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INTRODUCTION

“The |I||{I|.|'-.i|!|-:||| and the Administratum say we
becaus me of us have
ar 5 The Black

resist s tem P tations

in 1o the Black Rage - they
s strong, becanse we muost
very day of our lives or be forever

damned!”

Blood Angels Chaplain Argastes

w»alcame to Codex: Blood Angels, a book dedicated
enfirely to collecting, painting and gaming with
Space Marines of the Blood Angels Chapter in the
Warhammer 40,000 battle game.

THE BLOOD ANGELS

All Space Marines are held in awe and dread by the
citizens of the Imperium. To most they are aloof; distant
avenging angels who bring ruination and destruction
upon the heads of the Emperor's enemies. Yet even
amongst the battle-eager Space Marines of the Adeptus
Astartes, the Blood Angels have a learsome reputation.

One of the celebrated First Founding Chapters, the
Blood Angels have fought the enemies of Mankind for
ten long millennia. Their Primarch, the noble
Sanguinius, is revered across the Imperium as a mighty
hero and legends of the Chapter's deeds have reached
avery comer of the galaxy.

However, tales abound of their bloodthirsty exploits and
stories of the dark flaw which mars them. Few know the
whole truth or realise the inner pain and anguish that
drives the Blood Angels into battle with a rightecus fury
that few others can match.

WHY COLLECT
A BLOOD ANGELS ARMY?

Like all Space Marine ammies, the best reason for
collecting a Blood Angels army is that they're simply
some of the hardest, toughest warriors in the 41st
millennium! The Blood Angels in particular excel at close
quarter fighting and hand-to-hand combat, with highly
specialised assault troops such as Veteran Assault
squads and the dreaded Death Company. Blood Angels
are superb at ripping the heart from an enemy army —
quite literally sometimes!

A Biood Angels army looks really good on the tabletop -
a mass of blood-red warriors and vehicles ready to do
battle, with the sinister black armour of the Death
Company at the forefront. As long as you can master the
basic techniques for painting red effectively, painting the
army is simple and straightforward.

WHAT’S IN THIS BOOK?

Codex: Blood Angels breaks down into the three main
sections listed below, each of which illuminates a
different area of creating your own Blood Angels force
and getting it into action on the tabletop battlefield. Note
that to use this Codex you will also need a copy of
Codex: Space Marines.

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

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

The Blood Angels. As well as containing background
information about the feared Blood Angels, the final
section also includes a mission designed especially for
use with a Blood Angels force — Frontal Assault. There
are also several special characters from the Blood
Angels Chapter which you can use in your battles if you
wish.




BLOOD ANGELS ARMY LIST

0n the pages that follow you will find an army list that
will aliow you to field a Blood Angels Space Maring
army in games of Warhammer 40,000. The army list
allows you to fight battles using the scenarios included
in the Warhammer 40,000 rulebook, but also provides
you with the basic information you'll require in order to
field a Blood Angels Space Marine army in scenarios
that you have devised yourself, or that form par of a
campaign.

Important Note: Throughout this army list, we refer to a
Blood Angels army. However, it is possible to use this
army list to play a battle using one of the Chapters that
also uses the Blood Angels gene-seed as its basis, such
as the Blood Drinkers, Flesh Tearers, Angels Vermilion,
Angals Encarmine, Angels Sanguine or perhaps a
Successor Chapter of your own invention. If you wish,
you can use the Blood Angels army list as it is written to
field an army from one of these Chapters, although you
will have to devise your own special characters if you
want to use them in your games. This allows you to
devise your own colour scheme, Chapter history and
other details, yet still play with a non-Codex army if you
want to.

USING THE BLOOD
ANGELS ARMY LIST

The Blood Angels army list is different from other army
lists you may have already seen. Instead of being a
stand alone army list it is used in conjunction with the
standard army list in Codex: Space Marines. A Blood
Angels army Is chosen in the same way as any other
Space Marine army, except where noted on the following
pages. Although the Blood Angels and their Successor
Chapters vary from a 'Codex’ Space Marine army, there
are more similarities than differences. For this reason,
and to avoid unnecessary repetition, the following pages
detail the different organisation and army list options
available to the Blood Angels. Full entries for most of the
troop types available to a Blood Angels Commander can
be found in Codex: Space Marines.

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

“You are the Emperor’s Chosen. Hear His great
anger in the roar of the bolt puitr_:] See His
1|ll1l:g|'ln' fury in the blades of the cl‘&.un:{'ﬁ'_-.'lrd

Feel His undying strength in the protegtion of

YOour armao

|, BLOOD ANGELS ARMY LIST

.
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'For he today that she
battle-brother eternal.

Last line ol the Iwvocstics lmitiee of ghe

CHOOSING YOUR ARMY

When you are choosing your army, you may make
choices from the Codex: Space Marines army list and/or
the Blood Angels list, within the normal limitations of the
Force Organisation chart, points value of the battle etc.
Some of the entries that follow replace an entry or option
from the Codex: Space Marines list. If this is the case,
you may only choose the entry or option presented in
this Codex. For example, Blood Angels characters are
accompanied by an Honour guard rather than a normal
Space Marine Command sgquad. In addition, the
following rules apply:

Blood Angels Scouts

Blood Angels Scouts are taken from the most fiery
individuals in the Chapter: battle-eager warriors who
hunger for close combat. For this reason, one Scout
squad in your army may be chosen using the normal
options for Space Marine Scouts (ie, with the option of
sniper rifles and heavy weapons). Any other Scout
squads are limited in the weapons they can choose as
indicated in the Blood Angels Scout squad entry,

Blood Angels Armoury

A Blood Angels army has access to all of the weapons
and wargear from the Space Marines army, except
where noted differently in the Blood Angels Armoury
section. In addition, there are a number of special items
of wargear which are anly available to a Blood Angels
army and cannot be taken by an army representing a
different Chapter.




BLOOD ANGELS ARMY LIST

pht alongsd
hat the Blood

1 damnation

BLOOD ANGELS ARMOURY

Any Blood Angels character may be given up to 100 points worth of wargear, chosen from the Space Marine Armoury or
the Blood Angels Wargear list below but no model may take the same item twice, Models weanng Terminator armour
may only take wargear marked with a ™', Mote that all wargear and weapons must be represented on the maodel.

Weapons & Vehicle Upgrades
Blood Angels characters use the Space Marine Armoury
when choosing weapons and vehicle upgrades.,

Wargear

Note that Blood Angels do not have access fo the
following items of wargear: Holy Relie, Sacred Standard
and the Narthecium, These items are replaced by their
equivalents from the following list.

Death Mask {independent characters only). . . . ... 10 pts®
Exsanguinator (Sanguinary Priests only)

Grall (Samguinary High Priest, Standard Bearer or
Chapdain only, no more than one per army) . . .. .. .. 25 pts®
Holy Shroud (Standard Beareronly). . .........45pis




A Blood Angels Hero, Chaplain or Librarian may take any equipment allowed from the Space
Marine or Blood Angels Armouries. They may be accompanied by an Honour Guard chosen
from the Honour Guard entry instead of a Space Marine Command squad. In all other respects
they are trealed as their equivalent in Codex: Space Marines unless nofed differently.

BLOOD ANGELS HERO

Points WS BS § T W 1 A Ld Sv

Leader 30 4 4 4 4 1 4 2 9 3+

Commander 45 5 5 4 4 2 5 3 9 3+

Farce Commander 60 5 5 4 q 3 5 3 8 3+
BLOOD ANGELS CHAPLAIN

Points |WS BS 5 T W | A Ld Sw

Chaplain 180 5 5 4 4 2 E 3 8 3+

SPECIAL RULES

Death Company: Instead of an Honour Guard, the Chaplain is always accompanied by
D3+3 Death Company Space Marines (see separate entry later). If the Death Company are
equipped with jump packs, then the Chaplain must also have a jump pack.

BLOOD ANGELS LIBRARIAN

Points |WS BS S T W 1 A Ld Sv
Librarian 0 |5 5 4 & 2 5 3 9 3+

SPECIAL RULES

Psychic Power — Quickening: The Libraran may attempt to use the Quickening al the star
of any assault phase. If successful, one model in his unit (which may be tha Libraran
himself) gains +03 Aftacks in that assault phase. MNote that this replaces the Libraran's
normal psychic power of Smite,

0-1 SANGUINARY HIGH PRIEST
Points WS BS S T W | A Ld Sv

High Priest 75 5§ 4 4 4 2 5 3 9 3+

Options: The Sanguinary High Priest may be given any equipment allowed from the Space
Marine and Blood Angels Armouries, and may take ‘Apothecary Only' items of wargear,

SPECIAL RULES

Sanguinius' Chosen: A Sanguinary High Priest is seen as favoured by Sanguinius, Any
Blood Angels nearby will try to outdo each other in their acts of devotion and bravery. Any
Blood Angels model within 6° of a Sanguinary High Priest may re-roll any missed to hit' rolls
in the sama turm that they charge into close combat. if the Blood Angels are charged, or are
in a sacond or subsequent round of close combal, this has no effect.

Independent Character: Unless accompanied by an Honour Guard, a Sanguinary High
Priest is an indepandent character and follows all the Independent Character special rules
as given in the Warhammer 40,000 rulebook.

Honour Guard: The Sanguinary High Priest may be accompanied by a Blood Angels
Henour Guard. Note that the High Priest and his Honour Guard count as a single HQ choice.




BLOOD ANGELS HONOUR GUARD
Points/Model |[WS BS S T W

1

1

18 4 4 4
Veteran Sergeant +12 4 4 q

Squad: The Honour Guard consists of batween five and ten Veteran Space Marines.
Weapons: Bolter. Any model may swap his baolter for a balt pistal & close combat weapon for fres,

Options: Up to two Veteran Space Marines in the squad can be armed with the following weapons:
flamer at +3 pts; plasma gun at <8 pts; plasma pistol & close combat weapon at +5 pts; melagun at
+10 pts. Any model with a close combatl weapon can exchange their cloze combat weapon for 8
power weapon at +10 pts per model, The entire squad may have frag grenades at
+1 pt per model, krak grenades at +2 pts per model and melta bombs at + 4 pts per model,

Characters: One model may be upgraded to a Sanguinary Priesl, one medel may be upgraded to a
Techmarnine, and one model may be upgraded to a Standard Bearer. Any of these may take
equipment from the Space Marine and Blood Angels Armouries, A Sanguinary Priest may take
‘Mpothecary only' lems of wargear. A Techmarine may not have a seno-arm if he is equipped with a
jump pack. One of the Honour Guards can be upgraded to a Veteran Sergeant lor +12 pts.

Terminator honours: If the squad is led by a Hero, Librarian or Sanguinary High Priest with
Terminatar honours and has a Veteran Sergeant then the rest of the squad may have Terminator
horours at an additional cost of +10 pts per model.

Transport vehicle: The squad can ba mounted in a Ahing for +50 pts, Razorback for +70 pts, or a
Land Raider for +250 pts (see appropriate vehicla entry for upgrade aptions),

Jump packs: If the squad does not have a Rhino, Razarback or Land Raider and is led by a Hera,
Librarian or Sanguinary High Priest with a jump pack, then the whole squad can have jump packs for
an additional cost of +10 pls per model,

Deep strike: Space Marina modeals with jump packs may deep strike. See the Jurmp Pack rules in the
Wargear section of Codex: Space Marines.

DEATH COMPANY

PointsModel | WS BS S5 T W
Death Company free 4 a4 4 4 1

The Death Company is randomly generated using the rues given in the Blood Angels Special Rules
section, If the army includes 8 Chaplain, any additional Death Comparny join fis squad,

Squad: Consists of a randomly determined number of Death Company Space Marines.

Weapons: Bolter or bolt pistol and close combat weapon. Each madel is also amed with frag
grenades. Vetaran Sergeants who become part of the Death Company may be amed with a bolt
pistol and either a power weapon ar power fist,

Options: The squad may either have jump packs or be mounted in & Bhino amoured freop carrer
for no exira paints cost '

SPECIAL RULES

The Red Thirst: Tha only characters wha may lead a Death Company unit are Blood Angels Chaplains
or a Sanguinary High Priest (providing, of course, thal he dees not have an Honour Guard), A Daeath
Company which is nat led by a Blood Angels Chaplain or Sanguinary High Priest must move towards the
naarast enamy unit as fast as possible and must mabap,n assault If It can do so.

Fearless: Blood Angels gripped by the Red Thirst are utterty headiess of danger to themeebves and will
fight on against any opposition. A Death Company automatically passes any Leadership 1est it is required
to make and ignores any effects that would normally make them fall back autormatically. This also applies
te any character who joins the Death Company unit.

Ignore injury: Death Company warriors are so blood-renzied they can ignose injuries that would
incapacitate even a baftle-hardened Space Marine. If a Death Company Space Marine loses a wound,
roll a dice, On a1, 2 or 3 remove the model as normal, ©On a 4, 5 or 6 the injury is ignored and the moded
continues fighting. This abllity cannot be used against weapaons which inflict instant death (i, those with
a Strength double or more the model's Toughness) or against close combat weapons that allow na save
{eg, power fists, power swords, Dreadnought close combat weapons, eic).

Deep strike: Space Marne modals with jump packs may desp atrike. See the Jump Pack rules in the
Wargear section of Codex; Space Marines.

Deployment: The Death Company is deployed as Elites in scanarios where this is relevan!,




LS VETERA

pints/Model 5 w1 A Ld Sv
Veteran Space Marine 28 4 4 4 4 1 4 1 9 3+
Veteran Sergeant +12 4 4 4 4 1 4 2 9 3+

Squad: The squad consists of one Vetaran Sergeant and between four and nine Veteran Space
Marines.

Weapons: Bolt pistol, close combat weapon and frag grenades.

Options: Up to two Veteran Space Marines in the squad may exchange their bolt pistol and
close combat weapon for one of the following: flamer at +6 pis; meltagun at +10 pts; plasma
qun al +6 pis; plasma pistol and close combat weapon at +5 pis. The entire sguad may be given
krak grenades at an additional cost of +2 pts per model and melta bombs at +5 pts per model.
The Sergeant may be upgraded to a Vieteran Sergeant at an additional cost of +12 pts.

Terminator honours: If the squad is led by a Veteran
Sergeant, then the rest of the sguad may have Terminator
honours at a cost of +10 pts per modal,

"Dirink deep ol

and remember the fallen”

Jump packs: The Veteran Assaull squad s equipped with
jump packs. Inscription over the archway

Deep strike: Space Marine models with jump packs may
deep sirike, See the Jump Pack rules in the Wargear section
of Codex: Space Marines.

Dreadnought 10 4  2(3)

Type: Walker, Crew: One Space Marine.

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

Options: The ‘Funoso' Dreadnought may be equipped with any of the following vehicle
upgrades for the cost listed in the Space Marine Armoury: extra armour, searchlight, smoke
launchers (See Codex: Space Marines).

Tha storm bolter may be upgraded to a heavy flamer at an additional cost of +10 pts.

SPECIAL RULES

Tear Attack: A 'Furioso' Dreadnought can use jis two close combat weapons 1o tear apart
enamy vehicles and therefora rolls 206 + Strength when working out Armour Penatration
against vehicles.




BLOOD ANGELS SCOUT SQUAD

Poinlsimodel | WS BS S T W | A Ld Sv
Scout 13 4 4 4 4 1 4 1 8 4+
Veteran Scout Sergeant +13 4 4 4 4 1 4 2 9 4+

Squad: The Scout squad consists of one Space Marine Scout Sergeant and
between four and nine Space Marine Scouts.

Weapons: Bolt pistol and close combat weapon,

Options: Any model in the squad may replace their bolt pistol and close combat
weapon with a bolter or combat shotgun at no additional cost.

The entire squad may be equipped with frag grenades at an additional cost of +1 pt
per model and krak grenades at an additional cost of +2 pts per model.

The Scout Sergeant may be upgraded to a Veteran Scout Sergeant at an additional
cost of + 13pts.

SPECIAL RULES

| Blood Angels Scouts benefit from the Infiltrators and Mowve through Cover special rules
: just like other Space Marine Scouts. See Codex: Space Marines for details.

TACTICAL SQUAD - SEE CODEX: SPACE MARINES

0-1 SPACE MARINE SCOUT SQUAD - SEE CODEX: SPACE MARINES

Blood Angels Rhinos
and Razorbacks follow
all of the rules and
options given for the
same vehicles in
Codex; Space
Marines, In addition,
they are also fitted
with over-charged
engines. See the
Blood Angels Special
Aules section for
defails,

Transport: BLOOD ANGELS RHINO

Points | Front Armour _ Side r __ Rear Armour  BS
Rhino 65 1 11 10 4

Transport: BLOOD ANGELS RAZORBACK

Points | Front Armour  Side Armour BS
Razorback 85 1" 11 10 4

=g
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You may choose from any of the following Fast Attack units that appear on
pages 12-13 of the Codex: Space Marines army list.

ASSAULT sQUAD

Front Armour  Side Armour  Rear Armour

Predator

*

13 n 10

Type: Tank

Weapons: The Baal is armed with turret-mounted twin-linked assault cannon.

Options: The Baal may be upgraded with two side-sponsons armed with heavy
bolters or heavy flamers at +10 pts each.

The Baal may be equipped with any of the following vehicle upgrades at the cost
listed in the Space Marine Armoury: dozer blades, extra armour, hunter-killer
missiles, pintle-mounted storm bolter, searchlight, smoke launchers (see Codex:
Space Marines).

You may also choose from any of the following Heavy Support units that
appear on pages 14-15 of the Codex: Space Marines army list.

Crew: Space Marines

DEVASTATOR SQUAD

PREDATOR ANNIHILATOR

DREADNOUGHT

LAND RAIDER

"1

VINDICATOR g £




BLOOD ANGELS ARMIES

: ~ FORCES OF THE BLOOD ANGELS
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BLOOD ANCELS HONOUR GUARD BLOOD ANCELS DEATH COMPANY

A Hooour Guard is 2 highly effective Assault squad However, with upgrades The Death l'|||1'.|ﬂ.'-|=.'.- are perfect aasauli troaps that cap take lots of hits withous
ich s power weaposs asd specubiats like Sanguinary Pricsts, cach model cosis suffering foo many casuwalties, The number of models in the squad is randomly
' i lot ol points and it B important to get them oo combat s soom as r-m.:-:l'-l:' generated I||-'-|I5|'. apd thes greatly inlluences their abilities
|
|

¥ ELITES ¥ A HEAVY SUPPORT A

B\
-&tﬁxl e "

b >
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BLOOD ANCELS
VETERAN ASSAULT sQUAD

Mot only v & Veteran Amsault sgusd excellent in close combat, its ability

bo carry devestating weapons soch a8 plama gons and
. I I E

ol

BLOOD ANGELS
‘BAAL CLASS PREDATOR
The Baal Predator can move [orward with Blood Angels squads. giving

melta-guns means
o great [or destroying heavily armouwred targets. Like all troops

supporting [ire with its assault cappons [t is also ideal for 11-:|I:J|l‘|1|'.|| i
they are al [lank or position between diffscult terrain, where it can stay statiopary and
with jump packs, they do cost & lot of points and you must make sure Lire all s wespons. When armed with spenson-mounted heavy {lamers

they dont come under too muech cscmy [ire the vehicle must ger close to the enemy for full effectiveness
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' COLLECTING A BLOOD ANGELS ARMY

N

DANTE’S DEVILS

As with any Warhammer 40,000
army, the core of a Blood Angels
force must be a HG choice and two units
of Troops., You will also need some
Death Company models — about five 1o
gtart with and five more if your HOQ
choice is a Chaplain (which, knowing
Blood Angels players, it will be!), Once
you have these basic units, there are two
ways to proceed. Many playvers collect
an army - a force picked to a certain
points valug and then used pratty much
unchanged from battie to battle. Other
players have a larger collection from
which they pick and choose ther army
for each battle.

Gordon has a 2,000 point army, which he
will generally use in each battle, though
if he is playing a game of a lower points

value he can salact which units to keep
and which ones not to include, Of
course, Gordon's army is still expanding
and will become bigger and bigger as he
adds more units, which will give him
even maore flexibility when it comes to
picking a force for a battle

Raobin's collection, on the other hand, is
much larger than would normally be
fielded at one time — in fact 1o do so he
would have to  play with two
‘detachments’ as outlined on page 131
of the Warhammer 40,000 rulebook,
Having such a large collection allows
Robin to vary his army from battle to
battle. In one gamea you might face three
Dreadnoughts. while in the next you'll be
up against a Predator, Whirlwind and
Land Raider!

- than any other
b.l- r er, the Blood
' Angeis excel at close

. As can see

i ﬁgm the armies on this
: page, squads of
Veteran Assault troops,
b « Death Company and
orml'nﬂors provide a
f highly efficient
t units. However,
these units need
g herariar firepower o

ol sl il
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| " HOW TO PAINT BLOOD ANGELS
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Blood Angels bear the
Chapter

company b
right shoulder pad. The
Chapler badge is
narmaily black on a red
field, except for
Sergeants, who have a

yellow badge on a black .

field {and their company
badge on a black field
also). Honour Guard use
a black skull amblem
instead of a company
badge, and Veteran
Assault Marines use a
white skuil in place of
the company badge.
Captains repiate the
Chapter badge with
thelr own personal
emblems {which are
unigue to each captain)
and usually repeated an
a banper or standard, if
they carry one.

. B

f there's one thing you need 1o know

about painting Blood Angels, it's how
to paint red! Once you've got the basics
of this, there should be nothing stopping
you gatting an army painted in a
relatively shart time

Painting red models is  prefty
straightforward bul there are a few pitfalls
to watch out for. It yvou highlight red with
a lighter shade, as you would most other
colours, it can end up looking orange or
even pink! On the ather hand, by shading
with a darker colour you run the risk of
your Blood Angels looking brown!

The usual approach to creating a shade
ar highlight can produce unpleasant
results when you are painting red. To
creale a shade of a colour, it's normally
simply a case of mixing a little black paint
lo the base colour. When it comes o red
thowgh, this simply makes brown sludge!
Instead, 10 shade red use aithar a darker
red paint, or simply wash over the model
with red or magenta ink

Similarly, there are two standard ways of
fughlighting a base colour, One is to add
a little white to the base colour, the other
i5 to add yellow, If this is overdone, the
end result can be a pink or an orange
miniatura! You can always wash over a
model with red or magenta ink to tone
down any particularly garish pink or
arange highlights. However. the real
answear to the problem is to simply not
warry aboul highlighting the model at all!

Red is the maost forgiving colour in this
respect. If you do choose to highlight it
da it very sparingly

COne other point to bear in mind — when
using red paint (not sprayy you will
probably need to apply two ar mare cosats
te get an aven colour, A single coat of
red can often end up looking uneven,
with streaks and brush strokes clearly
visible, spoiling the look of the miniature

Don't be afraid to try out different
techniques, Experiment with various
shades of red and see which ones wark
for you. Eventually, through trial and
arror, you'll hit upon a combination of
paints and inks that give you the results
yaL want

Fifcad Anpess

Blood Angels Tarmmator

BLOOD ANGELS BADGES AND MARKINGS

SQUAD BADGES: Each Blood Anges Company is civided into len squads. Each of thase % squads are dentifiad oy & badpe
wWoen on e r'ghl inag of Mgir power ammour

L0160 7%O 2]

1stsquad 2nd squad Jrd sgquad

ARMY BADGES: The design of gnarmy bacge is siraghtfarwars
a geamelric shape wilh & simpla icon, They are normaly pamied anto the

right greawe (the part of the leg amour just helow the kneepad)

Tactical, Assault &r
il Fbbmed colours

o 3

Aed Yellow Blue
(Tactical)  (Assault) [(Devastator) (Honoor Guad)

HELMET COLOURS
1 Devestatoddarnes are isantified

COMPANY BADGES
\Wam on right shoukier pad

Ath squad  5th squad  &th squad  Tih squad  Bth squad  8th squad 10th squad ; and Co, ard Co,

Godd
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es thal tell you whal y used fo paint each
do i 2at the model.




BLOOD ANGELS ARMIES

_' SUCCESSOR CHAPTERS

3 i
LY
The Blood Angels
Chapter was originally
part of a much larger
Legion during'the
Second Founding, Just
as it Is iself an
offshoot of an older
institution, so too has
Blood Angels gene-
seed been used to
create several
Successor Chapters,

These Successor
Chapters were crealted
before the discovery of
the Blood Angels’ flaw.
The most widely known
are shown on this page,
but doubtless there are
many others in dark
and far-flung corners of
the galaxy, each trying
b to battle the legacy thal
is the Red Thirst.

As you can see from
these photographs, the
uniforms of the Blood
Angels Successor
Chapters are derived
from that of the Blood
Angels themselves,
being predominantly
red, offen also using
similar company
badges fo the Biood
Angels.

FLESH TEARERS

BLOOD ANGELS STANDARDS

1va frarty omaniic sfandasas, Thase are | i ‘

W o o gna
Tha Ch;
af Sang the paak of his

we S Comparnty standard baars a biood-iitag

fraid

VETERAN SERGEANT SERGEANT

fra
Sergeants

by ther

g on & bigck

The fap felf

hard cornar of
the banmer {5
rvad for the

D rmer

Captain = C‘.-:p tain

2rnd Company Standard = I
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I n the step by step example below, we show you a straightiorward way of painting .
red vehicles. We've used a Rhina to illustrate the methad, but it can be applied ta f#
any kind of Blood Angels vehicle - trom Bikes to Whirlwinds. Even Dreadnoughts . A

{while not techmically vehicles) can be painted using this method

ped again — s g with Blood Angats Red
I oay're |:ILi|l1!',| fa e pannng a fof of vehiclss, as
& SUrd way of QUICH!Y riinng powr
d lf-l’ll"u- Vi -h: u||'.|'l1 I Aaad o dooiy more han 2 5||1r|||p ooal with Biapg
Wi 28 pou Mdke sure the spray maches infe every acow and cranny af ihe

r'rL'b-"lF'S'l [,
Angels Red spray p?m
el

“
To deapen Me colowr of the red sightly, we gave the Rhinc 2 ok coad of Blood Read paint over tha foo
of the Blood Angels Red basecoal The Bipod Red was thinnad wilth & (e waler, so tat it covared the
mode more aasty (wging a large paint brush will Als fer speed up thiz stage of M pantig)
cartain pans of e Hhing (shown i the phote appos ward painfad with Chaos Black, Later an
tiack areas will be panfed agan wtl Mirhni Sivar fw
iack widarcoal)

To emphasise he contours of e Rhine, we've painted the ek of the ammode plaing it Fieny
Crarige, To cio this, oad your brush with some pairt, then wine most el it alf on some Nssue. Now, using
et fha! of the rush, genlly drag I along the adges of e armoor plating, This stage s complately optional
- ol may decide Mal thave 1s no need fo Kghiight vour vehichss. ar that pou simody dan T have the ime,
Dian't wormy &t A = whather you highlig W ang g valh perfecily good palled veliicles
thaf inok great an the labbelop

The firtal stage 15 1o pant &Y the Diack areas with Wihnl Siver, fo make nam ok metalic. You can aiso
aad warerslae fravisfers lo pour vehicia ance pouve finished painiing i, — Games Wavkshiop Mail Ordar
saf Blood Angeds iranstr sheels wilh venicla markings on fhem, Lashl fo seal and profect pour velicks
i's 2 good wiea fo give If & coal of malf vamish, Modeliing varish comes aither in smal ins | Negond
fevrm, winch is pai o with 2 Dresh). o spvay cans, Obwiously, osing spray vamish is & quicker tfhan

pawriing i vk fand you don 't have io buy any P 10 CABER Yo rushas Wl mitar

The finished Blood Angels Rhina on the tablatop.
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THE BLOOD ANGELS

OH the following pages of Codex: Blood Angels you
will find a collection of extra information on the
Blood Angels Chapter, This includes rules for wargear
and wvehicle upgrades noted in the Blood Angels
Armoury section, details of a selection of named Blood
Angels characters and a special Blood Angels mission —
Frontal Assaull,

We have also compiled a series of reports and
commentaries which shed extra light onto the arcane
history and arganisation of the Blood Angels Chapter,
We hope that these provide an interesting read as well
as being of some assistance fo players creating ther
own Blood Angels Successor Chapter or who are
rUnning campaigns.
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BLOOD ANGELS WARGEAR B
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Death Mask: Some Blood Angels neroes wear symochs Death
Mashks in memory of the sacrfice of Sanguinus. In combat,
nese individuals fight with & gnm madrass 1hat werifios thair
lewps. Aoy enemy uril that Inses a close combat agamnst a
madel weanng a Death Mask suffers a -1 modifier 1o 0s
‘B Largdidrship for 1he subsaquent Morabe check. in addrhon to any
| other moddizrs for being below nal strength or cutnombeied

|| Exsanguinatar: The exchange of blood is impartant in many
Blood #ngele rtuals, which are presiged over by ine
"1 5:’||'|-;|| nary qul" Friegls. In Dallla, the Prnesis use an
A Ex=anguinator to transfer their blood to the injured, imbauirg
trer battle-orothars with the: anduranco of Sangumies. A& mocel
willh an Exsanguinator allows the squad he is inoio ignore 1he
first fardea armaur Save gach turn Inoaddibon, ke Sanguinary
Priezsi can ry bo save maore of his brethren with his own ide fluad
E and atemat o negale secand and subsequent failed ammour
saval, To do go, roll a DE. IF the score s equal 1o or less than
tre Sanguinary Friest’'s Toughness, the failed amourl saee s
nared. 11bis higher than fha Prasts Toughness. the moosl
which failed its armour save and the Pnest both safer a wannd
willy o armcur savo allowed. An Exsanguinator cannot nagate
hits from a weapon that inflicts inslant death (e, has a Strength
af doubio or morm (o largels Toughress) and it cannat be
used if the Priesl is i base contact with an eremy mode|
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BLOOD ANGELS
VEHICLES UPGRADE

Iy Over-charged englne: Blood Angals hunger for close
= guarter fighting moré than any Chapter. Ofien a Blood
Angels leader will entreal the Tech-Marines 1o improve the
A engines ol a Rhino or Razorback o get as maximum
= speed out of it as possible, A vehicle with an over-charged
| angine can attempt o go taster, although there is a sk of
- | burning out the engines completety|

e

i Al the end of s move, a vehicks with an over-chargad
angine can iry to go an extra &°. [t must firat take a Difficutt
I Terrain test and W successiul can be moved forward up to
) 6". Biood Angeds are adept at thesa fast assaults and can
p& still disembark from a Rhino or Rarzorback that has
* travelled more than 12°. A vehicle thal uses its ower-
i charged engines may nat shoot in the same furm,

|
% The rulas bafow dascriba the differant tems of eqguipment and relics carded info batile by the Blood Angels Chapter. || i
i
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Grail: & Sanguinary High Priest, stancard bearer or Blood
Angals Chaplain may cary § chalios o Gl inle ballle with
himy, These dems are used during the Biood Argels' hinky
ceremonies and are an insplrng symbal 1o the battle brathren
ol the Chapter. Any Blood Angels unit with @ madal within 6 of
a charactes with the Grait may roll an exira dice whon making
ar advarco aller winnig a close combat, and discard the Lo
loweest roll before working aut how far they move. For caampls, H\: b
IF & Bleod Angels unlt ralls a 3, 4 and a B, the 3 is ignored and b’ﬁ:
they advance 107, This combines with any othes alalitg e unl 115
iy have S0 0atl lor edampla, a onil wiib jurmo packs may roll
406 and choose the thres highast soores,

Holy Shroud: Thg Sepulchre of Heroes in the Blood Angals'
fartress-monasiery houses the tombs of many great wamors
fram thie Bacd Angels Crapler's gloraos past; sach swathed in J|5 "'

i highly decorated shroud depicting their vicicries. 0 Dattle,
mese ahruds are camed proodly alol like Bannars, installing ¢
ey Blacd Angels with a desp sense of courage and aelf- b
sacnfice. Any Blacd Angals urit with a model withirs 5° of 3 Haly
Shroud well ignone any nagative modifiers to their Leadarship
when 1aking Morale chacks (an, penallies foo haing bolow biall
strength ar out rumbaorad noan assoull). In efes, they atways
make fhese 12513 using the Leadership charactanstic on thei
prahle




or eleven humdred years | have [m:ﬁb‘l
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LORD DANTE
Points | WS BS S T W I A
Dante 205 | 6 5 4 4 3 5 4

Ld Sw
10 2+

A Blood Angets army of aver 2,000 peints may be led by Cammander
Dante, If you decide to take fim then he counts as one of the HG choices
tor the army. He must be used exactly as descriced below, and may not
e given extra eguipment. Inaddition. he may only be used in a battie
where both players have agreed to lhe use of special characters,

Wargear: Power weapon, Infermo pistoel, frag & krak granades, Terminator
honaurs ibonus ncluded above), jump pacy, amficar armour, purity s2als,
Iren Halo and the Dearh Mask of Sanguinius.

SPECIAL RULES

Inferno Pistol: The Inferno pisicl s a beautitully cratted example of the
arificer's skl ulilising a knowladge of mela waapons that has long
snce bean losl. Az a mella waapon, the Infeme pistol gets an axtra D6
armoudr penetration when fired at vahicles: within 3", The Inferno pistal
has the following profile:

Range 6" Strength B AP 2 PFistol

Death Mask of Sanguinius: Danle's armour ncomporales a fighly
ornate Death Mask. said 0 have been modellad an the fear-inspinng
features of Sanguinius himself. As well as the rules for Death Masks
giwen in the Blood Angels Wargear section, the following rule applics
Ay enemy souad with a model within 8" of Dante at the start of that
sida's turn must pass a Morale check ar immediately stard falling back
A -1 madifier far baing below hall strength applies

Independent Character: Linless accomparmed by an Honoor Guoard,
Dante 15 an independant character and follows all the Independent
Character special iules as given in the Warhammer 40,000 rulebook.

Honour Guard: As befits his esteemed rank, Dante may be
accompanied by an Honour Guard, see the special entry in the army list
Mole that [anma and s Honoor Guard counl as a single HO choice
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BROTHER CORBULO. BEARER OF THE RED GRAIL

hattle: the &
Angels’ artelai
wscd i ke Rersal af (

2R CORBULO, SANGUINARY HIGH PRIEST

Points Ws BS S T W A Ld Sw
Corbulo 156 5 4 4 4 2 3 *] 3+

A Blond Angels army may ba jomed by Brather Corbuloe. IF you decide 1o take him then
he counts as one of the HO choicos for the ammy. He must ba used exaclly as
descrbed below. and may not be given exira eguipment. |0 addition he may only be
used i a battle where both players have agreed to the use of special characters.

Wargear: Boll pistol, close combat weapon Exsanguinator. Reductar, frag and krak
grenades and the Hed Grad

SPECIAL RULES
Sanguinary High Priest: Az a Sanguinasy High Priest, Carbulos subyect to the rules
for Sanguinius’ Chosen as detailed in the Sanguinary Heogh Priest amy s entry.

The Red Grail: Corbulo bears the Red Grail, the most sacred anefact of the Blood
Angels Chapter. The rules for g normal Grail apply 10 the Red Grail. In addition, any
Blood Angels models wittun 206° of Corbulo add +1 o ther Attacks characteristic (roll
at the stan of every assauil phase)

Independent Character: Unless accompanied by an Honour Guard, Gorbile 15 &n
ndependent character and follows all the Independent Character spacial rules as
given in the Warhammer 40,000 rulebook,

Honour Guard: A5 balits his esteamed rank, Corbulo may be accompanied by a
Blood Angals Honour Guard, see the Honowr Guard entry in the army list, Mote that
Corbule and his Henour Guard count as a single HO choice

CHAPLAIN LEMARTES. GUARDIAN OF THE LOST

"ﬂ" fastl” Lemuries bellawed, noting the
bungry glaae in the cyes of the
Hl-mdhl.fhmlm

Mdﬂdydhlﬂtﬂlhm
must thin the enemy's numbers with

beawy wespons belare they could desparch
“Imﬁm

rﬁqhmm.mmm

‘ﬁgﬂﬁ:ﬂ”km-ﬁnulﬁ.
Devastators. fived o hail of missiles snd heavy
boltér shells into the oncoming mass A score
“of Onks Gell to the steady salvoes of fere
ﬂ!&l&imﬂnﬂuhpmudﬂ:

ﬂ_:limkmm:.luurmumdwlh
M Company wha stood behied  him.

g the burcly repressed battle—thirst within

ol them. Baising hiv crovius  arcasum

: bead, the Chaplen pointed towards
{w-i&}-ﬂﬁdﬂmﬂm
"For the Emperoc and Senguinius! Bring death
1 the alienl” he cried, attivating the jerx i
his pup pack. The fresaied warnors of the
Desth Compuny followed swiltly. behind him.
| :

CHAPLAIN LEMARTES

WS B5 S T W I A Ld Sw
Lemartes 94 5 5 4 4 2 5 D3(+3) 10 3+

A Blosa Argels army may be joined by Chaplaim Lemanas, 1! you decida to lake hirm then he
counts as ane of tha HQ chaces for e army. He must be used exacty as describad below
and may nel be giver any extra aquipment. inadditen he may only be useg in a batte whene
fpath playars have agreaed o the use of spacial characters.

Wargear: Bolt pistol, crozies arcanum, frag & <rak grenades, rosarnus, gurity seals and he
Daath Mask

SPECIAL RULES

Iron-willed: Lemartas can channgl the Black Raga instead of baing averwhelmed by it
As s00n as he is in close combat Lemanas must take a Leadership tasl. If ha passes,
he has D3+3 Altacks that phase. || ha fails he anly has D3 attacks that phase as heo iz
ferced 1o clamp down on his raging bloodtnerst. This already includas the banus lar his
two close combal weapons, bul Lemartes still gains the normal <1 Aftack it he charges.

Rigid Discipline: The stem voice of Brother Lemartas can cut through even the battle
fremzy induced by the Black Rage. Any Blood Angels onit with a model within & of
Lemartas can re-roll the O when testing to rostran thamsealves al the start of the turn.
IF the secand rall s alse a 1, the umit must move towards the enemy as normal

Death Company: Lemartes may be joined by D3+3 Daath Company Space Marinas for
+120 pis. Tha Death Company may be mounted in & Bhine or have jump packs. If thoy
have jump packs, then Lemanas must also have a jump pack, for +20 pls.




A Blood Angals army may be jonad by
Mephiston. If you decida o take mm

then he counts as one of the HO
choices for the army. He must be used
exactly as described below, and may
not be given extra equipment, In
addition. he may only be psed in a battla
whera both players have agreed 1o the
usa of special characiars.

Wargear: Master-Crafted plasma pistol,
force sword, frag & krak grenades,

Terminator honouwrs {bonus included in
prafile), arificer armour and a psychic
o

CHIEF LIBRARIAN MEPHISTON

Paoints Ws BS S T W | A Ld Sy
Mephiston 217 & 5 4 5 3 5 4 10 2+

SPECIAL RULES
Psychic Power — Quickening: Mephision may atampt 10 use the Quickemng paychic
nower at the stan of any assault phase, If successful one medet in his unit fwhich may La
Mephiston himselfy gains +02 Attacks in that assaul phase,
Psychic Power — Smite: Mephiztan can attempl ta use the Smde psychic powsar in his
shoating phaze. Smite counls as weapon and hitg aulomatcally wilh the folicwing profile;
Range 12" Strength 4 AP 2 Assault/Blast
Transfixing Glare: Mephision's aves are Blazing pis of despar, able Lo pierce tha soul of
mase who meel s gaze, Any maodalin Dasa conlacl with him in close combat must take
A Leaderstup tas] jusing the modal's own Leadership weth no bonuses ar penatties), IF it is
passed, the madel can attack normalty 1FiFis 1zited the medel counts a5 having a Weapon
Shillat 1 ar the rest of that round. Test each tum for each model in contact with Moomiston.
Blood Fever: Even the iron wi'l of Mephiston has been known to break, wunleashing the
Fed Thirst within him I Mephiston's close combat cpponants break, he must lake a
narmal Leadership test on 206 If ke passes. then he advances as nomial. 1| he falls Lhen
ha stops te quench s fa-.-'&nnl‘-g'l:-lcu:udtlnral and carnsl mowe at all,
Independent Character: Lniess accompanied by an Honowr Guard, Mephiston is an
irgapendent character and follows all the Independant Characlar special rules as givanin
tha Warharmmar 40,000 rulabook.
Honour Guard: As Lolils his asteemed rank, Mephiston may be accompanied Sy an
Horour Guard. MNate thal Mepfiston and his Horouor Guard count as a single HO choice

BROTHER CAPTAIN TYCHO, COMMANDER OF THE BLOOD ANGELS THIRD COMPANY

A Blood Angels army may be joined
by Captain Tycho I you decide to
take him then he counts as ona of the
HO choces for ihe army. He must ba
used axactly as described below, and
may not be given extra equipment. In
addition he may only be used in a
battle where both players have
agreed to the use ot special
characlars

Wargear: Boller'mealta qun oombn-
weapon, ool pistol, frag and krak
grenades,  digi-lasers.  arificer

armour. bionics and purity seals.

BROTHER CAPTAIN TYCHO

Paints WS BS S T W | A Ld _ Sw
109 5 5 4 4 2 5 3 9 2+

Tycho

SPECIAL RULES

Digi-laser: The left gaunilal of Tycho's aditicer armour contains a set of powerful shor
ranged lasers. These are usad at the stan of a round of close combat before any atacks
are worked out, One moedel in base contact with Tycho, chozen by the Blood Angals
player, suffers a wound or a 08 roll of 44+ Marmal saving throws are aliowead. In addition,
e digi-fasans count as an exira close cambal weapon (giving Tyaha a lotal of 4 Attacks ).

Embittered: Tycho s battle-hungry esen for a Blood Argal. Any squad lad by Tycho
dlways moves lowards the anarmy D", just as o yao had rollad a 1 for them when testing
lar the Black Rage at the start of tha tarn,

Hates Orks: Tycha abhars all Orks, seeking vengeance for the horrible scars he
suberad during the Banle for Armagedoon, When fighting against Orks. Tycha and any
squad he leads avtomatically pass any Meorale checks they are required 1o make. In
close combat aganst Orks, Tycha alwavs bits an a 3+, regardlass of Weapan Skill, ete.

Independent Character; Unless accomparied by an Honowr Guard, Tycha s oan
intepanden! character and folicws all the indepandent Character spacial rules as given
in the Warhammer 40,000 rulehook

Honour Guard: As befits his asteemed rank, Tycha may be accompaniad by an Honour
Guard, Mota that Tycho and his Honour Guard count as a single HO chaice,
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“It was upon the licld of battle at Clamorga
that the mighty Caprain Moriar fell,
defendiog the ridge against the despicable Eldar,
Many were his wopnds and the Sanguinary
Pricsts were at a losg to, heal him. And 5o it
was that Moriar was interned in the ssecophagus
of the Furioso Dreadnought built by Brother
Motleo, a5 were Belaphon, Dario and Amaetto
before him. Upan. gaining his strength, Moriar
was struck by visions of Sanguinius, his own
peae-death state triggering the Black Rage
Immaortal sow in his adamantiom shell, Moriar
survived the Black Rage. hungering for battle
and death. The Red Thirst grips him, sed the
revered  Brothers of - the Armouriom  have
modified his armoured suit so thae he may
partake of the wvital liquid and be restrained
when oot in hartle”

Heroes of Legend -
A stody of the Dreadnoughts
of the Adeptus Astartes Blood Angels,

RIAR THE CHOSEN

Armour
Points WS BS5 S5 Front Side Rear I A
Maoriar 144 5 4 6(10) 12 12 10 4 DBE+2

A Blood Angels army may be joined by Moriar the Chosen. If you decida
to take him than he counts as ona of the Elites choices tor the army. He
must be used exactly as described balow, and may not be given exira
equipment. In additicn ho may only be used in a battle where hoth players
have agreed to the use of special characiers.

Type: Walker

Crew: Brather Moriar (Space Manneo}

Weapons: Two Dreadnoughl close combal weapons (bonus Attack
included in profile). Moriar has one built-in heavy flamer and one built-in

meita gun.

Options: Manar is equipped with a searchlight and smoke launchers [sea
the Armoury list from Codex: Space Marines)

SPECIAL RULES

Tear Attack: As & Furioso Dreadnought. Morar can use his two close
weapans 10 tear apart enemy vehicles, Moriar rolls
206+Strangth when working out ammeour penetration against vehicles.

combat

Black Rage: Moriar must always move towarnds the enemy as fast as
possible. and must assault an enemy within rangs n the assaoll phase.

Battle-frenzied:
round of combat that Mariar is fighting, roll DE+2 to detamine the
number of Aftacks he receives This includes his bonus attack far the
twin Dreadnought close combat weapons, buot it he chamges then he
gaens the addiional +1 Aflack as nommal (ie, D=3 Attacks),

Rampage: |t is near impossible 1o stop Manar once he is in batile. as
he simply ploughs into the enemy, disregarding anmy dangsr or damage
aif Moriar therefore ignores any 'Craw Shakan' and 'Crew
Stunned’ results on the Damage 1ables

o hims

Marnar has a random number of attacks. For each




'FRONTAL ASSAULT

i

Frontal Assaull /s a new Battles rmussion. If the Biood Angels are aftacking and roll a resulf of 3-4 [Meat Grinder),
play the Frontal Assault mission instead.

OVERVIEW

The Blood Angels are attempting to eradicate an enemy from a particular battlezone. They must attack swiftly to

| utise the element of surpnse and destroy any threat they encounter I
=+

i T
?\‘ A 2

gl -
SCENARIO SPECIAL RULES

Fromtal Assault uses the Victory Poirls, Reserves, Random Game Length, Infittrators and Deep Sirike scenario
special rules.

=
i

e
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il e

The defander deploys his entire force up 1o
24" from one of the shor table edges.

The Blood Angels player deploys his entire

force at least 18" from the defender’s
daploymant zone. Any units which deep sfrike
may be kept In reserve Any Blood Angels
Infiltrators may deploy anywhere outside of the
defender’s deployment zone,

The Blood Angels receiva the first tum as they
faunch their assault,

?* b T s 3 g : v:..{ o .5"

b g S : i S R
,j MISSION OBJECTIVE RESERVES
é! The Blood Angels must destroy or break as many of Blood Angels troops who can deep strike may be kept
the enemy as possible. The defender must ehmimate N reserve.

Wl =as many of the Blood Angels as he can whilst =

preserving his own troops R e
The Blood Angels score double the normal number LINE OF RETREAT
I of j.rictorg,f points for enemy units destroyed iinclun‘?ng Units - farced to 1ol back will 8o 56 towards the:-short
. units falling back at the end of the game or having board edge of their deployment zone, using the normal
| already fallen back off the table). The defender il Siiok fules.

soores additional victory points for each unit that is
not destroyed, equal to the points value of the unit.
For example, if the defender had an intact unit worth
150 points, they score an additional 150 wvictory
paints,

g - R TP N
' GAME LENGTH
The game lasts for a random number of turns

{see the Scenario Special Rules section on pages
132-137 in the Warhammer 40,000 rulebook).




Lik: i furious storm, the Blood Angels descended
upon the foul alicns. S:rguul Adeon looked about
for a target. his sharp cyes taking in cvery detail of the
battle. To his left, the favourcd brothers of the Death
Compan}' ltipl from 2 Rhino, surging into the middle of
the encmy force. He watched with detachment as they
carved a bloody path with their weapons: bolt pistols
liring, chainswords biting into white flesh, Glancing to
his right, he saw the magnificeot Terminators of Squad
Marius battling aganst 2 many-limbed war cogine. As he
watched, one of their number was cleaved in half by a
shimmering blade but they pushed forward with greater
determination. Soon therr power [ists were tearing apart
the alien machinery. scattering fragments of armour plate
and twisted eogine about them.

Turning his attention back to his left. he saw the Death Company being swamped by a converging mass of
sprder-like creatures. Although the strange alicns were small in stature, each of their many linbs was tipped
with a vicious poisoned barb. The jungles of Steyia V were infested with the creatures and it was now the task
of the Blood Angels to eradicate them. to pave the way for the colonists to build their mmes and temples and
tlaim this world in the glorious name of the Emperor. Signalling his squad to charge, Adeon activated his jump
pack and bounded forward Around him, his fellow veterans were chanting the Liturgus Sanguinius, working
themselves up into a fever of battle-lust. He could also feel the blood of their Primarch n::inE m his veins
His body trembled with suppressed cpergy as their jump packs brought them closer to the coemy. With a
resounding battle cry the Blood Angels Veteran squad leapt wpon their focs.

"For the Emperar and Sanguinius! Death! DEATH!

The Stryites were thrown back by the sudden assault, and soon twenty of their number lay dead in the thick
undergrowth, their black blood spattered across the leaves and trunks of nearby trecs. Adcon was panting, not
from exertion but from cxcitement. His plasma pistol spat a ball of encrgy. incinerating onc of the creatures.
Stepping over its corpse he brought his power fist round in a wide arc, smashing through three more of the
small beasts. His helmet's auto-senses picked up the sound of shattering cxo skeleton as he stepped across more
bodies, his heavy tread crushing them underfoot. Suddenly something slimmed into Adcon, and he could fecl a
long tentacle wrapping around his left arm. Swivelling as much as he could, he saw he had becn cnsnared by
some huge carnivorous plant; its dripping maw was opened wide and he was being dragged towards it. Digging
his heels mto the soft mud, he tricd to straighten. Actuators in his armour whined in protest as they struggled
against the sinewy strength of the grappling limb With 1 final grunt, Adcon ripped himseli frec in a shower
of blood-coloured sap, Blasting away at the plant with his plasma pistol, he felt his anger rising cven more, He
wis 3 Blood Angel He had not fought across the desolation of Baal Secundus. he had not undergone the pain
of the Transformation, he had not trained for two decades and hattled the Emperor’s [ocs [or three centurics
just to be eaten by some damned plant Dighting for & backwater world populated by barbaric aliens.

With 1 roar that caused cven his battle-brothers 1o flinch, Adcon leapt in amongst the Stryite horde. The double-
beat of his hearts pounded in the Sergeant’s cars and he could feel thick sweat rolling down his face within
the confines of his power armour He felt strength surging through his muscles and dropped his plasma pistol,
wanting to use his bare hands to crush the enemy before hum With o backhand blow he seat one of the creatures
flying into a thick trec trunk, s carapace shattered. He grabbed another by us neck and dashed its head agaimst
in a.rchin.g raot, while he hTUuHhI his power fist down onta yet another, :.'qua.*jhing it like the Bimt imsect it
was. His attack was relentless, and soon he had fought through to stand beside the Death Company, where they
battled against a seemingly endless flow of scurrying creatures. However, no sooner had Adeon arrived than the
verminous filth turned tail and fled, disappearing along the twisting trails and vanishing up the massive trunks.

Fausing for the rest of his squad to reach him, Adeon began to calm down, He looked at his hlood-red armour
and saw that he was slick from head to {oot 10 alien whor: ot was beginning to collect at his feet in a spreading
darsk pool He watched grimly as the Death Company chased into the jungle depths. He could understand their
hatred. their burning anger that scemed 1o set them afire from head to toc. He too could fecl the Black Rage.
suffusing his catire body and soul with the pam of Sangumivs, For 3 moment he had let it spill forth, but he
had controlled it The Black Rage had not climed him Not roday.
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hc C-uh Sau@u:nmb i the doctrines and hielics o.E '

the Hlood Angels Chapter and theie 'ql.m:mmw
Through its coremonies snd ritwals, the Blood "mg:l.s
give homags 1o the Emperor and their  Primarch)
Susguaniva, lor the sacrifices they have mude for!
Humanity, Although in most Space Marise: Chapters,
it falls to the Chapliins to teach the Chapter's
orthodoxy to the battle-brothers, thid w not 46 with,
the Blood Angels, Duc to that anciest and terrble
flow, the Chaplams of the Blood Asgels are almost
wholly octupied tepding to thoss who have awccumbed
to the Blick Rage and the Hed Thirst This is pot fo
siy that they are not ipcredibly learsed in the Cult
Sanguwinius and highly devotional figures, but it is their

Chief among the Chaplains st this tme s Lemartes
who has carped the nithe of Guardian of the Lom for
his dedication 1o the well-being and guidance of thha;,
m the Death L.fsmp:n}

'l:

care for those who have been gripped by the Flw §

_r

duty to use the wisdom of Sspgeinies to seck out and B

ke oldest ]:HEHd.‘! tell of the noble SII]RIIIHIIJH. sire of the Blood a‘\ngch T]h::,.' tell of

his grace amd beawty: his love for humanity; his pure soul and unswerving loyalty 10
the Emperor. Some clum that he had the power of prophecy, that his eve sow along the
rindinﬁ tracts of time into the [uture Tt 18 even mamtained that he foresaw the terrible I]'Li.rl.si
to come. and was aware of his own doom long before the Emperor's realm was shaken to s
foundations by the treacherous Warmaster. I this is true then Sanguinius’ scts are even more
seliless becawse of it

Brave Sangminius faced the Chaos Warmaster in his lair. when that foul beist was at the
height of its powers. Even before he was imbued with the false energies of the Durk Gods,
the traitorous Fiend was all but unstoppable. Yet, knowing this, soble Sanguinius still met it
blade 1o blade, eye 1o eye When the Treacherous Serpent whispered promises of glory and
!I[{[IHTI'I m ki ear, &nglnml.b did mot listen. Even as the Great Traitor was p-u:sf_d on the
brink of infernal victory, the Lord of the Blood Angels wis not swayed, though he knew it
would cost him s life Like all true servants of the Emperor, the Noble Angel knew that
his soul would be [orever with the Emperor: 3 reward far greater than any in this maortal
world

And so it was that they fought - the Angel and the Beast Titanic must have been that
struggle, between those two gods amongst men. Long must they have rained blows upan one
another, until it seemed that the life of the usiverse ssell hung in the balance. And yet, for
all hus s_]nrianus might at arms, and his noble and plire mind. Sangu.mius was bested, The
despicable trickerics of Chaos were his undoing But at that list momest, even as the blade of
death warted to strike him, Sanguinms would not tern from the path of Light. Thos it was
that the noble Sanguinius, Lord of the Blood Angels, Pausu:d from this world He who was
everything 1 man should be was taken from us by the Darkness. A thowsand times a thousind
years ol l.:m:nli.ng will never atone for our loss.

Therefore remember i:ﬂ'l:ll.ll_" Samguinius, yolng acolytes, when you are faced with |.1II‘-i"i]'l.lF
When the armour of vour faith s buckled and torm, see in your mind that magnificemt hero
Thisk upon his deeds and be humble, for his like will never walk the EI.I.I.I?‘ IEI.I.‘h."

L:hi.Phin Lemartes’ sermon 1o the ;\d:pus
on the Cult of Sanguinius.
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