic battles with infantry, armour and Titans 

The three rules ecrions of the rule book are arranged in 
order of complication, so you will probably find it easiest 
to start with pure armour battle), adding infantry once 
you're comfortable with the vehicle rules and finall} 
moving on to the advanced nales. Each ~ection also includes 
ready-co-play battle scenarios, recreating 1he greatest 
conflictl> of the Heresy. 
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B.A.Cl<GRC>UND 
Give me one hundred Space Marines. Or failing that, give me a thousand other troops. 

- Imperial Commander Rogal Dorn 

It is a desperate time. Humanity's greatest champion has become its deadliest enemy. 
Now he leads an army against Terra itself. An army of the ultimate Human warriors -

an army of Space Marines. 

On the feral world of Davin, Imperial Warmaster Horus was possessed by a creature 
from the Warp. He has turned against the Imperium of Humanity, and so have the 
thousands of bio-engineered super-warriors who follow him. War rages across the galaxy 
between the loyalists and the rebels. The Emperor's palace on Terra is besieged. Rebellion 
and civil war flare up on millions of worlds. Brother fights brother, and Marine fights 
Marine. The greatest warriors Humanity has ever known, turned against each other. 

The adjutant came smartly to attention before the vast 
wooden desk. 

"The local representatives are outside, my lord Warmaster." 
The Warmaster nodded once, without looking up from the 
stack of reports. 

''Thank you, Bejaind. Make them comfortable and tell them 
I shall join them directly." Bejaind cleared his throat 
nervously. 

"Permission to speak freely ... my lord?" This time, the 
Wannaster looked up. The adjutant tried to hold his ice-blue 
gaze, and failed. 

"I know, Beja.ind." said the Wannaster. "You're not happy 
about this warrior-lodge initiation." 

"So soon after your illness, my lord ... " 

"From which I am fully recovered. I had the Apothacaria 
of five Space Marine chapters fighting for the honour of 
healing me. I've been back to full duties for a week now, 
with no ill-effects. Your concern is touching, but 
unnecessary." Bejaind shuffled uncomfortably. 

"But, my lord, we don't know what's involved ... " 

"I have a reasonable idea. A liJtle pain, to be endured without 
crying out; duels with a range of primitive weapons; trials 
of strength and speed; a few primitive rituals - little different 
from mystic warrior lodges in any other feral-world culture. 
You know Imperial policy; establish ties which can be 
exploited in later recruitment." 

He paused. 

"This really is bothering you, isn't it?" 

The adjutant tried to meet his gaze, and failed again. 

"Listen, Bejaind. You are an outstanding staff officer, and 
I value your loyalty and concern. But why does one warrior­
lodge initiation on one feral world disturb you so? I've gone 
through more than twenty of these rituals in the past. I've 
been a Space Marine and a commander of Marines for more 

than a century. You need have no fears for me." 

"My lord, I...' ' 

The Warmaster rose abruptly. 

"Enough." His voice was softer, more dangerous. "I am 
Horus, General and Warmaster. The first soldier of the 
lmperium, subordinate only to the Emperor himself Shall 
ii be said that Horus ran away from a hutful of savages?" 

Bejaind struggled for words. 

"My lord ... I have had-dreams .. .'' His distress was genuine. 
Horus laid a hand on his shoulder. 

"Control yourself" he said gently. "You are excused for the 
rest of the day. Go to the Apothacarion for a psychological 
updaie. And then, perhaps, to the Chapel. A few hours' 
meditation will do you good. Unless you prefer to report these 
dreams and submit yourself to the Inquisition for psychic 
potential testing?" 

Beja.ind swallowed hard. "No, my lord." 

"Well, then." Horus patted his shoulder 
gently. "Go now, and we'll say no more. 
Meanwhile, I must meet the elders 
of the Knife of Stone.'' 

And in the Wary, 
something smiled. 
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BACKGROUND 

Three hundred Sons of Horus waited in the gulley, watching 
the plume of dust as it approached. On the j1aJ ground to the 
right, their small force of Rhinos stood in the shadow of a single 
Warhound. Brothe,...Captain Londas cast an eye over the Rebel 
positions, and switched his com/ink to general address. 
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"Sons of Horus. Brothers. We shall hold this gulch against a 
full Company of UIJramarines. We may not hope to survive. But 
our blood will buy time for our Brothers elsewhere. Remember 
the sacrifice of great Horus, and the fate of our race which now 
rests on our shoulders. For Horus and Humanity!" 



Three hundred voices echoed the battle-cry as the Ultramarines 
came into sight. Land Raiders sped to the flank, but the 
W:uhound spewedfery death among them. Four Rhinos charged 
to ram, blocking the Land Raiders with their own wreckage. 
For what seemed like hours, the Sons of Horus held out. 

BACKGROUND 

In the steep-sided gulley, the U/Jramarines could not press their 
weight of numbers. On the flank, the ffbrhound killed Land 
Raiders like insects. Then the deadlock broke. The Warhound 
was engulfed in.fire. The U/Jramarines advanced again -behind 
a towering Warlord in the colours of the Imperial Hunters. 

5 



BACKGROUND· THE IMPERIUM 

THE IMPERIUM 

It is thirry thousand years since Humanity first ventured 
away from Terra . Early voyages were short and slow, 
restricted to sub-light speed. But the enormous scientific 
advances of the Dark Age of Technology - especially the 
development of the warp drlvf! and the Standard Template 
Construct · enabled Humanity to expand and colonise 
throughout the galaxy. 

Warp space is a parallel dimension , where the laws of time 
and space are not the same as they are in the 'real' universe. 
By going through warp space, for Instance, it is possible 
to make a journey of thousands of llghtyears In the space 
of a few weeks. However, there are hazards. An infinitesimal 
miscalculation can land a ship on the wrong side of the 
galaxy, In deep space or in the heart of a sun. The eddies 
and currents in that weird d imension could give rise to 
devastating warp storms, making parts of warp space 
impassable and cuning off whole areas of the galaxy. And 
warp space was not uninhabited. Within its bounds dwelt 
beings of unimaginable strangeness, whose mere 
appearance was enough to drive a man mad. What was 
psychic to a man· the intangible stuff of dreams and visions 
· was solid, material reality to these beings; one result of 
the incomprehensible bonds which tle the realJties together. 

Literally mHJions of worlds were colonised during the great 
Human expansion. The resources available to the settlers 
varied enormously from world to world, but their needs 
were the same shelter, transport, and basic machinery. The 

tandard Template Construct was perhaps the greatest gift 
of the Dark Age: a system of evolved planning programs 
which allow almost anything to be constructed out of 
locally available materials · whatever they might be. 
Buildings, vehicles and industrial machinery remained 
more or less identical throughout the colonies. 

One product of Human expansion was the first contact with 
alien races, which led to the first alien wars 1\vo races, 
superficialJy the most Human-like - and therefore, arguably, 
the most dangerous · arc a particular threat to the rule of 
Humanity : the Orkoids and the Eldar. More will be said 
later of these two races 

It was towards theend of the Dark Age of Technology that 
Humans began to develop psychic powers on a significant 
scale, throughout the colonised worlds. Why this happened 
at this time · or at all · is unknown. Untrained and 
unprotected, many e mergent psykers succu mbed to 
madness; Others fell prey to superstition and fear, and were 
burnt as witches But the greate t threat came from the 
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psychic predators which dwelt in warp space. The 
superstitious called them Daemons, the prosajc caJJed them 
Warp Entities, but none could doubt their existence. They 
fed on the life-energy of unprotected psykers, and took over 
their bodies to further their own aims in the universe 
of Humanity. 

Thus the Dark Age of Technology gave way to the Age of 
Strife. Human civilisation crumbled amid waves of 
superstition, hysteria, madness and daemomc possession. 
In most parts of the galaxy, the gifts of the Dark Age of 
Technology were lost or forgotten . For more than five 
thousand years, wars tore Humanity apart. Terra itself was 
cut off by a series of terrible warp storms, and elsewhere, 
w hole systems were isolated and forgotten over the 
millennia. Cut off from vitll supplies and contact with the 
rest of Humanity, some worlds reverted to barbarism. 
Others bred new, mutated forms of Humanity in answer 
co their planetary conditions; Abhumans like the stocky 
Squats, the powerful Ogryns ·and the most heavily mutated 
of all, the Beastmen. 

Finally, from the ruins of Terra, a saviour appeared The 
wars were gradualJy brought to an end. The Emperor re­
unlced Humanity under his own rule - the lmperium - and 
the Human race set oul on the long road to recovery. The 
Emperor is the most powerful psychic the Human race has 
ever known, and he alone ~-.is able lO counteract the terrible 
threats from warp space. Through a mixture of his own 
psychic power and his rigorous - often harsh - rule, he is 
able to protect Humanily from the worst of the daemonic 
attacks from warp space. 

The Emperor is the undisputed master of Humanity. 
Throughout the Imperium, his will is carried out by two 
huge organisations: The Inquisition and the Adeprus Terra. 

The Inquisition is the only organisation in the Imperium 
which lies outside the control of the Adeptus Terra. It is 
answerable dlrectly to the Emperor Inquisitors travel freely 
throughout the Imperium, searching out dissent , 
corruption and untrained psykers. 

The Adeptus Terra has charge of everything else within 
the lmperium, from long-rcnn rniJltll"}' suategy on a galactic 
scale to the grain quotas on the smallest agricultural wo rld. 

The Space Mari.nes arc but one arm of the Adeptus Terra. 
Besides the military might of the Imperium, the Adeptus 
Terra oversee the vast civil service of the Admlnistratum, 
the lawkeeping force oftheAdeptusArbites, lhe sanctioned 
psykers of the Adeptus Astra Telepatbica, the Adeptus 
Custodes of the Emperor's personal bodyguard, and the 
Tech-Priests of the Adeptus .Mecbanicus. 

The Adeptus Mechaoicus is the most diverse of the 
Imperial agencies. Its 'ICch-Priests travel the galaxy in search 
of surviving technology which was lost during the Age of 
Strife. They also have a number of military arms. The best­
known of these are the four branches of the Collegia 
Titan tea , which operate and maintain the Titans, and the 
Leglo Cybernetlca, which is responsible for the Imperial 
battle-robots which sometimes fight alongside regular 
infantry forces . 

Titans are the heaviest planetary war machines in the 
Imperial arsenal. Immense humanoid craft the height of 
a seven-storey building, they are capable of mounting the 
heaviest and most terrible of Imperial weaponry. Their void 
shields· the most powerful energy field known to Human 
science · make them almost impregnable. They can crush 
infantry and armoured vehicles underfool like insects. 



T H E HORUS HER ESY 

General Horus was the finest military commander of his 
age. The Emperor granted him the title o f Imperial 
Warmaster - a high honour, even in an age when brave deeds 
were commonplace. But the Imperium's hero was tO 

become its deadliest enemy. 

On the feral world of Davin, the Warmaster arranged to 
be inducted into a mystical warrior-lodge. This was not 
uncommon ; Imperial policy approved of such links 
between feral-world natives and ' the Warriors from the Sky'. 
However, the warrior-lodge on Davin was not what it 
seemed. During the initiation, Horus became possessed by 
a Daemon from the warp. Those who had known Horus 
well began to speak of changes: lapses in memory, minor 
changes in habits, small things. Not until the Scouring of 
lsstvan did the truth become clear. 

The Imperial Commander of Isstvan III had declared the 
system indepe ndent. Horus took five Space Ma rine 
Chapters to crush the rebellion: the World Eaters, Emperor's 
Children , Death Guards, Thousand Sons and his own 
Chapter, the Sons of Horus. He introduced the warrior­
lodges to the Chapters, and the rot spread throughout his 
command. The Daemon-Horus planned to strike at the 
Imperium itself, and establish his rule throughout the 
galaxy. But first , Isstvan had to be dealt with. 

The Scouring of Isstvan was a brutal affajr. lsstvan III was 
destroyed by a virus bomb; twelve billion died instantly. 
It is said that the psychic death-scream of the doomed 
world drowned out the signal of the Astronomican. 

During the bombardment, the frigate Eisenstein was seized 
by a small group of loyal Space Marine officers. They fought 

"You realise that you are preaching mutiny?" Brother­
Captain Tarviiz. nodded gravely. " Betray Horus or betray the 
Emperor. What choice is there?" The Space Marine officers 
looked at each other in silence for a few seconds. Tarvift 
leaned forward across the table, resting on his fists . 

" Fact: in the five Chapters under his command, Horos has 
installed this system of feral-world warrior ledges that he 
picked up on Davin. The standard Imperial organisations 
and command stroctures laid down in the Codex have been 
completely disregarded. 

" Fact: the bulk of the Marines in our five Chapters have 
repudiated their Marin e's oath and sworn loyalty to the feral 
world deities. Further, they have sworn loyalty to Horos 
personally. Heresy and blasphemy. 

"Fact: the Isstvan campaign has been conducted without 
even the pretence of orders from Terra. While I do not 
presume to speak/or the Emperor, I cannot believe that the 
use of a viros bomb on Isstvan III was justifiable. A single 
Company from a single Chapter dropped on the rebel 
headquarters would have answered the case. 

" I say the Emperor must bww what is happening here. Who 
is wiJh me? lttrren? What say the World Eaters?" A red­
uniformed officer stood. 

" Th ere are fifteen men I can trost. They are yours." 

" Garro?" A Captain of the Death Guards looked up. 

'~ doun. I wish it were more." 

" Ten f rom the Luna Wolves." 

BACKGROUND • THE HORUS HERESY 

clear of the war-fleet and carried che news of Horus' 
corruption to Terra. Thus began the Horus Heresy wars. 

The Imperium split almost evenly. The corruption of Horus' 
warrior-cult had spread from his command into several 
other units. Many more were attracted by his military 
reputation. Seven Space Marine Chapters - fully one-third 
of the Legiones Astarces - were sent against Horus. Four 
of these - the Word Bearers, Night Lords, Iron Warriors and 
Alpha Legion - joined the Rebels; the others have been 
purged from Imperial records. 

While civil wars raged on a million worlds, Horus struck 
at Terra. The Adeprus Mechanicus workshops on Mars were 
quickly overrun, and as quickly besieged by the Loyalists. 
Of all the Titan Legions of the Divisio Militaris, only those 
on Terra remained loyal. Horus landed on Terra , and 
immediately laid siege to the Emperor's palace. On the 55th 
day of the battle, as the Inner Palace fe ll, the Emperor 
himself teleported into the Rebel command chamber with 
an elite force of Adeptus Custodes and Imperial Fist Marines. 
Horus was killed - although his body was never found -
and the Emperor was so grievously wounded that he has 
been confined ever since to the blomechanical life-support 
unit known as the Golden Throne. 

With Horus dead , the Rebels were thrown back from Terra. 
Soon the whole Sol system was recovered. But across the 
galaxy, the battles continue - the Rebels have been denied 
a swift victory, and the fate of Humanity still hangs in the 
balance. Throughout the lmperium there is war, the most 
dreadful war that Mankind has ever known. For the first 
time, Space Mar ines fight their fe llow Marines· continents 
burn and planets are laid bare as the ultimate warriors meet 
in battle to decide the fate of all Mankind. 

" Twenty f rom the Thousand Sons." 

" Be sure they are all trostworthy. If you have the slightest 
doubt, dQ not rommit them. Of my own Emperor's Children, 
there are ten I am sure of, including myself." There was a 
pause as the paucity of their force sunk in. 

"Seventy Marines," said Brothe,..Captain Vamm of the m>rld 
Eaters, 'The sum of our five Chapter numbers - a good omen, 
perhaps?" A couple of the others smiled, and the tension 
of the moment was broken. " Seventy Marines." repeated 
TarviJz.. " Enough/or any task, lthink. So, to work. Varren, 
your men will sieu control of the frigate Eisenstein in three 
hours from now. It is on the edge of the fleet, and should 
be clear f or the jump to Wup Space." lttrren nodded. 

" Th e Eisenstein has been having manoeuvre-drive trouble." 
he said, with exaggerated innocence. " She's been falling 
behind the fleet all day." Tarvitz grinned. 

''Good. The rest of us will arrange for our ships to lag behind 
with her in case of .. .further trouble with the drives. Three 
hours f rom now, we will all assemble full crew for an 
emergency briefing. Meanwhile, our trusted men take control 
of the systems on all five ships. aear all remaining ships 
f rom around the Eisenstein and keep her covered until she 
makesthejump to warp space. Then, ca.use as much damage 
as you can w the rest of the fleet. History will vindicate us." 

He turned to lbrren. " Your W>rld Eaters are our only hope," 
he said, " Do not/ail." Varren's eyes became serious. " We 
cannot fail," he said, " There is(()() much at stake. Your deaths 
will be avenged." 
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SPACE IVIARINES 

The Chapter barge was quiet as the Space Wolves prepared 
themselves for the drop. There was an inner stillness beneath 
all the activity. Burning through every mind was a single 
question: How could this have happened? Even as they 
prepared to join the battle, that battle was still unthinkable. 

All activity ceased as the chapel gong sounded over the 
internal c-0mlink. It struck six times, the number of the Space 
Wolves Chapter. Then, silently, the Marines went to the 
Chapel. It was time for the Offici-0 Proecertamen, the last 
devotions before the drop. 

The vast hall was packed with thousands of silver-armoured 
Marines. They stood silently, unmoving, wailing. Wailing to 
know why. 

In the Vestibulum to the great Chapel, Father-Captain 
Magran, Senior Chaplain to the Space Wolves, sat in 
meditation. He knew that his Marines were in shock. 

It was impossible - inconceivable - that Marines should betray 
their faith. Yet five Chapters had declared for Horus. On 
top of the incomprehension came shame and rage; and behind 
rage, doubt. Horus had perverted four more Chapters out 
of the seven sent against him, and fully one-third of the 
Legiones Astartes were now in his power. Magran knew the 
insidious doubt that whispered in the mind of every loyal 
Marine: Could this also happen to me? 

Munnuring the liJany of Devoti-On, Magran listed the feelings 
he must mould in ritual of the Praecerlamen. 

Where there is uncertainty, I shall bring light. 
Where there is doubt, I shall sow faith. 
Where there is shame, I shall point atonement. 
Where there is rage, I shall show its course. 
My word in the soul shall be as my bolter in the field. 

Magran rose, and prepared to enter the Chapel. 

The Space Marines are the produce of genetic engineering, 
intensive training, biochemical alteration and implanc 
surgery whch cakes chem co the limits of Human 
development and beyond. A Space Marine can survive 
terrible wounds, heal with superhuman speed, and perform 
incredible feats of strength and endurance. A Marine is 
genetically related to all the ocher members of his Chapter, 
since each Marine carries some genetic material from the 
Chapter's founder, or Primarch - one of a small group of 
super-humans created by the Emperor and his scientists. 

In numerical terms, the Space Marines are a small force 
compared to the countless billions of Imperial citizens, but 
their superhuman ability and fearsome reputation makes 
them worch many times their number in conventional 
troops. They are held in awe throughout the lmperium. 

Each Space Marine Chapter is a fully self-sufficient fighting 
force, with its own space fleet and machine pools as well 
as well as support and technical personnel. The 
Techmarlnes are trained by the Adeptus Mechanicus, and 
can repair and maintain almost any piece of military 
equipment, from a bolter to a spaceship. 

A Chapter 's fleet Is its home, providing accommodation , 
training facilities, machine shops, armouries, shuttle silos, 
chapels, a mausoleum and every other facility the Chapter 
requires. The fleec travels endlessly through the galaxy; cask 
forces split off from it for individual missions or campaigns, 
and rejoin the fleet when their mission is accomplished. 

The Chapter provides for all a Marine's needs. Tradition 
and ritual are of great importance, with as much emphasis 
on moral welfare as on physical training and combat skills. 
The Chapter is a Marine's family ; all other ties of blood 
and loyalty are renounced. A Space Marine is devoted to 
the Emperor, to his Chapter, and to the craft of war; these 
things are his entire life. 

Each Chapter is headed by an Imperial Commander - during 
the Horus Heresy, most of the Commanders were 
Prlmarchs. In addition to their support and technical 
personnel, a Chapter contains tens of thousands of Marines. 
(Note that after the Heresy new Chapters were formed with 
far smaller complements so that no Commanders would 
ever wield the same power as Horus). 



Space Marines may be recognised by their distinctive 
powered armour, which includes air and blood purifiers, 
drug injectors and communications equipment. euro­
plascic fibre-bundles replicate and amplify the wearer 's 
movements, so chat powered armour is no more 
cumbersome co wear than a normal suit of cloches. 

Each Cha peer has its own colours and tnsignia, which are 
used on its armour and vehicles as well as on the flags and 
banners which are often carried into baule. It also has its 
own particular rituals and traditions. The Space Wolves, 
for instance. have a completely different Litany of Combat 
co the Ultramarines. Even the most basic acitivities. such 
as weapon checks and maintenance routines are turned into 
rituals; a Marine's every action must express his devotion 
co his Chapter. 
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SPACE MARINES 

In the earliest st.ages of the Ho rus Heresy, the Space Marines 
who ided with the Warmaster kept to the original colours 
and rituals of their Chapters. Later o n , however -
particularly after the death of llorus and the withdrawal 
from the Sol system · chis began to change. 

The lttanie proclaiming devotion to the Emperor bad 
alread} been dropped, and they became replaced with 
declarations of allegiance to Horus. As the feral-world cults 
introduced by Horus spread throughout the Traitor 
Chapters, most Chapter rituals changed beyond 
recognition. In ignia and colours also began to change; 
most common was the replacement of Imperial insignia 
with che Eye of 1 lorus or with symbols from the feral culls. 
Some Traitor Marines went as far as to re-painc their armour 
in new colours. 
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SPACE MARINES ARMAMENT 
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Space Marines have access to the full range of Imperial 
weaponry and equipment. Their training and biochemical 
engineering ensure that they are natural masters with any 
type of weapon, from the rocks and sticks of fera l-world 
savages co the sophisticated needler:. and neuro-disrupt0rs 
favoured by spies and assassins. For nearly all their combac 
duties, however, they use standard weapon mixes, relying 
on a narrow range of favoured general-purpose weapons 

The standard Space Marine weapon is the bolt gun, o r 
bolter This is a lighc rapid-fire weapon, firing a hail of smail­
calibre explosi'e shells Bolter shells generally use mass­
rcaccive fuses, so that they explode after penetrating the 
target, n ther than upon impact; this make the bolter a 
highly effecti' e anti-personnel weapon. 

The main clo ea auh weapon is the bolt pistol, a smaller 
,·ers1on of the bolter\\ h1ch works on idenucal principles. 
While it lacks the range of the bolt gun, its handier pistol 
configuration makes it ideall) suued 10 do e fighting 

Other favoured close assault weapons include the power 
glove and the chainsword, both of which are most 
commonly issued co officer., leading assault troops. The 
power glove is a scaled-up metal gauntlet surrounded by 
an energy field which gives ic the strength to punch through 
armour and even steel bulkheads. The chainsword is as it 
sounds - a sword-like weapon whose edges are fitted with 
a loop of moving blades. 
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The Space Marines also use a wide range of support 
weapons, of which the most common are heavy bolters, 
melta-guns, plasma guns, las-cannon and missile launchers. 

The heavy bolter is a larger version of the bolt gun, which 
can lay down a curtai n of fire across a wide area. While 
its firepower against personnel targets is devastating, its 
shells arc too light co harm armoured vehicles. 

Also known as the melter or fusion gun, the melta-gun is 
a heat weapon , who'e short range is balanced by its 
effectiveness again t both infantry and vehicles. A small­
scale controlled fusion reaction inside the weapon's firing 
chamber cau e 11 to proiect a blast of heat o intense that 
metal and even 'tone can be melted almost instantly. 

The pla ma gun fires ~mall packets of superheated gas 
plasma like che mclta-gun, its killing power helps make 
up for its shori range, and it is equally effective against 
infantry and armoured vehicles. 

The las-cannon, or laser cannon, is a favourite anti-vehicle 
weapon , with a long range and sufficient punch to knock 
out a Land Raider A well a~ being a popular infantry 
weapon, it is often mounted on vehicles. 

The missile launcher rivals the las-cannon as the most 
popular infantry weapon. Its variety of loads makes it 
equally effective againM vehicles and infantry, and its range 
is equal to that of a las-cannon . 

• 
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The Space Marines are not purely an infantry force; they 
command a wide range of fighting vehicles, ranging from 
one-man jetcycles to orbital artillery platforms. 

The Land Raider is the main armoured fighting vehicle of 
the Space Marines. Thousands of these tanks are in action 
on both sides in the Horus Heresy, and they are produced 
in large numbers by the Adeptus Mechanicus in both camps. 
Its sturdy frame is equipped with heavy ceramite armour, 
and its four las-cannon give it a devastating punch in almost 
any direction . I ts anti-personnel weaponry consists of two 
heavy bolcers. In addition to its role as an armoured fighting 
vehicle, the Land Raider can carry up to ten Marines into 
battle; it is very popular as a heavily-armed transport. 

SPACE MARINES ARMOURED VEHICLES 

Power Plant 

100• L. 1so• 

The Rhino armoured personnel carrier is one of a fam ily 
of armoured vehicles which are widely used throughout 
the Imperium. The Rhino is the most common of these 
designs, and is the standard Space Marine personnel carrier 
and armoured transport. It is more lightly armed and 
armo ured than the Land Raider, but like a Land Raider it 
can carry up to ten troops. 

The Whirlwind missile carrier is one of several variants 
on the Rhino chassis. It is mo re or Jess identical to the APC 
in most respec ts, but the Rhino's bolter armament is 
augmented by a tllrret-mounted multi-launcher, giving the 
Whirwind a powerful support capacity. Like the Rhino, the 
Whirlwind can carry up to ten troops. 
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SPACE MARINES 

"D:Jme in, Crotaline. tthr-cruiser Crotaline, please respond. 

" It's 110 good Primarch. I can 't raise the Crotaline; the Waf'o 
cruiser Lacertian must have got her." 

Roboute Gulliman nodded gravely. 

" li'e'lljust ha1•e to take them on alone. Though without a 
barrage to soften them up, it'll be a harder fight than I 'd 
anticipaJed. It may even delay our departure. 

"Still, that's a consideration for later. There are more 
pressing problems. Prepare the men and start the ceremony; 
I shall be along in a moment." 

Brother-Captain Karrack nodded as carefully he made his 
way down the treacherous rock/ace to the command post. 

Gulliman looked across the valley, towards the clouds of 
smoke that sprawled across the horizon. Though they were 
half-hidden by the thick red-brown plumes, he could just see 
the jla1te11ed carapaces of the Traitor Warlords. 

Al this range their huge back banners were no more than 
tiny black specks fluttering in the breeze, and the hundreds 
of annoured machines that swarmed around the Titans' feet 
looked less threatening than a swarm of ants. 

"The Hbrd Bearers,· the whole Chapter on the field at once.'' 
Gulliman allowed himself a ironic smile. 

'14 remarkable event, even more so now that the Ultramarines 
stand ready to face them." 

Gu Iii man heard Karrack coming back, the noise of his boots 
ttying to get a grip on the rock.face breaking Gulliman 's silent 
contemplation. 

" To think it should come to this Primarch ·Brother versus 
Brother." Gulliman nodded as Karrack returned to his side, 
obviously upset that the enemy were Marin es. " May Horus 
rot in oblivion for his treachery." 

Gulliman understood the Captain 's anger; he knew the men 
were feeling it too. 

' 14ye, Karrack. Damn his eternal soul if you want. You must 
admit though , the way he caught us was a masterful stroke.'' 

Karrack either didn 't hear the comment, or ignored it; he 
was more worried about the enemy, now only hundreds of 
yards away. Urgently, he requested that Gulliman give the 
order to fight. ''The men are ready and await your command, 
Primarch.'' 

Gulliman stood for a moment, not taking his eyes off the 
approaching TraiUJrs. '14 command I thought I 'd never make, 
Karrack; even in my most terrifying nightmares." He glanced 
over his shoulder at the uncomfortable Captain. "Give them 
the command to charge, Captain, and pray the Emperor will 
forgfre us all. Tell them they must kill their Brother Marines." 
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A sheet of shells arced across the sky, a curtain of death that 
burst the Word Bearers' ranks in a storm of greasy, black 
smoke and shrapnel. 

Th e first wave of troops disappeared as the ground me/Jed, 
the rock becoming molten around their feet. Fifty vehicles 
vanished in a mist of vapourised metal as they were slowly 
sucked into the lake of steaming plasma, the dull crump of 
their power units sending columns of flame into the air as 
they up/oded. 

Gulliman watched as his men charged into battle. He winced 
as a dozen detachments fell to Land Raider fire, watched 
the bright beams of light cuJ through the Marines' ranks. 
He saw his men being cut apart by their fellow Marin es; the 
horror of the situation wasn't lost on him, and he despaired 
at the pointless loss of life. He barked his orders into the 
com/ink, trying to outthink his fellow Primarch. "More 
support on the left side. They're trying to outflank our 
Rhinos." 

He watched as eighty Land Raiders responded 
instantaneously, tracks spraying mud as they swung to the 
left and cut off the Traitors' advance. The tanks sped across 
the battered landscape and crashed into the enemy, their guns 
blazing. A hundred square yards of the battlefield burnt with 
a bright, white light as the Traitors were felled by a glowing 
mesh of laser bolts. 

"Make sure you keep them pinned down; they musn 't gain 
the advantage." 

His adrenalin flowing and his mind racing, Gulliman reeled 
out his commands. A company of Marines, now down to half 
their original number, surged over the wreckage of the 
enemy's vehicles. Th ey ran low and hard, heading for the 
abandoned ciJy that smothered one side of the 1•al/ey) sticking 
to the shadows caused by the tall black buildings that blotted 
out the darkening sky. 

With indoctrinated calmness they set up a defensive position; 
within minutes a stream of crack missiles screamed from the 
shattered windows, the whistle of their flight punctuated by 
the sharp thud of another successful hit. 

Stranded behind what little cover they had, the Traitors 
couldn 't avoid the co11centrated volley of fire that thumped 
into the dirt around them. The casualties were uncountable, 
marry were simply buried under the crumbling rock. The price 
in ge11eseed was high. 

Gul/iman nodded his approral to Karrack. " ffe have them 
on the run, my friend. I think victory is close." He stared 
into the Captain's eyes, his mouth tensed into a line. " The 
Emperor is with us this day. He enjoy his ... " The sentence 
trailed away as Gulliman watched the Word Bearers rally. 
The first Traitors that broke cover were torn apart, but with 
each successive wave they made more ground, until they were 
finally assaulting the Ultramarines' positi011s. Gu/Ii man's 
men had lost the advantage, and were now easy prey to the 
Traitor Land Raiders. 

He had expected losses· but even Roboute Gulliman hadn't 
anticipaled what happened next: as one, the Hbrd Bearers ' 
Land Raiders arid Whirlwind missile carriers spun on the 
spot and sprayed the nearest building with everything 
they had. The Librarium shook for a moment, then ca11ed 
in on itself in a cloud of dust. There was a deathly silence 
as the rubble settled. Two hundred Ultramarines were buried 
alive. 

Gulliman cursed, and thumped a nearby rock infrustratWn. 
The outcrop exploded in a hail of chippings as his fist 
slammed into it, the impact of the power field blasting the 
granite apart. 

" Karrack!" Gulliman spun round and snapped at the 
stunned Captain. "Get me the Crota/ine now! We need 
enough supporting fire to blast that scum off the face of this 
planet." He turned to look at the TraiJors, his voice dropping 
to a hanh whisper. "Even if they are Marines." 



ALIEN RACES 

The Human race is not alone in the galaxy. Even as Human 
Loyalist fights Human Traitor on a million worlds, two 
Human-like alien races threaten from without : the slim, 
sophisticated Eldar and the brutish, green-skinned Orkoids. 

Physically, the Eldar are very similar to Humans, but 
slimmer of build. Psychologically, though , they are very 
different. Their sophisticated and aesthetic nature leads 
them to discount Humans as foolish - but dangerous -
upstarts. Humans, for their own part, often regard the Eldar 
as arrogant decadents. Despite this, the Eldar are deadly 
and determined foes, often taking the field against the 
Human Traitors for reasons of their own. Those few 

ALIEN RACES 

Humans who have been privileged to know the Eldar well A.~~~ 
hint at some great catastrophe in the distant past, when 
the Eldar themselves were all but destroyed by the powers 
from the warp. 

In addition to their infantry, the Eldar have developed a 
powerful military force in the Scurathalnn walkers, which 
include crewed versions and walkers o perated by the 
mystical Infinity Circuit. 

The Infinity Circuit is the basis of much Eldar technology. 
It is a blend of art ificial intelligence, burial chamber and 
elect ronic personality construct , containing the 
psychological and intellectual essence of a dead Eldar. An 
Infinity Circuit is regarded as a living thing by the Eldar, 
keeping the name and status of the Eldar on which it is 
based and treated with great respect. Infinity Circuits which 
are used in weapon systems, such as the Tannascurath 
('Spirit Warrior') battle robot, are commonly addressed by 
the title 7Uisich-Novasmair, which is roughly translatable 
as " Lord-Phoenix". 

The Infinity Circuit is also used in the huge Caurifel, which 
is generally considered to be the Eldar equivalent of the 
Battle Titan. It is crewed by a number of Eldar and an 
Infinity Circuit, psychically linked to form a single mind 
capable of performing many simultaneous functions. 
Unlike Human Titans, the Eldar Caurifellian do not have 
void shields; they are protected by a system of defensive 
screens, using holographic processes to refract and scatter 
the machine's image and disrupt enemy targeting. 

The Orkoids may be more than one race; certainly they 
themselves believe so. All Orkoids are green-skinned 
humanoids, with a low level of culture and a brutal, cunning 
and violent nature. Their main motivation seems to be a 
natural love of fighting for its own sake, rather than any 
imperial aspirations. They will fight any opponent, 
anywhere, for any reason or for no reason at all; in the 
absence of an opponent they will just as cheerfully fight 
among themselves. The stronger race, called Orks, exercise 
a harsh domination over the weaker, called Gretchins. Their 
technology is crude and often unreliable, and their tactics 
are simple but often effective, relying on firepower rather 
than strategy. Human commanders may look down on 
Orkoids, but only a fool underestimates them. 

The Orks have developed a number of weapon systems in 
imitation of Human and Eldar techno logy they have 
encountered, and a few other weapons of their own design. 
Their technician caste of Mechaniacs, or Mekboyz as they 
are generally known, is h ighly adept at evaluating and 
imitating discovered technology, and so Orks have their 
own style of dreadnought, and their own style of Titan. 
Like most Orkish weaponry, the Ork Titan is of a simple 
and sturdy construction, relying on a large crew rather than 
sophisticated technology. 
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IMPERIAL 
ARCHITECTURE 

Much of the fighting in the "'ars of the Horus Heresy has taken part in and around cities, refinery complexes, and 
similar groups of buildings. Thanks to the Standa rd Template Construct, buildings of several common types are 
constructed on most Imperia l worlds using locally available materials. Using the Standard Tum plate Construct means 
that the appearance of a building is determined by its function rather than the materials of" hich it is constructed. 
According to the resource base of the planet in question, this can be tone, br ick, "ood, coral, "olcanic ash, compacted 
inorganic waste or any of a hundred other materials. Thus, buildings of more or less identical a ppearance may be 
found throughout the Imperium, regardless of all considerations other than function. 

One component of this game is a range of full-colour building pieces, with plastic roof elements. There are two basic 
building shapes: cross and T-bar, a nd t"'o heights. Regardless of the building height, cross-shaped buildings hold 
5 infantry stands, and T-shaped buildings hold 4 infantry stands. If you have the expanded polystyrene buildings, 
from Adeptus Titanicus, the tall buildings hold 6 infantry stands and the low buildings hold 8 infantry stands. 

ADMINISTRATUM 

The complex organisation of the Adeptus 
Ministratum , or Administratum , is 
responsible for the administration of the 
whole of the lmperium; it manage5 over a 
million inhabited worlds. Planetary 
government buildings, record~ offices. 
taxauon centres. and man} more are 
controlled by the Administr.uum th~ are 
usually distinguished by the sign of the 
Imperial eagle over the main door Many 
bloody assaults and valiant defences have 
taken place in and around urban and 
planetary government buildings; they are 
natural command points, and the fall of the 
Administratum normally indicates the fall 
o f the ctty This building is often the 
attackers prmury target. 

AUDITORIUM 

I I I I I I 

Most Imperial cities have at least one 
auditorium, where the populace assemble 
at great rallies organised by the 
Administratum and the Inquisition . A 
\•isiting digni12.ry. such as an Inquisitor or 
a pace Marine commander, will often be 
requested to le:id such a rally. It is common 
practise to use the main auditorium - If it 
still sunds - to announce the 'Liberation' of 
a city by one side or the other 
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CASTRA EXERCITUS 
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According to 1he provi\ions of 1he Codex 
Exerr:itus. every Imperial world has a duty 
10 raise and maintam 11~ own planetary 
defence force. Add111onall)', each cuy or 
world forms part of a precinct where 
Imperial Jaws are enforced by the Judges 
of the Adeptus Arbite~ One or more 
barracks will be found in most Imperial 
cities, providing accommodation, training 
areas and armouries for the force~ they 
house. Much fighting has centred around 
1hese strongholds. 

CHAPEL 

Chapels arc found throughout the 
lmperium, wd this is a typical example 
from a world of medieval or higher 
technology. On many worlds which have 
fallen 10 the force of Horus. chapels have 
been desccra1ed and torn down on some 
Trauor worlds they ha\e even been turned 
over to the feral-world cults fa\'Qured by the 
Warmas1er and his followe~ In such a case, 
the Inquisition normally demands the 
chapel's complete destruction. 

CELLAR ION 

No world is an island within the lmperium; 
each gains somethmg from the rest of the 
galaxy, and each must pay its way. The 
worlds of the Imperium provide foodstuf~. 
machinery, mmerals and mwy other things 
accord mg to their re ources Fev.• Imperial 
c111es are "'11hou1 \ ast warehouse 
complexes where 1hesc goods are collected 
ready for shipment to other areas and 
worlds, and where incommg goods are 
placed read) for distribution. 

CENSORIUM 

Countless clerks and officials labour on a 
m!Uion worl~ for the Adm1nistratum, most 
of 1hem confined to dark offices in grim, 
t0wering administrative blocks. These 
buildings house vas1 quant ities of 
information on 1heir worlds, popula1ion 
economy. levels of produmon and l2X:lUOn 
resources, industrial and agJ'lcuJtural quOCIS 
- the whole of the world is recorded, nled, 
indexed and updated by an army of 
bureaucrats The valuable data in a 
Cen orium can make it a prime t:irget 



IMPERIAL ARCHITECTURE 

GENERATORIUM MANUltACTO.KlUM l 

A city or indus1rial complex requires. vas1 
quantities of energy, and power supplies are 
a favourite target for auacking forces. The 
na1ure of a generator will vary from world 
to world. Fer1ile plane1s of1en use organic 
or fossil fueb, while fusion grids and plasma 
reactors arc common on industrialised 
worlds. Solar generators and geo1hermal 
energy arc also used where local condi1ions 
permit. These power sources, and 1he 
secrets of their opcra1ion, are jealously 
guarded by 1he Adep1us Mechanicus. 

Mos1 planets in the lmperium maintain a 
gene-pool of plant and animal species for 
terrafoming, agriculture, resource 
management and 01her purposes. Native 
species are s1udied wich a view to assessing 
1heir usefulness elsewhere, and introduced 
species are bio-engineered co adapt 1hem 
for use in local condilions. The scientists 
of the Adep1us Mechanicus who run these 
establishments also monitor the genetic 
purity of the planet's poulation, and co­
operate with the Inquisi1ion in their task 
of rooting out mutation and 01her 
undesirable trails. 

During the terrible wars of the Age of Strife, 
untold quantities of knowledge were lost , 
and preserving that which remains has 
become a holy task s hared by the 
Administratum and the Adeptus 
Mechanic us. In many of the larger cities of 
the more advanced Imperial worlds, an 
imposing Librarium building will house 
thousands of books and records, and make 
them available to those Imperial servants 
whose rank entitles them to access. 

Ahhough much technology w:is los1 during 
the fifteen centuries of the Age of Strife, 1he 
Imperium is by no means technically 
backward. Industrial complexes across the 
galaxy produce billions of items, from 
clothing to plasma bombs. All of these 
installat ions are closely controlled by the 
Administratum and 1hc Adcptus 
Mechanicus, and it is not uncommon for 
the workers in a factory to be completely 
unaware of the end -product of their 
labours. The occupation or destruction of 
the Manufactorium or industrial complex 
can deny precious resources to the enemy. 

MAUSOLEUM 

For the vast bulk of the citizens of the 
lmperium, death is not the end of their 
service to the Emperor. They are quickly 
forgotten by everyone except the record­
keepers of the Administratum and their 
bodies are recycled into foodstuffs, 
fertilisers, and other useful products. More 
prominant members of society may receive 
the honour of entombment in an Imperial 
mausoleum, where the masses may read of 
their deeds and be inspired by their 
example. With its halls of entombed heroes. 
a Mauso leum can become the focus of a 
fanatical defence, and its destruction can 
deal a severe blow to the defenders· morale. 
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The population of the lmperium is vast, and 
only the Administratum has the means to 
begin to estimate it. The bulk of this 
population lives in cities, ranging from the 
huge complexes of the hive worlds to the 
smaller garden cities of the more advanced 
ag.riculluraJ worlds and the grim tenements 
of the industrial worlds. While worlds and 
ci1ies may differ, 1he residential blocks 
follow a limited number of standard 
patterns laid down by the Standard 
Template Construct . 

living space in the cities varies widely, 
according to wealth and social standing. 
Most people live in residential blocks of one 
kind or another, but the living space 
permitted to an individual can range from 
a spacious luxury apartment to a cramped 
and filthy cubby-hole with barely room to 
1urn round. According to the type of world 
on which it is found and the status of its 
occupants, a residential block can house a 
few dozen or several thousand. 

Brother Captain Coslan stared aJ the holo trying to ma/re some sense of the 
buildings. One of them, he knew, was the command centre for the reactionary 
Imperials; the others, in all probability, were we/1-laid traps. He had known 
Gregorius of the Ultramarines a long time - he had once called him friend 
- and this guessing game was a defensive technique aJ which he excelled. The 
World &ters needed a swift, precise victory; it was up to him. 17re scout Rhinos 
began to reporl. A white eagle settled on one building. Administratum - too 
o/Jvi.ous; it must be a trap. Other icons appeared: a chapel, three residential 
blocks, a generatorium. Coslan smiled briefly - the plasma reactor must be 
trapped; Gregorius couldn't resist it. A mausoleum, OJstan paused. To fight 
under the eyes of dead heroes - just Gregorius' style. That was the command 
centre. He issued orders for the assau/J. 

ts 



COMPONENTS 

COMPONENTS 

Your Space Marine game box should contain the following 
components: 

- 16 plastic Land Raiders (8 in each of two colours) 
- 32 plastic Rhinos (16 in each of two colours) 
- 320 plastic Infantry (160 in each of two colours) 
- 16 plastic banner poles (8 in each of two colours) 
- 64 plastic infantry bases (16 in each of four colours) 
· l sheet of cardboard burst templates 
· 14 buildings 
- 16 data cards 
- 2 plastic range rulers 
- 1 plastic deviation template 
- 1 counter sheet 
- 1 sheet of infantry banner stickers 
- 4 six-sided dice 

DICE 

All dice rolls in Space Marine are made with standard six­
sided dice. Throughout the rules, the abbreviation '06' 
refers to a six-sided dice. For example, ' roll a 06' means 
roll one six-sided dice, and 'roll 206' means roll two six­
sided dice and add the scores together. 

BUILDINGS 

The buildings are used to represent the terrain you will be 
fighting over. Keep them in the box for the time being · 
you won't need them until you are ready to set up the 
scenery for your first game. 

The buildings are assembled from one of the plastic roof 
pieces and either two or three wall sections. The number 
of wall sections depends on the shape of building you are 
making: 

Cross-piece shaped buildings 
You will need one long wall section and two short wall 
sections. 

T-bar-shaped buildings 
You will need o ne long and one short wall section. 

Punch the walls out, fold them into rectangular cross­
sections, and insert them into the building tops. The walls 
should fit snugly between the round pegs and the outer 
lip of the plastic building top. Make sure that the blank part 
of the waJJ section faces into another piece of wall so that 
it can't be seen. 

Each wall section 
indicates which 
building it is for 
(eg Mausoleum, 
Librarium, etc). 
The wall sections 
come in different 
heights and 
architectural styles, 
so make sure you 
get the right wall 
sections for each 
building. 
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ASSEMBLING THE INFANTRY STANDS 

The plastic infantry bases in this box are colour-coded 
according to what type of infantry unit they represent. 
There are four different colours of base. You should make 
sure that you and your opponent both agree which colour 
represents which cype of infantry - it 's a good idea to note 
th is down on a piece of paper before the battle begins. The 
Marines themselves come in two colours so that you can 
distinguish between Loyalist and Traitor Marines. Each 
infantry base takes five models; never mix model colours 
on a base. 

The infantry models can be push-fitted into the bases, and 
need no glue. Separate them from the sprue with a 
modelling knife, and make sure that the underside of the 
base is smooth. 

One in four of the infantry bases has a socket for a banner 
pole. The banners are used to indicate the presence of a 
detachment commander. 

INFANTRY BANNER STICKERS 

The sheet of banner stickers allow your forces to fly the 
colours of several famous Space Marine Chapters on either 
side of the Horus Heresy. Simply fold the sticker around 
the banner pole before fixing it to the base. 

DATA CARDS 

'loo------!••lal 

INFANTRY DATA CARD 

The data cards give 
you the relevant 
details of the infantry 
units and vehicles 
used in the game. 
There are two types of 
data card in this game: 
armoured vehicle 
data cards and 
infantry stand data 
cards. 

RANGE AND MOVEMENT RULER 

This is a clear plastic ruler marked in lcm increments. It 
is used to measure distance for movement and weapon 
ranges. To measure distances over 36cm, simply pivot the 
ruler around the marked point. 

PIVOT ON M._RK 
FOR LONG RANGES 

I 
'I 

The range ruler is marked with the dice scores needed to 
hit a target for all of the weapons covered in Space Marine. 
So me of these weapons have different scores to hit 
vehiclesfritans and infantry. The scores to hit vehicles and 
Titans are indicated by 'V', the scores to hit infantry by 'I'. 
Where the scores are the same, the figure is marked 'Vil'. 

The e nd of the ruler also shows the to hit modifiers against 
vehicle and infantry targets. 



BURST CIRCLE TEMPLATES 

Some weapons create a huge explosion which will affect 
any target within the burst radius. When such a weapon 
is used, a burst circle is placed with its centre at the point 
of aim. Any unit or vehicle which fa lls under the template 
(even if only partially) is affected by the attack. 

BARRAGE 

MF£CTm ,, 
AFFECTED 

All of the burst circles are 
marked with numbered 
arrows on their perimeter. 
These are used to determine 
the deviation of shots that 
do not land in the intended 
place, and are fu lly 
explained in the Advanced 
Game rules. 

FIRST PLAYER MARKER 

During the game, it is 
important to know who is 
First Player, because this 
determines the order in 
which actions are carried out. 
The First Player marker is 

used to keep track of this; the player who is First Player 
keeps it on the table beside him. 

ORDER COUNTERS 

The order counters are used tO record the orders given to 
an infantry or vehicle detachment for each turn. Each 
detachment in the game will need four order counters, one 
each of First Fire, Advance, Charge and Fall Back. The 
use of order counters is explained in Tbe Order Phase 
section of each set of rules. 

SUPPORT FIRE COUNTERS 

In the advanced game, it is 
possible to call down 
supporting fire from off the 
table. The use of support fire 
counters in explained in the 
Advanced Game section. 

COMPONENTS 

BUILDING DAMAGE COUNTERS 

Buildings that are attacked will eventually 
become unstable and collapse. The chance 
of a building collapsing is measured by the 
number of critical hits it takes. These are 
recorded by placing one building damage 

counter on the building for each critical hit it receives. 

RUBBLE COUNTERS 

~-...,...-....--.-..--....... ....---..,., When a building is destroyed, 

~~
~it is reduced to rubble; 
~ , instead of being removed 

J'~ from the table, the building 
/ is marked with a rubble 

counter, since rubble can affect movement and cover. 

HIDDEN SET- UP COUNTERS 

In the Advanced Game there are rules 
for hidden set-up, where your opponent 
doesn't know where your forces are at 
the start of the game. When you use the 
hidden set-up rules, you put hidden set­
up counters on the table rather than 

models, and convert the counters to models as your forces 
are discovered. 

Hidden set-up counters are numbered 1 to 12 so that you 
can record which cou nter represents which infantry 
detachment and which are dummies to fool your opponent. 

SNAP FIRE MARKERS 

One of the combat options in the game is 
Snap Fire. This is explained in the rules for 
The Combat Phase. When a detachment of 
troops or vehicles has used Snap Fire, a Snap 
Fire Marker is placed beside them on 
the table. 

FOLDER SPINE INSERT 

This rulebook is punched for storage in a Games Workshop 
ring binder, so that you can keep the main rules and 
supplementary material from White Dwarf and elsewhere 
all in the same place for ease of reference. The binder has 
a clear pocket on 1he cover to take the rulebook cover, and 
another clear pocket on the spine to take the spine insert 
- then you can tell at a glance which folder holds which 
game rules. 

THE f- LAVING SURFACE 

This is one component that you won't find in the box. 
Space Marine is designed so that it can be played on any 
flat surface the size of the average dining table. Larger areas 
can make for bigger and more interesting games - so if you 
have a wargames cable so much the better - but as long as 
your cable is at least 3 feet by 2 (100 x 60 cm), you'll be 
able to have an enjoyable game. You can also use a clear 
area of floor, of course, but for the sake of simplicity we 
refer to the table throughout these rules. 
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On the while sand of the Tevlarc Plain, the Loyalist forces The opposing forces were equal in.firepower, skill and fervour. 
gathered to smother the flame of heresy. Wave after wave of But each was uncomprehending of the other's loyalties. A few 
Marines crashed against their foes. The result was always the weeks ago they would have called each other brother; now the 
same: a boiling stonn of plasma fire and a mountain of bodies. differences between them made them mortal enemies. 
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The Tflans of both sides strode aboYe the baJJJefield, their banners 
held taut by a wind carried that carried the stench of a thousand 
deaths. The Warp Runners confronted the Deaths Heads, 
pausing in their advance only to level their weapons and fire. 

The air was spliJ by the swelling boom of auto cannon. A TraiUJr 
TiUJn reeled backwards from the impact, its splintered carapace 
showering down onto the Marines below. Its brother 1itans 
readied their multi-launchers and prepared for revenge. 
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VEHICLE RULES 
The rules in this section tell you everything you need to know to fight the huge armour battles 
of the Horus Heresy. The armies of both the Imperium and the Rebels include large numbers 
o f armoured fighting vehicles, and many engagements consist of pure armour battles, without 
infantry or Titans. 

VEHICLE DATA CARDS 

These rules cover the two most common classes of 
armoured fighting vehicles used in the wars of the Horus 
Heresy: the Land Raider main banle tank, and the Rhino 
armoured personnel carrier, with its Whirlwind variant. 

Each type of vehicle has its own data card, which provides 
all the necessary information to use it in the game. 

A vehicle data card looks like chis: 

RHINO ARMOURED VEHICLE 

Name: The name and type of the vehicle. 

Weapons: The locations of the weapons carried by the 
vehicle. 

Close Assault Factor (CAF): This number represents how 
effective the vehicle is in a close assault against infantry, 
and is only used with the Space Marine infantry rules. The 
higher the number the better. 

Some vehicles have two numbers, separated by a slash (/); 
the first number is used when making an overrun attack, 
and the second number is used in all other circumstances. 

Armour Rating (AR): This represents the effectiveness 
of the vehicle's armour. The lower the number the better. 

Saving Throw: This number represents how well the 
vehicle can stand up to superficial damage. The lower the 
number the better. 

Speed: There are two numbers for speed, separated by a 
slash(/). The first number is the vehicle's advance rate, and 
the second number is its charge rate. 

Battle Rating (BR): This number represents the vehicle's 
effectiveness in battle. The higher the BR, the deadlier the 
vehicle is. Battle ratings are used in some scenarios, where 
players are given a certain number of points to spend and 
allowed to pick their own forces. The BR is the vehicle's 
'points cost' in these circumstances. 

Remarks: Any further information about the vehicle is 
covered here. 
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WEAPON LOCATION CODES 

Each of the weapons listed on the data card is followed 
by a location code. This is a short string of digits describing 
the weapon's location, fire arc and number of barrels. These 
codes are explained in the Weapon Location Codes Table. 

~~?.:~~:~~ · ·· .: ::::w~w~~::.; :::=--=~~::: 

~N LOci.TION co»Es 

Location Code Fire Ar c 

Armoured Vehicles 
Turret Tt 360° 
Swivel Mount - left side SwL 1so0 

Swivel Mount - right side SwR 180° 
Swivel Mount - front SwF 1so0 

Swivel Mount - back SwB 180° 
Fixed Mount - front FxF 90° 
Fixed Mount - back FxB 90° 

Where the code is fo ll owed by a number, this 
indicates the number of barrels the weapon has. 
Weapon types, arcs of fire and barrels are explained 
in the section of these rules on The Combat Phase. 

For example, the Land Raider has the following 
weaponry: las-cannon SwL2 , las-cannon SwR2, 
heavy bolter FxF, heavy bolter FxB. This means that 
is has one two-barrelled las-cannon in a left side 
swivel mount, one two-barrelled las-cannon in a right 
side swivel mount, one heavy bolter in a front fixed 
mount, and one heavy bolter in a back fixed mount. 

RHINO 
Turret flt) 

360° 

,, . 
LAND RAIDER 

Swl,...I Mount • left aide !Swl) 
Swl,...I Mount • r!Qht aide (SwRJ 

1ao• 

LAND RAIDER 
Flx•d Mount .. front IFxf) 
Fixed Mo<.int · IMick (FaBJ 

go• 



VEHICLE DETACHMENT S 

All vehicles must be organised into groups of two or more 
machines, known as detachments. Every vehicle in a 
detachment must be no further than 6cm from at least one 
other vehicle in the detachment. In addition, all the vehicles 
must be linked together to form a 'chain' without any gaps 
of more than 6cm. 

Sometimes vehicles in a detachment will become separated 
for reasons beyond a p layer 's control - if a vehicle is 
destroyed by enemy fire, for instance. When this happens, 
the detachment must be given ad vance o rders in the next 
turn (see The Order Phase) a nd must move into an 
acceptable formation as soon as possible. 

6cm 6cm 

LEGAL FORMATION 

LEGAL FORMATION 

6cm 10cm 

ILLEGAL FORMATION 

S T ARTI NG THE GAME 

First, read briefly through this section of the rulebook. 
Don 't try to learn the rules as you go; just read them 
through so you get an idea of where th ings are in the 
rulebook. The best way to learn the rules is by playing the 
game - so let 's get started! 

S ETTIN G UP 

First , you will need to find a suitable p laying surface. Any 
table o r area of floor 3 feet by 2 will do just fine; larger 
areas are even better. Next comes the scenario. 

We are the sword of fire with which the Traitors shall be 
cul down. 

- Commander Marren Ragno, Blood Angels 

V EHICL ES - DETACHMENTS 

W H A T IS A SCENARIO? 

A scenario is basically a set of notes, telling you all you need 
to know about the battle you are going to fight. It will tell 
you which forces are involved, what vehicles each player 
has (or sometimes, how many points each player has to 
spend on vehicles). what each side's objectives are, and so 
on . You will find a range of scenarios at the end of the 
vehicle rules section, but for your first game, we'll use the 
following scenario: 

A force of Imperial Land Raiders has been ordered to 
cover the flank of the main army, when they encounter 
an identical force of Rebel Land Raiders. It's a straight 
battle - to the death. 

Impe r ial Force: 6 Land Raiders, in 3 detachments of 
2 vehicles each. 

Re be l Fo rce: 6 Land Raiders, in 3 detachments of 2 
vehicles each. 

Victo r y Conditio n s: The last player to have an 
operational Land Raider on the table is the winner. 

His torical backgro und: The Imperial advance across 
the Elsinore Waste to attack the city of Rosencrantz 
during the Scouring of Gilden's Star was punctuated 
with almost continual skirmishes between Imperial and 
Rebel armoured patrols. On the outskirts of Rosencrantz, 
a Land Raider patrol of No. 1 Company, Blood Angels 
Chapter, encountered an identical patrol from the Word 
Bearer Traitor Marines. With no surprise on either side 
the battle was completely even. What followed has long 
been considered to be one of the classic Land Raider 
vs Land Raider confrontations. 

PREPA RIN G FOR B A TTLE 

First, decide which player will take which side. If you can' t 
decide, roll a dice - the player with the higher score chooses 
which side he wants to p lay, and is First Player (see below) 
for the first turn . 

Next, find the data cards for the Land Raiders featured in 
the scenario. In the first scenario, each player will need 
6 Land Raider models. 

Each Detachment needs a full set of order counters - one 
each of First Fire, Advance, Charge and Fall Back. Separate 
the necessary counters from the counter sheet and give each 
p layer as many as he needs - three of each, in this scenario. 

Place all the buildings in the lid of the box . Starting with 
the Imperial player, each player should take it in turn to 
place one building on the p laying surface - anywhere he 
likes - until all the buildings are on the table. 

Finally, each p layer rolls a 0 6 , and the player with the 
h igher score may choose which edge of the table he will 
set up on. Rcro ll in the event of a tic. He may set up his 
vehicles anywhere along that side of the table, within 12cm 
of the edge (unless the scenario states otherwise). The other 
player must then set up on the opposite edge, again with in 
12cm of the edge unless the scenario states otherwise. 

If a specific instruction in a scenario ever contradicts these 
general notes, always assume that the scenario is correct. 

Now, you're ready to play. 
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VEHICLES - SEQUENCE OF PLAY 

SEQUENCE OF PLAY 

Space Marine uses a scricr sequence of play. Each curn 
consists of a number of separace phases. It may seem 
complicaced ac firsc , buc don't worry - you ' 11 soon gee the 
hang of it. A lot of chings can happen in a turn - movement , 
shooting, ramming, and more. In real life, these things 
happen slmulcaneously, which is why combat in real life 
is so confusing. 

Each turn in Space Marine is split into 4pbases. Both sides 
move cheir vehicles during the movement phase, fire cheir 
weapons in che combat phase, and so on. An acrion may 
only be performed in the appropriate phase ; so, for 
example, you can' c move in the combac phase. 

The rules arc laid o ut in the same order as the sequence 
of play. The best way co learn them is to read briefly through 
them once, and then scart playing your first game. As you 
come to each new phase, read through the relevant rules 
section and then perform any actions for that phase. 

THE FIRST PLAYER 
Throughout che rules, we refer to the First Player. The Firsc 
Player is the player who goes firsc in any phase. Being che 
Firsc Player offers both advancages and disadvantages: you 
will have co move first , but you also get to shoot first in 
che combac phase. If players cannot agree who will be che 
First Player ac the start of che game, they should each roll 
a dice - the highest scorer gets to choose. Use che First 
Player Marker tO indicate who is che First Player. 

In the first turn of the game, the First Player must sec up 
his forces first. Ac the end of the turn, the other player cakes 
the First Player marker, becoming the First Player for the 
next turn - and so on throughout the game. 

" 
M SEQUENCE OF PLAY 

1. Order Phase 
The players must give each of their 
detachmencs one order counter (face down). 

2. Move ment Phase 
i. Decachments with fall back orders are moved. 

If boch players have decachments wich fall 
back orders, che First Player must move his 
first. 

ii. Decachmencs wich charge orders arc moved, as 
above. 

iii. Detachments wich advance orders are moved , 
as above. 

3. Combat Phase 
i. Decachments with first fire orders may fire. If 

both players have detachments wich firsc fire 
orders, the First Player muse fire his first . 

ii. Decachmencs wich advance orders may fire, as 
above. 

iii . Oetachmenc wich charge orders may fire, as 
above. 

iv. Resolve any close combats. Close combats 
only occur when the infantry rules are being 
used. 

4. End Phase 
The First Player marker changes hands, and a 
new turn begins. 
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ORDER PHASE 

In the order phase of each turn, the players must place one 
order counter, face down, beside each of their decachmencs. 
Orders cannot be changed once the order phase is over. 

There are four types of order counter: 

First Fire: A detachmcn1 with first fire 
orders remains sti l l and prepares its 
weapons t0 fire at the fir c opporcunicy. 

None of the vehicles in the decachment may 
move, not even co turn in place. The vehicles 

atcac k in the first fire segment of the combat phase, and 
recieve a + l modifier to hit when firing on o cher vehicles. 

Use first fire orders when you are on 1he defensive or have 
no desire to move. 

Advance: A detachment with advance 
orders moves cautiously, ready to respond 
quickly to any development. 

The vehicle~ in the detachment may move 
up co their advance rate and ma)' a1cack in 

the advance segment of the combat phase. 

Advance will probably be rhe most common order you will 
choose, as it allows you to both move and fire. 

Charge: A detachment wirh charge orders 
moves flat ouc , sacrificing firepower for 
speed. 

The vehicles in the detachment may move 
up to their charge rate, bur may not fire until 

the charge segment of the combat phase. Vehicles following 
charge orders suffer a -1 modifier to hit. 

Charge orders allow you to move fast , bu1 the accuracy of 
your shooting will be reduced. 

Fall Back: A decachment with fall back 
orders withdraws at high speed, evading 
enemy fire. 

All vehicles in the detachment may move 
up to their charge rate, but must end their (' 

move further away from any and all enemy unics than they / 
were at the start of the turn. Vehicles may not remain 
stationary - they must retreat at least 4cm. Vehicles with 
fall back orders may not atcack, but any attacks made upon 
them suffer a -I modifier to hie. 

Vehicles with fall back orders may not attack, but attacks 
d irected ar chem will be kss effective. Vehicles with fall 
back orders will also move before anyone else. 

NO ORDERS 

Oecachments that have not been given orders may not move. 
They may fire in the advance segment of the combat phase. 

Forgetting to give a detachment any o rders is not a good 
idea. Try to avoid the practice whenever possible! 

TIMED MOVES (Optional Rule) 

You may find that it helps the pace of the game if you limit 
the order phase to two minu tes. This helps speed up the 
game and rewards the player who thinks quickly and clearly 
under pressure - a vital quality for any commander! 



''Commander?'' 

Rogal Dorn looked up from the holo. Four of the Adeptus 
Custodes stood before him, stiff with formality despite their 
wounds. 

"What is iJ?" His voice betrayed his exhaus!U>n. The batik had 
raged for nearly five days. Horus had fallen upon the palace 
like a wolf on a hen-house. The south and west sides were 
holding, but at a cost. 

"We are commanded to escort you to the Emperor. At once, if 
you will." Dom nodded. 

" Yonnad! Take over here! Expect a second thrust at the Lion 
Gate - hold your reserve for iJ. Anything else will probably be 
a feint. &ep fencing on the Eternity Wall - don't give them a 
chance to settle in. Hold things down till I get back!" 

''My lord.'' Lieutenant Commander Yonnad took over the ho lo. 
Dom clipped bait pistol and power sword to his annour, donned 
his helmet and followed the Custodes out of the command 
chamber. 

Outside, the sky flashed bright with fire and plasma. The rebels 
were getting closer- there was no doubt of iJ. Dom found himself 
hoping that the command chamber would still be there when 
he got back. He climbed into the back of the Custodes' grav­
pod, and it shot across the Square of Purity into one of the great 
openings in the wall of the Inner Palace. 

After several minutes, the tunnel suddenly opened out into a 
vast chamber-they were past the Dragon Wall and iJs defensive 
systems, and within the Inner Palace proper. 

Hundreds of feet overhead, the roof continued to display iJs 
holographic blue sky, and the sound of birdsong floated over 
the internal comnet. The grav-pod began to slow as iJ approached 
the huge building complex at the centre of the chamber. The 
Hall of Splendour. 

The bronu gates -large enough to admit a Tuan - swung open. 
Beyond them, more Custodes stood at the ready. 

"Commander?" The voice was discreet, asking wiJhout asking. 
The Custodes were well-practised in protocol. 

Dorn nodded, and unclipped his weapons. He handed his 
gauntlets to one of the attendants. Without even a digital laser, 
he felt strangely naked, but he u1tderstood. Horus had bee1t the 
Emperor's closest friend - after his treachery, no-one could be 
trusted. And in a1ty case, they couldn't take away his training, 
his hands and feet. Dom grunted at the thought. 

At the far end of the chamber, the silver gates opened. The 
Custodes flanked him, and Dom marched into the presence of 
the Emperor. 

"No Jonna/mes, Rogal." The quiet, clear voice stopped him 
in mUJ-genufkctU>n. " Tfme is short, and we have known one 
another too long." Dom straightened up. 

" The Imperial Fists fight well, Rogal. But we both know the 
defence will not last for ever. Even so, you and the Whitescars 
have bought precious time, and I 've not wasted it. 

" While you fight with bo/Jer, laser and plasma, I have fought 
in my own way. And I have found the shortest road to victory, 
as Russ would say. In less than one minute, your man Yonnad 
will be ordered to teleport all the assau/J troops from your reserve 
to a location I have given him. My Custodes will teleport at the 
same time. 

"I want you at my sUJe, Rogal. Take up your weapons. We are 
going to face Horus in his own command chamber." 

VEHICLES 

IMPERIAL COMMANDER R OGAL DORN 
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VEHICLES • M OVEMENT PHASE 

MOVEMENT PHASE 

In the movement phase, orders for each detachment are 
revealed , and movement is carried out. 

REVEALING ORDERS 

Orders are revealed at the start of the movement phase, 
when the order counters beside each detachment are turned 
face-up. 

Thus, at the Start of the first segment, all detachments with 
fall back orders have their o rder counters revealed and are 
moved. At the stare of the second segment all detachments 
with charge orders have their orders revealed and are 
moved. In the third phase, all detachments with advance 
orders have their o rders revealed and are moved. 

Detachments with first fire orders have their orders revealed 
at the end of the movement phase, or when any unit in 
the detachment is picked to snap fire (the rules for snap 
firing arc in The Combat Phase rules section). 

You may find that you lose track of which detachments 
have which orders, so you are permitted ro look at your 
own order counters secretly at any time until the orders 
are revealed. However, if you do not reveal orders at the 
appropriate time in the movement phase, the detachment 
loses its orders for that turn, and is treated as having 
no orders. 

Optional Rule 
As an optional rule, you may prefer co reveal orders in the 
appropriate segment of the movement phase, thus helping 
to build up a li ttle tension ('Well, they didn 't move in the 
charge segment· so have they got advance orders, or have 
they got first fire?'). 

MOVEMENT SEGMENTS 

The movement phase is split into three segments: 

1. Fall Back: In the first segment , all vehicles that belong 
to a detachment with fall back orders are moved. Each 
vehicle has two speeds given on its data card; the bigber 
number is its fall back distance in centimetres. 

Vehicles with fall back orders may be turned co face in any 
direction at the start of the move, and may make one turn 
of up to 90° at any time during the course of the move. 

2. Charge: In the second segmenc, all vehicles that belong 
to a detachment with charge o rders are moved. The bigher 
number for speed on the vehicle's data card is its charge 
distance in centimetres. 

Vehicles with charge orders may make one turn of up to 
90° at any point during the move. 

3. Advance: In the third segment, all vehicles that belong 
to a detachment with advance orders are moved. The lower 
number for speed on the vehicle's data card is its advance 
distance in centimetres. 

A vehicle with advance orders may make up to two cums 
of up to 90° during its move. The turns may be made at 
any time during the move, and more than one turn can be 
taken at the same time. 

First Fire Orders 
Vehicles that belong to a detachment with first fire orders 
are not allowed to move or turn at all. 
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SEQUENCE OF MOVEMENT 

If both players have dernchmencs that are allowed to move 
in the same segment, the First Player moves all his 
detachments before the second player. In the advance 
segmenc, for example, the First Player moves all of his 
detachments with advance orders, and then the second 
player does the same. Once all the detachments that can 
move in a segment have done so, move on co the next 
segment. 

MINIMUM MOVE 

A vehicle can be moved any distance up to the maximum 
for the orders it received that cum including making no 
more at all. For example, a Land Raider has a speed of 16/24 
on its data card, so its charge move is 24cm. Thus, a Land 
Raider with charge orders can move any distance from 0 
co 24cm in the charge segment of the movement phase. 

Exception: Vehicles with fall back orders must move at 
least 4cm. 

CHANGING MOVES 

Once a player has moved a veh icle and removed his hand 
from the model , the move may not be changed. The 
Detachment Commander is committed co the move, and 
muse go through with it' 

MOVE DIRECTION 

Vehicles must always move straight ahead, and can only 
change direction by making a turn. As we have already 
explained, the number of turns a vehicle may make during 
its move depends on the orders its detachment has been 
given (see Movement Segments). 

FALL BACK ORDERS 

Veh icles with fall back orders must move at lease 4cm, and 
end their move further away from any enemy vehicles than 
they were at the start of the turn. 

Any vehicle which has not fulfilled these two cri teria at 
the end of its move is considered co be d estroyed · 
despairing at their impossible position, the crew has 
abandoned their vehicle and run away. 

Vehicles with fa ll bac k orders can move in reverse (ie 
di rectly backwards) at half the normal rate. 

OBSTACLES 

Vehicles may never move through a building or another 
vehicle. 

The Ultramarines' land Raider shot forward from behind 
the roin, its las-cannon b/azjng as iJ made a desperate ron 
for the cover of the nut building. Brother Gaspard permiJted 
himself a tight, grim smile. "Not this time, filth, " he 
mumiured. " I've been waiting for you to move." 

Twin beams flashed out from his starboard las-cannon, 
striking the Loyalist just behind the crew door. Three great 
wheels span away from the Land Raider's running gear, and 
a length of track snaked into the air. The Loyalist crashed 
into the building and exploded. Gaspard exuUantly recited 
the victory chant of the Word Bearers as he checked the holo 
for another target. 



ATTACKING DURING 
THE MOVEMENT PHASE 

Most combat in Space Marine takes place in the combat 
phase However, certun auacks may be made during the 
movement phase : 

RAMS 
An armoured vehicle with charge orders may ram another 
vehicle by moving into contact with it (ie so that the models 
end up touching). Its move ends with contact. 

Move the vehicle model into contact with the enemy. Then 
both players roll a 06 and add the opposing vehicle's AR 
to the score. 

If the scores are tied, both vehicles suffer superficial 
damage 

If a player beats his opponent's score by l or 2 poi ms, his 
vehicle suffers superficial damage and the opposing 
vehicle is destroyed 

If a player beats h1 opponent's score by 3 or more, his 
vehicle is undamaged and the opposing vehicle is 
destroyed. 

The effects of damage are explained 1n The Combat Phase. 

SNAP FIRE 
A deuchment wuh first fire orders may fire on a target while 
it is still moving, rather than waiting for the combat phase. 
Full rules for snap firing may be found in the next section. 

VEHICLES - MOVEMENT PHASE 

The beam of light hiJ the missile launcher in iJs side, 
detonaling the unfired shells. There was a blinding flash 
and the Marine disappeared, leaving a gaping hole in 
the ground and a red mist in the air. The Imperial Fists 
scattered. 

They headed for the nearest building, ducking to avoid 
the lattice of laser bolts that criss-crossed around their 
heads. A well~med crack grenade blew the door off iJs 
hinges and allowed them entrance inJo the bui.Jdi.ng. 

They had started lo file into the darkened hallway when 
the second floor shuJters were thrown open and a handful 
of grenades was thrown into their ranks. It was a trap. 

The street became a stonn of shrapnel as thefrag grenades 
exploUd, tearing the Imperial Fists apart. lffthin seconds 
they had lost half their number. 

A detachment of Land Raiders hu~ed around the comer, 
their las-cannon swivemng lo face the trapped Marines. 
The beams of while fire vapourised a doun men and senJ 
the others diving for cover. 

Pinning them to the ground with bo/Jer fire, the huge 
machines surged forward, crushing the Marines under 
their wheels and leaving a bloody trail in their wake. 

The Sons of Horus made sure the survivors didn't last 
long. 
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COMBAT PHASE 

During 1he combal phase. veh icles can fire on enemy uni cs. 
The sequence in which 1hey fire depends on cheir orders. 

The rules for combai may look complicaced ac first glance, 
buc don't be put off. The underlying principles are ver)' 
simple, and 1he main bulk of these rules is taken up with 
explanation and diagrami.. 

SUMMARY OF COMBAT 

In the comba1 phase, all vehicles thac have a target may 
fire 1heir weapons. A target is defined as an enemy unit 
within the range and fire arc of one or more of the vehicle's 
weapons. 

Each vehicle on che table is dealt with in turn. The order 
in which vehicles fire is determined by two things: who 
is First Player for thlll turn , and what orders che vehicle 
has for 1he turn. Remember chat vehicles wich fall back 
orders may not fire. 

A dice roll is made for each weapon thac fires · in che case 
of multi-barrelled weapons, a dice is rolled fo r each barrel. 
The score may be modified by the veh icle's orders for the 
lllrn. Each weapon has a score to bit · modified according 
co che range · and each dice thac rolls this number or more 
indicates a succes:.ful hi1. 

Each successful hit will damage the target. The extent of 
the damage b determined br making a critical hit rol l. 

SEQUENCE OF COMBAT 

The combat phase is split into four segments: 

I. First Fire: All vehicles with first fire orders mar fire any 
or all of 1heir weapons. 

2. Advance: All vehiclel> wi1h advance orders may fire any 
or all of their weapons. 

3. Charge: All vehicles wich charge orders may fire any 
or all of 1hcir weapons. 

4 . Close Combat: This phase is not used in vehicle vs 
vehicle comba1. We'll return to it in the infantry rules, but 
you can ignore it for the time being. 

FIRING ORDER 
In each segment, the First Player fires wich all of his eligible 
vehicles, then the second player does che same. Firing is 
carried ou1 one decachment at a time; the player chooses 
a detachmen1, and deals with the firing of all the vehicles 
in that detachment. 

If a vehicle fails co fire in its appointed segment, it cannot 
fire at all this turn • no saving shots for later! 

Once all the vehicles that can fi re in a segment have done 
so, move o n IO the next segment. 

As our bodies are armoured with adamanlium, our souls 
are protected wilh loyalty. As our boilers are charged wilh 
death for the Emperor's enemies, our thoughts are 
charged with his wisdom. As our ranks advance, so does 
our devotion, for are we not Marines? Are we not the 
chosen of the Emperor, his loyal servants unto deaih? 
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Chaplain Fergas Nils, 
address to the defenders of Portresh 

TARGETING 

Before firing, the player must make sure that the nominated 
target is wi1hin range of the firing vehicle's weapons, and 
that is within the fire arc of the weapon mount being used. 

Weapon ranges are given on the Weapons Table (note that 
there are separa1e \Vea pons Tables for vehicle and infantry 
targets) and fire arcs arc given in the section on Weapon 
Locations earlier in the rulebook. 

\Vhere a vehicle's weapon mount holds more 1han one 
weapon, or a weapon hal> more than one barrel , all the 
weapons and barrels are fired at the same target. Only one 
targe1 may be chosen for a single weapon mount, although 
different weapon mounts on the same vehicle may select 
different targets. 

Obviously, if a vehicle can'1 bring any weapons co bear on 
a target, it can't fire at it! Three faccors affect targeting: fire 
arc, range and line of sight. 

FIRE ARC 
A weapons must be physically able to point at a target in 
order to fire on i1. The fire arc diagrams in the section on 
Weapon Locations are used 10 determine whether a target 
is within a weapon's fire arc. 

RANGE 
Measure the range from the weapon to the target using 1he 
range ruler, and consul! 1he Weapons Table to find ou t if 
the target is a1 sbort or long range for the weapon being 
used. This will affect 1he number required for a successful 
hit. 

LINE OF SIGHT 
If there is an obstacle bet ween the vehicle and its target, 
it may noc be able co fire. In order to fire on a target, a vehicle 
must be able to draw a line of sigbt (LOS) to it. 

Line of sight is a straight line from any part of the weapon 
(not just the end of the barrel) on the attacking vehicle to 
any part of the targe1 model . If the line crosses any building 
or other terrain, the LO may be blocked. 

Terrain will block the LOS if: 

1. It is taller 1han botb vehicles. 

2 . It is ta ller than one of the vehicles, and the smaller 
vehicle's base is wuching the terrain. 

Because LOS is drawn from individual weapons, the LOS 
may be blocked for some weapons but not for others. For 
example, if a Land Raider is firing round the corner of a 
building, it will not be able to use some of its weapons · 
the las-cannons nearest the walls will have LOS blocked, 
but 1he other pair of las-cannon will still be able to fire. 

COVER 
If the target is partial!)' hidden from the attacker by terrain 
or another vehicle, then it is in cover. A vehicle counts as 
being in cover if the attacker il> unable to draw a LOS to 
all parts of the carge1. 

A vehicle which i actually touching a piece of terrain is 
said to be hull down . When a vehicle is hull down, it 
receives 1he benefit of cover from the terrain, but its targets 
do noc. 

When two hull-down veh ides face each other across a piece 
of cerrain, both receive the benefit of cover against each 
other's fire. 



FIRI NG 

Once a 'chicle ha:. chosen it:. Larget'>, it can fire. Dice are 
rolled for each \ .. capon in turn , and modifiers are applied 
as appropriate. The controlling pla) er can decide the order 
in which a vehicle fire1> it~ weapons One h it is scored fo r 
each d1tc that roll:. the number required to bit or more 
The number can be found b) cros't-referring the weapon 
and the range (~hort or long) on the rele'\·am Weapons Table 

FIRING MODIFIERS 
The folio\\ mg fat.tor.. '' 111 modif} the roll to hit: 

Fire r 's Orde rs: 

Target's O rders: 
Targe t ls in cover: 

fi r..t fire 
charge 
fall b.1ck 

+l 
-l 
-l 
-1 

Target's Armour Rating: + AR 

All modifier.. are c:umulat i, e, ~o a vehicle with charge order. 
firing on an expo~ed target with fall back o rders has two 
-I modifiers, and muse sub1ract -2 from all its rolls co hit. 

MAXIMUM TO H I T 

o mauer what h:tppens, a roll of 1 on the dice is always 
a mis:. If )Oll require a '>Core of - or more to hit , roll to 

hit as normal If} ou \core a 6, ) ou ma) ha,·e hit Roll again 
(this :.econd roll 1'> 11e1•er modified by anytbing), and 
con ult 1he folio,., mg chart 

cor e Need ed To Hit 
7 8 9+ 

Roll re quire d : I+ 5+ 6+ 

For example, a la'>-c:annon " being fired at long range b) 
a Land Raider \\.Ith charge orders, against another Land 
Raider 1hat is in cover. 1 ormally a 6+ would be required 
to hit but becau:.e of the i modifier (-1 for charge order.. 
and -I for co,er, plu:. 0 for the carget'1> AR) the attacker 
must roll an 8 . Therefore, a roll of 6 followed by a 5 or 
6 is needed tO hit 

MULTI-BARRELLED WEAPONS 
Some weapon:. have mor<: than one b;irrel. T hese arc 
indicated on the vehicle data card by :i number (the number 
of barrel'>) ac the end of the weapon location code. So, for 
example, 1he las cannon (SwL2) on the Land Raider's data 
card is a twin-barrelled la:.-cannon . 

When a mulci-barrelled weapon is fired , one dice is rolled 
for each barrel 5o the Land Raider player rolls two dice 
for the twin-barrelled las-cannon . If it had been a las­
cannon (Su•L4) he would roll fou r dice every time it fired , 
and o on 

Although a multi-barrelled'' eapon rolls more than one dice 
to hit, it b only .1 ~i ngle weapon . This means that it can 
onl) fire at one target per turn You can't fire one barrel 
at one target and the other .u another target - you have to 
pick one target and give 11 the whole lot! 

FOLLOWING FIRE 
ome we:ipons hJ\ e fo/lou 111g fire This means that the 

weapon fires a hail of shots, rather than just one. Weapons 
with following fire are marked (F) on the Weapons Table. 

If a weapon" ith following fire scores a hit, the attacking 
player can roll co h1r again - and again, and again, until a 
miss is rolled. T his represents the enemy being caught in 
a swathe of fire. 
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PLASMA WEAPONS 
He;tvy Plasma Guns have two entries on the Weapons 
Tables one for s11sta111ed fire and o ne for maximal fire. 
Plasma weapon' ma) onl) be fired on maximal if the firing 
vehicle has fiN fire order:.; the \Chicle must remain sti ll 
while all power is di.,en ed from the dri\.C units to the 
pla:.ma weapon., 

Before a plasm:i \\capon 1" fired. the controlling player must 
declare which fire mode is being used - sustained or 
ma,imal All pla.,ma weJpon in a \1ngle location mu't be 
fired on the '>ame ewng 

SNAP F I RE 

\'chicles with fiN fire orders ma) \nap fire at any point 
in the movement pha11e instead of attacking in the combat 
phase Th is repre:.ents lhe vehicle's crew being prepared 
for enemy mo' ements they can pick off a target with a 
snapshot C\'Cn 1f it attempt:. to dodge from cover to cover. 

A player may in1errupt :tn opponent ':. move by yelling out 
"S"IAP FIRE•" The opponent mu:.l stop moving ac this 
point , only completing the mo'e (if po!>sible) once the 
attack has been resoh ed 

A vehicle making a ~nap fire attack may only fire on a single 
target The normal +I modifier to hit for the attacker 's 
first fire orde!">" ignored I laving u'ted snap fire. the ,-eh1cle 
may not fire in the comhat phase. and should be marked 
with a ~nap fire counter .1~ a reminder of this 

DAMAGE 

Each '>ucce 'ful hit on a \Chicle will cau e damage. Work 
out the damage c:iu:.ed h) each hit a'> soon :is the hit has 
taken place 

Remember th:u combat i'> not simult:ineous. Damage cake 
effect a' 'oon a~ 11 ha been inflicted For example, if an 
attad.er has fiN fire orde~ while the target has charge 
order~. the auacker will fire first; if the target is descrored 
in the first fire segment, it cannot fire in the charge segment 
of the combat pha e. 

DAMAGE PROCEDURE 
Con!>ulc the Weapons Tables and find the critical hit roll 
for the weapon which 11cored the hit. Roll a 06. 

lfthe score is equal to the weapon's cri tical hit roll or more. 
the hit has scored critical damage. A vehicle that suffer~ 
criucal damage h destroyed, and plays no further part in 
the game. 

If the score is greater than I, but le1>s than the weapon's 
critical hit roll. the hit cau\e:. superficial damage. A vehicle 
chat ~uffcrs uperfic1al damage mu't make a sai ing throu• 
(see below) to a' oid being destro) ed. 

If the score is I. the hit i'> deflected. it has ricocheted off 
the \Chicle "11hout damagmg it 

SAVING THROW 
A \'Chicle that ;,uffers superficial damage must make a 
sad11g tbrow to ,l\ 01d being destroyed Look up the 
vehicle's sa\'ing throw on Its data card, and roll a 06. 

If the ~core is equal to or greater tbc111 the saving throw 
number, the hit has no effect; it onlr caused very minor 
damage that wi ll not affect the performance of the vehicle. 

If the score is /es:; tban the saving throw number, the vehicle 
has been destroyed, and is removed from plav. 
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VEHICLE TARGETS WEAPONS TABLE 

Weapo n Range To Hit Ro ll Cri t ical 
h o ct Lon g h o rt Long Hit Ro ll --

Light Weapons 
Mclu-Gun . 12cm . S+ 6+ 
Plasma (,un 1 2 . 24cm . 6+(F) . 

Heavy We apons 
las-Canno n 30cm 60cm 4-r 6+ ~ + 

Missile launcher ~6cm -2cm 5+ 6+ 5+ 
Heavy Plasma C,un 2 

• Sus~rned 20cm . 6+(F) . 6+ 
· Maximal 36cm 72cm 4+ 6+ 5+ 

Notes 

l lni. tead o f making a normal cri t ical hi t roll , roll 11)6: 1-2 Oenec1t·d, .) 6 !-iuperficial damage. 
2 May only fire if attacker ha!> first fire orders. Ignon: normal +I modifkr to hit for firM fire o rder:. 

--
VEHICLE HIT MODIFIERS 

Target in cover - I 
Target has fal l back order. ·I 
larget's armour rating + AR 
Attacker has fi rs t fire o rders +t 
Attacker has charge orders ·I 

THE W E APONS TABLES 

!'here arl· t\\ o "capon' table' 111 thii. game: one for use 
''1th ,·ehrdl target' and one lor U\e "uh mfantr} targets. 
rhe lnfi111t1y 7arg(!t~ \r('apom 7able b prc:.ented la1er, for 
no\\, we'll l·onccn1r.1tl' on 'chide:. 

rhc weapom table' contain the folio'' ing information 
about cadl \\capon 

Ra nge: Th<.· sbort and long r,111ge~ for the weapon. 

Ro ll To Hit: rhi.," the ha.,e number the player need~ to 
equal or heat on .1 l)(J to l>Corc a bit If thb number b 
followed by (F) tht· weapon ha~fiJllowi11g/ire, and if it is 
followed h} (8) the weapon ha~ a burst circle. 

Cr itical Hit Ro ll : Thi., 1'> the number th,u the player must 
equal or h<.-.11 on :1 1)6 to !>core a critical bit. 

NOTE: The l'ebicll! 1i1t'l(l!ls l'fl.>c1/>011s Table include~ cntrie~ 
for weapom that \ ou "rll not f111d on an) of the 'chicle 
data card., I hese ''capon' Jrc u'ed b) infantry. and are 
dealt with later in tht· rule~ . 
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END PHASE 

The most important th111g that happen' 111 che end phase 
,., that the I rr.t Pia) er hand' the First Player .Harker co 
hr:. oppont·nt, who ht·<.·ome' th<.· Fir~t Player for the next 
turn 

Both pla)er. remO\C the turn' order counters from che 
table, read) for next turn'~ order pha:ie. 

In addition. the end pha.,e Ill.I) he u.,ed for an) book­
keeping ,tnd dearing up that need~ doing 

ENDING THE GAME 

The gaml' end' wht:n 

A. O n e p layer has n o operatio nal vehicles left on the 
table: A 'chicle " opcr.wonal a' long .. ., it ha, not been 
dcMroycd . \X hen only one pla) er ha~ opcr:u ional ,·chicles 
left on the t:thle · th<.· g:une h O\ er Player; may mo,·c their 
'ehicle' off the table J \Chicle'' hr ch ha' left the table may 
not return to pla} later on 

B. One player conced es d e feal: At an) time during the 
g.1me, a pla\ er ma) dt•ude that he can't po'>"bly "'111. and 
<.oncede the game to h1' opponent 

C. One p layer achieves bi~ Victo ry Conditions: ome 
... ccnario' ha\ e \ r<.toq Condrtion11 other than ''mply 
"iping out the Other "de For<. xample, you may need to 
get your' chicles ~afcl) aero!>~ the table through an enemy 
ambush, or prC\'ent the enem> making it to a point which 
you are defending If) ou are pl;1y rng a 'ccnario which has 
a particular OhJeCtl\ c, then the g.1me end' when one player 
ha11 achieved his objective. The notes on the scenario will 
te ll you how to handle thi~. 



SCENARIOS 

The Wars of the Horus Heresy have raged across more than 
a million world:.. Few indeed are the inhabited world!> of 
the galaxy that have been untouched b} rhis great civil \Yar. 
and there can be no guarantee that any Human world will 
be spared the !>pectacle of Human fighting Human , Space 
Marine fighting Space Marine. brother fighting brother. 

The conventiona l starting-point for the Heresy is the 
Scou ring of li>:. tvan , when Horui. destroyed all life on 
Isstvan Ill with a virus bombardment. It was now that a 
few loyal Marines from Horus' command !>eized the frigate 
Eisenstein. and carried news of the Heresy to Terra. 

Both Horus and the Emperor knew that victory would lie 
with the side which delivered the firi.t crush ing blow. So 
far, the Rebels had swept all before them; rhe Loyalists, taken 
by surprise at the o utbreak of the war!>. were beginning to 
co-ordinate a re:.ponse, and the tide of the war was turning, 
ever so slowly. in the Emperor's favour. The Traitors quickly 
gained control of the Adepcus ~lechanicus workshop:. on 
,Mars, and thru:.t straight at Terra it!>elf. At all costs, Horui. 
must maintain the momentum of his early vict0rie:.. 

The forces of I lorus landed o n Terra, :111d laid siege to the 
Imperial Palace. One by one, tht: Palace defences crumbled 
before the overwhelming tide of atrackers. The P:ilace 
waswalled in with a ring of ceramite and adamantium. On 
a front over cen thousand miles long, the battle raged: but 
within days of landing on Terra, Horu:. was within !>ighc 
of the Inner Palace. othing :.rood in hi!> way but the 
Adeptus CuMode!> of the Emperor'l> bodyguard, the Space 
Marines of the Imperial Fists and Whitescars, and che Titans 

VEHICLES - SCENARIOS 

of the Fire Wasp:.. Despite thousand!> of casualties, the 
Warmaster had an overwhelming !>upcriority of number:. 
behind him, and these lasr defendt:r:. could easily be swept 
a~ide. Vict0ry :.eemed certain. 

As the Outer Palace fell , the Emperor acted. He took 
personal command of an elite :.trike force of Adeptui. 
Custodes and Imperial Fists. which telcporred directly into 
the Rebel command chamber. Horus' assault on Terra wa:. 
a st rike at the heart of the lmperium; now, here was a strike 
at the hearr of the I leresy. 

The Emperor'!> counter-attack was succe:.~ful. buc at a cost. 
I lorus wa!> killed, but the Emperor himself was grievous Ir 
wounded. On ly his superhuman willpower kept him ali\'C; 
since chat day, he has been confined lO the biomechanical 
life-support unit called the Golden Throne. 

The death of Horus broke the rebellion . With their leadt:r 
dead, the Rt:bels fell back from the Sol system, and then 
began the Great Scouring which co111inues to th is day. 
Acro!>s the galaxr. Traitor forces fight desperate rearguard 
actions against advancing Loyalists. But the lmperium muM 
take care; any "eakness in Imperial defences invites attack, 
and on many of the thousands of battle-fronts the advantage 
still lies with the Traitors. 

Across the galaxy, the Impe rium is advancing. But o n 
thousands of individual worlds, and in h undreds of 
individual system~. the Traitors still have the upper hand 
And the wars shall be decided world by world, and system 
by system. A !>ucces:.ful strike at a key target could swing 
the tide back in the Rebels ' favour ; and the wars can never 
truly be over until one side is annihilated to the last man. 
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WHAT IS A SCENARIO? 

In game~ like chess, the playing pieces are always set up 
in the same way, and a player always h~ the same objecci\'es 
to fulfil in order to\\ in the game. Thi 1 n't the case with 
Space Marine, just a~ it isn' t the case with combat in the 
real world lmcead, the force!> a player will ha,-e at his 
command, and the ohjec11ve he must achieve, are decided 
b) the scenario which i!> being played 

This section concain~ five ~cenanos for vehicle vs vehicle 
combat~ A scenario is b~ica ll}' a parcel of information, 
telling )'OU eYeryth1ng }'Ou need to know in order to play 
a game Each of the game cenario!> gi"e you the following 
information 

Impe ria l Player : The forces under the command of the 
Imperial Pla}'er 

Rebel Player: The forcet. under the command of the Rebel 
Player. 

Special Rules: ometime11 a :,cenario will have special rule:, 
that apply thro ughout the game. 

Vict0ry Conditions: Each scenario has its own Vicrory 
Condi11ons, te lling each player what he must do to win 
the game 

Al5o, each scenario ha!> a few notes on its historical 
background, and the great bat ties of the Horus Here y from 
which 11 1s drawn 

For your firs t game, you will be playing !>Cenario 1 - Engage 
& Destroy Both pla)ers should roll a dice, and the player 
wuh the higher score may decide to be the Rebel or imperial 
Pia) er After }OU' \'e played Fngage & Destro)' a couple of 
umes, and feel rou·,c got used to the rules, feel free to 
choose anr o f the ot her scenario!) 

Brothe1'-'Captai11 Rittman t11rned 011 the halo. The e11emy 
positio11s glowed red, his own forces white. A pale blue 
star settled 011 a buildi11g marked Tower 1031. The Rebel 
comma11d b1111ker was Sllpposedly in its baseme11t. 

As each driver completed his system checks, a umd Raider 
ico11 flashed gold. Sword Seve11 was last, as 11s11al; the 
Techmari11es had spent m11ch of the n ight repairing it. 
The com11et whispered as each crew joined in a prayer 
to the Emperor. Sword Company was ready to move. 

"This is Sword Leader. Compa11y,"-he paused- "follow 
me!" 

They drove betweer1 shattered b11ildillgs, their tracks 
throwing up dust and rubble. They crossed a square, with 
gaudy market stalls waiting for long-dead customers. The 
!And Raiders crashed through them ail, trailing streamers 
of bright cloth . 

Rittma11 kept his eyes 011 the halo. The Rebel lines were 
away to their right, behilld a lir1e of buildings. Ahead the 
road turned to tangled, impassablt wreckage. It was time 
10 break cover. 

"Compan}~ left wheel." Tire !And Raiders jolted across 
the rubble. It wa.s optn all the way to the Rebel positior1s. 
A killi11g ground, which must be crossed quickly. 

Rittman switched the halo to external, and saw a missile 
coming straight at his LA11d Raider. The hull sh11ddered, 
a11d Rittman stared nt the damage displays. All clear. The 
missile had malfu11etio11ed! Surely here was an omen -
the Emperor's luck! 
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THE STANDARD SCENARIOS 

------ENGAGE & DESTROY-----­

A force of Imperial Land Raider!> has been ordered to co\'er 
the flank of the main army, when they encou nter an 
identical force of Rebel Land Raiders It's a traighc battle 
· to the death 

Impe ria l Player: 
6 Land Raider~. in 3 detachments of 2 ,•chicles each. 

Rebel Player : 
6 Land Raider;, in 3 detachments of 2 ,·chicles each . 

Vic tory Conditio ns: 
The last player to ha'e an operational Land Raider on the 
cable b 1he winner. 

Historica l Ba ckgrou nd : 
The Imperial advance across the El inore Waste to attack 
the city of Rosencrantz during the Scouring of Gilden's Star 
w:is punctuated with almost continual skirmishes between 
Imperial and Rebel armoured patrols On the o utskirts of 
Rosencrantz, a Land Raider patrol of o. l Company, Blood 
Angels Chapter, encountered an identical patrol from the 
Word BearerTraicor Marines. urprise was mutual on both 
sides, and there was no advantage of terrain; the battle was 
completely e'en . \\'hat followed has long been considered 
co be one of the c lass ic Land Raider vs Land Raider 
confromatiom 

---------co vov - - ---- ---
A detachment of Imperial I and Raider.. has been ordered 
to escori a detachment of Rhinos carr)ing ntal supplies. 
On the way, they are intercepted b)' a force of Rebel Land 
Raiders 

Im pe ria l Player : 
4 Land Raiden., in 2 detachments of 2 \'Chicles each. -i 

Rhinos, in a single detachment. 

Re be l P layer : 
6 Land lhiders, in 3 detachments of 2 vehicles each. 

Special Rules: 
The Rebel player ma>' not use a Land Raider to attack a 
Rhino if ir cou ld attack an Imperial L<md Raider instead. 

Victo r y Conditio n s: 
The Imperial player must get two or more of the Rhinos 
off the table a1 the Rebel pla) er' cable edge in order to win 
The Rebel player must wipe out the en1 ire Imperial force 
to win Any other re ult is a draw 

His to rical BackgTo uod : 
Perhaps the most famous com ·or acuon of the Ho rus 
Heresy was carried out by Land Raiders and Rhinos of o. 
3 Company, Cnm on Fi t Chapter, during the defence of 
Gramercie in the angraal campaign. The planetary 
populatio n had been decimated bran orbital vi rus bomb 
co which the Rebel forces had the onlr antidote. After a 
heroic r-.iid on a Rebel installation. the Crimson Fists convoy 
fought us wa} through the ma. sing Rebel forces and 
del ivered the antidote to the garrison of Gramercie in the 
nick of time. Brother·Captain Parzval, who commanded 
the action, wen1 o n to a highly dbtinguished career, finally 
to become Imperial Commander of the Crimson Fists. 



REFERENCE SECTION 
This section includes all the charts and tables from the game. presented together for ease of reference. 

TUR..1'11 SEQUENCE 
This chari shows the unified turn sequence for Adept us TitanicztS and Space Marine Emrie~ sn italic refer to Adept us Titanicus 

only. and should be ignored in games which do not invoh·e Titan~. 

ORDER \>HASE 
Player~ give orders to all Titans. all \'Chicle detachmems and all infamry detachrnems. 

MOVE.MEN'f PHASE 
Fall Back Segment: · First Player moves all vehicle and infantry detachmems with fall back o rders: 

· Second Player moves all vehicle and infantry de1achmen1s with fa ll back orders. 

Charge Segment: · Players take turns to mOl'e all Titans 111ifh cbt1rge orders; 
· First Player moves all vehicle and infantry dctachmems wi1h charge orders: 
· Second Player moves all vehicle and infantry det:tchmems wi1h charge order~ . 

Advance Segment: · Players rake turns to move all Titans with ad1itmce orders; 
· First Player moves all vehicle and infancry detachments wi1h adv:u1cc orders: 
- Second Player moves all vehicle and infantry deiachmc111s wi1h advance orders. 

Firsr Fire Segment: · Players take turns to turn in place all Titans u•ith first fire orders. 

~AIR PHASE 
As in Adepcus Titanicus rules. Does not apply to 1•ebicles or Infantry. 

COMBAT P.RASE 
First fire Segment: - Players take turns to fire all Titans u•ith first fire orders, 

- First Player fires all vehicle and infantry deiachment~ with firi.1 fire orders: 
- Second Player fires all vehicle and infantry deiachmem5 with firM fire orders. 

Advance Segment: - Players take turns to fire all Titans u•it/J ad1•ance orders. 
- First Player fires all vehicle and infamry detachment~ wi1h ad,·ance orde~ : 

- Second Player fires all vehicle and infantry detachmcm~ with advance orders. 

Charge Segment: - Players take turns to fire all Titans 111it/J charge orders. 
- First Player fires all vehicle and infamry de1achmem~ with charge orders: 
- Second Plarer fi res all vehicle and infamry de1achments with charge orders. 

Close Combat Segment: - Close combats between Titans are resolf!ed. 
- Close comba1s involving vehicles andklr infantry are resolved. 

,. ~ J.>B'.ASE 
The First Player marker changes hands, and a new 1urn begin~. 

" .. .,, ': ·: ·:;: ''\, 
. V.EliJCtE WEAPON LOCA'tlON cot>~ 

Orders 
First fire 
Advance 

Charge 
Fall Back 

Notes 

Move Rate 
No move 
Scm 

t6cm 2 

16cm1 

Weapon Use 
Any weapons 
Basic weapo ns and lig?t 
suppo rt weapons only 
Basic weapons only 
May not attack 

1 Suppo rt weapons fall into two categories, light and heavy, 
as shown on 1he Infantry Targets Weapons Table. 

2 lnfamry equipped with jump packs may move 30 cm under 
these orders. 

3 lnfamq• may make any number o f turns during movement. 
4 Infantry embarked on vehicles follow the mo\'ement rules 

for the vehicles. The infantry may disembark at any point 
in the vehicle's movement, and mar then move as infamry 
in the same movement phase. 

5 Infantry may only move imo close combat with charge 
orders. 

6 Infantry may enter an unoccupied building if it is in base 
con1ac1 wiih the building at the scan of the movement phase. 

·' 

Location Code Fire Arc 
Turret Tt 360° 
Swivel Moum - lcf1 side SwL 180° 
Swivel Mount - right side SwR 180° 
Swivel Mount - from SwF 180° 
Swivel Mount • back SwB 180° 
Fixed Moum - from FxF 90° 
Fixed Mount - back FxB 900 

To be sure, our vehicles are small-smaller than the lightest 
1itan. They mount only the smaller weapons, and lack 
the protection of even a single Void Shield. We may be 
blasted to ash, or crushed underfoot. 

But there are many of our small vehicles. There are many 
of our small weapons. Even the deadliest 1itan will take 
some time to kill all of us. And therein lies our virtue, 
for in that time, our little weapons may kill him. 

- Brother-Captain Hardur Morren, Space ffblves Chapter 

.--.;-

:~; 
·w 
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REFERENCE SECTION 

WEAPONS TABLES 
Thc'>c tables unof) all the: .... e.1pons tables 1n this game . .ind the weapon table from Adeptus Jitm11c11s 

VEHICLE AND TITAN TARGETS WEAPONS VJlLE 

Weapon } Range 
1--~~~~~~~~~~~~-~~S_hort Lon2 

light Weapons 
Me Ira-gun 
Pla\ma-gun 1 2 

Heavy Weapons 
Auto-cannon 
Lb-an non 
Missile launcher 
\lulu l:iuncher 
Multi-meha 
lleavy plasma gun· 2 

'-u\tained 
Maximal 

Very Heavy Weap ons 
Defonce laser 
l\L1tro-cannon 
Pl~maonnon 

-.usrained 
M:n1mal 

36cm 
30cm 
36cm 
36cm 
12cm 

7.lc::m 
"'.km 

20cm 
3<x:m 

12cm 
Nern 

'"'2cm 
60cm 
'"'2cm 
"'2cm 
24cm 

'"'lcm 

NOTE 

I Roll ID6. 1·2 = Oeflecced ~-6 'tuperficial damage 

To flit Ro ll 
Short Lon2 

5+ 
~ ... 
5 + 

-I +(B) 
5+ 

6+(F) 
I+ 

3 +(B) 
3 +(B) 

I +(I') 
3+(8) 

5+ 
6+(F) 

6+ 
6+ 
6+ 

6+(8) 
6+ 

6+ 

6+(8) 

2 \lay onl, fire 1f attacker ha\ first fire orders. Ignore normal + I modifier to hit for first ftre orders 

Critical 
lilt Roll 

6+ 

6+ 
.. + 
5+ 
5+ 

~· 
6+ 
5 + 

.Z+ 
3+ 

6+ 
3+ 

3 l'<ote that the Basic \f'f!c1pons used b)' 1ntantry do not affect Titan'> or ~chicles. nor do heavy bohc:11> or vehicle mounted bohers. 

INFAN'lltY TAJ.tGBTS WEAPONS TABLE 

Weapon 

Basic Weapons ' 
Bolt pistols 
Bolter.. 

Light Weapons 
Vehicle mounted bolters 
Mella-gun 
PLism2 gun l ~ 

Heavy Weap on s 
Auto-cannon 
I lc.1Vy bolter 
La.' cannon 
M1~\1le launcher 

I rag mi stle 
Pl~m:i missile 

Hea''Y pwma gun 2• }: 

Sustained 
\laxlllU.I 

Mulu-launcher 
Mul1i-melta 

Ver y Heavy Weapons 
Defence laser 
M~cro-e:innon 

Plasma cannon 
Sustained 
Maximal 

NOTES 

Range 
Short Long 

. 8cm 
llcm 2tem 

. 24cm 
12cm 

Sem 24cm 

72cm 
20cm <10cm 

. 60cm 

. - icm 

. - zcm 

20cm 40cm 
-2cm 

- 2cm 
12cm 24cm 

72cm . 
72cm . 

20cm 40cm 
36cm 72cm 

I Infantry unus with charge orders ma) not use ranged weapons 

To Hit Roll 
Short Long 

. 
I+ 

. 

. 
4+ 

. 
I + 
. 

. 

. 

4+ 

5+(B) 
4+ 

4 +(B) 
I +(6) 

4+(F) 
4 +(6) 

4+ 
5+ 

6 + 
6+ 
5+ 

5+ 
6+ 
6+ 

5+ 
5+ 

6+ 
5+ 

5+ 

6+(F) 
6+(6) 

2 May only fi re if attacker ha~ first fire o rders. Ignore normal modifier to hit for first fire orders. 
3 Note th:it the plasma gun referred to In the Adeptus Tflanicus rules Is the beavy plasma gun. 
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avlng Throw 
Modifier 

· I 
· I 

0 
· I 
· I 

· l 
. ( 

· I 

0 
. ( 

· I 
· I 
. ( ., 
· 2 
· 2 

·2 
· 2 
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'"'·'·'· :-. z•~ 
,,.,,,, 

% 
. FllllNG ~ODIFIEBS 

VEHICLE TARGET FIRING MODIFIERS 

Thrge1 in cover ......... . .... .. ........... -1 
Target has fall back o rders ... . . ............. -1 
Target"s armour rating ................. . . + AR 
Actacker has first fire orders 1 

•••••••••••••••• + I 
Auacker has charge orders ............. .. ... - I 

INFANTRY TARGET FIRING MODIFIERS 
Attacker has charge orders ......... . ... ..... - I 
Target has fall back o rders ...... . . . . . . . . . . . . · I 
Target is in soft cover' . .. ............... •. . -1 
Target is in hard cover 1 . • . . • . • ••.•. . •.••. -2 

Notes 
I The at tacker does n ot receive a + I modifier fo r first fire 

orders when attacking an infantry stand . 
2 Infantry stand~ in the open with first fire orders count 

as being in soft cover. 
3 Infantry s tands inside buildings count as being in hard 

cover. 

FIR.ING PllOCEDUllE 

Note that a vehicle or infantry srand may only fire in che segment 
indicated by its orders fo r the turn. 

1. Check that the targe t is within: 
a. line of s ight from che firer; 
b. fire arc of weapon(s) being used; 
c. range of weapon(s) being used . 

2 . Measure range - check against appropriate Weapons Table 
to find ro ll required to hit. 

3- Check Firing Modifiers Table and adjust ro ll required tO 

hit as appropriate. 1f the final required number is more than 
6, consult the Maximum to Hit table. 

4. Roll dice to hit - one dice for each barrel in the case of multi­
barrelled weapons. 

5- Discard dice which roll less than the required number to hit . 

6a. If the target is an infantry stand, consult the appropriate 
data card to find the saving throw number. Reroll all dice which 
hit ; if any rolls less than the saving th row number, the stand 
is destroyed and removed from the cable. 

6 b. If the target is a vehicle, consul t the Vehicle Target Weapons 
Table tO find critical bit roll. Reroll all dice which hit . If any 
dice rolls equal t0 or greater than the critical bit roll for the 
weapon and range, the vehic le is destroyed and removed from 
the table. If no dice rolls a critical hit , consult the vehicle's 
data card co find the saving throw number. Discard all dice 
which rolled 1, and reroll the rest. If any dice rolls less than 
the saving throw number, the vehicle is destroyed and removed 
from 1he iable. 

Spec ial cases: note that there are special rules relating to 
weapons with burst circles- marked (B) on the Weapons Tables 
- weapons with following fire capability - marked (F) on the 
Weapons Tables - and plasma weapons. Consult the full rules 
when using such weapons. 

Roll required is 
6 followed b y: 

Score Need ed To Hit 
7 8 + 

4+ 5+ 6+ 

REFERENCE SECTION 

.::-;,: ,,,,, . '' : 

MOltALE TABLE 

Roll 06 in the o rder phase for any infantry decachment without 
a commander. 

Modi fled 
Dice Roll Res ult Permlued Orders 
6 or more Pass Any 
2-5 Pinned fall back or no orders' 
1 or less fall back fall back, rout test ' 

MORALE MODIFIERS 
Detachment (all stands) in hard cover: . . . ... + I 
Decachmem 2 or less remaining stands: ...... - 1 
De1achment given fall back orders lase turn . . . -I 

No tes 
1 De1achments with no orders may no t move. and fire in 

the advance segment of the combat phase. 
2 T he player must roll ID6 for each s tand in the detachment. 

O n a roll o f I o r 2 the siand routs. and muse be removed 
from play 

CLOSE COMBAT 

Moving inco close combat: Infantry may only move into base 
contact with enemy infantry o r vehicles if they have charge 
order.. for chat turn. 

Fir ing at attackers: If an infantry stand has first fi re orders. 
it may fire during the movement phase :u any infantry s tand 
which is moving into close combat with it. This is the only 
firing that the infantry scand may carry out in the turn. 

Resolving dose combat: This takes place in the close combat 
segment of 1he combat pha;e. Where a c lose combat is one­
on-one, check the infantry data card t0 find the close assault 
factor(CAF) for the attacking s tand. Roll one dice, add the CAF 
and add any appropriate m odifiers from the infantry vs 
infantry section of the Close Assault Table. Repeat the process 
for the defender... The stand with the lower final score has lost 
the close combat, and must make a saving throw to avoid 
destruction, just as in normal combat. Jn the case of a tie, both 
sides must make saving throws. · 

Veblcles in dose combat: Vehicles in base contact with enemy 
infantry are assumed co be in close combat. Close combats are 
resolved as normal, except that a different sci of modifiers is 
used. When ro lling for vehic les, use the Vehicles vs Infantry 
sec1ion of che Close Assaull Table; when rolling fo r the infantry, 
use the Infantry vs Vehicles ~cction . Note chat a vehicle data 
card has cwo CAF values: always use the second for resolving 
close combats with infantry. 

INFANTRY VS INFANTRY 
Charge o rders. . . . . . . . . ... 
Fall txlclc orders ..................... . 
Attacking a unit in a building ... ....... . . . . 
Each secondary :itta.cker ..... .... . ... .... . 

INFANTRY VS VEHICLES 

+ l 
-2 
-2 
+3 

Charge orders . . . . . . . . . . . . . + I 
FalJ txack orden . . . . . . . . . . . . . . . . . . . • . . . . • ·2 
Each secondary auacker . .. ... . ..... ... .. . 
Vehicle's armour rating .................. . 

VEHICLES VS INFANTRY 
Charge orders ........ . ...... ..... ..... . 
Fil'Bt fiJC otden; .... .... .... , . .. ....... , . 
Each secondary :macker .... ..• ... ...... . . 

+3 
. All 

+ I 
-2 
+3 
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REFERENCE SECTION 

. .:: ... : 

RAMS~ANP OVEUUNS ;; ·:~· .. '~;:;.·:-;:; .-'.~·· .. ' : .-:-.{;'~:-:-::~:«·:-:'. '.'., . 

During the movement phase. a vehicle may attempt to ram an 
enemy vehicle or Titan or oi1ernm an enemy infantry s iand, 
by moving into base contact)' with it . A vehicle's mo\•ement 
always ends when it makes a ram attack; if 11 sur vives an 
overrun, it may carry on moving as normal. 

Ramming vehicles: Both players roll a dice and add the AR 
of the opposing vehicle. 

- If one plarer wins by 3 or more, his opponent's vehicle is 
destrored and his own vehicle is undamaged. 

· If one player wins by 1-2 points. his opponent 's vehicle is 
destroyed and his own vehicle suffers superficial damage; it 
is destroyed if it fails a savi11g t/Jrow. 

- In the event of a tie, both vehicles suffer superficial damage, 
and mus1 make sa\•ing throws as above. 

Ramming Titans: Roll as for a no rmal ram anack, adding the 
modifiers from the Ram Modifiers - Ve/Jicle t'S Titan table. A 
vehicle ramming a Titan is always destroyed. Void shields are 
ignored, since 1he ram attack takes place inside 1hem. 

- If the vehicle plarer wins by 3 or more, the Titan suffers critical 
damage to us legs. 

- If the vehicle player wins b)' 1-2 points, the Titan suffers 
s11perficlal damage to its legs 

If the scores arc tied or the Ti1an wins, the Titan suffers no 
damage. 

Overrunning infantry: The vehicle player rolls 206 and adds 
the/irstof the two CAF numbers on thedata card The infantry 
plarer rolls 206 and adds the CAF for the stand which is being 
overrun. The player with the lower final score must make a 
saving t/Jrow or his unit is destroyed. 

,,, .. ,. 
BAM MODIFIERS • VEIUC:ll! VS TITAN 

Titan's Dice Roll 
Vehicle's armour rating . .. . ... . .. . .... . . .. 

Vehicle's Dice Roll 
Titan has a damaged reactor 
Titan has charge orders ... 

Weapon 
Stomp 

........... 
......... ..... 

Roll To Hit 
4+ 

STOMP ATTACK HIT MODIFIERS 
Target has firs1 fire orders .... . .... ... . 
Turgct bas charge or fall back orders ........ . 
Target 's armour rating. ... . ..... .. ..•.... 

+ AR 

+I 
-I 

+ l 
-1 

+ AR 

Brother Culverin recited the Battle Litany of the Space 
Mb/ves silently. The l.And Rai.der bucked like a living thing 
as iJ sped across the broken ground, and the air flashed 
with laser fire like the lurid signs of a starporl pleasure 
quarter. He concentrated on the silent words, clearing 
his mind. 
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'One arc the weapon and warrior, 
One being in mind and in will, 
This One is the centre of being, 
Around iJ stands everything still.' 

" STANJ>Alll)ll£TACRM£NTS TABLE 
(~-:'.: 

-~:.; # :~:;-

Detachment 
Type Units No & Type Battle Rating 

12ctical 4 Tactical Stands 500 points 
Detachment 4 Support Stands 

2 Commanders 

Assault 4 Assault Stands 300 points 
Detachment I Commander 

Devastator 4 DevasLator Stands 460 points 
Detachment 1 Commander 

Land Raider 
Detachment 2 Land Raiders 400 points 

Rhino 
Detachment 4 Rhinos 180 points 

Whirlwind 
Detachment 4 Whirlwinds 240 points 

FOOL OR HERO? TABLE ... .. ;.:.;-

2D6 Roll Result 
8 or more Success 

4-7 Failure 
3 o r less Disaster 

Modifiers 
Eli1e detachmcnc .... + l 

Results are explained in the Heroic Actions section of the 
Adi,anced Gam e rules. 

Target 
To Hit 

Roll 
Critical 
Hit Roll 

Light Barrage - Battle Rating IOO points 

Vehicles and Titans I No effect I 
Infantry 5 + 

Medium Barrage - Battle Rating 200 points 

Vehicles and Tirans I 6+ I 5+ 
lnfanrrr 5 + 

Heavy Barrage - Battle Rating 300 points 
Vehicles and Titans 3 + 3 + 
Infantry 4 + 

Saving 
Throw 

Modifier 

0 

- I 

-2 

Slowly, he felt his mind grow detached from the motion, 
the noise and the ever-changing light. The great twin las­
cannon on the i.And Raider's port side moved smoothly, 
following his eyes as they scanned the Rebel positWn. They 
fired, and a Rebel Land Raider burst like a food sac in 
an airlock. Still the great lasers moved, firing seemingly 
of their own voli/Wn as Culverin watched. A second Rebel 
l.And Raider died in a gout of flame. Culverin was dimly 
aware of heal, and the smell of burning, but they seemed 
to come from another world. H e was one with his 
las-cannon. 



------SPOILING ATTACK----- -

Imperial Land fuliders attack the Rebel from line with the 
aim of inflicting casualties and withdrawing once Rebel 
reinforcements arrive. 

Imperial Player: 
4 Land Raiders, in 2 detachments of 2 vehicles each. 8 
Whirlwinds. in 2 detachments of 4 vehicles each . 

Rebel Player: 
Initial Force: 4 Land fuliders, in 2 detachmencs of 2 vehicles 
each. Reinforcements (see Special Rules): 4 Land fuliders , 
in 2 detachments of 2 vehicles each. 

Special Rules: 
The Imperial player is the First Player in the first turn of 
the game. The Rebel player may set up hi~ initial force up 
to 30cm in from his edge of the table. The Rebel player rolls 
a D6 in the end phase of each turn to sec if his 
reinforcements arrive. On the first turn they arrive on a 
roll of l , on the second turn they arrive on a roll of 1 or 
2, and so on . The reinforcements may enter anywhere along 
the Rebel player's table edge. 

Victory Conditions: 
Each player receiYes a number of victory points equal to 
the battle rating of any enemy vehicles that are dest royed . 
The Imperial player must beat the Rebel p layer's victory 
point t0tal by 2 50 poincs or more in order to win. The Rebel 
player must beat the Imperial player's t0tal to win. Any 
other resulc is a draw. 

Historical Background: 
The Tallarn campaign saw some of the most protracted 
actions of all the wars of the Horus Heresy. The capital city 
ofRogsburg changed hands several times during the three­
year campaign. Both sides spent months testing each other's 
li nes, and o. 'f Company of the Dark Angels Chapter was 
just one force assigned to tie up enemy forces in skirmishing 
while heavy attacks were planned elsewhere. They became 
highly proficient at hit-and-run raiding, inflicting heavy 
casualties and withdrawing in the face of reinforcements. 

VEHICLES - SCENARIOS 

--------THE TRAP - ---- - --

An Imperial force of Land fuliders and Rhinos falls into a 
deadly ambush . 

Imperial Player: 
6 Land Raiders, in 3 detachments of 2 vehicles each. 8 
Wh irlwinds, in 2 detachments of 4 vehicles each . 

Rebel Player: 
6 Land Raiders, in 3 detachments of 2 vehicles each. 

Special Rules: 
The Rebel player sets up all the scenery. He nominates a 
point on the table, and the Imperial player must set up all 
of his vehicles within 12cm of that point. The Rebel player 
then sets up anywhere on the table, but at least 36cm away 
from any of the Imperial player's vehicles. 

The Imperial player must give all of his detachments 
advance orders for the first turn . The Rebel player is always 
the First Player in the first turn of the game. 

Victory Conditions: 
Boch players receive a number of victory points equal tO 
the battle rating of any enemy veh icles that are destroyed. 
At the end of the game, the player with the highest victory 
points tOtal is the winner. 

His torical Background: 
T he advance on Meramar on Thedarc II was an 
exceptionally bloody action, hard-fought every inch of the 
way. Retreating Rebel forces made good use of terrain and 
su rp rise to mount ambushes against Imperial scouting 
forces. The only Imperial force ro survive an ambush intact 
in this action was from No. l Company, Space Wolves 
Chapter, under the personal command of Imperial 
Commander Leman Russ. 

--- ----ALL OUT WAR - - - ----

This is a larger version of Engage & Destroy, using every 
model supplied with the game! 

Imperial Player: 
8 Land fuliders, in 4 detachments of 2 vehicles each. 16 
Whirlwinds, in 2 detachments of 4 vehicles each . 

Re bel Player: 
8 Land Raiders, in 4 detachments of 2 vehicles each . 16 
Whirlwinds, in 4 detachments of 4 vehicles each. 

Special Rules: 
Each player may only sec up one detachment at the start 
of the game. In the end phase of the turn, each player may 
enter one more detachment. Reinforcement detachments 
must be set-up w ithin J2cm of the player·~ table edge. 

Victory Conditions: 
The last player to have an operational vehicle o n the table 
is the winner. 

Historical Background: 
The conflict popularly known as the Erssian Bloodbath saw 
actions on every conceivable scale and with every available 
force and combination of forces. 

As a massive Imperial task force advanced upon a complex 
tho ught to house the stolen body of Warmaster Horus, the 
Rebels threw every available resource into its defence. Large­
scale battles were fought across a front over fifty miles long, 
and armoured skirmishes like this one were commonplace. 
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Brother-Captai11 Gatham looked i11 horror at the broke11, bloodied corpses of l11s men. They c/1111g to the shattered pillars, held 
by thick ropes of steel that cut into their limbs. All were dead. 

Gatham silelllf:> put dow11 the viewers, carefully laying them on a 11earby rock. His 1·oice i.a1 shocked and quiet. "Ho-..,· could 
they? How could they do that to their Brothers ... " 

Then something snapped. Gatham turned and spat into the dirt, da11111ing the Traitors' souls 1111der his breath and bringing 
his gloved fist down 011to the rock. "They will pay for their blasphemy. Every last 011e of them will pray for death when I have finished.'' 
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111e staircase eropted, scattering rock across the temple floor. The Ultramarines' bolters burst into life, spraying the enemy's 
ranks with a hail of exploding shells. Douns of Traitors fell as the Ultramarines admnced, pushing them towards the altar. 

The last seven Sons of Horus stood ready for the coup de grace, awaiting Gatham 's revenge. 

The Ultro111ari11es' hollers lit up as one, throwing the Traitors backwards. Their bodies jerked as they were tom apart by the 
shells, finally falling 111 a crumpled heap at the base of the pillars. Gotham nodded, satisfaction evident in his expression. •·For 
tire Brothers. They have been avenged." 
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INFANTRY RULES 
Infantry are the basic building block of an army. They can move into areas that are 
imp assable to vehicles or Titans and, in the right cir c umstances, they are capable of 
defeating Land Raiders and even the mighty Titans themselves. 

In Space ,l-farine, infantry are organised into stands. Each 
stand represents a group of S Marines, trained to move and 
fighr as a team. 

Each member of an infantry stand is armed with a basic 
weapon - a bolcer in the case of most Marine stands - and 
in addition, a stand may have one or more support weapons 
to provide extra firepower, such as a missile launcher or 
heavy bolter. 

TYPES OF 
INFANTRY S T AND 

Infantry stands are split inco four types; Tactical, Support, 
Assault and Devastator Stands. 

Each type of pace Marine infantry stand has its own 
infantry data card, with all the relevant information about 
weapons, effectiveness in combat, armour and so fort h 
presented in an easy-to-use format. 

Tac tical and Support Stands are the most widely used 
Space Marine infantry units, with standard Marine issue 
weapons and equipment. In most combat situations, a 
Space Marine infantry force will be composed of equal 
numbers ofTuctical and Support Stands, providing an ideal 
mix o f light and heavy firepower. 

Assault Stands are units of Space Marines who are 
specially trained and equipped for close combat and 
storming defended positions such as enemy bunkers, gun 
emplacements and buildings. Their bolters are replaced 
with bolt pistols and ocher close combat weapons, making 
them less effective in a fire-fight than a Tuctical Stand, but 
ideally suited co close assaults. 

Devastator Stands are the other type of speciaJist Space 
Marine infantry units. They put the emphasis on heavy 
firepower rather than close-combat effectiveness. With 
additional heavy weapons, they specialise in picking off 
armoured veh icles and pounding enemy positions from 
a distance. 
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INFAN TRY DATA CARDS 

Each type of unit has an infantry data card carrying the 
following information: 

Name: The name and type of the stand. 

Basic Weapons: The basic weapons carried by the stand. 

Support Weapons: The number and type of suppo1·t 
weapons carried by the stand. 

Close Assault Factor (CAF): This number represents the 
stand's effectiveness in close assault against ocher stands 
or vehicles. The higher the n umber the better. 

Saving Throw: This represents how well-armoured the 
stand is. The lower the number, the better; if a stand must 
make a saving throw, you must roll th is number or more 
on a 0 6. 

Battle Rating (BR): This number represents the stand's 
effectiveness in battle. The higher the BR, the deadlier the 
infantry stand. Battle ratings are used in some scenarios, 
where players are given a certain number of points to spend 
and are allowed to pick their own forces. The BR is the 
stand 's 'points cost' in these circumstances. 

Notes: Any special rules that apply co the stand. 

Brother Halan ran forward, his bolter jumping as he 
slammed shell after shell into the Traitors' ranks. 
Intoxicated with pride, he shouted the Li.tany of Victory 
at the top of his voice and threw a handful of grenades 
into a nearby trench. There was a series of muffled cracks 
and a sheet of earth and shrapnel erupted from the hole. 

Halan sprinJed over and dropped into the di/ch, grinning. 
The muddy floor was covered with the bodies of dead 
and dying. 

He picked up a helmet, and the reality of the situation 
finally hit home. " They're Marines!" 
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DETACHMENTS 

Infantry stands must be organised into detachments in the 
same manner as vehicles. All of the stands in a detachment 
must be of the same type, and a detachment may not 
include both infantry and vehicles (though a detachmenc 
of infantry may, of course, be embarked on vehicles that 
are part of a separate detchment). 

Like vehicle detachmencs, infantry detachments must 
remain within 6cm of each other, with no gaps of more 
than 6cm. If the detachment is split by more than 6cm it 
must be given advance orders next turn, and must move 
back into an acceptable formation as soon as possible. 

Standard infantry detachments are listed in the scenarios 
and in the section on Designing Your Own Forces in The 
Advanced Game. 

DETACHMENT COMMANDERS 
An infantry detachment is always Jed by a commander, who 
is vital for its effective control. The scenarios and army 
lists state how many commanders each detachment has. 

Each commander must be attached to a stand in the 
detachment, and must remain with that stand throughout 
the game. Only one commander may be attached to a stand, 
but a detachment may have more than one commander. 
When an infantry stand is destroyed , an attached 
commander is also killed. 

To indicate that an infantry stand has an attached 
commander, the stand is marked with one of the p lastic 
banners. 

If an infantry detachment does not have a commander, it 
must make a morale test (see below) at the start of each 
order phase. 

A stand with an attached commander has its close assault 
factor increased by + 1. 

MORALE TESTS 
At the start of the order phase, any infantry detachment 
without a commander must make a morale test. 

The p layer rolls a D6, adding any morale modifiers to the 
score, and consults the Morale Table below: 

Modified 
Dice Roll Result Permitted Orders 

Any 6 or more 
2-5 

l or less 

Pass 
Pinned 

Fall back 
Fall back or no orders' 
Fall back, rout tesc2 

Notes 

1: Detachments with no orders may not move, and fire 
in the advance segment of the combat phase. 

2: The player must roll a D6 for each stand in the 
detachment. On a roll of I or 2 the stand routs, and must 
be removed from play. 

Morale Modifiers 

Detachments (all stands) in hard cover: 
Detachment has 2 or less remaining stands: 
Detachment given fall back orders last turn: 

+l 
-2 
-1 

INFANTRY - DETACHMENT 

DISBANDING 
If an infantry detachment finds itself out of formation , you 
may choose to disband part of the detachment rather than 
giving the whole detachment advance orders to bring one 
stand back into formation. 

Disbanding represents the infantrymen scattering and 
recreating to a rallying point off the battlefield, making the 
maximum use of smoke and cover as they move. They are 
concentrating on making it to the rallying point, and play 
no further part in the battle. An infantry stand that is 
disbanded is treated as destroyed, and removed from play 
immediately. You may disband stands at any time in the 
turn sequence, removing the relevant stands straight away. 

Although it destroys the stands, you may wish to disband 
part of an infantry detchment tO avoid the detrimental 
effects created by formation restrictions. For example, if 
you don't want to give a detachment advance orders just 
to reform a single stand, the separated stand could be 
disbanded instead. Perhaps a couple of stands may have 
survived the destruction of a vehicle, while the rest of their 
detachment is still safely embarked and moving on. To 
maintain formation, all the vehicles would be reduced to 
moving at the same speed as the disembarked infantry 
stands. Disbanding the two stands on foot allows the rest 
of the detachment tO continue moving at full speed . 

Brother-Captain Fenian opened the Rhino's hatch and 
poked his head out. He caught the faint stench of sulphur 
in the air before his respirator raJtled into life arzd filtered 
it out. Checking the seals of his suit, he cast a glance 
towards the enemy. 

The Traitors were just visible on the horizon, the pure 
white of their uniforms a stark contrast to the featureless 
red sand that stretched as far as the eye could see. He 
tried to make arz estimate of their numbers, but the heat 
haze dis toned his vision; he guessed there were about five 
thousand, but it could well have been twice that number. 
As for his own side, they had just under seven thousand. 

Tlte two sides charged. Fenian's Salamanders drove into 
the centre of the Death Guards, a column of dark gree11 
cutting through the Traitor's white. Along the edges of 
the colum11 there were bright veins of flashing light as 
the Marines exchanged shots. With painful slow11ess the 
green mass began to spread sideways, clearing itself a 
path with heavy bolter fire, pushing forward over the 
bodies of the fallen. 

Tlte rest of the Salamanders' swu11g around the Death 
Guards' flanks, trying to surround them and box them 
in, but the Traitors refused to yield. They fought for every 
inch of ground, simultaneously pushing back the flanldng 
force and squeezing the line of troops that bisected them, 
isolating it within a circle of their own men. Suddenly 
caught with nowhere to nm, the Salama11ders' main force 
was slaughtered; within a matter of minutes every last 
Marine was blown apart, his broken body trampled 
underfoot. 

Fenian watched as his troops began to lose the advantage, 
his despair becomillg stronger as each explosion smashed 
their ranks. His hand shaking, he picked up the comlink. 

" Brother Captain Fenian. Treab's World, Nonhern 
Sulphur Deser1. Request immediate rei11forcements. We 
are engaged in combat with a large Traitor force, and are 
sustaining heavy losses." 
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ORDER PHASE 

Infantry detachments are affected by orders in the same 
way as vehicle detachments. Orders are given to whole 
detachments, not ro individual stands. The orders thar are 
given to an infantry detachment affecr how far it can move 
and which weapons it may fire, as shown on the Infantry 
Orders Table below. 

In addition, infantry detachments with firsr fire orders 
count as being in soft cover when in open terrain, as it is 
assumed that they will be lying down and making use of 
any cover that is available. 

·" 
l,NF4NTRY QJU)ERS TAl,4LE ·;~: :~ 

Orders Move Rate Weapon Use 
First Fire No move Any weapons 
Advance Bern Basic Weapons and 

Light Support Weapons 
only' 

Charge 16cm2 Basic Weapons only 
Fall Back 16cm' May not attack 

Notes 
1: Support weapons fall into two categories, light and 
heavy, as shown on the Infantry Targets Weapons Table. 

2: Assault SLands are equipped with jump packs and may 
move up to 30cm under these orders. 
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MOVEMENT PHASE 

In the same way as a vehicle, infantry stands have two 
different movement rates: advance or charge. The distance 
that an infantry stand can move depends on what orders 
it was given for the turn, as shown above. Infantry may 
move in any direction or combination of directions during 
their move - unlike vehicles, they don' t have to worry about 
making turns or which way they are facing. 

CLOSE COMBAT 

When an infantry stand is in base-to-base contact with 
enemy infantry, it is considered to be engaged in close 
combat. Full rules for close combat are given in the section 
on The Combat Phase. 

An infantry stand may only move into base-to-base contact 
with an enemy stand if it has charge orders. An infantry 
stand that is already in base-to-base contact with an enemy 
stand may only move away if it has fall back orders. 

JUMP PACKS 

Worn by Assault Stands to carry them quickly into combat , 
jump packs allow Marines to make a a series of short 
powered jumps during their move. If an Assault Detachment 
is given charge or fall back orders, it may move up t0 30cm 
instead of the usual I6cm. Jump packs don't allow true 
flight and, although stands can move over other infantry 
or vehicles, they cannot fly over Titans or buildings. 
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C ARRY ING INFANTRY JN VEHICLES 

The data cards for some vehicles state that they may carry 
infantry. The proces es of getting infantry stands on and 
off vehicle are known a~ embarkmg and disembarking 
respective!) 

To embark, a stand mu~t have advance or fall back orders, 
and the veh icle must have first fire orders. As long as the 
stand can reach the vehicle, they ma} embark. Embarked 
-;rands are remo,ed from the table. and the player makes 
a note of which vehicle the} are in. In following cums, the 
\Chicle mo,es and fights normally, taking the infantry with 
it unti l the infantry disembarks. 

An infantq s tand with advance or charge orders may 
disembark from a vehicle which h~ advance or first fire 
orders. If the vehicle has advance orders, the stand may 
disembark at any point during the vehicle's move, and then 
move normally itself. When a stand disembarks it must be 
placed next to the vehicle it is leaving. The stand may not 
fire on the turn in which it disembarks, but it may take pare 
in clo e combat if it has charge orders. A stand with advance 
o rders may not disembark into contact with enemy stands. 

NOLe that embarked stand~ and the vehicles that are carrying 
them must still obey the rules for detachment formations. 
If a detachment of infantry is embarked on vehicles from 
more than one \Chicle detachment, the ,·chicles carrying 
the infantry must observe the formation rules both for the 
infantry and for their own detachments. 

BUILDINGS 

Infantry are capable of entering buildings and moving about 
inside them . Thi is often a good tact ic, as the building will 
provide plent} of hard cover for anyone inside. On the other 
hand, a lot of the weapons on the battlefield are quite 
capable of de troying buildings, which can be very bad 
news for any infantry inside the building at the time. 

MOVING INTO BUILDINGS 
An infantry stand can enter a building if it is in base contact 
with it at the start of the movement phase, provided that 
no enemy infantry are inside the building. If the building 
is occupkd by enemy troops, a series of close combats must 
be fought before the building can be 'liberated' - all this 
is explained in the section on Tbe Combat Phase. Infantry 
stands may not enter a building which is occupied by enemy 
infantry, and may only move into base-to-base contact with 
the building if they have charge orders - just like entering 
any other close combat situation. 

Broth tr Gorran i.w thrown forward by /ht uploswn. His 
world was consumed by a brilliant while light as the laser 
bo/J hit tht turf besidt him, filling the air with dirt and 
smoke. Tht noist was dtafening, and tht stench of bu mt 
ozont almost cholced him. Ht hit tht ground, and lay stil.I. 

Wht n ht glanctd up tht battle had rtachtd him. 

Out of the comer of his eye he saw the bright flash of 
a plasma gun hilting homt, and fe/J a great weight fall 
across I.is shoukkrs and roll off to ont side. Fora momtnt 
he stared into tht TraiJor 's eyes as ht lay btside him. Then 
ht whipped his bo/Jer up and squetWI the trigger. Gorran 
caught the fear in the Traitor 's eyes as he blew the 
Marin t's skull apart. Ht inloned a britf prayer without 
emotion, without regrtt. 

INFANTRY - MOVEMENT PHASE 

how that a stand has entered a building by placing it on 
the roof, at any point not already occupied by another 
stand . A maximum of four infantry stands may be p laced 
on a T-:.haped building and a maximum of five stands may 
be placed on a cross-shaped building. 

An infantry stand inside a building which has advance or 
charge orders may move to any area on the roof during the 
movement phase, or may leave the building. rands with 
fall back orders must lea,·e a building if they are in one. 

tand:. leave buildings during the movement phase. Place 
the stand at anr point be ide the building that is not 
occupied b)' an enemy stand, and then move it normaJly. 

COMMAND CONTROL IN BUILDINGS 
Infantry stand '' ithin the same building al wars count as 
being within 6cm of each other with regards to detachment 
form:1tlons. A s tand that is within 6cm of a building, or 
is in another building that is within 6cm, counts as being 
within 6cm of any stands inside the building. 
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When a building is destroyed (:.ee Tbe Combat Phase) , a 
mbble counter is placed on the roof to indicate rhat the 
building has been reduced to a smoking ruin . Vehicles may 
not enter rubble, and infantry move through a ruin at half 
their normal mover-ate. Any infantry stand in rubble counts 
as being in hard cover. 

ATTACKS IN THE MOVEMENT PHASE 

When a battle involves both infantry and vehicles, there 
is an additional kind of attack which can be made in the 
movement phase. 

VEH ICLE OVERRUNS 
During their movement, vehicle may overrun infantry 
stands which are m the open The vehicle must have charge 
order:>, and must move into base-to-base contact with the 
infantry stand It wishes to overrun. 

The player controlling the vehicle rolls 206 and adds the 
vehicle' overrun value (the first number given on the data 
card for close assault factor). The player controlling the 
infantry rolls 206 and add the Infantry's CAF. The player 
with the lower score must make a saving throw; if the saving 
throw is failed , the unit is destroyed. Vehicles that are not 
destroyed may carry on moving after an overrun if the 
player wishes. 
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COMBAT PHASE 

In the combat phase, infantry behaves in much the same 
way as vehicles. The rules in this sect ion cove r the 
exceptions to the combat rules for vehicles. 

TAR GETING 

FIRE ARC FOR INFANTRY STANDS 
An infantry stand has a 360° arc of fire with all of its 
weapons. 

NUMBER OF TARGETS 
In the combat phase, an infantry stand may make one attack 
with all of its basic weapons, and one attack with each 
of its support weapons. 

Most weapons are capable of attacking both infantry and 
vehicles. A weapon may be used to anack one or chc ocher, 
noc boch, in the same cum. For example, a Land Raider has 
a Rhino and an infantry stand in che arc of fire of ics left 
hand las-cannon . It may either attack che vehicle or the 
infantry, noc both . 

Some weapons, such as bolters, are only effective against 
infantry. These weapons may not be used against non­
infantry targets. 

TARGETING INFANTRY STAND S 
Fire against infantry s tands muse always be directed ac the 
closest stand which is in the LOS and fire arc of the firer. 
If two or more targets are at che same range, che attacker 
may choose which is attacked. Burst circles must be placed 

4 2 

so that the closest target is o ne of those attacked, but 
o therwise can be placed freely so that as many units as 
possible are under the burst circle. 

BUILDINGS 
Infantry stands that are in a building may not trace a LOS 
through a wall that they are not touching. Similarly, they 
cannot have a LO drawn to them if rhe attacking stand 
must trace the LOS through a wall rhat the stand is not 
touching. 

·. '() 
o •. Atc3 .. .. 

Stand l has no LOS to stand B 
Stand 2 has no LOS to stand A 

At the s tart of the combat phase, a player may declare thar 
any stand in a building is hiding. A stand chat is hiding 
cannot see out of the building, and cannot be seen, even 
if the LOS is drawn through a wall chat the stand is couching. 
Stands that are hiding may be attacked in close combat , 
which is covered later on. 



Weapon 

Basic Weap ons 
Bolr Pistols 
Bolter.. 

Light Suppo rt We a po ns 
Vehicle Mounted 
Bolters 
Mclta-Gun 
Plasma Gun 1 

Heavy Support Weapons 
Auto-Cannon 
I leavy Bolter 
Las-Cannon 
Missile Launcher: 
· Frag Missile 
· Plasma Mi~ iic 
Heav)' Plasma Gun: 1 

· Sustained 
Maximal 

Notes 

INFANTRY • COMBAT PHASE 
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~S.Y TUGETS WEAPONS TABLE 
. ;::~: '.: 

Range 
Sh o r t Long 

12cm 

. 

8cm 

. 
20cm 

. 

. 

. 

20cm 
. 

8cm 
2-icm 

24cm 
12cm 
2-icm 

72cm 
'•Ocm 
60cm 

72cm 
72cm 

40cm 
72cm 

To Hit Ro ll 
Shor t Long 

4+ 

4+ 

4+ 
5+ 

6+ 
6+ 
5+ 

5+ 
6+ 
6+ 

5+ 
5+ 

6+ 
5+ 

Saving Thro w 
Mo difie r 

·I 
-1 

0 
· l 
·I 

· l 
• J 
-1 

0 
· l 

·l 
·I 

Infantry uniti> with charge orders ma) only attack in clo~e combat 

1 · i\lay only fire if attacker ha~ first fire orders; the firer docs not receive the normal +I modifier to hit. 

I NFANTRY HIT MOD IFIE R 

Attacker ha:, charge orders 
Targer has fall back orders 
Target is in ~ofr cover 
Target is in hard cover 

·I 
· 1 
• 1 
-2 

Notes 

The attacker does not receive a + 1 modifier for fir~t fire orders when attacking an infantry stand. 

Infantry stand~ in the o pen \vith fir..t fire order.. count a:, being in ~oft covn 

lnfamry :,tand:, inside building:, or in rubble counr a~ being in hard cover. 

FIRING 

C!>e the Infantry Targets Weapons Table when atracking 
infanrry Mands. A roil co hit is made for each weapon , as 
normal. Note that the basic weapons of an infamry stand 
count as a ~igle weapon . and a single roll ro hit i~ made 
n:gardle:,~ of che number of Marines firing . 

DAMAGE 

Attacks by infantry on vehicles are handled in the normal 
way Attacks on infantry stands (by any firer) are handled 
a little differently. 

If a hit is scored, the targcc must make a saving throw · 
no crirical damage roll is required . If rhe saving throw is 
failed rhe stand is destroyed and removed from the cable. 

Do not speak to me of victory. I count nothing as victory 
while one Rebel heart still beats. 

• Ccmmander Marren Ragne, Blood Angels 

THE SAVING THROW 
To make a saving throw. the targec player must roil a 06, 
adding the saving throw modifier from the Infantry 
Targets Weapons Tc1ble. If the result is equal t0 or greater 
than rhe saving throw number shown on the target s tand's 
data card, the saving throw i~ successful and the ~tand is 
unharmed . Otherwise, the saving throw is failed and the 
stand is de troyed. 

Note chat saving throw modifiers on rhe Infantry Targets 
Weapons Tt1ble only apply to infantry saving throws · for 
vehicle targets alwars use che saving throw modifiers on 
the Vehicle Targets Weapons Table. 

CASUALT IES TO EMBARKED I NFANTRY 

If a vehicle suffers critical damage, any infantry stands it 
is carrying are destroyed. If a vehicle fails a saving rhrow 
and i~ destroyed, any srands it is carrying must make a 
saving throw tO survive. If they do, place them beside the 
wrecked vehicle. Stands that survive the desrruction of a 
transporting vehicle may not do anything else for the 
remainder of rhe turn. 
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DAMAGING BUILDINGS 
Attacks against buildings are treated as attacks against 
vehicles, and the Vehz'cle Targets Weapons Table is used. 
A weapon may be used either to attack a stand in a building 
or to attack the building itself, not both. All attacks against 
buildings receive a +I modifier to hit . 

Only critical damage can affect a building. Keep a close 
track o f the number of c.ri tical hits a building has received 
w ith the building damage counters. Place one building 
damage cou nter on the b uilding for each critical hit the 
building takes. A building becomes unstabli! once it has 
taken three critical hits. 

In the end phase of each turn, roll a 06 for each unstable 
building, adding + l to the score for each additional critical 
hit taken since the building became unstable. For examp le, 
if a building which holds 3 stands suffers 4 critical hits, 
it adds + 1 to the roll. On a modified result of 6 or more, 
the building will collapse. All infantry stands in a building 
that collapses are automatically destroyed, and the building 
becomes a smoking pile of rubble. Place a rnbble counter 
o n the roof of the build ing, o r jus t beside it. Vehicles may 
not enter rubble, and infantry move th rough a ruin at half 
their normal move rate. Any infantry stand in rubble counts 
as being in hard cover. 

CLOSE COMBAT 

Infantry stands that arc in base-to-base contact with enemy 
units at the scan of the combat phase are said to be in close 
combat. Stands with first fire orders are allowed to fire in 
the first fire segment of the combat p hase, but may only 
attack the units which have engaged them in close combat. 
Close combat is then conducted normally in the close 
combat segment of the combat phase. 

Stands with any o ther orders may not fi re while engaged 
in close combat , and a stand which is already engaged in 
close combat may not be given first fire orders. 

Stands that are engaged in close combat must fight in the 
close combat segment. Close combats are resolved as a 
number of close assaults, each of which is decided by a 
separate close assault roll. 

'Ib resolve each close assault , both players roll 206 and add 
their stand's close asscmit factor plus any tactical factors 
from the Infantry vs Infantry section of the Close Assault 
Table. The player with the lower score must make a 
successful saving throw to avoid his stand being eliminated. 
In the case of a tie, both stands make saving throws. 

MULTIPLE COMBATS 
lWo o r more stands may gang up to attack one enemy unit , 
as long as all enemy units are actacked by at least one stand. 
The First Player is allowed to decide which stand will attack 
which enemy unit if there is any dispute. 

The player who has the most stands in the close assault 
chooses o ne as the primary attacker; the oth ers are 
secondary attackers. A single dice roll is made, w ith any 
modifiers based o n the primary attacker; + 3 is added for 
each secondary attacker. If the side with more stands loses, 
only the primary at tacker has to make a saving throw. 

To resolve each close assault , both players roll 2D6 and add 
their stand 's close assault factor plus any tactical/actors 
from the Infantry vs Infantry section of the Close Assault 
Table. The player with th e lower score must make a 
successful saving throw to avoid his stand being eliminated. 
In the case of a tie, both stands must make saving throws. 
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VEHICLES IN CWSE COMBAT 
Vehicles that are in base-to-base contact with enemy 
infantry stands are assumed to be engaged in close combat. 

Vehicles arc not engaged in close combat by enemy vehicles; 
instead both vehicles may attack with ranged weapons using 
the normal rules. 

Close assaults between vehicles and infantry are resolved 
as for in fantry vs infantry close assaults, except that the 
infantry add the factors from the Infantry vs H!hicle section 
of the Close Assault Table to their dice roll , while the 
vehicle uses the factors from the Vehicle vs Infantry section 
of the Close Assault Table. 

otc that \•ehiclcs use the second CAF number on their data 
cards co resolve close assaults in the combat phase. 

CWSE ASSAULT.'.TABLE r 
Infantry vs Infan try 

Charge orders + I 
Fall back o rders -2 
Attacking a unit in a building -2 
Each secondary attacker +3 

Infantry vs Vehicles 

Charge orders +l 
Fall back orders -2 
Each secondary attacker +3 
Vehicle's armour rating + AR 

Vehicles vs Infantry 

Charge orders + l 
First fire ord ers -2 
Each secondary attacker +3 

CWSE COMBAT IN BUILDINGS 
Infantry stands w ith charge orders can attack enemy stands 
in a building if the player s tates this intention in the 
movement phase. 

The attacking s tands must finish their move couching the 
building in order to at tack the stands inside. Do not move 
the attacking stan ds into the building. Defending stands 
w ith first fire orders may attack any attacking stands with 
ranged weapons, subject to normal targeting and firing 
rules. 

To resolve the close combat , place all of the defending 
s tands from the building in a row, on any convenient spot . 
The attacker must now p lace his stands in a row besid e the 
defenders. If one side has more stands than the other, spare 
stands may be used co make multiple combats. 

Each close assault is dealt with as normal, except that all 
a ttacking stands suffe r a -2 tactical modifier. When the 
defending stands are all des troyed , the surviving attacking 
stands may be moved into the building. 

Stands which arc assaulting a building count as being in 
hard cover if they are attacked by ranged weapons in 
subsequent turns, and will be des troyed if the building 
collapses. Although the stands have been moved outside 
to resolve the combat, the troops they represent are still 
actually inside, with all the benefits and hazards that brings. 
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Dust plumed upward as the Pia Poena 
landed. Here and there, small lakes of 
plasma cooled to glass on the plain, the 
last tracts of the orbital bombardment 
which had established the landing ume. 

In the Master Control Chamber, Imperial 
Commander Adrinn Leigad stood over the 
halo, monitoring the landing of his ship. 
The com net spread the sounds of the Rilus 
Adpulsis throughout the ship, and in his 
mind leigad could ste the thousands 
aboard the Pia Pot na moving quietly 
about their appointed tasks to the measure 
of the cha11tiflg. 

The vast ship settled slowly, more than 
coveri11g the site of the city which had 
stood there two days before. The Scouring 
of Cate11amla had begun. 

Towers and turrets extended from their 
landing positio11s. WeapollS a11d scanners 
moved smoothly into readiness. 

Two l11111dred feet below, six Warlord 
Titans strode th rte abreast from an open 
doorway. Two thousand Space »vlves 
streamed from smaller doorways, and 
Leigad could almost hear the noise as 
their douns of vehicles rrwved out. 

The huge internal elei'Dlors were bringing 
the main Titan strength down from the 
flight bays. Another six Warlords and 
eight Rtavers marched out. On the 
opposite flank of the ship, a thousand 
Ultramarines stood ready, and their 
Dreadnoughts crowded to join them. 

The Imperial force took a little over an 
hour to disembark. Leigad felt himself 
swelling with pride as he took i11 the sight 
of the assembled force. 

Titarr s from th e Fire Wasps, Warp 
Runners and Imperial Hunters, Marines 
from the Space livlves, Ultramarines, and 
Iron llarrds; they covered the plain in 
parade order. No loyal heart could remain 
unmoved by this siglrt. Al Leigad's nod, 
a junior bridge officer opened the external 
com-channel. 

" My esteemed passerrgers," he began. 
" My duties to you are almost 01•er. On 
behalf of the crew of the Pia Poena, I wish 
you well. May the Emperor guide you and 
guard you. Before you set abouJ your great 
task, I call upon Reclusiarch Cramch, as 
the highest-ranking Chaplain here 
present, to lead the Ftde/is Sum." 

Four thousand voices were raised in 
prayer. Four thousand voices praised the 
Emperor, and damned the Traitors. As the 
last echoes of the chant faded away, a 
hundred Titans raised their weapons 
in salute. 

The e!ld of the prayer marked the 
beginning of the Scourillg. Brother-

Captain Rathvin raised the banner of 
Three Company high, and led his Space 
Hvlves in double-time to the mustering­
station for Force Absolute. 

The Marines boarded their Rhinos and 
land Raiders with practised efficiency. 
Ahead, some thirty vehicles in 
Ultramarines colours took the head of the 
column; behind them, the Iron Hands 
contingent fell into the line. 

To either side of the column marched 
Force Absolute's Titan strength - four 
Warlords, four Reavers and two 
Warhoundsfrom the Warp Runners. The 
Warhounds loped to the front of the line, 
eagerness written in their every movement. 
Rathvin snapped on his com/ink. 

" Lupus Pack, this is leader. The hunt 

INFANTRY 

begins." He nodded to his driver, and the 
land Raider jo/Jed into motion. The other 
Space Wolves ~·ehic/es pulled into line, 
mo~·ing to the rear of the convoy. 

" Wolf Leader lo AbsoluJe. We are ready." 

"Thank you, Wolf Leader. Foret 
Absolute, via feritt." 

Rathvin swiJched his halo to overview. 
From the blinding white of the Pia Poena, 
the Scouring Forces set out for their 
targets. Force Bastinade, headed for the 
Yttrium refinery al Fa/Jhor; Castigant, for 
the Mechanicus workshops al Bradabanl; 
Damnator, west to cover the flank of Force 
Absolute's assau/J on the city of Dubradur. 
There were many other forces, bound for 
targets outside the sector. Wherever they 
hid, the Traitors were doomed. 
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INFANTRY • SCENARJOS 

SCE NARIOS 

One new scem1rio, Cltyfight. i' pre:.emed ht:re, a~ well as 
additions to ~11low you to include infantry in che standard 
seen.mos pre,emed earlier. \X·e recommend thac you pla~ 
CitJflgbt fin.t , to get med to the rule' for infantry Mand~. 
building:. and close a''ault:. 

CITYFJGHT! 

At th<: heart of th <: dty, in no man\ l:tnd. :.tands a \•iral 
power tran mi"ion centre. \\ hoeYer tan capture and hold 
thi'> building \\ins c:omrol of the Cit) 

Imperial Player: I 'Elctic:al Detachment. 1 Deva,tator 
Detachmem Jnd I A''ault Detachmem 

Rebel Playe r : I T:lt' tical De tachment, I Deva!>tat0r 
Detachment and I A"ault Ot·tachmem 

pedal Rules: Place .1 building in the centrt: of the table 
· thi'> ha power tran:.mission cenrre. F.1th plarer then take:. 
it in turn t0 place a bu ilding on the board. Bu tidings mmt 
be placed within 6cm of an alrt:ady-pl:tced building. The 
Fir. t Pl:lyer ma) set up his fort't''> in am build ing'> that arc 
c..Jo,cr to h1~ edge of the table than h1\ opponem 's. The 
'econd player then doc~ I ike\\ 1<,e. Nt:ll her player mar '>Cl 
up in the po,ver transmh,ion ce ntre. ' I he po" er 
transm1'>'>!0n centre "111 nel'er collap'<: due to damag<: 

Victory Condicions: 'lb win the game. a player must have 
one or more '> lands in the po" er cran,mis ion centre for 
one complete turn , with no enemy stand> in contact'" "h 
the building at the end o f th t· turn . 

His torical background: I 1ghcing 1n a clo'>e urban 
em•ironment, from street to :.treet and building to building, 
i' the kind of warfa re where in fantry i:. indispcn'>ible. The 
campaigm of the lloru~ Herl''Y and the couring 'tJ\\ 

l1terally m1ll1on!> of .,uch acuom. with '1ciou-. fighting to 
take com mand of key in stall a tio ns. Perhap., the moM 
celebrated '>Uch action is the scorm1ng of the Rebel 
command centre in the cap11al ciry ot Rykstag on B:utcl 
3. where rhe Space Wo lves carried the day aga inst the 
Emperor·., Children Tr:1icor ~larines 

Th e Space Wolves' LAnd Raiders hiJ the trees aJ speed, felling 
the huge tronks like matchsticks as they followed the World 
EaJers into the woods. The grey ta11ks cut great swathes 
through the undergrowth, leaving wide, fl.attened tracks of 
foliage in their wake. 

For a moment the noise of baltle was dulled as the LAnd 
Raiders stopped firing, trying to find a target amongst the 
Traitors that weaved out of sight among the dark, oppressive 
trees. 

The silence was broken by a series of explosions and a bright 
flash of searing while light as several World &Jer Whirlwind 
detachments opened fire on the woods from a nearby hill 
top. The whole forest was consumed with a sudden flash as 
the flames caught the I.And Raiders' fuel tanks. The Space 
Kblves' screams echoed across the ~VJlley as they were blasted 
aparl, unable to escape from the metal deaJh·trops. Th e 
TraiJors were lllckier. They spewed from the edge of the wood, 
running ahead of the inferno their own side had creaJed. 

The curlain of missiles swung across towards the huge tower 
blocks thaJ lay alongside the wood. Th e buildings shook as 
the barrage pounded into their foundaJions. Like drunken 
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STAN DARD SCEN ARI O ADDITIONS 

Note: Unle~!l '>!:ited otherwise. the ViMory Conditions for 
the :.tandard '>ccnario' are unchanged 

ENGAGE & DESTROY 
Add one Rhino Decachment and one 'Jactical Detachment 
to each '>ide. The lase pla\ er tO h•H e an} opcrauon.11 ,·eh1c:le 
or infantry Mand in play is thl' winner 

CONVOY 
Each ~1de receives one Dev:i~tacor Decachment. The 
l mperial Detachment '>tarts emharked on two of the Rhino'> 
(2 tand<, per Rhino). and the Rebel Du.1chment \tart., 111 

any bu tiding'' 1th in 30cm of the Rebel player·~ rnble edgl' 

THE POILI G ATTACK 
The Imperial player bq~ins the gaml' "ith two A~'ault 
Detachment~. embarked on an} of the\\ htrlwind'> (2 stand'> 
per Rh ino) 

The Rehel pla} er recel\CS one De,·a,1.11or Dl'tachment 
'' hich ma) he '>Cl up at thl' Start ot the gaml'. and one A.,~ault 
Detachml'nt w11h hi' rdnforccment:. 

TH E TRAP 
The Imperial pl:tyer receives two Tactical Detachment~. 
which M:trt the game embarked on the Whirlwinds The 
Rebel pLtyer rece1,es two De' a'utor Det.1chmenh that start 
the game in an} build111g that ,., ac Je,1.,t 36cm lrom any 
Imperial vehicll-. 

ALL 0 T WAR 
Both sides receive two Tactica l Dciachml·ncs , two 
De,a<,tator Detachment\ and two As.,ault Det.tthment'>. 
The.,e detachments enter play embarked on the\\ birlwind 
Detachments, in the following o rder: 

ht \X'h1rl\\ ind Detachment· One Tactical Detathment 
2nd \'( 'h1rl\\ ind Detachment : l\,o As:.:1ult Detathment'> 
3rd Whirlwind Detachment: One Tactkal Detachment 
o.t th Whirlwind Dccachmcnt T" o Dern!>tator Detachment'> 

men trying to stand, the huge towers swayed for a moment, 
the11 came crashing down in a cloud of shaJtered masonry 
and splintering glass on the Rhinos below. The carpet of 
vehicles was crushed under tons of rubble, their tracks 
sqllealing as they sought to get a grip on the muddy earlh 
and escape. Less than one in fifty got out, only to be picked 
off by a barrage of missiles thaJ slammed into their ballered 
hllliS and ripped them aparl. 

The H~rld Earen' LAnd Raiders thundered towards the 
robble, lurching across the broken ground. They disgorged 
a doten squads, who clambered over the ruined walls looking 
for sunivors. Any thaJ were found were shown no mercy. 
The Traitors were men possessed, rothless in the slaughter 
of their brother Marines. 

The low chant starled on the edge of the K'OOds, K•here 
Chaplain Ren nan shouted the terrible oaJh, and iJ was picked 
up by every last World EaJerthaJ stood on the field. Th e Space 
Wolves paused in horror aJ the bastardised prayer; it was 
the prayer of the Heretic. 

" Honour the craft of war, for only Horlls is higher in 
our devotion ." 



BUYING VOUR FORCE 

Players may design their own forces, instead of using the 
forces presented in the scenarios. To do this, choose the 
scenario you want to play as nonnal , and set up the terrain . 
T hen refer to the Force Point Table below to find out how 
many points each player has to 'buy' h is force. T he cost 
of each standard detachment is equal to its battle rating, 
as listed in the Standard Detachments Table. Each player 
has a free choice as to what number and type of 
detachments they select, as long as the necessary models 
are available. 

Space Marine detachments are organised depending on the 
task they have to perform, and thus can be made up of 
almost any number and type o f Stands. This being said, 
there are several standard detachments which are by far 
the most commonly used. Standard detachments are taken 
from the Codex Imperia/is, a mighty tome maintained on 
Terra by the Ad ministratum, dealing with all aspects o f 
Chapter and battlefi eld organisation. 

'" "' 
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.FORCE POINT TABL~ 

Impe rial Re be l 
Scena rio Po ints Po ints 

Engage & Destroy 1850 1850 
Convoy 1 1460 1700 
Spoiling Attack 2 1940 1300/1100 
The Trap 2680 2100 
All Out War 6040 6040 
Ci tyfight 1200 1200 

Notes 

1: The Imperial p layer must buy one standard Rhino 
detachment; this is the convO}' his other units are 
protecting. 

2: The Rebel player has 1300 points to spend on his 
starting force , and 1100 po ints to spend on 
reinforcements. 

:.:-:- -:";~ ::::.: 

S'fANDARD ll.ETACJll'mNTS rui:;i 
Detachment 
Typ e Units No & Type Battle Rating 

ntctic2l 4 Tact.ical Stands 500 points 
Detachment 4 Support Stands 

2 Commanders 

Assault 4 Assault Stands 300 points 
De tachme nt l Commander 

Devastator 4 Devastator Stands 460 po iots 
Detachment l Commander 

Land Raider 
Detach ment 2 Land Raiders 400 points 

Rhino 
Detachment 4 Rhinos 180 points 

Whirlwind 
Detachme nt 4 Whirlwinds 240 points 

INFANTRY • BUYING YOUR FORCE 

NON-STANDARD DETACHMENTS 

So far, we have concerned ourselves only with standard 
detachments. Players may field d ifferent detachments of 
their own design if they wish, and if both players agree 
to the use of non-standard detachments before the game. 

A detachment must have at least two component units, and 
must consist completely of either vehicles or infantry. 
Infantry detachments must include at least one commander, 
and may not have more than one commander for every 
two stands. 

The battle rating of a non-standard detachment is equal to 
the combined battle ratings of all its component units, plus 
20 points per commander. 

OVER THE TOP 

Sometimes, you will want to spend a few more points on 
your forces than the scenario allows. You can do this, but 
it carries a risk. 

If you want to overspend, do so. You may never overspend 
by more than 70 points. Then roll a dice and refer tO the 
Over the Top Table. If the dice roll is in the range Hsted 
you must lose one detachment from your force. You choose 
which detachment you lose. 

OVER THE TOP 

Ext ra Po ints 
Spe nt 1-20 21-40 41-50 51-60 61-70 

Dice roll to lose 
a Detachme nt 6+ 5 + 4 + 3+ 2+ 

For example, if you have overspent by 55 points, you will 
lose a detachment if you roll 3 or more; if you roll I or 
2 , you've got away with it! A roll of I always means that 
you keep all your detachments, and a roll of 6 always means 
that you lose one. 

"Now whaJ would Garant diJ? He usually brings his troops 
in under Land Raider cover, but that was before ... " 
Brother-Captain Tobias tapped his fingers against the edge 
of the desk. His voice dropped, the dismayed statement 
of fact punctuated by a sigh. "Thal was before he betrayed 
the Emperor's trust." 

Tobias fumed to Stalaman, his 1...UuUnanJ of twenty years 
and the longest serving Marine in the Chapter. " I suggest 
we send in a doun detachments of Whirlwinds to box 
Garant's men in. The Land Raiders will find it dif.ficull 
to manoeuvre amongst the buildings, and they 'Ube silting 
targets if we take our men in on foot." 

He returned his gaze to the map, painfully aware thaJ 
each dot was a squad of Brotlrer Marines that he was about 
to send into battle. It was a feeling he had known many 
times before, but this was tire first time the enemy were, 
or had once been, their friends. It left a sour taste in his 
mouth. 

Tobias knew that GaranJ had betrayed the lmperium, and 
must be destroyed al all costs. He gave the command to 
attack. " Remember, the Emperor's will is with us. We 
are the righteous, and canrn>t be defeated." 
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LEMAN RUSS 

Il
c:man Russ is one: of the: most famous of the 
ancient heroes of the: lmpc:rium. M any legends 
tell o{ bis dc:c:ds during the: dawn o{ lmpc:nal 
History. 

He was one: o( the: twenty bio-enginc:c:rc:d 
superhumaos who would become: the founding fathers. or 
Pnmarchs. of the: original Space: Marine Chapters. T hey were: 
created by the: Emperor to be stronger and tougher than any 
Human before: or since:. From their bio-enginc:c:rc:d gc:nc:s the: 
Space: M arines were: cloned. yc:t even tbc:y were: a pale reflection 
o f their awesome: progenitors. whose: genetic material bad to 
be: diluted a thousand times for a single: Marine:. 

E\c:n before !us birth. L:man Russ was the sub1c:ct o f tiun1c 
events. As the twc:nry foetal Primarcbs slowly developed. 
suspended in their bio-support medium. Daemonic eyes 
observed them from the: warp. T he: Daemons saw the: pink 
and naked Prunarcbs lying in their amruotic tanks. and pc:rce1,ed 
the: Emperor's plan. From the twenry Primarchs. a whole: race 
of superhumans would be: created. They would be Humaniry's 
greatest champions and the scourge of aliens and D aemons 
alike:. T he Daemons saw this and raged. Aware: that they could 
not face the: Emperor himsc:lf. for he: was a bc:1ng o{ god-like 
power. the: Daemons hatched a plan. Combining their strength. 
they broke: down the mental bamc:rs constructed by the Emperor 
to cloak the: infant P rimarchs. and. prevented from hurting them. 
sucked them into the warp. The babes were scattered throughout 
the: galaxy. thrown onto twc:nry different worlds to be: adopted 
by whuc:vc:r parents they could find • parents that were not 
always Human. 

T hus it was. on the: planet of Fenris. that a mewling infant was 
d1scovc:rc:d by a she-wolf as she: hunted for her new-born cubs. 
A lc:ssc:r child would have bc:c:n tom apart by the: giant wol{ 
that stood as ull as a man. but no such fate: would befall this 
golden man-cub with c:yc:s like: a wolf-king. Gently taking the: 
cluld 1n hc:r m1ghry jaws. the: she-wolf bore: him back to the: 
safc:ry o( hc:r cave:. where: he: grew up amongst the: wolf pack 
as part o{ the: she-wolfs family. Within a fc:w short years the 
child was an adult. for as a Primarch he: was more: than a normal 
man and grew as rapidly as his wolf-bro thers. 

H e: might have: laved out all of his years with the: wolves. had 
not Thc:ngir. King of the: people of Russ. sent bis hunters into 
the: forest to clear the pack from bis land. T he: old grey she:· 
wolf. and many of her cubs and claw-kin. died upon the: spears 
and arrows of the: King's hunters. but the: wolf-man was spared. 
and Brought. bound and gagged. before: King T bc:ngir himsc:lf. 

The: King took the: wild man from the forests into bis care:. 
and named him L:man - Leman o{ the Russ. Amongst mc:n 
for the first time in his life:. L:man quickly learned their skills. 
showing a natural aptitude for the way o{ the warrior. H e llUS1ercd 

their weapons · iron axes and swords · and won many glorious 
victones. Great talcs were told o{ his strength and courage: 
how he could pluck a tree Crom the ground and break it over 
his knee: how he: could stand against a hundred mc:n in battle:. 
and within mere minutes have them begging for mercy: and 
bow he could consume an enllre ox and wash it down with 
a whole barrel of beer. When Thengir died. Leman became 
King of the Russ. 

Under his leadership. they won many victories. for in battle: 
L:man was all but invincible:. When his armies marched. the: 
bowlmg of wolves heralded their path: when be fought. a pair 
o{ giant wolves battled by his side:. K ings themselves. they 
were Freki and Geri. his woll-broibc:rs that had escaped from 
the: K ing's hunters. and now had countless wolf-packs o{ their 
own to command. 

The talcs of King L:man were told far and wide:. and came 
to the notice of the Emperor h1msc:lf. Recogn121ng the power 
of a Primarcb at work. he travelled to Fenris and confronted 
the Wolf-King. who blindly refused to pay him homage as 
the Master of M ankind. ChalJenged. Russ boasted that he 
could out-eat the Emperor. and proceeded to consume three 
whole oxen. forcmg the Emperor to back down. Russ boasted 
he could out-drink the Emperor. and drained the royal cellars 
dry to prove the: point. Russ boasted he could defeat the Emperor 
in combat: the Emperor held lus powerglo'e aloft for a moment. 
and brought it down on the P rimarch's head. fc:llmg him with 
a mighry blow which would have kilJed a lesser man. L:man 
Russ admitted dc:feat. acknowledged the: Emperor. and swore 
to serve him faithfulJy. 

Within years. all the Primarchs had been found. and became 
the fathers o{ twenry Chapters o f Space M arines. Leman Russ 
became the progc:rutor of the Space: Wo lves. and was counted 
as a loyal servant o( the Emperor. 

Within a hundred years the Space Marines had reconquered 
the galaxy. and the lmperium was born. T hroughout the Great 
Crusade the Space Wolves were at the front line:. their leader 
at the head of the battle: with two great wolves at his side:. 
bis coming announced by the bowling o f the pack. 

On the world of Dulan. the Space Wolves and Dark Angels 
were to assault an enemy held fortress. Russ claimed the right 
to lead the attack. but 'Lion' El'Jonson. commander of the 
D ark Angels. refused and started the attack early. Russ was 
furious. and began a feud which was to continue for three 
centunes. The Emperor intervened to quell the fighting. and 
ordered that the disagreement be settled with a duel. L:man 
Russ faced his friend in combat and took a blade through the 
heart: the duc:l was declared a draw. and the normally fatal wound 
healed within weeks. 

The Pr1marcbs were to fight four more times before the death 
of El'Jonson. Friends to the cod. they were united by shared 
rivalry and sense of honour. The feud would arise again. but 
not in Russ's lifetime:. 

Then came the betrayal. Like Russ. H orus was a Pnmarch. 
Unlike Russ he bore the title of Imperial Warmastc:r. and had 
complete control over five Chapters of Space Marines. Perhaps 
H orus was tainted by Chaos when abducted as a babe:. or perhaps 
he was weakened by the exposure to the warp. Whatever the 
cause:. H orus was responsible for the largest treachery Mankind 
has even known. In a single moment he threw away bis love 
for the Emperor and the Impcrium. he cast bis pride into the 
dirt. discarded everything be stood for. and struck out. Across 
a hundred woclds. a thousand million men wept for their Emperor. 
who had been so cruelly betrayed by a man he called friend. 
For the first time:. M arine would fight M arine in what would 
become known as the H orus Heresy. 

~-· 
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THE ADVANCED 
GAME 

This section of advanced rules allows you to expand the basic game. There are rules 
for e lite detachments and h e roic infantry actions, as well as various oth e r refinements 
like hidden movement a nd set-up. The rules for off-table s upport allow a Commander 
to call down supporting missile fire, and there are full rules on how to integrate Space 
Marine with Adeptus Titanicus, so that you can fight epic battles featuring infantry, 
vehicles and Titans! 

Before you start using the advanced rules, we r ecommend that you play a few games 
using only the basic rules, in order to get used to the game system. You may find it easier 
to introduce the advanced rules into your games one section at a time. 

ELITE DETACHMENTS 

Elite detachments contain the beM tr.tined and most highly 
motivated troops in a force The following special rules 
apply to elite detachments: 

l All elite detachments receive a + 2 bonus to morale tests. 

2 All stands in an elite de1achment add + 2 to their CAF. 

3 All stands an an ellle detachment recei\'e a +I modifier 
to hit with all weapons. Exceptions: Weapons with a burst 
circle do not receive the bonus, and weapon s wi1h 
following fire only rece1\'e the bonus 10 the first to hit roll. 

4 Commanders from elite detachments receive a + 1 
modifier when rolling on the Fool or Hero Table(see Heroic 
Actions). 

5 The battle ra1ing of an elite detachment is twice normaJ . 

REGROUPING 

Regrouping allows s1an<.ls which have been destroyed 10 
return tO a detachment in the end phase of the turn , 
repre5enting scattered troop~ re-forming and returning tO 

the fray. 

The player may take two idencical 'dead' stands that 
originally came from the same detachment, discard one, 
and return the 01her to play. placing it beside the 
detachment 's command stand. 

Once a 'dead' stand has been discarded in this way, it may 
not be regrouped. Note that both tands must be identical. 
and from 1he same detachment. 

No more than one stand per detachment may be regrouped 
in a tum. 

An infantry detachment may not regroup if: 

- ii was given any orders during this turn 

- it has no commander 

·any enemy unil .:an trace LO to any of the stands in the 
detachment 

- any enemy unit is within 24cm of any stand in the 
detachment, even if there is no LOS 
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HEROIC ACTIONS 

Space Marine officer5 arc expected to lead by example, 
inspiring their troops by 1heir own courage. The rules for 
heroic actions allow your Space Marine commanders to 
perform acts of outMand1ng valour on the battlefield. 

Each l) pe of heroic action may only be performed in a 
specific phase. as detailed below To find out if a 
commander managed 10 perform a heroic action 
successfull) roll 206. add +I for an elite detachment . and 
refer to the Fool or llero Table A commander may only 
perform one heroic action per cum 

FOOL OR HERO? 

206 Ro ll Resul t 
8 or more Success 
4.7 Failure 
3 or less Disaster 

Modifiers 
Flite detachment + I 

The Marifles hesitated. They turned to look at the 
Thousand Sons that flooded from behind the buildi,,gs, 
then retumed their gaze to Captair1 Kalan, faces full of 
ifldescision. They were to kill other Marin es? Kalan 
ur1derstood their silence ar1d 11odded. He gla11ced towards 
the Traitors. Fightir1g dowr1 his own dismay he shouted 
the squad's maxim, his voice risiflg with every line. 

" In the Emperor we believe. Ill the Emperor we trust. 
In his name we cleanse. u t our weapons purify." 

Kalan pushed himself over the top and into the hail of 
shells. He screamed the litany of protection aJ the top of 
his voice as he scrambled to his feet a11d ran forward, 
gesturing for his men to follow. 

/r1spired, the Marines climbed out of the trench to follow. 
Kalan was ten yards inf ront, his chainsword held aloft. 

Trying to forget the enemy were fellow Marines, his men 
charged, loyalty to the Emperor overcoming all else. 



H E R O IC ACTION D E SCRIPTIONS 

Each possible heroic action is described below. The phase 
and segment in which it may be performed is followed by 
the consequences of the action, according to the result of 
the Fool or Hero roll. 

ON THE DOUBLE! ---- - ­
The commander leads his men forward at a run, covering 
the ground as quickly as possible. Inspired by the example 
of his speed and bravery, the Marines rush forward behind 
their commander. 

When Performed: In the advan ce segment of the 
movement phase, when the detachment is picked to move. 
May only be used if the detachment has advance orders. 

Success: All stands in the detachment may move at their 
charge rate this turn; in all other respects, they are treated 
as having advance orders. 

Failure: All stands in the detachment move at the advance 
rate, as normal. 

Disaste r : As the commander charges forward , waving his 
men to follow, he is picked off by an enemy sniper! The 
rest of the stand is intact, but it no longer has a commander. 
Remove the command banner from the stand to show that 
the commander has been killed. The detachment moves 
as normal for its orders. 

-------- TAKEOUT!-------­
The commander throws himself between the tracks of an 
oncoming vehicle, lets it pass above him, and drops 
grenades into its exhaust units. If he's successful, this will 
place the explosives dangerously close to the vehicle's 
engines. 

W he n Performed: Movement phase, when a vehicle 
attempts to overrun the command stand. 

Success: The overrun is dealt with as normal. In addition, 
the vehicle must make a saving throw, regardless of the 
result of the overrun roll. 

Failure: The overrun is dealt with as normal. 

Disaste r : The commander is crushed to death under the 
vehicle's tracks. The rest of the stand is intact, but it no 
longer has a commander. Remove the command banner 
from the stand to show that the commander has been killed . 
The overrun is then dealt with as normal. 

UP AND AT 'EM!------­
The commander leads his troops in a heroic attack on a 
nearby enemy unit. 

When Performed : In the movement phase, when the 
detachment is picked to move. May only be used if the 
detachment has advance orders. 

Su ccess: Any or all stands in the detachment may move 
into close combat, even though they do not have charge 
orders. 

Fa ilure: The detachment may move as normal for its 
orders, but may not move into close combat. 

Disaste r : As the commander charges forward, he is picked 
off by an enemy sniper! The rest of the stand is intact , but 
it no longer has a commander. Remove the command 
banner from the stand to show that the commander has 
been killed. The detachment may move as normal for its 
orders, but may not move into close combat. 

A DVANCE D GAME - HEROIC ACTIONS 

------- FIRE! FIRE! FIRE!-----­
The commander whips his men into a frenzy, filling the 
air with fire. Following the example of their leader, the 
Marines leap to their feet and let rip from their bolt guns, 
firing fast and deadly. 

Whe n Per formed: Combat phase, when the detachment 
is p icked to attack. 

Success: Any stands from the commander's detachment 
which are within 6cm of the commander (including the 
command stand itself) may attack twice with their basic 
weapons; if they made a snap fire attack in the movement 
phase, they may still make one attack during the combat 
phase. 

Note that this heroic action does not allow additional 
attacks with support weapons. 

Failure : All stands attack as normal. 

Disaster: As the commander leaps up and prepares to 
inspire his men, he is picked off by an enemy sniper' The 
rest of the stand is intact, but it no longer has a commander. 
Remove the command banner from the stand to show that 
the commander has been killed. 

--------CHARGE!-------­
The commander hurls himself heroically forward into close 
combat, inspiring his men to follow his lead. He charges 
into the face of the enemy at the head of his brother Marines. 

When Performed : In the close combat segment of the 
combat phase, before any close assaults are resolved. The 
command stand must be engaged in close combat to 
perform this action. 

Success: The commander's stand receives a bonus of + 2 
to its close assault faccor, and any other stands from the 
detachment receive a bonus of + l. 

Failure: All close assaults are carried out as normal w ith 
no additional bonus or penalty. 

Disaste r : The commander leaps forward heroically, but 
misses his footing, stumbles, and is quickly hacked to pieces 
by the enemy. The rest of the stand is intact, but it no longer 
has a commander. Remove the command banner from the 
stand tO show that the commander has been killed. All 
stands in this detachment within 6cm suffer a -1 penalty 
to their CAF for this turn only. 

------- RALLY TO ME!------­
The commander rallies his troops around him, inspiring 
them with fresh courage. Chanting the battle rites of the 
Chapter, the commander reminds his men of their duty. 

Whe n Performed : In the end phase. 

Success: One stand may aucomatically be regrouped (see 
Regrouping), regardless of the detachment's orders and the 
presence of enemy stands. Only one stand may be returned 
to play by this heroic action, and others must be discarded 
as normal. 

Fa ilure : The commander fails to rally any of his troops 
and they are unable to regroup. 

Disas te r : As the commander stands and recites the 
Chapter's battle litanies to inspire his men, he is picked off 
by an enemy sniper! The rest of the stand is intact, but it 
no longer has a commander. Remove the command banner 
from the stand to show that the commander has been killed. 
Needless to say, he fails to rally any of his troops. 
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ADVANCED G AME • HIDDEN SET-U P 

HIDDEN SET-UP 

Certain scenario allow one pla)er co use bidden set-up, 
o that his opponent does not know where ome or aJI of 

hi infantry forces are. I lidden set-up may only be used with 
infantry detachments · other forces are too easily seen' 

SETTING UP 

If a player il> going to u c hidden set-up, he takes one bidden 
set-up counter for each of his infantry detachments. He 
then take an extra 06 hidden set-up counters. 

Each hidden r.et-up counter hal> a number printed on il. 
The player should write down the numbers of the counters 
he's taken , and also which infantry detachment each 
number represents. The remaining counters (ie rhe extra 
06 counters) are dummy counters and should simply have 
the word dummy written next to their n umber. 

When forcel> are set up on the table, the player who is using 
hidden set-up does not place his infantry detachments. 
Instead, he places the hidden set-up counters on the table. 
Because some of these counters are dummies, his opponent 
won' t know which one represent real detachments and 
will have to make a gucs about which to attack. 

MOVEMENT AND FIRING 

A hidden infantry detachment mu)t be revealed before it 
can mo"e or fire An infantry detachment is always assumed 
to have fir.it fire order.. in the turn on which it is revealed, 
but may not snap fire in that turn. 

R EVEALING HIDDEN TROOPS 

Infantry detachments may be revealed voluntarily or 
involuntarily The player may choose ro reveal any or all 
hidden infantry detachments at the stare of the movement 
phase or the combat phase, exchanging the appropriate 
infantry f>ta nds for the counters. 

If any enemy unit (including veh icles and Titans) moves 
within 12cm of a hidden sec-up counter, or if it is hi t 
)uccessfully by a weapon with a burst circle, the counter 
is flipped over. If it is a dummy counter, it is discarded; 
if ii repn:scnts an infantry detachment , the counter is 
replaced with the appropriate infantry stands. 

When an infantry detachment is revealed , one stand 
(player 's choice) is placed at the point occupied by the 
hidden sec-up counter. The remaining stands may be sec 
up as the player wi hef>, provided normal formation rules 
are obeyed and no stand is sec up closer than 12cm to an 
enemy stand . 

Note that, a seated above, an infantry detachment may 
neither fire nor mo'e until it has been revealed. 

HIDING IN BUILDINGS 

When an infantry detachment is hidden inside a building, 
the detachment doe not have to be revealed unul an enemy 
unit moves into ba e-tO·base contact with the building. 
When the detachment is revealed, ~tands may be placed 
in the building w ith the hidden set-up counter, or in any 
other building within 6cm of the counter · but not in a 
building which is occupied by enemy infantry. 

Jf a building ho lding a hidden sec-up counter collapses, the 
whole detachment is destroyed , even if the whole 
detachment could not have fiued into the building. 
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FIRING ON HIDDEN TROOPS 

Only weapons ,.,, ith a bur.t circle may be used co fire on 
a hidden set-up counter, sinceonJy these weapons can affeet 
a wide area, and any troop) that may be hidden there. When 
firing on a hidden set-up counter, all normal range and LO 
rules apply. 

When a weapon v. ith a bur.1 circle is used 10 fire on a 
hidden f>et-up counter, the auack is carried out normally. 
Only one roll to hit is made, a~ the counter is a single carget. 
The required 'core co h11 " 9 + regardless of the weapon 
and range, and the roll is not modified by any tactical or 
other facton. 

If a hit is scored, the detachment is revealed aut0macically. 
The defender muM make a saving throw, applying the 
weapon's saving throw modifier as u'ual. If the saving 
th row is failed , the defender must choose one stand from 
the h idden detachment to be destroyed. He should do chis 
in :.ecret , so as not to reveal if the counter is a dummy. 

BONUS SCENARIO 

TANK H UNT 

A force of pace Marines are sent out on a raid behind 
enem)' lines. Taking cover in some buildings on a vital 
suppl) route. their mission 1s to destroy an advancing 
armoured column But the Rebels ha\e found out about 
the raid, and ad,·ance on the buildings with caution. 

Impe rial Player: f our elite infantry detachments, each 
consi ting of two upport )tands and one commander. 

Re b el Player : 6 Land Raiders, in 3 detachments of 2 
vehicles each. 

Special Rules: The advanced rules for Hidden Set-up, Elite 
Detacbments, and Heroic Actions mu t be used with this 
scenario. When seuing up, a building may only be placed 
within 6cm of an already-placed building. The Imperial 
Player must sec up first , in any of the buildings, using the 
rules for hidden set-up. The Rebel Pla)Cr secs up second, 
at least 36cm away from any of the buildings. 

Victory Conditions: The wi nner is the p layer who 
manages to wipe out the opposing force. · 

Histo r ical Bac kground: During the cou ring of the 
desert planet of Tubruq, four detachments from the Space 
Wolves· 8 th Company, under the personal command of 
Imperial Commander Leman Russ, mounted a heroic raid 
behind enemy line . Having occupied a deserted industrial 
complex which lay across the Rebel lines of 
commun ication , they de troyed an armoured column 
which was beading for the front, and then fought their way 
clear and rejoined the main body of the company, some 
300 kilometen. away. 

Martial ~'igour and ftrocily art ~'ir1ues, to bt surt. But do 
not throw your forces blindly into battle and say that this 
is vigour. It is not. Before committing your forces, examine 
the situaJion. Review your own strength, and thaJ of your 
enemy. Remembtr your own objectives, and try to anticipaJe 
thost of your opp<>nent. He whofighJs wilhout understaru/ing 
the battle he is fighting places himself at a disadvantage. 

- Legiones Astants, Collects of War 



OFF-TABLE SUPPORT 

Infantry commanders can call on the support of long range 
m1 1le and arttllery unit The e units are never placed on 
the table; they are assumed to be several miles behind the 
front line, and are fed their firing co-ordinates by 
commanders on che baulefield 

SUPPORT CARDS 

In the pace Harinegame. off-table supporc is represemed 
by support counters, which mar be purchased when players 
design their own force~ 

Support counters are spli t in to two categories; barrages 
and support missiles. Barrages may be used any number 
of times in a game; support missiles may only be used once. 

BUY ING S UPPO RT COUNTERS 

Support cou111ers may only be used when p layers are 
choosing their own forces , rather than using the forces in 
the !>Cenario description. Each player may spend up to 2 5 % 
of his points to purchase support counters. The following 
table summarises the maximum number of points that may 
be spent on upport counters for the standard scenarios: 

Sceoado Imperial Rebel 

Engage & Destroy 500 500 
Convoy 400 500 

poiling Attack 1 450 500 
The Trap 700 600 
All Out War 1300 1300 
Cityfight' 300 300 

Notes 

I The Rebel player ma> onlr purchase support counters 
for u'e with his reinforcements. 

2 There is no entry for the Tankbunt scenario, which 
doe!> not really lend it~e l f to the use of supporting fire. 

CALLING UP SUPPORT 

Supporting fire may be called in these circumstances: 

I. The call must come from a commander, who is not 
engaged in clo!>e combat, and whose detachment has first 
fire orders. 

2. Only one commander per detachment may attempt to 
call up upport in a turn 

3. A commander may not call up support and perform a 
heroic action in the same turn 

uppori is called up 111 the end phase of the turn. Roll a 
06 for each commander who is calling up support; add 
+ I if he commands an elite detachment If the final score 
is 4 or more, the suppo rung fire become avaiJable; if not, 
chere is no upporting fire. 

When supporting fire become available, the player places 
one of hi support counters face down on the table, near 
to the commander who called it up. Other commanders 
may attempt to call up support counters, if the player has 
any available. The support fire shown on the counter may 
be ' fired ' in the firs t fire segment of the following mrn's 
combat phase. 

ADVANCED GAME OFF-TABLE SUPPORT 

FIRING SUPPORT COUNTERS 

Support counters are ' fired ' in the first fire segment of the 
combat phase The detachment whose commander called 
up the supporting fire must be given first fire orders for 
the turn; if it is given any other sort of order, the support 
counter is removed fro m play. The suppon counter is also 
removed from play tf the command stand is engaged in 
close combat or overrun before the support counter is used, 
or if the commander performs a heroic action berween 
calling up the 'upport and firing it. 

To fire the support counter, turn it face up on the table, 
and place a deviation template where the supporring fire 
is meant co land There 1s no maximum range, but 1he 
command srand from which the fire was called up must 
have a LOS to the intended point of impact. Next, the player 
rolls a 06. There are no modifiers ro this roll. A score of 
4 or more means that the attack t!> o n target - landing exactly 
where the deviation template is p laced - while a score of 
3 or less means that the attack will deviate. 

The effects of a hit vary according to the type of support 
counter being used; these are detailed lacer. A support 
counter is removed from play after its effects have been 
determined 

DEVIATION 

Even 1f upporung fire mis e its target , it has to land 
somewhere, and it is important to know precisely where. 
So when upport ing fire mis e , the ptarer who called i1 
up ro lls for deuatfon 

Tum the deviation template so that the ' l ' arrow is pointing 
cowards che command cand 1ha1 called up the fire, roll a 
06 to determine 1he dfrect1011 of deviation , and ro ll 206 
to determine the di tance in cm. The fire has a normal effec1 
on anything that is in the place where it comes down. 

REMOVING SUPPORT C OUNTERS 

A support counter is removed from play as soon as one 
of the following 1h ing' happens: 

I. The dcrnchment whose commander called it up is 
given any order!> other than first fire. 

2. The commander who called it up performs a heroic 
action. 

3 The stand who e commander called it up is engaged 
in clo~e combat. 

4 . The stand whose commander called it up is overrun 
by a vehicle (regardless of whether or not the 
overrun i successful). 

5. The supporting fire deviates and does not affec1 any 
unit 

6. The effects of the support ing fire are determined 
and applied 10 a target 

When a support counter is removed from play: 

A support m issile counter is discarded; 

A barrage counter may be kept and re-used. 

MAINTAINING BARRAGES • O PTIONAL 
A player may decide to keep a barrage counter beside the 
commander who called it up. The barrage may then be used 
again in the next turn . 
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BARRAGES 

Barrages are devastating volleys of fire from distant batteries 
of artillery. After having worked out if the attack deviates 
or not, the player sho uld take two burst circle markers. Roll 
a D6 for each burst circle, and place each so that it is 
touching the deviation template at the point corresponding 
to the number rolled on the dice. 

Any units (friend or foe) under the deviation template or 
a burst circle are attacked; rolls to hit and other necessary 
information are given in the Barrage Tc1ble. 

Commander Kilger turned away from the holo. It was 
a classic defensive position, and the Ultramarines had 
exp/oiled ii to the full. There was no possible approach 
to the complex wilhout going through half a dozen points 
of concentrated fire, and no way to attack the defenders 
piecemeal. Half his Marines would be wiped out in a 
frontal assault. 

Kilger paced silently for a moment, and then abruptly 
pulled his Imperial tarot from its equipment pouch. 

" I wonder. .. " He pressed the shufjk icon. "Horus, guide 
your servant ... " Three images appeared on the screen: 
the Palace; the Missile; the Nova. 

'~s I thought." Kilger snapped the com/ink open. "This 
is Kilger. Request supporting fire." He punched in the 
c<>-<Jrdinates. "Second company. Prepare to advance after 
the barrage. Give them no chance to regroup. 

That, he thought, should open a crack in their perfect 
defence. 

) 
•' .. 
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BAlUlAGE °tABLE 

Light Barrage 

Saving 
larget To Hit Critical Hit Throw 

Roll Roll Modifier 
Veh icles and 
Titans No Effect - -

Infantry 5+ . 0 

Battle Rating: 100 points 

Medium Barrage 

Saving 
narget To Hit Critical Hit Throw 

Roll Roll Modifier 
Vehicles 
and Titans 6+ 5+ . 

Infantry 5+ . -1 

Battle Rating: 200 points 

Heavy Barrage 

Saving 
Target To Hit Critical Hit Throw 

Roll Roll Modifier 
Vehicles 
and Titans 3+ 3+ . 
Infantry <!+ . -2 

Battle Rating: 300 points 

' I 

. ' 
" 

' 



SUPPORT MISSILES 

Support missiles are one-shot weapons, mounted on 
vehicles or spaceships outside the area of play. There are 
several warhead types, each with its own special rules. 

BLIND MISSILE 
Blind is a sophisticated form of smokescreen, combining 
dense smoke with broad-spectrum electromagnetic 
interference. No detection or targeting systems will operate 
through a cloud of blind. 

The point of impact is determined normally. The player 
who fired the missile may now place 3 blind markers at 
any point within 6cm of the the point of impact. Blind 
markers may not be placed on buildings. 

A blind marker always blocks a LOS. 

At the stare of each combat phase, roll a 06 for each blind 
marker; on a roll of 1, the cloud of blind dissipates, and 
the marker is removed from play. 

Battle Rating: 100 points 

HAYWIRE MISSILE 
Haywire missiles produce a massive electromagnetic pulse 
covering all wavebands, and as their name suggests, they 
are designed to disrupt the target 's electrical control 
systems. Any vehicles that are wholly or partly under the 
final position of the deviation template are destroyed . 
Haywire missiles have no effect on infantry units. 

Battle Rating: JOO points 

MINE DISPENSER MISSILE 
Mine dispenser missiles (MD Ms) scatter mines over a wide 
area. When the landing point has been determined, the 
firing player places 2 mine counters and 2 dummy mine 
counters face-down on the table anywhere within 6cm of 
the point of impact (ie the centre of the deviation template). 
Mine counters may not be placed in buildings. 

The mines become operational at the end of the movement 
phase in the following turn. If a vehicle or infantry unit 
(on either side) moves within 3cm of a counter, it is flipped . 
Dummy mines have no effect , and are discarded 
immediately. Real mines explode, automatically destroying 
any and all units within 6cm of the mine counter. The 
counter remains on the table until the end phase of the turn, 
when it is removed. Until that time, any units that move 
within 6cm of the counter are destroyed. 

Optional Rule: As an alternative to their normal load, 
MDMs may carry a single stasis or vortex mine and three 
dummy mines. If you are using an alternative load, you 
should note this down before the game. The mines are 
dropped and activated in the normal way, but instead of 
exploding they create a field (stasis or vortex , as 
appropriate). Refer to the notes on stasis and vonex missiles. 
Altering the load of a MOM does not change ics points cost. 

Battle Rating: 200 points 

STASIS MISSILE 
The stasis missile carries a stasis field generator (SFG) as 
its warhead. The SFG is a highly-sophjsticated device which 
creates an area where time literally stands still. Anything 
caught within the stasis field is frozen in place and unable 
to do anything. othing may enter the field - including the 
fire of weapons from the outside. 

ADVANCED GAME • OFF-TABLE SUPPORT 

Wherever the missile lands, a stasis field is created. Place 
a stasis field marker on the table, centred on the point of 
impact. Any vehicle or infantry unit wholly or panly within 
the field may neither move nor attack, but cannot be 
attacked itself. If any part of a building falls under a stasis 
field, the entire building (and everything in it) is affected 
by the field . 

At the start of the combat phase of each turn, roll a 06 
for each scasis field on the table: 

1-2 The stasis field dissipates. Remove the marker 
from the table. 

3-4 The stasis field stays in place. 
5-6 The stasis field moves 2D6cm in a random 

direction - use the deviation procedure for this. 
The field will stop if it comes into contact with 
a vehicle or infantry unit. 

lf two stasis fi eld s ever come into contact , they both 
dissipate immediately. 

Battle Rating: JOO points 

VORTEX MISSILE 
When a vortex missile explodes, it creates a seething mass 
of energy known as a vortex field. This area is devastatingly 
destructive, and will annihilate anything that comes into 
contact with it. 

When the missile lands, place a vortex field marker on the 
table, centred on the point of impact. Any vehicle or 
infantry stand wholly or partly covered by the marker is 
automatically destroyed, and any building which is wholly 
or partly under the marker collapses immediately. 

During the end phase of each turn, roll a 06 for each vortex 
field on the table: 

1-2 The vortex field dissipates. Remove the marker 
from the table. 

3-4 The vortex field sr.ays in place. 
5-6 The vortex field moves 2D6cm in a random 

direction · use the deviation procedure for this. 
Anything in its path is hit. 

Battle Rating: 300 points 

The Assault Squad stood around the Land Raiders in a 
loose circle. Rabben's eyes were wide as he stared al the 
bolter shells which hung in mid-air; there was even an 
incoming laser shot, a short bar of solid light frozen 
like ice. 

Brother-Sergeant Varmk smiled to himself. The lad had 
never seen a stasis field in operation before. The circle 
of absolute stillness was eery in the midst of the raging 
fury of batlle that surrounded them. 

Varmk looked around the waiJing Marines. "Be ready," 
he said. '~s soon as you see that laser light vanish, the 
stasis field generator has cut out. Then it's crack the 
hatches" - he hefted a fistful of grenades - "and in. The 
crew dks, but the command holo and any documents must 
stay intact. We need those batik plans." 
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SPACE MARINE & ADEPTUS TITANICUS 

By combin ing Space Marine with Ade p tus Titanicus, 
you can fight immense epic battles with Space Marines, 
armoured vehicles and Titans. The two games are designed 
to be completely compatible, and the following notes are 
all you will need to ph•y combined games. 

THE SEQUENCE OF PLAY 

The sequence of p lay used in Ade ptus Titanicus is left 
unchanged, apart from the following important addition: 

Within each segment of the movement phase, players take 
turns to move their eligible Titans. Once all the eligible 
Titans I .ve been moved, the players to move all their 
eligible ' ";11icles and infantry detachments. The First Player 
moves all of his eligible vehicles and infantry, and then the 
Second Player may move all of h is. The same applies to 
the combat p hase. The combined turn sequence is 
summarised in the following table: 

COMBINED TURN SEQUENCE 

Q1U>E.R PHASE 
Players give orders to all Titans, all vehicle detachments and all infantry detachments 

MOVEMENT PHAS£ 
Fall Back Segment: - First Player moves all vehicle and infantry detachments with faJI back orders 

- Second Player moves aU vehicle and infantry detachments with fall back orders 

Charge Segment: - Players take turns co move all Titans with charge orders 
- First Player moves all vehicle and infantry detachments with charge orders 
- Second Player moves all vehicle and infantry detachments with charge orde::rs 

Advance Segment: - Players take turns to move au Titans with advance orders 
- First Player moves all vehicle and infantry detachments with advance orders 
- Second Player moves all vehicle and infantry detachments with advance orders 

First Fire Segment: - Players take turns to turn in place all Titans with first fire orders 

' i; Ul~tR PUAS~ i11~:;~~1t( 
As in Ade p t us Titaoic us rules. Does not apply co vehicles or infantry 

First Fire Segment: 

Advance Segment: 

Charge Segment: 

Close Combat 
Segment: 
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COMllAT PHASE 
- Players take turns co fire with all Titans with first fire orders 
- First Player fires with all vehicle and infantry detachmentS with first fire orders 
- Second Player fires with all vehicle and in fantry detachments with first fire orders 

- Players take turns to fire with all Titans with advance orders 
- First Player fires with all vehicle and infantry detachmentS with advance orders 
- Second Player fires with all vehicle and infantq1 detachments with advance orders 

- Players take turns to fire with all Titans with charge orders 
- First Player fires with all vehicle and infantry detachments with charge orders 
- Second Player fires with all vehicle and infantry detachments with charge orders. 

- Close combats between Titans are resolved 
- Close combats involving vehicles and/or infantry are resolved 

END PHASE 
As normal 



ORDER PHASE 

Titans use the order counters from Adcptus Titaoicus. 
They may not be given fall back orders, and may never move 
in the fall back segment of the movement phase. 

MOVEMENT PHASE 

GENERAL RULES 
Vehicles must stop moving as soon as they come into 
contact with the leg (not just the base) of a Titan. Titans 
may step over vehicles, infantry and any buildings lower 
than their knee-joint. 

STOMP ATTACKS 
During its move, a Titan may attack a vehide or infantry 
stand by crushing it underfoot - the stomp attack. Titans 
move into base-to-base contact with the target of a stomp 
attack; each stomp attack made costs the Titan 2cm from 
its move allowance for the turn. 

When a Titan makes a stomp attack, the player controlling 
the Titan rolls a 06 and refers co the Stomp Table. If a stomp 
attack is successful, the target is destroyed - no saving throw! 

The Titan may continue its move after the stomp attack 
has been made, making further stomp attacks if the player 
wishes. 

Stomp attacks may not be made against ocher Titans. 

If the target of a stomp attack has first fire orders, it may 
snap fire at the Titan before the stomp attack is made. Snap 
fire attacks made by the target of a stomp attack take place 
inside the attacking Titan's void shields, just like close 
combat attacks . 

.. 

STOMP TABLE ... 

Weapon Roll To Hit 
Stomp 4+ 

Stomp Attack Hit Modifiers 

Turget has first fire orders +l 
Turget has charge or fall back orders -1 
Attacking Titln is lightweight -1 
Target's armour rating +AR 

SPACE MARINE & ADEPTUS TITANICUS 

RAMMING TITANS 
Vehicles with charge orders may try to ram a Titan during 
the movement phase, by moving into contact with one of 
the Titan's legs. Ramming a Titan is always an act of 
desperate courage, since it spells cenain doom for the 
vehicle making the attack. 

When a vehicle attempts to ram a Titan, both players roll 
a 06, and add any modifiers from the table below. 

If the scores are tied or the Titan's score is higher, the Titan 
suffers no damage. 

If the vehicle's score is higher by 1-2 points, the Titan suffers 
superficial damage to its legs. 

If the vehicle's score is higher by 3 or more points, the Titan 
suffers critical damage to its legs. 

Regardless of the dice roll , a vehicle which makes a ram 
attack against a Titan is automatically destroyed. 

Titan's Diec Roll 
Titan is lightweight 
Vehicle's armour rating 

Vehicle's Diec Roll 
Titm has a damaged reactor 
Titan has charge orders 

-1 
+AR 

+l 
-1 
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COMBAT PHASE 

HEAD MOUNTED WEAPONS 
In addition to the weapons they carry on their arms and 
carapace, all Imperial Titans are fitted with one heavy bolter, 
mounted in the head. This has the same arc of fire as a 
carapace-mounted weapon, and may attack infantry stands 
using the normal rules. 

SP RAY FIRE 
Titans may use multi-barrelled weapons to spray fire on 
a group of targets which are close together. A multi· 
barrelled weapon may target an area the size of a burst circle 
template; within this area, one attack is made for each barrel 
of the weapon as normal, but the player may choose a 
different target for each barrel. Weapons which already have 
a burst circle, or which have following fire, may not split 
their attacks in this manner. Only Titans may use spray fire. 

CLOSE COMBAT 

The following rules apply when a vehicle or infantry stand 
is in base contact with a Titan. 

The Titan is not bound by any of the usual restrictions 
which apply to close combat between Titans; its opponent 
is so small that the Titan can effectively ignore it. 

Vehicles in base contact with a Titan may fire their 
weapons in the close combat segment , and do so inside 
the Titan's void shields. 

Infantry stands in base contact with a Titan may only 
attack it by making an infantry close assault against it. 

INFANTRY CWSE ASSAULTS 
An infantry close assault against a Titan consists of troops 
scaling the Titan's legs in an attempt to wedge bundles of 
grenades in its vulnerable knee-joints, or firing any of their 
heavy weapons from within its void shields. This is by no 
means an easy task: attackers can be stomped, shot by the 
Titan's anti-personnel weapons, or killed by the Princeps 
feeding massive jolts of electricity through the Titan's skin. 

Infantry close assaults are always carried out in the close 
combat segment of the combat phase. An infantry stand 
that is making a close assault against a Titan may make no 
other attacks in this turn. Roll a 06 for each infantry unit , 
adding + 2 to the roll if the Titan cannot move for any 
reason. On a roll of 1-5 the infantry stand has been shot, 
electrocuted or stomped · it is destroyed and should be 
removed from play. A roll of 6 or more means that the unit 
has managed to damage the Titan. 

The damage effect depends upon the type of close assault: 

A stand that is attacking with a number of heavy weapons 
may only cause damage with one. This represents the fact 
that it is difficult to fire heavy weapons at a Titan which 
battling to destroy its attackers. The player may choose 
which weapon is used, and the weapon may fire despite 
anything to the contrary in the stand's orders. The attack 
takes place Inside the Titan's void shields, and all dice rolls 
are handled normally. 

If a stand is trying to wedge a bundle of grenades in one 
of the Titan's knee-joints, the player rolls a 06, adding +I 
to the score if the attacking stand is elite. On a score of 
1-4, the grenades cause superficial damage to the Titan's 
legs, and on a score of 5 + the grenades cause critical 
damage to the Titan's legs. 
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SCENARIOS 

It is quite simple to use the Random Scenarios from 
Adeptus Titanlcus with mixed forces, or even with pure 
infantry and vehicle forces. Once you have established your 
force level for the scenario, you are free to spend your points 
on Titans, vehicles, infantry or any combination of the 
three, as you see fit. 

VICTORY POINTS 
When using mixed forces in these scenarios, the following 
additions need to be made to the Victory Points Table: 

For each enemy infantry 
stand destroyed: 

For each enemy vehicle 
destroyed: 

VICIORY CONDITIONS 

The battle rating of 
the stand 

The battle rating of 
the vehicle 

The victory conditions in the individual scenarios need 
certain alterations to take mixed or non-Titan forces into 
account. Where the victory conditions in a random 
scenario description refer to a Titan, amend this to read 
'Titan or Detachment'. Note that a detachment is not 
counted as destroyed while any part of it survives - you 
need to destroy each individual vehicle or stand! 

In the attacker objectives Convoy and Rescue Mission , one 
Titan carries something: a vital cargo and a spy respectively. 
The player may choose a vehicle detachment rather than 
a Titan to carry the cargo or spy, and the cargo or spy is 
not destroyed until every vehicle in that detachment has 
been destroyed - assume that it can be transferred freely 
from one vehicle to another within the nominated 
detachment . 

The Warlord TraiJor's hydraulics screeched as its foot 
descended and slammed into the earlh. Fifteen Loyalists 
died - their annour burst like over-ripe fruit. An instant 
laJer, white-hot death rained down from the Warlord's 
plasma cannon onto the Loyalists' reinforcements. None 
of the Marines cried out as life was scorched from their 
bodies - they had no doubt as to the necessity of their 
sacrifice. 

A vast snaking column of Emperor's Children swept 
forward in the wake of the advancing Titans. Jn the midst 
of its ranks, Captain Renner felt a pang of sympathy for 
those who were once his Brothers; buJ his loyalty lay only 
with Horus. Horus was the fu ture. Only under his 
leadership could Humanity truly prosper. The Emperor's 
day was done. He had claimed the Warmaster's victories 
as his own for too long. 

Renner's Marines/ought sa~ngely in the Titans ' shadows, 
carpeting the battlefield with Loyalist bodks. Ahead, lay 
a huge force of Ultramarines - a suitable challenge for 
his warriors. 

The sun was setting on this world, but for Marines on 
both sides there would be no respite. The gift of the night 
would be a long and bloody battle. The Emperor's 
Children pressed onwards wilh unflinching resolve. Soon 
the Imperial Cull would be expunged. One day the sun 
would rise on a new Empire - the Empire of Horus. 
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NEV\/ VVEAPONS 

Titans use a number of weapons that are not covered in the main Space Marine rules. 

Weapon 

Heavy Weapons 
Auto-Cannon 
Multi-Launcher 
Multi-Melt.a 

Very Heavy Weapons 
Defence Laser 
Macro-Cannon 
Plasma Cannon: 
- Sustained 
- Maximal 

Weapon 

Heavy Weapons 
Auto-Cannon 
Multi-Launcher 
Multi-Melta 

Very Heavy Weapons 
Defence Laser 
Macro-Cannon 
Plasma Cannon 
- Sustained 
- Maximal 

I 

VEHICU TARGET WEAPONS TABLE. 

Range 
Short Lon2 

36cm 
36cm 
t2cm 

20cm 
36cm 

72cm 
72cm 
24cm 

72cm 
72cm 

72cm 

To Hit Roll 
Short Lon2 

5+ 
4 +(8) 

5+ 

4+(F) 
3+(8) 

6+ 
6+(8) 

6 + 

3+(B) 
3 +(8) 

6+(8) 
... f ; ) '" 

JNFAN'rl.1¥\TARGBT ~~NS~~; } 

Range 
Short Long 

12cm 

20cm 
;6cm 

72cm 
72cm 
24cm 

72cm 
72cm 

40cm 
72cm 

To Hit Roll 
Short Lontz 

4+ 

4+(F) 
4+(8) 

5+ 
5+(8) 

5+ 

4 +(B) 
4 +(8) 

6+(F) 
6 +(8) 

Critical 
Hit Roll 

6+ 
5+ 
3+ 

2 + 
3+ 

6+ 
3+ 

Saving Throw 
Modifier 

· I 
-1 
-1 

-2 
-2 

-2 
-2 
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PAINTING YOUR EPIC 
SCALE MINIATURES 

There 1s no1hing more s1unning 1han an epic cale baule 
wi1h hundreds of bcau11fully painted miniatures, played 
out on a fully detailed wargames table. l.Jnforcunately. for 
man) people such a luxul) "unatuinable, whether for lack 
of space or 1ni.ufficient resources Howe\ er, the addition 
of a very simple paini job to your miniatures will have a 
remarkable effect on your en1oymcnt of the game From 
your commanding position you can pick out the different 
flags and uniforms a'> you watch the ~pace Marines of each 
side come to blows, and ea.,il) track each unit"s progress 
across the muddy battlefield . 

Painting your epic scale miniatures h not a<, difficult as you 
think. You can achieve quite stunning effects even in two 
stages: spraying the base coat and drybrushing the 
highlights. 

The Uniform Colour and Banner Chart below gives you 
the appropriate colours for the 1welve ~pace \larine 
Chapters fea1ured on the bottom of 1he box. The 
highlighting colours are taken from the Citadel Colour 
range of paint\ · par1tcularl) the pace .llarine Paint Set . 
which contains a number of speciall) mixed shades 
designed specifically for the painting of four of 1he most 
famous Space \lanne Chapters 

PAINTING INFANTRY 

The fiN stage in the pain1tng of your epic scale infantry 
is the undercoat or ha'>e colour. Carefullr cm all of the 
minia1ure from 1he1r runner-. with a sharp knife and fi:-. 
them to a piece of card w 1th .1dhes1n: putt) (the stuff you 
use co stick posters to walls) Ensure that you are in a well­
\Cntila1ed room and 1hat your pain11ng area 1s pro1ected 
from m·erspra) with '>Orne old newspaper. Spray paint the 
minia1ures with their base colour, taking care not co ruin 
1he models' detail b) spra) mg in one place for 100 long 
Then leave the models to dry. 

The nex1 siage is dq brushing. Take a size 1 or 2 brush . 
preferably an old one as this technique tends to wear them 
out q ui te rapidly, and load it with the relevant colour. Wipe 
1he brmh on an old rag until 11 1<, almo.,t dry, and then lightl) 
draw the brush across the model's surface so that the detail 
is accentuated 
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At this point you can eithn leave your models as they are, 
or 1f )OU feel confident enough , add Chapter badges and 
01her insignia to the ~1annes · uniform'> It isn' t difficult 
to add fine detaib if you remember to use a brush with a 
veq fine point, and 10 thin 1he paint slightl} so 1hat it flows 
smoo1htr If rou are pamting a 'ery light colour on 1op 
of a dark ba'>e colour such as a yellow'>) mbol onto black. 
it 1s a good idea to paint the symbol\\ llh while paint first 
and, once dry, repaint it"' llh the lighter colour. This gives 
it a much brighter appearance. 

The next siage i'> IO base your miniatures, simply remo\·e 
the models from rhe card and attach them t0 their bases 
with pol) 'I) rene cement The bouled glue is belier than 
the tubed glue, a' ll ha!t th own brush and is much easier 
co use, especially when gluing objects 1his small 

If you wish > ou ctn varimh the comple1ed models. This 
will prorect them from handling damage caused during 
pla) Gloss varnish i'> preferable as u prorects the model's 
paint 1ob beuer 1han mau varnish If you wane a matt finish 
on you r models, apply a coat of gloss first co make sure 
you give adequate protection to )Our hard work r>lau and 
glos!t ,·arnish are available from all good model shops, in 
both boulcs and spray cans ; spray cans are usually the 
quickest and eas1e't 10 u<,e 

PAINTING VEHICLES 

\ 'eh1cles arc painted in exactly the same way as infantry 
- spray 1he hase colour and drybru<,h the highlights. As a 
final touch "hen the base colour i'> df) you can paint 1he 
track'> and guns with Chaos Black, and df) brush them with 
Chain mail 

In the same" ar 1hat the \1arine'> ha,·e shoulder insignia, 
armoured vehicles of the lmpenum are also painted with 
various sYmbob Thus the ,·chicle's detachment or 
battlefietci' role cJn be ea,tly recognised at a distance b) 
other troops, vehicles and Titans The trick here is co be 
bold, as a \Cf) fine symbol will become indistinct at a 
distance. Pain11ng your S) moots in contrasting colours will 
ensure that they stand out· red and green, blue and orange, 
purple and )ellow are all opposites on the colour wheel , 
and are panicularly noriceable when used together. 



To aid identificat ion by Titans. many vehicles were painted with 
decachmem recogni1ion symbols indica1ing the type of Marines 1hey 
carried. This example, from 1he White Scars shows symbols for Tactical 
and Support Stands (left), Devastator Stands (top right) and Assault 
Stands (bottom right). 

INK WASHES 

The addition of an ink wash between the base coat and 
drybrushing the highlights will give a more realistic, three 
dimensional look to your model. The ink runs into the 
deepest areas of detail and creates effective shadows which 
have a greater contrast to the drybrushed highlights. 

PAINTING YOUR EPIC SCALE MINIATURES 

Adding an ink wash is very simple. When the base coat is 
dry, take a large brush, load it with the relevant colour ink 
or ink mix and brush it over the model - that's all there 
is to it! 

Once the ink is completely dry, you can drybrush the 
highlights and base the models in the usual way. 

ADDITIONAL HIGHLIGHTS 

You don't have to stop with one stage of drybrushed 
highlights. If you add a small amount of Skull White to the 
highlighting colour and drybrush the model again, but with 
a much lighter brushstroke, it will give the raised areas of 
the model greater emphasis. 

You can continue this process for as long as you wish, 
adding more Skull White to the mix each time. The final 
effect can be quite remarkable. 

BANNERS 

Although the banners that are supplied with Space Marine 
are already in colour, there is nothing to stop you adding 
additional highlights to them. Simply mix up a lighter shade 
of the colour you wish to highlight, and carefully pick out 
the areas of the banner that would be the lightest. By 
crumpling up the banner slightly and highlighting the peaks 
of the folds, you can make the flag look more three 
dimensional. 

IMPERIAL 

Battle 
Banner 

Base 
Coat 

High­
light 

Ink 
Wash 

Battle 
Banner 

Base 
Coat 

High-
light 

Ink 
Wash 

Dark Angels Ultramarines 

. ~r.· 1' . 
· ~u: - -
·- . 

Black 

Salamander 
Green 

World Eaters 

Black 

Salamander 
Green 

Dark Blue 

Ultramarine 

Blue/Black 

Emperor's 
Children 

~ . ";:m • ~ Q .. ---- *. 

Purple 

Worm Purple/ 
Skull White 

Purple 

White Scars Space Wolves Salamanders Blood Angels 

Light Grey 

Skull 
White 

Black 

TRAITORS 

Death Guards 

Light Grey 

White 

Black 

Dark Grey 

Space Wolf 
Grey 

Black 

Thousand 
Sons 

Red 

Hobgoblin 
Orange 

Red 

Black 

Salamander 
Green 

Red 

Blood Angel 
Orange 

Red 

Sons of Horus Night Lords 

_ _BL _ 

Black 

Ghoul 
Grey 

Dark Blue 

Moody 
Blue 

Blue/Black 
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BATTLES 

Adept us Tltanlcus allows )'OU fight the epoc Tl12n 
battles of the Horus Heresy, as the Traito~ rebel 
against the Emperor. Adeptus Titanlcus con12ins 6 plastic clip· together W.1.rlord 
Class Titans with a range of interchangeable weapons, 8 buildings, data cards, 
counters, weapon 1empla1es, range rulers, dice and complere rules. 

IN THE WORKS · At the 1ime of going 10 press, 1he 
following epic scale supplements and miniatures are 
in devclopmen1. 

Codex Tltanlcus 11 - a working 1itlc. Amongs1 ocher 
1hings, 11 will prob:ably con12in rules for new Imperial 
and Tr.ll1or vehicles, weapons and Titans. 

Emperor Titan - 1he larges! Imperial Titan. As well 
as an awesome fighting machine, the Emperor Titan 
~ervcs as a moblle 1emple, bring.Ing 1he Emperor·~ 
word 10 Isolated planets. 

Psi-Titan . operated by the Divisio Tclepathica, and 
armed with a mu lt itude of psionic aw1cks and 
defences, rules for Psi-Titans will be included In a 
future supplcmcm. 

Titan Weapon and Head Variants -a pl2nncd range 
of metal weapons and heads, including heads for 
specific Titan Orders, siege heads and Traitor 
weaponry 

Juggemauu a 7.cppcUns - two huge war machines 
that dwarf even the mighty Titans. JuggernautS are ' 
vas t mobile fortresses, bristling with weapons. 
Zeppelins arc grca1 airships that float above the 
battlefield, dealing death IO anything that dares 
approach them. 

Across a million worlds they fight. On cratered baulefields strewn with dead , 
the men and machines of the lmperium clash in awesome battles. Planets are 
laid waste as the two sides strive for ultimate control. One man has bctra)·ed 
the truSt placed upon him, and the Jmpcrlwn is in danger of being destroyed 

Games ~~rkshop's epic scale games, Adeptus Tltanlcus and Space Marine, arc 
set in the \f~rbammer40,000universc dunng thedark days of the Horus Heresy, 
when the Imperial Warmaster Horus 1urncd against the Emperor. 

Adeptus Tltanicus and Space Marine allow you to fight massive baltlcs with 
hundreds of epic scale miniatures. Whoever you choose to side with, there arc 
dozens of different models 10 collect and paint to create your armies. Adeptus 
Tita11/cus and Space Marine arc fully compatible; by combining the two games, 
you can fight mixed actions between Marines, vehJcles and Titans. 

Games Workshop's epic scale games arc fully supported by an extensive rAnge 
of miniatures, and by regular rule11 supplements In White Dwarf 

Space Ma rine contains everything you need to suge vast infantry and armour 
baules during the Horus Heresy, when Marine fought Marine and the existence 
of the lmpcrium was threatened . Space Marlnecontainsover 360finely-detailed 
epic scale p lastic Marines and armoured vehicles, 14 card and pl2stic buildings, 
data cards, counters, weapon templates, range rulers. dice and comple te ru les. 
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Codex Tltanlcus Is the fi~t supplement for Space Marine and Adeptus 
Tflanlcus, and contains rule> for Ork and Eldar forces, with detail> of their 
Infantry, vehicles and Titans. The book also contains rules for new Imperial 
vehicles, dreadnoughts and robots. plus many new Titan rules. 

ct'rL\lJEJ_, ;\\lNIJXr111u:s TM 

~ 
Citadel Miniatures make a complete range of metal epic scale 
miniatures to use in your game> of Adeptus Tllanicus and Space 
Marine, Including: Reaver and Warlord Cla» Imperial Titans; Ork 
Gargants. Eldar Titans; Imperial vehicles. including the Predator and 
Rapier: Ork vehicles and Dreadnoughts; 
and Eldar W.u Walkers. 

WARNING• Clt:tdel Minioturcs cont:tin lc-:ld which may be harmful if chewed or s,.'Jllowed Th<')' att noc tO)'•. and •re 
unsuit:lbk for children under 12 

Eldar Legion contains over 
150 epic scale plastic Eldar 
infantry and grav-tanks, to 

expand the alien forces you 
have available In your 

games. 

Ork Horde contains over 
150 epic scale plastic Ork 

infantry and battlewagons, 
to field against the 

armoured might of the 
Eldar and the lmperlum. 

Battle Titans 
contains 6 plastic 

Warlord Class 
Titans to expand 

your games of 
Adept us 

Tltanlcus. They 
come with inter­

changeable 
weapons, so you 

can represent 
dozens of 
varlanu. 

White Dwarf is 
Games Workshop's 

monthly mag;izine. As 
well as full details of 

the latest releases, 
White Dwarf features 
supplementary rules, 
hints on modelling 
and painting, OC9.'S 

and previews. 

Epic Scale pnxJucu a~ 2v.1ilabk from 211 Game's \\t>rkshop 
11hops and Spttbll~c Stocldns, anti from bcncr coy an<J hobby 
<ihOp$evcrywhcn:. In the C'\'Cnl of difffcul1y. or for further 
dculls of our btcst rdu.~s. pkllc send :a su.mpcd self· 
:u.ldrnscd envelope 10 the :.pproprbtc :addrc» below 

G-2.mct Worll:•bop Ltd •. 
Ch<wton St , Hilltop, 

Eas1wood. N<M1jngtu_m, 
NGl6 lHY 

Gam~• •orUbop Jn.c.. 
Hll Benson Mcnuc. 

82himort, 
Maryland 21227 

('opyrigbt C> 198? Games lltJrJtslJ(Jp Ltd. All rights nser~d. 
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