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The Iron Hands have been unforgiving devotees to the Emperor’s word
since the lime of legends, when the god-like Primarchs walked among
men. Through countless centuries the Iron Hands have remained
unwavering in their faith and belief. They have endured dark years of
suffering and pain, where others have faltered and been forgotten by
time. They look with disgust on those who lack their strength of will and
punish them without remorse. Thelr Primarch, Ferrus Manus, Is seen as
a strong and unwavering warrior-god, the savior of his peopie, who will
return one day to lead all of humanity from the darkness that besets it

from all sides and from within.

%ins:

At the very dawn of the Imperum, a
time of great deeds and mighly ballles,
Ferrus Manus broke the darkness of
thie weorld of Medusa and became the
shining light of its people. The sky,
perpetually darkened by a great
calamity of the long pone anclents,
was ripped asunder a8 Ferrus
descended from the heavens amid a
great Inferna of light. Nevar baforg had
the primitive human clans of Medusa
seen such fight, and they weare awed
and frightenad by the fiery display that
burned thair eyes. The great star
craghed inte the highest mountain of
Medusa. Karaashi, the lce Pinnacle.
The impact shattered the mountain top,
burying Ferrug deap in the ice in a
tremandous explosion of steam. The
land shook under the impact which
could ke felt the world ovar. Mountaine
were toppled, and great chasme were
formed as the warld rumbled under the
coming of the great Primargh.

Years later, the great warrior-god
Ferrus walked unscathed and fully
formed from the uninhabited mountain
ranges of the far northern wastes
where the |loe PFinnacle lies. The
legends of the roaming clans, taught
from father to son throughaout the ages,
revolve around the sary exploits of
Ferrus, tales of lantastic acls of
strength and endurance. Mo one could
malch his strength of arm, try as he
might to find a worthy opponent. He
sought cut every physical challenge
that he could, always returning
victorious. Acoording to ana oftan
recountad  mythic  tale, he onoe
challengaed a Storm Giant w4
competition of strength. The giant lifted
a maountain between his hands and set
it back down a mile away. The giant's
laugh died as Ferrus lifted the entire
mountain range onto his back, carrying
it to & neighbaring izland, The humbled
giant was never sean again.

Farrus travelled the length and breadth
of Medusa, bocoming well known by all
its people and coming to know the land
itself as no one ever had. He traveled
areas that any other man would have

found inaccessible. He climbed the
highest mountains, he swam ths
decpest occans always puahing
himseli and his body, pushing hia
levels of endurance and strength to
unfathomable levels. His strangth and
fury made him rencwned and feared
amongst the people of the clans, who
valued such qualitios highly, and he
was uniformly adopted by them asa one
of their own. He never sought to end
the canflicts botween the clans, seesing
such competition as healthy and
strengthening. He always remained
neutral, never participating in their
fouds so as not to faver one clan
over ancther.

The most famous heroic story of
Ferruz was his titanic battle against
Asirnoth, the Great Silver Wyrm, This
iz recounted in the Canticle of the
Travels, an epic poem of unknown
origin that is still taught to Clan children
at their parent's knes. He had stalked
the great beast for days through the
legendary Land of Shadows — the
fearful land of the ancients, a place of
great fear and mystery. Thiz place,
lang since lost, was said to be a land of
metal and stone relics of giant
proportions, remnants of a forgotten
age. The ghost-spirits of the clans are
aaid to roam there once they leave the
world of the living, The Canticle
describes the monstrous creature as
having skin made of living metal that
was impervious to harm. Try as he
might, Ferrus could not pierce the
metal hide of the beast, his fists
pummeling harmlessly against it
Fighting the creature for days on end,
across continents and seas, Ferrus
remained undaunted, confident of his
own abilities. He eventually slew the
great beast by holding the writhing
greature submerged in a lava flow,
enduring horrific pain, but bearing it
steically. When he finally removed his
arms from the lava, the Wyrm was na
more. His hands however were
encased in the same living metal that
the creature's skin was made of, a
metal that was as flexible as flesh, as
strong as the hardest ceramite; 1L is
known that myths involving Ferrus and
his metal hands precede the Canticle
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of Travels, but only in the Canticle is
this explanation given as to how the
metal camie to be fused to his body.

He:' returned ‘1o the clans after his
travels fillad with new and wonderful
ideas, which he taught to all wha
wished to learn. He created strange
and poweriul weapons and tools out of
matal, shaping them with his living
metal hands. He taught the ¢lans such
wonders that they never could have
imagined possible. It was a time of
greatness for the people of Medusa —
the civilization of the clans advanced al
a tremendous pace, and the people
became Increasingly strong and proud.

When the heavens split open for the
sacond time In history, and dark
Medusa was ance adgain fllled with
light; the clans were confised and

frightenad. They could not underatand
what this might mean for them and
their world, They were happy as they
ware and saw whatever was coming as
8 threal. Ferrus did nol speak. but left
the clans immediately to travel (o the
Northern Reaches, where the light had
descended. The clans graw warried as
days passed with no word of thair
Savior. A great council was called, the
first of its type ever formed-on Medusa,
with representatives from sach of the
clans present. They argued over what
should be done, but could come to no
agresment. Days tumed to weeks and
the people grew desperate in their
ungase This unease: turmned to terror
as the land literally erupted beneath
their feet. They ran oul of the councll
great-tent in ‘their panic, sdavaye
alectrical storms ripping the skles

4

asunder above them. They walled in
their dread for the fury of the storm
seemed far from natural, and they felt
cettain the end of their world drew
near. The terible storm assaulted the
land for & weel and a day, so it is said,
after which time an unearthly silenge
dezcended. The clans retumed to the
great council unaure what would come
of such dire portents.

The next morning the doors to the
great: coungil were thrown wide and
Ferus-strode in, resplendent in his
maanificence. At his side walked a
Tigure lhat stood as his equal, a radiant
figure who awed the clansmen as
much-as Fermus had always done. The
very air was said to crackle with the
combined power thal exuded from the
pair, and the bond belween hem was
Immediately apparent.
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Index Astartes First Founding: The Iron Hands

What actually oocurred whan the b
Divine beings met is unknown. The
myths surrcunding the mesting of
these two most powerful and hermic of
ligures revolve around a clash of wills

and power that tore the land asunder,
Many of the myths relate to how when
Ferrus  saw the Emperer, he
recognized in him an egual. He strode
up the mountaing to confront him,
confident of his own abilities and
wighing to test them against this
personage of obvious powsar. [n the
ensuing conflict, the two godly baings
were evenly matched in all ways,
naither being able to better the othar.
[he awesome confrontation of power
devastated the landscape, shattering
the very heavens and earth alike.
Henardlegs of details, all the stories
agrea that when the two figures
cama ‘down from the: great
nofrthern mountains, the bond and
mutual respect between them
Was unwavering.

Ferrus  left Medusa only
reluctantly. He was torn batwaen

cenflicting feelings of loyalty. On the
cne hand were his people whom he
had hslpad to floureh, his beloved
Medusa that had tempered and
strangthaned him. Cn the olhar hand
the sense of duty that he felt towards
the Emperor was overwhelming. He
knew that his people would survive
without him and that his Empearor
needed him now. Furthermore, he
learnad of his Legion — an antire army
of warriore formed in his image, whom
he had not even been aware of. Still,
ha was distraught at the thought of
leaving this land and ite people that
had formed who he wae in so
many ways.

The Iron Hands Legion, as they came
to be known, fought with valor across
the galaxy, culting a deadly swathe
through any and all who opposed the
Emperor's word — foi surely only those
who wished humanity Il would reject
Hig Diving teachings. As the need
aroee, the Legion recruited many of its
members from Medusa, and these
warriore proved especially resolute
both in body and in faith. Ferrus
believed paseionataly in the
Emperor’s attempt to unify all
of humanity. Mankind,
Ferrus believed, was
in grave danger,
not least of all
from  itaslf,
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Unless it stood united, it would slowly
be destroyed, piece by pizce.

He saw many weak people anound him
and saw thal infinmily as a plague, He
would ralher see lhose weak links of
humanity destroyed than have: them
pose a threal. an unnecessary Tailly
that would pose 4 burden W the rest
On Medusa, the weak children werg
exposed to the elements so as not to
place an unnecessary encumbrance
an the rest of the community, So, oo,
when the time came that an adult was
incapable of providing for  the
community, that persoen left their clan.
Thoze who accepted the Emperor’s
Diving teachings were embraced.
Thase wha did not were cut down
witholt plty. The ruthlessness of the
Legian and its Primarch terrlfled those
whi stond in the way of thelr relentless
approach, and many warlds turned o
the Emperor out of the ovarwhalming
fear of retribution thatr thase callous
Warmiors were hecoming rancwnead for

The Horus Heresy

It is gaid that Horus, the firgt and most
trusted of the Emperor's Primarchs,
was held in great esteam by Farre,
wha appreciated his martial ideals. The
news of Horus™ treachery was met with
an outrage by the Iron Hands and their
Primarch alike, They were disgusted at
tha weaknaszs of those who they had
praviously called brothers. Their Holy
Crusade had led them to a far outlying
saction of the galawy, and Ferrus
furned over their remote position.
Meverthaless, full of rightecus anger
the Iren Hands turned their ships for
latwvaan V., whera the traitorous
Warmastar wae gathering hiz might.
Ferruge despaired for humanity, whan it
seemed that even the most devoted of
battle brothere could be tumed from
their divine miseion. He raged at the
flaws of his fellow men, all of whom
scomed susceptible to weaknsess
oxoept those of his own Legion. He
booame cven more strict on himeelf
and his brothers, training against such
dangerous fragility in all its forms.

Ferrus chose the fastast of the
Legiorn's ships, and together with his
most veteran troops, sped towards
|stvaan VW ahead of the rest of the
Legion. As they had feared, the
majority of the fleet arrived too late to
take part In the aftack, and it was with
dread and harror that they learned of
the disastrous treachery that had
greeted their Pimarch’s altack, He and
the ‘“eterans joined with six other
Legions in the planetary assault,
Ferrus spearheaded the attack with

two  other Legions,  suffering
horrendous casualties aa they droppad
into the planet's atmosphere, The four
Legions that were backing up the initial
attack tumed on the unprotected flank
of the loyalista in an unforeseen
betrayal, zealing the deom of the
Legionz, who ware maasacred in the
ensuing battle.

What became of the great Primarch
Ferrus remains a mystery. It is known
that when the Legions showed their
true colors, he realized his impending
doom and attacked the traitors with
renewed fury, so desperate was he fo
face Homis, The number of the lran
Hands were few, however, and they
alone were not enough to back up
Ferrus's attack, though they died
trying. The lron Hands have never
forgiven the Salamanders of the
Ravenguard for failing to follow his
lzad. They believe that had they done
s, Horus would have fallen, triggering
the collapse of the forces of Chaos
The body of Farrus was never found,
however, and many believe he
somehow survived. One particular
stary is that his wrecked body was
rescued and restored, and that he took
refuge on Mars where he resides still,
though this is viclently refuted by the
Iran Hands themselves.

The Imon Hands despaired as to the
fate of Mankind. Their distress and
confusion grew when they learmed that
the God-Emperor had fallen in a titanic
battle with the corupted Horus.

Arif fo, despair was compounded, for
Marikind had lost not only He Who
Broke the Darkness, Ferus Manus,
Ie Stinirg Lichl of Medusa, cut down
by Foul Corruplion and Betrayal, for
worse was [0 come, and ihere was
much anguish and horror, for the Most
Holy God-Emperor was, afas, o be fost
{o e world of Man,”

Exteact fremy Ha Seripfarinm of fron

Having lost all of its veterans in the
disastrous assault on |stvaan ¥, the
crippled Legion retumed to Medusa full
af anger. Their brooding fury was
directed at those whose weakness had
forced them Inte a situation where their
Primargh was lost and the Crusade
abandoned. Their anger grew as time
passed and even extended to &
resentment towards those loyal
Lagions who could not protest the
Emperor, They felt sure that had they
been closer to Terra, then things would
have worked out differently. They
cursed the Warmaster Horus, who they
believed had known of the lron Hands®
unyielding faith and strength, and
whose subtle manipulations had aurely

&

arranged for them to be far away from
both Terra and Istvaan V' at the
morment he struck.

Taking refuge i their anger, the Iron
Hands have used that emoticn to
further strengthen themselves against
the dangers of frailty. This becams
their quiding devotion, and they use
any means necessary to destroy any
form of weakness that they pearceive in
themselves and others. They do this
without remorse, for they see that they
are doing humanity a blessing by
removing such a dangerous failing.
Only & strong and united humanity will
survive, and so until the return of
Fenus whan he will lsad Man out of
Darkness, the Iron Hands strengthen
and prepare themselves, seeking to
eradicale any weak links that could
prce  more hreaten  the  eventual
unification of humanity. There were
dark slores lold of the Legion
replacing its lost warrions wilh purely
mechanical power anmored creations,
though these rumors were never
substantiated, nor  were  lhey
widely believed.

Home World

The world of Medusa Is a harsh
realm of parpatual gloom, situated
precarinusly close to the Eye of Terraor,
The s0n almnsat naver braaks thraugh
the dark and palluted sky, as It
constantly churns ovar a land of frazen
rmountain rangas, intersparsad with
volcanoes and haoiling hot geysers. Tha
landscape is under constant fiux, the
ghifting of fectonic platas foming new
mauntaing and seas, and destroying
tham as quickly as they are created

The people of Medusa are 2 hardy
race that flourishes despite the hostile
environment, They are in a consiant
battle with the slemants and with 2ach
othar, as each clan vies for hard to
come by and jealously defended
ragources. The unpradictable nature of
the landecape of Medusa means that
the littte that iz built will last for very
long, except in those few areas of
relative calm. As such, the clans build
very faw permanent structures, but
rathar carry their poeseseions and
livaliroods along with them as they
traverse the landecape. In days gone
past the clans hauled great caravans
along by hand. The inhabitante of
Medusa still follow this tradition, though
the means of transport has changed o
reflect the changing times. Great
caterpillarlike mining haulers crawl
across  the landscape in  grand
processions as the clans move. Thoso
haulers constantly disgorge their raw

ad
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exhausts into the atmesphere, adding
to the thickening sulphurouz clouds
that aswirl arcund the planet like
a shroud.

karaashi, the lce Pinnacle, can still be
seen today, though it is said to be half
the size it once was. A areal gaping
hole al its peak hal spews dsh and
steam into the atmosphers is evidence
af where the shining fight of Ferrus
crashed an aye previously, St
wrnbles the snoer of Medusa — &
congtant reminder of the need for
vigilance. The clans of Medusa
prepare for that day whan the loe
Finnacle ceases to rumbla Medusa's
unease. Far that day, it is foretold, will
mark the sesond coming of the great
Frimarch — with his retum, Madusa will
ha At [ast content.

Combat Doctrine

he lron Hands' paricular hatred for
weakness in any form or nature haz a
marked effact on thair combat doctrine,
This hatred is extended to Incorporate
the physical body, and they soc

weakness  even in  their  own
augmehted physigues. Thesa
perceived frailtice arc  ruthleasly

sradicated through any possible
means. This has further developedtoa
near worship of the mechanical that
approaches the zeal and devotion of
the Adeptus Mechanicus. A weak body
can easily be broken or led into
temptations of the flesh, so they
believe, and this is what the lron Hands
hate and fear most of all
Consequently, the harder, more
mechanical the body, the less room
there  is  for physical  failings
and frailties.

The |ron-Fathers fuel the hatred and
anger of the [ron Hands with rousing
speeches and oratorles, encouraging
its growth and Intensity. The Chapter
takes this powarful emolion antn the
battlefleld, whara It is focused against
the enamy at hand, whoever that may
be. The Iron Hands fight with renownad
intansity and determination, certain in
tha knowledge that they act tor the
gond of Mankind by crusading against
the weak and corrupted. The cold fury
of the Chapter as it goes to battle is
leartul to witness and deadly in its
eltectiveness, The bitter Space
Marines advance maching-like and
relentless,  throwing  themeselves
violently at the enamy in their focused,
severs farvor,

The Iron Hands revere the limited
number of Terminator suite and
Creadnoughis that they possess and

&

traal them with the utmost respect and
devotion. Entire squads of Terminators
are rare, however, for the inspiration
they create amongst e ranks is betler
sarved when ey acl as leaders of
individual squads. Sergeants will often
wezar Terrminalor armor that is rumored
o e physically bonded to them, and it
is nol uncommon for batile forces o ba
led by Dreadnoughts. The Insplration
which thelr presence causes amongst
the lron Hands proves o be of more
beneflt whan acting within these roles.

Drganizaiinn

The arganization of the Iron Hands
changed upeon its return to Medusa,
The Legion was split into thres
saparate and individual Chapters. The
newly formed Red Talons and the
Brazen Claw Ieft their brethren and
founded  their  own  fortreas-
monaskerias, aince becoming
increasingly reclusive, One Chapter
retained the name of the Legion, and
based itself on Medusa, the home
world of their  Primarch. The
arganization  of the Chapler has
rmoved away from the standard Codex
form, becoming mare like a reflection
al the nalive clans of Medusa. Contact
between the three Chaplera
deteriorated as  thay became
Increasingly insular, while contact with
othar Space Marine Chapters became
wirtually non-axistant.

There are ten Clan Companies which
act in much the same way as the
Battle Companiee of traditional Codex
Chapters, being versatile and capable
in any given situation. However, where
traditional Codex Chapters have a
distincl separation between the
various Companies thal form it, such
as the 10th Company being formed of
Scouts, the Iron Hands Chapter is
made up solely of its ten Clan
Companies. These generally act as
complelely separdle entities in their
gwn righl, and il is not unknown for
rminar skirmishes to break out betwaen
Clan Companies. This iz encouraged,
50 B8 v keap the 3pace Marines
strang and wigilant

Each Clan Company has its own
hierarchy and |s responsible for the
recruitment of new Space Marines in
order to keep the Clan Company
numbers at the raquired level. These
new recruits are taken from the clana
of Medusa who embrace their new
Clan Company and the Chapter as a
whole, The Clan Companies are
nomadic, much like the clans they are
recruited from. They travel the galaxy,

[ullowing their continuing crusade
against weakness and corruption,

Whan he lron Hands return o
Medusa they travel the inhospitable
Medusa landscape seeking recruits,
remaining ewver vigilant against
weakness in any guise appearing an
their home world. Tha fron Hands do
not maintain a fortress-monastary as
such, for the ehifling lands would
inevitably maks any such structure
temporary. Rather, each individual
Clan Company maintaina a mohile
varsion, great land behemoths that
constantly traverse the treacherous
landscape. These fully automated
creations, arcane wonders mads by
tha Adeptus Mechanicus, are serviced
by great armies of mechanical
servitors, keeping them in perfect
order during the Chapler's absence.

As a direct result of thelr respect far
the mechanical bady, the ron Hands
differ slgniticantly in some regards
from the standard Codex organization.
On induction 10 the Chapter, new
recriits have thair ieft hands removed
and replaced with bionics, a ritual
symbolizing their link with Farrus and
their refusal of the weakness of the
flesh. Thiz iz the start of a slow
process of mechanization of the body
for the recruite, leading towards the
stage when the ontirc organic body
can be rejected. The ultimate alm for
Iron Hands Marinea iz to become
mind-fused with the body of a hulking
Creadnought — the perfect blend of
arganic and mechanic.

One  particularly  revered  and
respected  warrior  is  chusen 1o
represent  eachy clan  within  the
Chapler. Topethar, these ten warriors
form the Great Council of the Iron
Hands. As such, there i no singlke
commander of tha Chapter They ses
this as a strangth and a precaution, £o
that no individual can lead the Iren
Hands astray, as they saw happen to
s many of their brother Marines, The
Graat Clan Council is often formad of
ancient Dreadnoughts, warriare who
have long given up the frailties of thair
arganic bodies,

Another varation from the standard
Codex form ia the distinct lack of
Chaplaina within the Chapgter. They
are replaced in sorts by the lron-
Fathers, who in effect take the dual
role of Techmarine and Chaplain, The
reverance the Iron Hands hold for the
rmechanical is represented by the lon-
Father, who has ties to the Cult
Mechanicus as well as acknowledging
the supreme divinity of the Emperor.
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Beliefs

The anger and. hatred that the lron
Hands fesl towards waakness grows
dally. Thay are increasingly doubtful of
the strangth and warth of their brothar
Chapters, becoming resigned to the
fact that they alone can stamp out the
daficiencies that they see besatting
humanity from all sides, They perceive
weakness in everything arpund them,
and prepare tor the day whaen Farrus
will ‘at laet retum to them; that time
when they will etand firm with their
Primarch in the final reunification
of Mankind.

According to their Scriptures, the
moment the Emperor fell the psychic
shockwave was falt with such intensity
that it reached Ferrus, even though he
hiad left the realm of Man. An image of
Ferrus appearsd before his Legion,
and his anguish and despair were
unimaginable, 1L is sald thal this
apparition spuke of his fears for
Mankind. He spoke of a great calamity,
a darkness that would assail humanily
at some unforeseen moment in the
future and his promise that he would
he there la lead humanity through its

trials of darkness, Amongst the Iron
Hands it is taught that he ascendsd to
an unearhly paradiae realm where he
fights eternally, becoming ever
stronget. And so it is said that Farrus
Manus left the world of Man, preparing
for the time when he is reguired again,
that Time of Darkness wher his light is
nesded most of all.

The actions of their Primarch, so the
Iron Hands believe, implicilly warned
againsl the weakness of the (lesh. His
clearly suparior melallic hands have
long bean interpreted as a direct
message of this o his Legion. The lron
Hands, thersfore, follow  (heir
Primarch's example by gradually
eliminating the inherent weaknass
within thelr bodles, making
them tncreasingly
machanized. This was
furthar devaloped to farm

>

the most important principle of the Iron
Hands: the unylelding mind and the
unyielding body, Under this maxirm, the
strongest, most incorruptible warrior is
formed, so they belicve, This has
proved to be extremely effective, for in
all their long and glorious history, there
haa never been any record of an Iron
Hands Space Marine failing in his duty
as a result of any physical frailty.

The Iron Hands have a close link with
the Adepius  Mechanicus, and
embrace many of the beliefs of the
Machine Cull, Tha reverence they hold
lor the mechanical, the physical
ermbodiment of knowledgs, s frowned
upon by the majority of more
Codex Space Marine Chapters.
The most lalented of the
Chapler’s lron-Fathers are
sent tu Mars, lhe ancient
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THE RETAKING OF THE CONTQUAL SUB-SECTOR

The rechimation of the heretic sub sector of Contqual was achicved with such
astonishing  swiftncss and focy that it stapds as an crample 10 all those whe
conlcmplaic :il'II_II1II:I'lE the wrath of the Iran Hinds Indesd many would-be usurpecs
and heretics have renewed their faith in the glory of the Emperar under the threat

of the Tron Hands' [earsame retribution.

_-uBTl:]IJﬂ contained several planetar 3. ananh conglomcrations of ﬂsl.ll..ll.]hl-ldl
warlds rich in resources. They had p:u-pn:d ¢ happy isolation [or ceniorics, and
the people lived 2 decadent life, believing they had found an earthly patadise far
removed from the tormoil and ugliness of the rest of the nniverse, The fant of Chaos
spread quickly theough the upper hierarchy of the planets, fceding off the desires and
wezknesies of those in positions of powes, Within a month, the entire sub-scerar
writhed with the l:r.‘:-rﬂlF-li.ug csseoee of Chaos,

The terrible fury of the Iron Hands was overwhelming. and they steemed into the
sub-sector. taking the first few planets hefore any form of resictince could he
assemhled Enotire populations were ruthlessly eut down to 2 man, slaughtered while

their pleas for mercy went upheard, The death of every herctic and traitor anly
strengthened the Imperium. and the Chapter had no mercy for those who would let
such corruptivn wvertahe their world,

The pivotal battle came on the hive warld of Shaedenns, the ovelevs tor the Chastic
powers that were nifc in the sub-sector, A tear had appeared in the fabric of real
gpace. opening a direct link to the warp. Foul sbominatio
matter poured through the rift to be
inhabitants of the planet.

cemed of purc chaos
welcomed amd  cmbraved by the twisted

Dacmons whispered sweet wards of carrnptinn nto the ears of the assaulting Space
Mirinies, but teue to thewr beliels not 3 siogle warrior was tempted. The Jron Hands
fought with such lecocity and hatred that despite horrcndous losscs, they eradicared
the foul presence within days. The rift was closed by the combined force of will of
the Chapter Librarians, and the cleansing of the sub-secior continued.

Adver the fall of Shardenus, the rest of the sub-sector was quickly forced into
submussion. returng humbly 1o their fath in the Emperor, Onc after another, the
worlds turned o t]"l:l]' F:r'rurl ad overlords in mass rehellions. The leon ”4“:1
exceuted onc an every three citizens i un inlcnsive wwss tleansing, 3 punishmenr and
watmay 1o remain cver vigilani against she inherent dangers of weakness. In what has
become 1}'Flii:J.| fashion. the evidence af the unforgiving itlr}l of the Tran Haods
inspired a wave of devatinn that spread belore them, When the {"I.apnr left Cnnt_]ual
mere weeks after e arrval, they lelt o sub-sector w surviving wotlds were to
became amongst the most devoted of all those within the Im]’-rnum

and mysterious home world of the
Adeptus Mechanicus, whers they
study under the  Tecoh-Priest
Engingers, The lron Hands often make
use of weaponry and armory that is
generally unseen oulside the Mars-
based Cult. What the mysterious and
bypically insular Cult Mechanicus gains
from lhis  slrange relationship
is unclear.

Geneseed

The fanatically intense hatred of
weakness displayed by the Iron Hands
would appear to gloss over a hiddan
and deeply rooted fear of the physical
form that iz ovident throughout the
Chapter. This fear seems to increase

-

ag the Space Marine matures in age,
resulting In mare and more extrems
mechanization of the body, Where this
fear truly originales s unclear,
although it Is widely belleved that
snma gensfin flaw s at work. Thig
dafect seems to be somehow kept
Under control, or at least concealed, by
the mechanical augmentations the
Epace Marines routinely endure.

Motably reclusive, the Iron Hands are
particularly  hostlle to  outside
Interfarence, and they tolerate the
continued investigations by  the
Ingquisition with bareley conocaled
disdain,  Uncharacteristically, the
Inguisition appears relatively
unconcemed with the Chapler as «

whole. They seem o have Idantified
some aperratlan within the Chapter,
bt refrain from acting onay tor they do
not see the taw as inharently
dangercus to the Imperum, Rathar,
the lIron Hands Chapter, with its
paricular devoticen to the cradication
of the wecakness they percsive all
around them, are {for now) seen as a
useful farm of enforcement within the
Imperium, and their effectivensss is
beyond guestion.

Great Heroes

Faulllan Blantar was an inspiration to
his Ghaprer who served the Kaargul
Clan Company for many centuries. Hig
technical abilities became apparent
soch after his induction inte the lron
Hands, and within decades he had
basome the proeminent lron-Father
of his Clan Company. The other Clans
aent their young aspirants fo study
undar this great master, and thie entire
Chapter benefited from his expertise,
I the reabm of bionic enhancement he
was unparalieled, and his refinemants
of the augmentation process distinctly
affactad the diraction of the Chaptar.

It was Paullian who led the dramatic
countar attack against the insidious
Dark Eldar on the industrial world
Kaladrone, rescuing the badly
wounded warleadsr Bannus and
carrying him to safety, Bannus had
baen terribly mutilated by the twisled
aliens, and it was Paullian hirmsell who
performed  lhe lech-surgery  that
ensbled Bannus to continue to lead his
Glan for centuries to come. Indeed,
Bannus still leads his Clan Company
as an ancient and powerful
Ureadnought, Being an integral
mambar of the Great Clan Council, his
wigdom and experience continue to
banetit the Chapter as 8 whaols,

The disdain that Paullian felt for his
arganic body was legendary, The
augmentation ol his budy was a
constanl progess, and he ceaselessly
sought new ways of strangthaning
himsell. Indeed, towards the end of his
Iong and successful life gpan, there
was little organic lett of him other than
his brilliant, mechanically-oriented
mind. The ritual searting and
punishment that he inflicted on the few
exposed areas of his skin became
synonymous with his skill as a tech,
The Iron-Fathers of the Chapter as a
whole roufinegly scar their bodies in
reverence to him, and they uniformly
aspire o his lechnical brllliance
and insight.
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USING AN IRON HANDS ARMY IN WARHAMMER 40,000

Space Marine Heroes, Librarian, Iron-Father (see below), Command squad,

Agsault squad, Bike Squadron, Attack Bike squadron, Scout Bike sguadron,
Land Speader squadron, Land Speeder Tornada, Land Speedar Typhoon

Devastator squad, Predator Annihllator, Predator Destructor, Vindicator,

lron Hands use the following units from Codex Space Marines:

HQ

Yanarable Dreadnought (sec below)
ELITES Dreadnought, Space Marine Veteran squad
TROOPS Space Marine Tactical squad, Scout squad
FAST ATTACK
HEAVY SUPPORT

Land Raider, Whirlwind

A copy of Codex: Space Marines is necessary to field
an Iron Hands Space Marine army. The following rules
and Caodex changes apply. Note that the entire army
must be Iron Hands, not Just one or two squads.

WARGEAR

'‘More Machine than Man’ — Bianics: The lron Hands
constantly mechanize their bodies, striving always o
strengthen themselves. Iron Hands characters may
putchase bionics for half the usual points cost.

5 Points for Iron Hands Characters

Terminator Armar: The highly valued suits of [ron Hands
Terminator armor are waorn by ingpiring Indlividuals within
squads, rather than by a specific squad of Space Marines.
The lron Hands may not choose Terminator squads as
Elite choicas. Howaver, Iron Hands Veteran Sergaants can
be given Terminator armor chosen from the Space
Marine Armon.

Mechanicus Protectiva: The lron-Fathers do not wear
the Mosariua ke the Chaplains of other Chaptars, Instead
they wear the Mechanicus Protoctiva, a powerful arcane
device often incorporated into the lron-Father's power
armar. The small energy field projected by the Mechanicus
Frotectiva provides the lron-Father with an Imvulnerable 44
save, This may be taken instead of the Iron-Father's
NUEMaEl anmnor save,

Iren-Father and 0-4 Servitor Bodyguards (HQ Choice)

Points WS BS 5 T W | A Ld Sv
Irom Father 76 £§ 5§ 4 4 2 5 3 8 3+
Servitar +6 4 3 4 5 1 1 1 &8 b

VWeapons: Puower Mechanicus Protectiva

and Blonics.

WeApon,

Options: The lran-Father may be given any equipment
allowad from the Spaca Maring Armory. This mey include
Techmarines only' items.

Servitor Bodyguards may be equipped with close combat
implante (count as power weapons) at +10 pts each

SPECIAL RULES

Independent Character: The lron-Father js an
Independent Character and fallows all the special rules as
detailed in the Warharmmer 40,000 rulebook unless he is
accompanied in battle by a Serviter Bodyguard,

Servilor Bodyguard: Servitors are gifts bestowead upon

the Iron-Father by the Adeptus Mechanious, They are half-
human, half-machine sreations that carrylng out menial
lasks for the lron-Father and serve him as a bodyguard.

To represent this, an Iron-Father may be accompanied by
a bodyguard of bstween 1-4 Senvitor Bodyguards, Tho
Senvitors and the lren-Father form a single unit. If the Iren-
Eather is killed. then his Servitors will deactivate and are
removad also.

0-1 Venerable Dreadnought (HQ Choice)

Points/Model WS BS S FRONT SIDE REAR |
125 & E6D 12 12 10 4

Type: Walkar Crew: One Space Marine

A
3

Weapons: The Dreadnought's left amm Is equipped with a
Dreadnought close combat weapon that has a built in
storm belter. The Dreadnought'e right arm is equipped with
ane weapon from the following list: assaull cannon at +30
pts; twiniinked lascannon at +50 pts; twin-linked heavy
boller at +30 pts; multi-melta at +40 pts; plaamia cannon at
+40 pts; twin-linked autocannon at +35 pls.

Options: The Venerable Dreadnoughl may be equipped
with any of the following vehicle upgrades for the cost
listad in the Spaca Marine Armory: exira armor, searchiight
or smicks launchers. Mo upgrade may be chosan mora
than onee per Venerabla Dreadnought.

The storm bolter may be upgraded to a heavy tlamear at an
additional cost of +10 pte.

The cloge combat weapon can be upgraded ta a
missile launcher at an additional cost of +10 pts.

The Venerable Dreadnought may be equippad wilh a
Saared Standard from the Space Marine Wargear listat an
additional cost of +20 pls,

SPECIAL RULES

Old & Wise: Venerable Dreadnoughts are revered,
ancient waniors who are extremnely wise in the ways of
war. If an Iron Hands army includes one then it may re-rol
the dice If the mission being plaved has a dice ol to see
who gels the first irn.

Hard ta Kill: Venerable Dreadnoughts are extracrdinarily
tepacious, To represaent thls, when the Venerable
Dreadnought takes a glancing or panairating hit, you may
forge your apponent to re-roll the resulting damage, ou
must acoept the result of the second roll.
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Of all the Space Marine Leglons created by the Emperor to
reconguer the galaxy during the Great Crusade, none were more
feared than the World Eaters. At the forefront of the bloodiest
assaults and most vicious battles, the name of World Eaters became
a byword for bloodshed and terror on a horritying scale.

Orlgins

Kopt  chainod  within the  deapost
dungeon of the Library Sanclus on
Terra, the bloodstained pages of the
Liber Malum records the fale of thoso
wha have trod the path to damnation.
To even menlion its name is 1o risk
madness. Many are the blasphamaous
haretics and tyrants whose namos sully
the pagos with tholr treacharies, bl
loramost amongal those damnod souls
Is the name of Angron, Primarch ol the
World Eaters Space Marine Leglon

The legend of Angron is incomplata,
and there s much that is not known or
g0 shroudod In dark legand thal the
true Tacta are Impossiblo o discon
How Angron came o be saparalod
from the Emporor so soon aftor s
croation and tha name of the plane! ho
eventually came to call home s
unknown. Indead where this planat was
or even Il Il still exisls is uncertain,
Carpinus’ Spectilum Historiale speaks
ol Angron's world as technologically
advanced (though does nol name (1),
riled over by o caste of weallhy alil
who lived In decadent opulence whiln
the populace of (heir cilies lived
in abject poverly in the slums
surrounding thoir walled palaces. To
distract the populace from their daily
wooes, tho rulars of this world  hald
ragular death gamaes In colossal arenos
with cybarnatically enhanced gladiators
who baltled in mortal combat 1o salisly
the bloodlust of the people. It was on
this world that the Primarch Angron
was eveniually 1o be discoverad, bul
how he came lo bo there is unrecordocd

Howavar It camno 1o pass, [ la known
that Angron was discovared by a slavor
who chancad upon the bleeding ligure
of the Primarch, surrounded by
scoras of allen corpses, high in the
northermn mountaing, History does nol
racord to whal race these alions
belonged, but many Imparial scholars
boliove tham 1o have been Eldar,
perhaps attacking tho Primarch with
some foraknowledge of what the fulure
held for him. Angron had boen
grievously wounded, but was alive and,
seaing that all his wounds wara to the
fore, the slavar realized thal Angron
must be a formidablo warrior, Takon og
a slave, Angron was nursed back to
health and blo-neural implants waora
surglcally gralied o his cerebral corlox,

Relics from the Dark Ago ol
Tachnology, those would boosl o
wariar's  agprossion and strongth in
battle and turn him nte a frenzied killor,
Angron was laken to the planol's
capital whara hls obvlous polenlial as a
gladiator was soon roalized, and he
wias bought by the largest and most
patronized arona in tha city. Tho colls
balow the arona wara home to sevaeral
thousand cybor gladiators, and Angron
now look hls place amongst them,

After only a few months, Angron hod
gained a bloody repulalion as a proud
warrior of fearsoma skill with a strong
sanso ol martial honor. He  killed
hundrads of wariors, in single  and
mulliplo combats, but those wha lough
well, he sparoad, Angron was o llrm
favorito of the baying crowds, and whila
he appeared 1o relish the lile of o
gladialor, ho was always plolling ways
lo escape his life of slavery. Ho was a
roublesoma slave, with an instinclive
anti-authoritarian sireak and savaral
times altemptod 1o broak ool of 1ho
arana’s dungoeons, The fightors worn
hold undor extramely heavy sacurlly,
with hundreds of heavily armed guards
constantly on duly, and every allampl
maet with lailura,

Within a few years, his fame had
gpread 1o avery comor of tho globo,
and his raputation s a fearsome killo
was  well ostablishod,  Thousands
flocked 10 walch Angron light, and,
under his tulelage, the gladiators
becamo doadller and deadlier until no
other arena’s warriors could stand
against tham, Following anothar falled
ascapa bid, Angron finally undersiood
that he could nol succoed alone. Hig
unbending warrlors code and training
methods had made him a  wall
respected leader amongst  1he
gladiators, and, with the largest dealh
games on the planet rapidly
approaching, Angron began planning
his moat daring eocape attempl yol,

For theso gamos, Angron  was
parmitted 1o slage a vasl display of
battle iInvolving every ono of tho aronn’'s
gladiators and, at its heighl, as the
crowd drowned the arona in choors,
Angron's lollowers turned an  thair
guards, butcharing them and fighting
thoir way troo, Agalnegt soldiers armad
with  guns  tholr  oasuallios  worp
horrandous, bul nearly two thousand




managed fo escape into tha city,
glealing whal waeapons and supplies
thay could bafora batiling thelr way into
the mountaing, Angron's army took
rafuge In the highest reaches of the
nartharn mountaing, close to whoere he
had been discovered by the slaver
many years ago. The rulers of Iha
planet iImmediataly dispatched a lorco
lo destroy the asscapes, bul woefully
underostimatod the capabilities of
Angron's slave army. Wilhin days, a
fow  pltiful survivers  was  all
fhat remained of the onco proud
host, s&tumbling back 1o the
clty, their weapons taken and
comrades slaughtared,

For the next few years, many such
orees waere sent agalnst Angron's
slave army, and each one was
deleated, cul to pleces by the psycholic
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fury of the cybormalically anhanosd
warriors, But altrition and hunger waere
taking their toll on the slavas, and soon
they numbored less than a thousand,
On a mountaln named Fadan Mhor, as
darkness fall, Angron was finally
surrounded by no lass than live vasily
aupearior armias and it looked as though
the slavae reballlon was flinally over. Nol
aven the Primarch could stand against
auch numbars, and the followling day's
baitle would suraly san him dead.

Il was around this time that the
Emparor came 1o this world, drawn by
the paychic aura of the Primarch. The
Emperar had observed Angron in
asacrat from orbit {or some  time,
walching with pride as he led the slaves
in ballle. Now he descended to the
planat's  surface, oflering  Angron
leadership of the World Eaters Spaco

+*

Marine Lagion and a place al his alde,
Bul, 1o the Emperor's surprise, Angron
refused, His place was hare, with his
fallow slavas, and he would dis before
dagarting tham. Angron and the slaves
dug their graves during the night, a
signal to thoir anemias that they would
light to the death rather than surrencder,
The Emperor knew thal even though
Angron was a Primarch, he would
parish in the coming battle and,
bringing his ship info low  orbit,
leloported Angron away from Fedan
Mhor, Withoul thalr leadear, the morale
ol the slaves was deslroyed and the
lollowing  morning  thoy  wero
slaughtarad by the combined armles of
the planet's rulers, In space, as fhe
Great Crusade conlinued, Angron
avantually took command of the World
Ealors bul never forgave the Emparar
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index Astartes First Founding: The Warld Eaters

for his abduction from the planet and
what he saw as a betrayal of his
rmartial honor,

Knowing how effective at boosting a
warrior's prowass the psycho surgery
could be, Angron ordered the
Techmarines of the World Eaters to
duplicate the process, using the
implants in his head as a template.
However, the art of this technology's
construction had long since been
forgotten, and the early attempts at
reproducing it were unreliable, often
triggering uncontrallable and
unstoppable psychotic episodes in the
recipients. Eventually, the Techmarines
were able to construct working implants
that heightened aggression and
strength, grafting them to whole
companies of World Eaters Space
Marines. Initially, the enhanced
companies were highly successful,
quickly gaining a fearsome reputation
as terror troops. No mercy was offered
by the World Eaters, only bloody death
at the end of a chain-axe. The Liber
Malum speaks of whole systems
surrendering whaolesale rather than
face the wrath of the World Eaters, But
it was only, a matter of time before the

e
e
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Legion’s use of psycho surgery on ils
recruits  became  widely  known.
Following the infamous Ghenna
Scouring, where an entire planet’s
population were butchered in a single
night of bloodshed, the World Eaters
were censured by the Emparor and
commanded to cease the use
of implants.

Angron paid litle heed to this and
ordered the work of the Techmarines to
continue, until almost every Space
Maring in the Legion had undergone
the ritval surgery. Blood rites became
an increasingly imporiant part of the
Legion's heritage as their slaughter
continued across the galaxy, and It
became common practice for Space
Marines to compete in the number of
enemy skulls they could take in hatile.
Many of Angron's brother Primarchs
voiced their concerns 1o the Emperor,
and now the Master of Mankind made a
fatal error. He dispatched Horus, the
most trusted of all the Prmarchs, to
confront Angron and bring him back
inte  line. Horus was a master
psychologist and, unbeknownst to the
Emperor, had already been corrupted
by the Chaos powers. In Angron he
saw a warrior consumed by bitterness
and resentment, and it was a simple
matter for Horus to feed thal bitterness,
emphasizing the Emperor's betrayal,
painting him as a weakling in nesd of
replacing. He told Angron exactly what

& he wanted to hear and, when Horus

eventually betrayed the Emperoar,
beginning the first galactic civil war, |
Angron's World Eaters marched beside
the Sens of Horus.

The ferocity and horror once visited
upan the enemles of the Emperor by
the World Eaters now fall upon the
Imperium. The Waorld Eaters fought In
the vanguard of every batlle, fighting in
the bloodiest assaults, preferring to tear
the enamy to pleces at closs quarters
rather than with long range firepower.
Angron's warriors cut a bloody swathe
across the galaxy towards Terra, |
drinking the blood of their victims and |
taking their skulls in honor of their new |
master, Khorme, the Blood God. On
Terra, surviving vid logs from the siege
of Terra show the World Eaters
breaching the walls of the Imperial
Palace, the twisted, red form of Angran
wiglding his glowing runesword at their
head. The World Eaters reaped a
bloody harvest on Terra, but ultimate
victory was to be denied them. Wilh the
Dark Angels and Space Wolves en
route to  Terra, Horus gambled
everything in order to end the slege, |
lowering the shiglds on his battle bargs
and daring the Emperor to come for
him. The Emperor rose to the challenge
and faced his betrayer in a2 combat that
wolld decide the fate of the galaxy. The
two fought a batlle that was waged in
every realm, physical, spiritual and
psychic, until at last the Emperor slew
Horus, but only at the cost of his own
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humanity. Without the Great Betrayer to
bind  them, the ©Chaos host
disimegrated and fled the planet.
Angron was the last to leave, leading
the World Eaters deep into the Eye of
Terrar. The batile had been last, but the
war would go on. He and his warriors
had all eternity to sesk revenge,

Home World

The home world of Angron remains a .

mystary 10 this day. No known record
gxists of where the Emperor
encountered Angron, and none of
hose histories scanned by the scribes
on  Terra appear to malch the
description given in the Specuium
Hislorale of  Angron's world. Scholars
postulate that Angron himself may have
relurned to his home woarld upen the
outbreak of the Horus Heresy and
destroved it to avenge the death of his
fellow slaves, It is certainly true that the
World Eaters destroyed a number of
worlds sesmingly at random on their
bloody advance to Terra, but whether
one of these was his home world is a
riddle that only Angron knows the
answer o,

With the Heresy ended, the World
Eatars fled to ihe Eve of Terror, the
Legion swifily degenerating into roving
bands of Chaos renegades. As such
they have no particular base or home
world, each warband operaling from
whatever crait they can lay their
binodstained hands upon.

Combat Doctrine

The World Eaters have only one desire:
1o slay their enemies in close combat
and take skulls for Khorne. To this end,
the Legion cast aside their long rangad
weapons and took up the chain-axe
and pistel. The thirst for blood and
slaughter has become such an
overpowering need to the Weorld Eaters
that when battle is joined they rampage
across the battlefield, roaring the name
of Khorne, all strategy and tactics
forgotien in their thirst for bloodshed. In
combat, these frothing madmen are
ferocious warriors who will fight to the
death, knowing that their blood is as
welcome to Khorme as that of their foes.
Truly it is said that the Warld Eaters
credo is victory or death,

Organization

Banished to the Eye of Terror and tied
farever 1o the worship of Kharne, the
blood rituals of the Legion became an
aven maore important part of the World
Eaters daily lives, mighly oceans of

THE CLEANSING OF ARIGGATA

Druring the heady days of the Great Crosade. the houndaries of the Emperor's space
were continually being pushed back by lis Pramarchs. hany worlds welcomed the

" arrival of the Emperors armics. while others foolishly resisted. Ariggata was a

technologically advanced world that had been isolated {rom the Imperivm for many
cenfurics. and when lmperial envoys arrived bearing word of the Emperor's return.
they were exeeuted in 2 bloody gesture of indepondence. The miliary might of
Ariggata was formidable. and thus the honor ol itz pacilication fell 1o warriors [rom
no less than three Legions, the Luna Walves, the Ulicamarines and the World Earers.
The Emperar's Warmaster. Horus, was in overall command ol the force. and under
his masterful generalship, the armics of Ariggats were quickly subdued until only the
Basalt Citadel. scat of the planet’s rulers. remained in coemy hands,

Imperial [orces lud sicpe 1o the citadel, but the pacification was aking too long for
Horus™ liking. he wanted to be away from this world to seck [urther glory, Ta
quickly end the sicge he bombarded the mighty walls of the citadel from ocbi,
ordering Angron and the World Eaters to storm the breaches created and shay the

enamy lcaders. The walls of the ciiadel had been forged during the Dark Age ol
Technology and. despite 1 week long erbital bembardment. only a single breach was

made. Roboute Cuilliman counselled caution, but nether Horus or Angron were
willing to wait. Angron threw the World Eaters ar the walls of the Basalt Citadel. a
{irestorm of lisers and bollets wreaking bloady carnage amongst their rapks. The
World Eaters were undavnted. 3 ramp of corpses allowing them to finally crest the
breach and. onee within the citadel's walls, the bartle-maddencd Space Marines slew
everything that came within the reach of their chain-axes. The ancient halls echoed
with terrilied screams for a day and night as the World Eaters rampaged through the .
citadel, and when Angron linally led his warriors from the charnel house. not 4 single
sonl remained alive within,

When the Uliramarines moved in to secure the citadel. they were horrificd ar what
they discovered. The chambers and vaulis of the citadel resembled 1 madman's abatteir.
dismembered corpses lay where they had fallen and the stench of death was an almost
physical thing. No-one had bren spared, every living thing had been butchered in the
World Eaters” [ury. By the time the appalled Ultramarines left the citadel. the World
Eaters and the Luna Wolves had already departed. leaving the Uliramarines 1o garrison
Ariggata vntil the Imperial Army arrived. Before Guilliman was able to conlront his
brother Primarchs regarding the massacre on Ariggata, the Heresy erupted, both Horus
and Angron spitting on their oaths of loyalty to the Emperor. and Guilliman's worst
[ears were confirmed.

blood filled in his praise. The legendary sized forces capable of untold

tactical organization of the Space
Marines broke down, washed away by
the years of slaughter that followed, As
more and more of the Legion’s officers
and champions were possessed by
daemons or became mighly Chaos
champions, the last wvestiges of
discipline and organization fell away,
the once proud Space Maring Legion
reduced to howling, berserk killers
thirsting for death and bloodshed. After
the Might of Madness on the dasmon
warld of Skalathrax, when a champion
named Kharn turned on his fellow
World Eaters, the Legion tore itself
apart in a day long slaughter, becoming
nothing more than roving bands of
renegades, endlessly questing for
battle and death. Such bands wvary
enormously in  size from single
champions, small squads to company

destruction. The champions who lead
these marauders will fight alongside
almost any other Chaos Lord who is
gathering his forces, asking for nothing
more than the chance to spill blood in
the name of Khorne. Bul even a Chaos
Lard must be wary lest his head be
added to the tally of skulls.

Beliefs

There is only one thing the World
Ealers believe in; the spilling of blood.
The sole purpose of their existence is
to kill and to shed blogd in their god's
name. Whether that blood comes from
a foe, an ally or even their own veins, it
matiers not. All that matters is that the
pile of bloody skulls laid at the brass
thrane of Khame grows ever larger.

.

INDEX ASTARTES: CHOSEM OF KHORMNE - 33 - NOUEMBER 2001



Index Astartes First Founding: The World Eaters

Gene-seed

After countless millennia raiding from
the Eye of Terror, the gene-seed of the
World Eaters has been contaminated
beyond redemption. Many suspect that
Angron's gene-sead was corrupt from

the start and the World Eaters were
damned the moment they were
created. Others point to the known
history of Angron and insist that his
Legion could have been saved had the
signs been noticed earlier. Whichewver
is correct, the Space Marines of the
World Eaters have a physical need to

. Shed blood and Kill, a driving imperative

that sends them into a berserk fury of
unrastrained bloodihirsty psychosis. So

~ strong is the desire to kill that the World

Eatars will turn on ong another to
satisfy their bloodlust should no othar
foe present itsalf,

Baitlec ry

:"E!nnd far the Blood Ged!"

KHARN
THE BETRAYER

Equally cursed and revered amongst the
World Eaters, the name of Khiro stands
a5 2 legend amongst thoss who would
kill 1n the mame of the Blood Cod
Khirn was to earn the title Betrayer on
the dacmon world of Skalathrax with a
supreme act of slaughter. Here the
Legion was finally sundered when the
World  Eaters  clashed with  the
Emperor’s Children through the planet’s
storm-lashed cities of black rock and
ice. City after city fell to the berserk
assauhts of the World Eaters, blood
pouring through the strects as fire and
lightning split the sky. As the battle
contipued  to  rage.  the
Skalathrax night began to dnw in.
bringing certain death to all these not
in shelter. Time and time again, the
chosen of Khorne hurled themselves ar

freezing

the Emperor's Children, slaughtering
the hated foc until forced 1o halt their
attack as darkness fell.

Freezing storms scoured the canyons of
the city bare of life. both forces
sheliering from the deadly man-killing
cold A champion oamed  Khirn
screamed his frustration to the skies as
the Legien pawsed in its  attack.
demanding that he be allowed to
coptinue the killing. Furious with his
fellow warriors for sheliering  while
there were foes yet to slay. Khirn took
up a [lamer and turned its incandescent
death on his fellow Berzerkers, and those
who tried 1o stop him he cur down with
his shricking cham axe He strode
through the buroing city. his bload
spattered armor glowing with unnatural
balefires as he burned friend apd foe
alike. As the flames spread to the rest
of the city. the Legion tore itself apart,
Berzerkers fighting cach other and the
Emperor's Children  for  what  little
shelier remained. Like an avenging angel
of death. Khirn burned and hacked a
bloody path through the {laming ruins
of Skalathrax. the living incaroation of
the Blood God himself. And from that
day forth. the World Eaters were broken
a5 a Legion, becoming scattered bands of
berseck  warriors, forever i search of
death Khirn now stalks the Eye of
Terror. an avatar of  blood-seaked
butchery who has never tasted defeat,
and only the most insane warriors dare
to light alongside him since few who do
50 E¥Er survive.
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USING A WORLD EATERS ARMY IN WARHAMMER 40,000

World Eaters use the following units from Codex Chaos Space Marines:

HQ 1 Warld Eaters Chaos Lord or Daemon Prince, 0-1 Bloodthirster

Elites World Eaters Cult Terminators, Possessed World Eaters Chaos Marings, Warld Eaters Berzerkers.
Troops Bloodletter Dasmon Packs, World Eaters Berzerkers

Fast Attack World Eaters Bikers, Juggernauts of Khorne, Flesh Hound Daemon Beast Packs

Heavy Support World Eaters Dreadnought, 0-1 Waorld Eaters Predator

A copy of Codex: Chaos Space Marines is necessary
to field a World Eaters army. The following rules and
Codex changes apply. Note that the entire army must
be World Eaters, not just one or two squads.

Special Rules

+ Blood Franzy: All troops identifiad as World Eaters on the
table above are affected by Blood Frenzy,

World Eaters must charge if there are enemy in range at the
slart of the Assault phase.

World Eaters never Fall Back, even voluntarily, and can
never be pinned. They are assumed to automatically pass
any Morale check.

If victorious in an assault, Waorld Eaters must Sweeping
Advance unless any models are equipped with Terminator
armor or they won due to ‘moral high ground'.

At tha start of each Chaos Movement phase roll a DS for
each World Eaters unit or Independent Character to see if
they are gripped so strongly by the frenzy that they rush
towards the enemy. On a 1 or 2 they advance DE" towards
the nearest enemy — ignoring all but impassable terrain, If
mounted in a transport they will disembark before maving.
Do not rell for vehicles or Dreadnoughts. However, whan
ralling for Fire Frenzy, World Eaters Dreadnoughts count a
result of 1 or 2 as Blood Rage, not just a 1 as normal.

« [t any World Eaters Tarminators, Berzerkers, Bikers or
Gharacters (and their retinues) are fieldad in a unit of exactly
eight models or a multiple of eight (becausae eight is the
sacred number of Khorne) they may upgrade one of their
number to Aspiring Champion status at no points cost, If the
Lord's retinue benefits from this then the free Aspiring
Champion will be an lcon Bearer.

+The only Mark of Chaos that may be selected for any World
Eaters model is the Mark of Khome and all World Eaters
Independent Characters must be given the Mark of Khorne,

* One Berzerker squad (not Terminators!) selected as an
Elite choice can be upgraded to Chosen of Khorne at a cost
of +8 points par model. Seg below for details, A squad of
Chosen must numbar 8 or 16 models in total.

+ Tha only Chaos Vehicle Gift available to the Werld Eaters
is Dastroyer. All Chaos Vehicle Upgrades can be usad.

Possessed World Eaters Space Marines

Possessed World Eaters Space Marine squads consist
of renegades possessed by Khornate Daemons.
Consequently the first power rolled is always assumead o be
numbar 3 - Strong - and the other two powers are then
rolled normally.

Warld Eaters Biker Squadron

The army may include World Eaters Bikers as Fast Attack
choices, They cost 45 points per model and use the same
profile as normal Chaos Bikers, but with the following
changes. Because they are Berzerkers of Khorne, Waorld
Eaters Bikers get +1 Attack in addition to the usual +1 Attack
for having scythes and blades.

Khornate Chain-axes

The close combat weapon of choice used by Werld Eaters
iz a massive chain-axe. Heavy and unbalanced, these are
not finesse weapons but slaughtering tools. The close
combat weapon carried by the World Eaters is automatically
assumed to be of this type and Independent Charactars with
the Mark of Khorne may select it as a Gift of Khome for
& points.

Khornate chain-axes are 50 huge and are wielded with such
ferocity that they can penetrate vidually any armor known
and the only defense against them is to dodge out of the
way. The highest armor save possible against a
Khornate chain-axe is therefore 4+. Invulnerable saves
are unaffected.

The Chosen of Khorne

The Chosen of Khorne is an elite guard made up of the most
brutal and blood-soaked killers in a Legion of blood-soaked
killers. They enter a frenzied rage in battle through which
they feel no pain, merely the imperative to take skulls,

Ignore Injury: If a Chosen of Khome model loses a wound
roll a DB, on a 1-3 remove the model as normal, on a 4+ the
injury is ignored and the modeal continues fighting. This
ability cannot be used against weapons that inflict instant
death or against ¢lose combat weapons that allow no save.

World Eaters Cult Terminators

Immense Strength: World Eaters Terminators always have
+1 Strength.

Character: If a model is upgraded to be an Aspirng
Champion they may be given the Mark of Khorma. This costs
& points but doas not incraase thelr strength above 5. It does
allow them to take gifis requining the Mark, however.

Transport: Word Eaters Terminator squads numbering no
more than 5 models may select a Chaos Land Raider as
a transporl.

FPoints Cost: A World Eaters Cult Terminator costs
45 points.
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Sinca the anclent times of the Great Crusade, the Ultramarines have
fought at the forefront of the Emperot’s armies. Highly disciplined
and couragecus warriors, the Ultramarines have remained true to the
teachings of the holy Codex Astartes, the greatest work of their
Primarch, Roboute Gullliman, for ten thousand years. Tales of their
victories are told from their home world, Macragge, to the sacred
halls of Terra. Whenever the enemies of Mankind threaten the
Imperium, the Ultramarines stand ready to fight them.

Qrigins

Unigqualy amongst the First Founding
Legions, the history of the Ultramarines
is ralatively wesll documenied, and there
aexists a wealth of informaltion regarding
the formation of this most llusbhious
Chapler. Gne of the greatest inysteries
concerning the Primarchs of the Spaca
Marine Leglons ara the clrocumstances
of their sundering from the Emperor,
and this has vexed scholars down
thrangh the millennia. Thara ara many
wild and fanciful theores, but none can
fully explain how such g calamitous
event could be allowed 0 transpire.
While it is a mystery that will probably
never ba adequalely solved, it is whean
Roboute Gulilliman’s digcovery on
Macragge is examined that Imperial
scholare find perhaps the greatest clue
to the true facts of the mattar,

Maecraggs is & rocky, Inhoapitable world
on the eastemn fringe of the galaxy
Three-guarters of its surface is covered
by bleak, mountainous uplands, the
rest with glittering blue seas. Macraggs
Fad survived the worst catastrophes of
the Age of 3iife; s industries had
remained  intacl,  conlact was
mintained with nearby slar systems,
and spacecraft regularly. traveled
between them. The people of
Macrapge were ruled by two Kings, or
Consuls, and thelr word was law. To
break their laws was to invite severa
retribution,  but  honest il was
rewarded and positions of power
granted to those most capable, Lite on
Macragge was harsh and only the
strangest survived to adulthood. The
state determined whethar childran,
both male and female, were strong
when thay ware bom and weakling
infante were left on the mountaine
to perish,

To be a citizen of Macragge was to live
a life of discipline, self-denial and
simplicity,. The people  viewed
themselves as the trus inheritors
of Humanity's best traditions,
shunning luxuries and occasion for
leisure. Reliange on technological
advancement was seen as bringing
discord, weakness and a decling in
moral wvalues. This exercised a
profound pull on the surrounding

systems which admired the disciplins
and order of Macragge. To maintain this
way of life, children of both sexes wers
sent to military and athlelic academies
at the age of sk whare they wers
taught to fight, build their stamina,
maintain discipling, endure cxtromes of
pain and survive in the wild. Life for the
students was brutal, and only the very
keat aurvived., At fourteen, after
eight years of the toughsat
training Imaginable, those students
became aoldiers.

This punishing regime ensured that the
mititary might of Macragge was sscond
o none, and many of the surrounding
systems adopted the same method of
fraining. While the resl of the galaxy
threatensd W0 plungs back inte he
dangrchy of the Age of Siife, Macragye
and  her neighbors  prosperad,
disciplined armies of highly trained
warriors hurling back alien invaders,
pirates and human renegades time and
time again. A soidler served untll he or
she reached the ape of thifty, when
they were allowed 1o leave the military
and start a family of thair own.
Howavar, despite the avarwhalming
militany suncessas off-planat, araas of
Macragge remained untamed and wild,
with bandits and brigands raiding from
the barbarous lands of liynum in the
narth. Konor, tha mightiest Battle King
ol Macragge, had led armies against
the northarn barbarians, but even he
had never managed to pacify the
region for any length of time.

The caming of Roboute Guilliman was
a time of great omen for the people of
Macragge. Scribes recorded many
strange sights and a passage in
Konotr's joumals offers a significant
clue to the mystery surrounding the
Space  Marine Primarehs. These
writings have been presarved by the
Librarians of the Ultramarines and ita
words have enlightened and divided
Impearial histonans in equal measurs,

“Such dreams a5 might make 3 man believe
he had lost his mind. or worse fallen prey
to a dsemon. beset me pightly. It has been
three monthe since 1 speat o pight not woken
fram aleep by 2 scream za terrible 1 scacce
believe it to be my own Bvery oighn, dack
terrors of fang and claw seck 1o rend my




B - kT

flesh and’ feast’ on my soul. The physicians
prepare me infusions of Ligsiam roat, hat
1!::];- do not help: Wletil tomight 1 felt like 1
should go mad But as 1 decsmed of dark
momsters that looged 1o suck the manow
{rom my hones 1 beheld an armored. figure
in, 2, molded breastplste of - iran, embossed
with an eagle and polished so that it shone
like silver. A closs fitting helm of bronze
wbscured the warrior's face and bt stood with
1 wide-bladed sword thar crackled  with
powerful cnergics. The dark beasts: swarmed
aroued him, bt he smote them  with his
miEhi}* weapon and, a& cich cresture Lell it
hiowled and vanished from aight As the lan
beast was slaine the warrior wmed o me and
I suddenly found myself beside Her's Falls
in the Valley of Liponis. Spray from the
midg) waterfall’ drenched me apd Iosawr 3
golden haired child oo the grownd. The
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wartlof bade me protecr the child apd as 1
reached to pather the habe in my arms |
woke, fecling more cefreshed than [ have”in
months Dream or vision? 1 do oot koow, but
1 awoke with & Fioe mist of ‘fresh mountain
water on my, face.”

Accurding o legend, the Valley of
Laponis was the site of the crowning of
the first Batlle King of Macragae and,
the following day, konor wde eas| al
the head of his bodvpguard 10 Hera's
Falls. Weeks later, the king's expedition
eventially crasted the-Impenetrable,
snow-capped paaks and reached the
vast falls, glacial water thunderng ta
the rocks tans of thousands of feet
below. Here, wrappad. |n swar:ldllng
clothes, they discovered tha child: that

Konor had seen in his vision. How the:

child came: to be in this isclated valley

was & mystery that would never be
solved, butit was seen as a greatomen
thiat the child should be found in a place
of such historical, sianificance, Konor
ook lhe babe back to his palace and
named him Roboute, which means
‘Greal Oneg'

Roboute grew quickly, as did his
capacity for Iearning, and within the
space of 8 few years he had mastersd
averything tha wisast men of Macragge
cobld teach him. At the aga of six, as
was 1he custom for chlldren of
Marragge, he wastaken from nis father
and inducted inta:tha Agiselus Barracks
whiara he masterad thae art of war with
braathtaking speed. His grasp of
philosaphy, history and seience was
greater than anyone alive, yet hisinie
genius: lay in the field of military
arganization. After two years [t became
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Index Astartes First Founding: The Ultramarines

farcical for Rohoule to ramain at the
training barracks as he was already the
mightiaat warrior on. Macragge. He
could best avery ane of his instructors
in hand 1o hand combat and none eould
out-think his hatilefiald stratageams.

As Hoboute took his place within the
military, Macragge iteelf was in a state
of change. Konor was a well-liked ruler,
yet his fellow Consul, a wain and
jealous man named Gallan, plotted
against  him. In these times of
prosperity, Gallan and a powerful group
of the wealthy clite of Macragge had
grown fat off tho labor of slaves ‘and
vigorously oppesed Konor's proposed
reforms that would oblige them to
provide their slaves with reasonable
focd and ascommaodation. Konor also
pushed through lagislation that forced
the wealthy to contribute to his
ambitious program to enlarge and
improve the capital city, His reforms
ware of greal benefit to the people of
Macragge, but Gallan and his
supportars were fearful of losing thelr
wealth and power. 3uch was Roboute's
fearsome reputation, Gallan knew that
he could not strike while Konor's son
was st in the capital, and secrelly
arranged to have him removed from the

city, Spreading gold amongst the
llyrium tribes,. Gallan had the
tnbaemen launch a series of bloody
rajds against the northern communities
of Macragge. He then counseled Konor

that the pacification of these tribes

would be the perfect task for Robouts,
Konor readily agreed; he had been
geoking a tazk worthy of hie son, and
he believed that this was the parfect
opportunity for him to prove his
readiness for command.

Roboute marched north into the
untamed lands of |llyriurn and launched
a  brilliant campaign against the
tribesmen, His genius for military
strategy and organization was nothing
short of legendary, and within fwo
months his expeditionary force had not
ahly pacified the entire region but had
earned the respect of the flerce
tribesmen, Roboute became blood
brother to Bardylis, head man of lhe
strongest tribe, after sparing his life in
batlle and accepted catha of loyvalty
from. (he leaders of every other tribe at
the Galhering of Paonia, Bardylls then
lold Roboute of the gold that had come
north from Gallan and begun the
bloodshed. Roboute  [mmediately
gathered his men 1o march south to the

capital but, as they came within sight of
the eity, they saw thick pillare of black
smaoka and the flickering glow of
many firesg,

Roboute led his army towards the
gates, advancing through haordes of
citizens fleeing from the terror within.
The' city was in anarchy, drunken
soldiers looting and killing at random,
and firea raging unchecked. Roboute
marched to the  Senate house,
executing any loolers he came across,
and formed work details to fight the
fires that threatened to engulf the city. A
hundred soldigrs in the pay of Gallan
blocked the gates of the Senale house,
but Roboute butchered them and
forced his way inside. Leaving his
troops Lo deal with the diunken mob, he
fought his way lhwough the Senate
building to find Konor lving near death,
an assassin's blade lodged in his heart.
Wilh his dyving breath, Konor told his
s0n of Gallans betrayal and Impiored
him to continue his works. The
physiclans did what they could far tha
Battlie King, but the wound was
polsoned and thay could do nothing to
2ave him, Robouta's thoughts filled with
vengeance as ha hegan the task of
rastoring ordar within the city. Thoss
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soldiers who had remained faithful to
Konor were besieged within their
berracks, but when word reached them
of Roboute's retum, thay broke out and
linked with other forces loyal 1o the
EBattle King.

With Robouts at their head, the rebels
were soon crushed and not a single
man was spared the Primanch’s wrath,
Gallan had Mled the planet, bul Bobouls
hunted him down and  dragaed him
back to Macragge in chains, personally
beteading him with Kopnor's sword. By
popular demand, Hoboute assumed
the mantle of Battle King of Macragge
and he worked swiftly 1o destroy those
who had betrayed his father, executing
therm and selzing their lands and titlas.
He distribltad thesa amongst his loyal
supparters and sat about continuing his
father's works. A wyear |aler, the
repellion was forgotten and Macragoes
fiourished ke never befors. Soon
Macragge had been almost complataly
rabuiit with wondrous  structures of
smooth marble, steel and glass. The
pecple prospered and wanted for
nothing. Disciplined, well-equipped
armies from Macragge kept the King's
peace, and starships traveled regulary
betwaen neighboring systems. It was,
in all respecte, a perfect model of
human sociaty, and whan the Emperor
learned of this utopian chvilization he
took ship for Macragge to meet its
legendary King.

The Speculum Historiale records the
meeting of the Emperor and Roboute
Guilliman in  great (and often
unnecessary) detail, and many
historians cite this as proof that the
Empearor had set Aoboute Quilliman on
Macragae deliberataly. The Empearor
met Roboule wearing a polished silver
breasiplate with an eagle dl ils cenler
and an all-enclosing bronze helm. He
carried @ glowing power sword and
wejcomed Aoboute as an  equal.
Roboute Instantly recopgnlzed the
Emperar from the description In his
father’s journal and knew that ha had at
@5t mat his true father, The Empearar
wag astounded by the prosperity and
strengtn of this world and immediately
assigned the forward base of the
Ultramarinas Laglon to Macragge. he
Ultramarines had been croatad from
Roboute's genelic template, and thay
astaplished their base high in the
Laponis Valley, baginning construction
of a mighty fottress on the exact spol of
Roboute's discovery,

The Prmarph soon assimilated the
wonderz of the Imporium and readily
took command of the Ullramarines
Legion. Az aver, hia greatest talents lay

in the art of war, and he led the

ANCIENT GALATAN,
BEARER OF THE BANNER OF MACRAGGE

During the seven year Corinthian Crusade in 698M4L over fifty Imperial Guard

" regiments and detachments from six Chapters of the Adeptus Astartes took part in

the fighting to liberate the Corinth system from the domination of the Ork Warlord
Skargor the Despoiler. In the final stages of the crusade, the forces of Skargor had
been pushed back to Corinth itscll and the Orks had oot been idle in augmenting
its alrcady fearsome defcoses. A heavy price in blood was surc to be cxacied in
its fecapture

The Ultramarines were chosen to plan the sicge and within three months, Imperial
forces had destroyed the coter dilcosts and Imperial Guard artillery picces began
shelling Corimb’s main citadel. When 3 practicable breach had been cstablished in the
wall. 2 force led by Ancicnt Galatan. the bearer of the Banner of Macragpe. launched
the Final assanlt, Warlord Skargor himself led the defense of the breach, knowing
that, win or loee, the battle would soon be over. The fighting raged in the kilometer-
wide breach for pipe days, with thoussnda of casualties oo both sidea Each time the
Imperial furces wavered, Galatan would raise the baoner bigh and demand all men of
valour to fight on Inch by inch, the sttackers climbed until. 2s the sun set in blood
on the ninth day, Skargor and Galatan met in single comhat in the midst of
the breach.

The Watlord was enormous, even for an Ok, and his strength was essily the equal
of a Spacc Marise The Greenskio’s mussive puwer claw severed Galatan’s right arm
and the Ulrramarines roared in fury is they saw the baoner drop. The Warlord reached
down to snap the hanner pnl: the crackling energies of the claw eomscating along
ite length But this was an icon touched by the Emperor's own hand and the Warlord
could not break it. Ancient Calatan reared up behind slhi.lﬁﬂl'. -'in\'mg his pn.m:r gword
through the Ork's head and. scizipg the bapner in his remaiping hapd, raised it high
opee more. Again he led the charge wp the breach, his superhuman powers of
endurance carrying him ever onmwards. Thrice more was he wounded. but his strenpth
of will would not let hum fall uotil the battle was won As Imperial forces funally
took the breach and millioss of soldicre poured inte the city, Galatan planted the
banner atop the breach, slid slowly down the pole aod allowed himself to die.

warriors horn and bred on Macragge.

Ultramarings to victory after victory,
further expanding the Emperor's realm.
He liberated countless worlds from the
dominalion of aliens and foul Chaos
renegades, bul where some of his
brother Primarchs left a trail of death
and dastruction in thaeir wake, Roboota
brought peace and fresh prosperity.
Every world the Uiramarines libarated
rapidiy took its place amongst those
loyal to the Imperium, and Guilliman's
genius for planning campaigns ensurad
that the planet's population  and
industry suffered the minimum amouni
of collateral damags, On Macragge, the
Fortress of Hera took shape, a building
of sugh wagnificen! proporlions thal i
defisd the human mind with iis
grandeur. Upon s completion, those
Litrarnarines who had remained bahind
o overses ([t congtruction began
recruiting from Maeragge and the
surrounding systems. The training
academies  providsd many  fing
candidates for the Legion and soen the
Ultramarinea received the firat influx of

The surrounding systems alsc provided
warriors for the Lagion and, before
long, the Ultramarings were the largest
Legion in existence,

When Horus turned against the
Emparar and led the galaxy intoe the
mosl destructive civil war it had ever
seen, the Ultramarines were engaged
desp in lhe galaclic south. Their very
successes had carried them far from
Horus™ armiss in the north-east and
Guilliman did not receive word of the
betrayal uniil the battle for Terra was
under way. Gatharing his Laglan,
Guilliman lad hiz foreas towards Tarra,
an route destroyving & rebal fleat on its
way 1o reinforce Horus Tha war had
heen won by the time Guilliman’s
warriore  reached lerra, but the
Imperium was in turmall. Half the
Space Marine Legions had sided with
Horug and the remaining loyalist
Legions had been badly mauled in tha
fighting, Thare were desperately faw
Space Maringg, and never ware they
more neadad., The enemies of

—t
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Mankind, seneing the weakness of the
Imperium, praepared to attack, but
Roboute Guilliman vowed that the
Emperor's realm would not fall and took
it upon himash to hold it together. e
dispatched his Legion throughout the
galaxy to stem the tids of invasion and
unrest, holding the fragile Imperium
together through a time of greal
danger. Macragae provided recruits as
fast as il could. and soon lhe
Ullrarmiarines accounted for more than
half of the Space Marlnes In the figld.
After almost a decade of total war,
stapliiny was restarad 10 the galaxy and
tha philngophias of the Ulramarnines'
way of war had permeated almost
every Legion. Under Gullliman’s
guidance, the holy Codex Astartes was
taking shape and its doctrines would
shape eveny future Space Marine force
and lay the foundatione for the
Imperium’s conventional military might.

The Codex Astartes lald down the
tactical doctrines of the Imperium’s
fighting forces and was to grow and
avolve aver the millennia into a
massive tome that detailed eventhing
from battlefield stratagems to uniform
markings for vanious squad lypes. The
mosl immediale change was the
decree that each Legion would be split
into smaller units known as Chapters.
One Chapter would keap the nama anc
heraldry of tha original Lagion, whilst
tha ramainder would take a new name
and iconography. No longer would the
powar of an entira Space Marine
Lagion rast in one man's hands. Soma
Legions resisted thiz change and
refuzed Guilliman's ordars, but whaen
the matter threatensd fo srupt into a
new and bloodier civil war, they
svantually relented. Mast of the original
Legions spiit into five or lega Chaptars,
but the exact number created fram the
Ultramarines iz uncertain, According to
the oldest known copy of the Codex
Astartes, the so-called Apocrypha of
Skaras, the Ultramarines were aplit info
twenty-three Chapters, but il does nol
name them all.

Roboute: Guilliman continued 1o lead
the Uitramarines for the naxt hundrad
years until he and his warriors fought
against tha trafor Primarch, Fulgrim,
and the Emperor's Childran on the
world ot  Thessala. Fulgrim  had
changed beyond all recognition. The
noble man he had once bean had died
long ago upon his elavation fo.a
Daemon Prince of Slaanseh and now
he wag corrupt beyond words. His
gerpentine body was muli-anmed and
each taloned fist carried an-envenomed
rapicr. Billowing clouds of heady musk

enveloped the Primarchs as they mietin
single combal on the red fislds of
Thessala. None wha were prasent on
that day can say for sure what
happened, yet when the cloving musks
clearad, the Emperor's Children were
gone and ARoboute Guiliman lay
urnmowving, & single bright slash of blood
across his throat. Mot even the
Primarch's god-like physique could halt
tha spread of Fulgnm’s polson and, as
Gililliman died, the Apothecaries set up
a8 stasgis field and transporied their
leadat back to Macragga, To this day,
Roboute Guilliman remaing entombed
within the etasle fizld, held immabile on
his marble throng in the Temple of
Correction on Macragge. There are
those who claim that the Primarch's
wounds are healing, but this 1s clearly
impossible within  the time-locked
bubble of a stasis field. Despite this
seli-avident facl, many believe such
lales and awalt the time when
Guilliman will be fully recovered.

Home World

The home worlds of the Ultramarines
are gituated deap in the galactic south-
east in the Ultima Segmentum.
Whareae most Chapters have their
fortress monastery on a single world,
the Ultramarines gontrol no fower than
eight nearby asyatema.

Collectively these are known as
Ultrarnar and, while each has its own
government, armed forces  and
individual  ‘cultures. all look to
the Ultramarines and Macragge
for leadership.

The worlds surrounding Macragge ars
largaly industrial in nature, and under
Roboute Guilliman's guidance these
warlds  weare  revolutionized  into
prosperous, productive planets where
honest toil and virdue are rewarded,
The inhebitants of theas worlds are
industrious, disciplined and infenssly
loyal to the Ultramarines.

When looking to their defense, each
world  maintaing its. own  dedicated
garmies. but can also call upon the
protection of the Ultramarines. Thay
are not required to lewvy traops for the
Imperial Guard, but such g tha
prospenty and disciplined nature of

Ultrarmar that hundreds of regimants

stand ‘ready to fight throughout the
galaxy. Az wall as their own defenes,
the worlde of Ultramar provide reoruits
for the Ultramarines and it is a source
of ficree pride when a family can point
to an ancestor who becames a
Space Marine.

In the glory days of the Great Crusade,
the worlds surrounding Macragge
provided the Ultramarines with
hundreds of new recruils, raw malsrials
and supplies. This tradition has
continuad to the present day and
strong ties have bean malntalnecd
batwean Mackagne and its surrounding
planats. Given the close-knit slructure
of Ultramar, it is not surprising that
many of s worlds share a commonality
of language, culture, architecture and
governmantal styles.

Macragge is a rocky world, protected
by numerous orbital batteries and two
vast polar defense grids. It is here, in
the harsh and unforgiving mountains,
that the Ultramarines bullt the Fortress
of Hera, housing (he shringe of lhe
Fiimarch himsell within the Temple of
Correction. Here the Primarch's body is
held within a stasis figld and the Templa
Iz a placa af graat pilgrimage for many
loyal citizens of the Imperium.

Talassar is a turbulent planet of
tempests and violent geas, with but a
gingle continent named Glaudor. In
contrast, the three worlds of Quintarn,
Tarentus and Masali orbit a common
center of gravity and, outside the huge,
enclosed agri-citiss, the land is
desolate and arid. Wind traps collect
water for domed cities that protect
verdant greenery and hundreds ol
syuare miles of agricultural |and.
Callh's populace lives underground, far
from ihe deadly rays of I1s blue sun,
long ago sesded with paisons by the
Word: Bearars Traitor Legion. vast
underground ecavarns honeyoomb the
planat’s erust and, though the planet is
self-sufficient, like all othars in
Ultramar, a great deal of food is
shipped in from nearby lax. The
planet's shipyards ar¢ |ustly famous
and construct a sizeabla proportion of
the ships in the Ultramarines flest as
well ag those usad by other ams of
the Impearum.

Bolh lax and Espandor are sparsely
populated wotlds towards the edge of
Ultramar. lax Is an agrl-world and one
of the most productive workds in tha
Impanum, whila: Espandor is primarily
composed of foreste and rumored ta
have been cottfed when traders were
blown off course by a warp storm
during the Age of Strife. The crowning
glory of Ultramar wae once Prandium,
and it natural beauty was famed
throughout the Imperium, but the planat
ia now a barren, lifelesa rock, stripped
bare two hundred and fifty years ago by
the rapacious Tyranids of Hive
Fleet Behemaoth,
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“Mever before have [ sceo such heroism than in the
breach at Corinth, Heroes were made that day. and
none more glorious than Ancient Galatan. bearer of

the Battle Standard of Macragge. may his name he B
remembered for 2 thousand times a thovzand years,
Privileged was 1 to be smongst those whe bore his
sacred body buck 1o Macragge, where his name
honors the Wall of the Dead in the Temple of |
Carrection. We shall oot see his like apain”

Captain Idacus, Ultramarines dth Cumpa.u}r.
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Combat Doctrine

Az hafits the Chapter of Roboute
Guifliman, the Liltramarines adhere
rigicily o the tenafs |aid down in tha
Codex Astartes. For ten thousand
years they have fought In the manner
dezcribed in its holy pages. Other
Chapters may frealy interpret the words
of Guilliman but, to the Ultramarines,
such devigtion iz unthinkable, The
Codex Astartes is a work of divine
wigdom, sanctified by the Emparor
himsell, and the Ultramarines see no
reascn to deviate from its wisdom, The
life-tong legsons of discipline and eslf-
refiance that are taught to the people of
Ultramar from birth give them the
strength of character to hold trug to
teachings over ten thousand years old.

For any given tactical situation, the
Codex has hundreds of pages devoted
to how it may be met and overcoma.
Cach warrior of the Chapter is required
to memorze whole sections of the
Codex so that within & Company there
exists an entirs record of the Codex's
tenets, The wisdom of thousands of
Imperial warmors have contributed fo
lhe Godex, and delails on everything
from unit markings ¢ launching a full
scale planelary assaull are contained
wilhin ils pages.

Elganizatinn

Following the break-Up of the Space
Marine Lagians nto smaller fighting
forces, Guilliman  |laid down  the
arganizational  dictates  that would
become a part of every Chapler from
then on. Though some would latar stray
from the precise strueture lald out in the
Codex, most Chapters remain faithful
to ts teachings. The Ultramarings are
split into ten companies, sach a
hundred Space Marines strong and led
by a Captain. The 1st Company
consists of baffle-hardenad veterans
and is, Invariably, the mast powerful, It
ig aleo the only Company capable of
fislding warriors. clad In Terminator
armor.  Following its  complate
deetruction at the claws of Hive Fleat
Behemath, the Ultramarines  1st
Company has slowly rebuilt its strength
and only now, two hundred and fifty
years later, has retumed to
full strangth.

Companies 2 to § are the Battle
Companiss and these are composed of
a mix of Tactical, Assault and
Devastator squads. Each Battle
Cormpany is a self-sufficient battlafield
unit, capable of meeting any threat and
defeating it. These form the backbons
of the Chapter and bear the brunt of the

THE TAKING OF BRIDCE TWO-FOLIR

In 999M4L the taint of Chaos was detected on the world of Thracia by Tnquisiter
Apoliyan, and Imperial forces rapudly moved to meet the thret Ower half the Planetary
Defense Force had been corrupted and. worse still, there were reports thar indicated the
preseace of Might Loeds Chaos Space Marines. Imperial forces drove the poorly armed
traitora beforc them watil they were in position 1o launch o full offensive agsinst the capital
city of Meria, Before the azsaull vould be launched, six bridges on the Imperial right {lank
pecded fo be destroyed in order to prevent the Emperor's forces from being attacked in
the sear, These bridges were believed to be held by under-strength PIF nnits. and
detachments of Ultramarines were deployed w2 Thunderhawk gueships to capture and
destroy each bridge with melta charges.

Captain dacus of the 4th Company led the attack on bridge two-lour and, after & biief
fice fight, the bridge was captured. As Techmarines rigged the bridge lor detopation, shells
began dropping in the midst of the Space Marines a5 2 massive Chaos counrer-antack thrust
towards the bridge. The main Imperial attack had been anticipated by the Night Lards and
now 2 considerable force wan athicking the Tlltramarines posttion. The right flank ol the

Ampernl army was exposed and Idaeue knew that he must oot allow the forces of Chaps |

to cross. He pulled his men back across the im.ds: and signalled to the Thunderhewk as |
he prepared to detonute the breschiog charges. The Ultramanines: fell back in good order
but, betore the bridge could be :.‘]Ealruy_.-cd. the Teclumarine carrying the detonators was
obliterated by 2 direet hir [rom an artillery shell Az the Thunderhawk swepr in behind the
Ultramatines position, contcaled Hydra flak vanks blew it from the sky io 2 hail of high

explosive ronnds

The Ultramarioes occupied the bunker and guo neste at the end of the bn'dE; and prepared
to hold their position 1o the last man Tdacva voxed a warning to the Imperial army and

ordered another Thunderhwwk: 1o extract his meo, For the sest of e vight, the servants of
Chavs assaulied auross the bridge and each time were repulsed by disciplined waves of bolwer |
tire, Idacus koew that they could nor hold the bridge much longer and disparched a raiding
party to attempt to detonate the explosives manually, The sttempt ended in failure and none
of thece men were seen again umhil diwn. As the sun roge. Hhioo APCo in the colors of
the Might Lords pushed scrose the debris-streom bridge. Ultramarines prisonecs talten d“’inﬁ
the night were nailed to the hulls, their rib cages cracked open and spraad wide The attack
was defeated, but there was no doubt there would be many more before the day was out,

This is mov the place w speak of the horrors the Night Lords visited opon the
Ultramarines, but the traitor Space Marines utilized all manner of despicable factice in arder
to ondesmine the descipline of the Ultramarines and break thewr resistance. Less than  fifth
of the Ultramarices who had begun the operation were still alive and Idaeus koew that one
more push would see them defeated. He sgnored the advice of his officers and ser off alonc
in a suicidal attempt to blow the bridge himsclf Macus mapaged to resch the first of the
tharges as the sccond Thunderhswk roared overhead, Janding out of range of the coemy
aoti-aircralt vanks. Jdacus ordered the remadning Ulramarioes 1o retreat under the command
of Veteran Sergeant Utiel Ventris as the Night Lords hegan ot amnther sssanft The
satviving Tlteamarines withdrew under fire to the Thunderhawk and ldacus waited votil the
list possible cecond before detonating the firet charge la 2 Jethal chain rceaction, the
PEAInIng L!HI'E! e:kplr*d-'d and destroyed Idacus and the bridge in a searing blast, The
Chaos attack across bridge two—four had been thwarted, and within two months, the planct
tud becu i:P]Ll'I.FEII.I suder linpenial control voie: more,

Beliefs

fighting. Companias 6 through to 9 are
the reserve Companies and sach one
comprises of squads of one. particular
ype. Companies 6 and 7 are Tactical
companias, 8 is tha Assault Company
and 9 the Davastator company. The
10th Company iz made up of Scout
gquads and the Chapter's nawsest
recruits. These divisions wore docided
upen ten thousand yeara agoe by
Roboute Guilliman and have servad the
Chapter well since that day.

The harsh life on Macragge brasds
hardy pecple with strong martial values
and hard-working natures. Discipline,
self-reliance and honor are seen as
cardinal viues and the' children o
Uiitramar are taught these wvalues fram
the earliest age. These are rainforced
in the training academics and, by the
time  students graduate, they are
arnongst the most disciplined humans

¢
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by David Gausebheck

Perhaps more lhan any olher Space Marines Chapter, the Ultramarines know the magnitude of the Tyranid threat. As
they also have the most experience fighting the Tyranids, they ware able to develop a response to the menace. This
response. is the Tyranid Hunter squad. When formed, Ihese syuads lake the place of Taclical Squads in the reserve
companies, so that they can be called upon as needed: Composed as much as possible from veterans of the Tighting
on Macragge and lchar IV, Tyranid Hunter sguads are additionally trained with all available dala on Tyranid analomy
and tactics. In =hort, they know how the Tyranids fight and how to hurt them. Tyranid Hunters are alsu specially
anuipped for their rola. Each squad has use of an auspex to detect them |n hiding. Tyranid Hunter squads also camy
somewhat different armament than Tactlcal squads, using weapons that can cut through swarms of smaller. Tyranid
creaturas as weall a8 waapons that can crack the armor of the blgger allens.

PointsiModel | WS BS S T W | A
Veteran Space Marine 18 4 4 4 4 1 4 1 0
Veteran Sergeant +15 E S i o NS | A=l

&

USING ULTRAMARINES TYRANID HUNTERS ||
IN WARHAMMER 40,000

sors of Robowie

Ll:l. no II.I.I.E Lll: b

Let no mam atand in our way,

weapon al no'gxtra points cost.

Squad; The sguad consmsls ol one Space Marine Sergeanl and belwaan lourand ning Space Marines:
Weapons: Bollars, The Sergeant s equipped with an auspex and may replace his bolter with & bolt pistol and close combat

Optlons: Up to two Space Marines in the squad may be equipped with one of the lallowing weapons each: sterm bolter at 15 pls or

flamer st +8 pta.

In gddition, one Space Maring In the sguad may bo-armod with: a heavy bolter at =6 pts; miseile launcher at +10°ple; or a balt pistol

and power fist at +15 pis.

The entira squad may be glven frag granadas at an additional cost of +1 pt par model,

Tha Sargeant may be upgraded to 8 Veteran Sergeant at an additional cost of +15 pls:

Transport Vehicle: The anlire squad may Be mounted in 8 RBhino at an additional cost of

+50 pte, or a Razorback at an additional cost of +70 pts.

SPECIAL RULES

Know Your Foe: Ultramarines Tyranid Hunters are specially trained for combat agalnst thel
chosen foa and can axpleit vulnerabilities in Tyranid anatoryy. Ta reprezent this, they may
ra-rall any falled roll 1o wound against a Tyrankd model. This ability applies both while
shoating and in close combal, but it does net apply 1o blast of template weapana.

Strategic Deployment: Ultramarinas Tyranid Hunters can only be usod against Tyranids,

In the galaxy. The people of Ultramar
are taught to raspect tha might ot the
Imperium and that to strive in its name
ig the highast form of sarvice a parson
can renderto the Emperor. As such, the
workers and warriors of Ultramar are
respacted throughout the galaxy and
gre & byword for strength, courage
and hanor,

In battle, the Ulramarines follow the:

teachings of Roboute Guilliman,
fighting with all the strength and ferocily
of thelr iegendary Primarch. An anclent
saying of the Battle Kings of Macragge
wag that a warror should return from
battle either carrying his shiald ar
carried lfeless upon i, and this is as
true today as it wae then, Mo warrior of
the Ultramarines would bring shame on
tha Chapter, and many are the deeds
recorded by the Librarians of hercic

feats of braveny undertaken o uphold
its honot.

Gene-sead

The Horue Heresy  highlighted
wealmnesa Inherent in the gene-seed of
savaral Space Marne Legions and this
was exacarbated by the accelerated
zygote hanvasting technigues used fo
keep the Legions up to full strength.
When the Lagions wara broken down
into Chaptars, a genetic rapository was
set up on Terra to store their gene-eeed
and monlitor its purity. As the largest
Space Marine Legion, tha
Ullramarines' contributions to  this
resource was greater than any other
Lenion and, as a rasult, thalr gana-
sead became the stock type for many
of the Second Founding Chapters,

Those Chaplers urealed from Lhe
Litramarings genssesd stoted on Terra
are Eknown, colleciively, as the
Frimogenitars or firet born', and they
also venerate Aoboute Guilliman as
their founding father,

The Ultramarines gene-sead s by far
tha purast stock and there are no
known aberrations in s genetio
structura:  Every one of the esclerc
amgans ulllized in the arduous creallon
of a Bpaca Maring by the Litramarines
are fully functional, and it can truly be
said of this Chapter that they are as
perfect today as they were in the days
of Guiliman himself,

Battlecry

"Courage and honorl”
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The Death Guard Legion, the dread Plague Marines of Nurgle, has
bhecome a relentless and terrifying scourge upon the Imperium of
Man. But it was not always so. Ten millennia ago, the Death Guard
was one of the original twenty Space Marine Legions, united in the
defense of Mankind under the command of the Emperor and their

fearsome Primarch, Mortarion.

Origins

When the Emperor's twenty nascent
Frimarchs wera scattered across the
galaxy, the Stygian Scrolls tall of ona
who came 1o rest on a bleak moor,
etrewn with dead and scatterad with the
carnage of battle for lsagues in avary
diraction. The planet was Barbarus,
perpetually shroudad in poiscnous fog,
whose meuntainoue ¢rags were rulad
by warlorde with fantastic powers and
harrific appetites, and whoee human
gettlers, stranded  thore  millennia
kefore, were crowded into the lowost
valleys, beneath the choking mists.
They lived lives of unrelenting terror,
eking out a peasant's exislence by day
beneath a dirm sun which never burned
completely through the fog, and
coweting by firelight after dark from the
terrible beings  which  moved
unseen above,

The greatast of these overlords stood
in trimph an tha batidafiald, ravaling in
his massacre until the silence was
shatterad by a child's cry. Legend 1ells
that the warord walked the sea of
corpess for 8 day and a night in his
creaking battle armor, drawn by the
wail of the infant. For an inztant, he
considerad ending its voung life; but no
mere human ought to be able to
breathe the poisonous miasma of the
haights of Barbarus, much less ery out
as this child did, For leng moments
he contemplated the thing which
appearad human bul was clearly more;
then he gathered up the infant and
caried it from the camage, For all his
dark power, until thal moment he had
nol had whal this child now promised; a
son and heir. Bomn of death, upon
a fleld of death, the warlord christensd
the infant Mortarion: chiid of death.

Hig magter tested the infanfs limits,
When ha had delarminad precisely how
high into the toxic clouds of Barbarus's
paaks the child could survive, he
gracted a stony keep and fenced it
behind black iren, Then he moved his
own manea beyond, to the highest
arag, where the atmosphers wae
deadly even te the nascont Primarch.
Mortarlon grew to adolescence in such
a world, of citadels of weeping grey
stone and cast-irgn fences, where the
vary alr was death, and the sun never
more than a distant smudge. It was a

world of conatant war, against opposing
lords who came with goelem armiss of
stilched-logether dead one day, then
tormentad shapashifters, more
monsters than men, the next, To
survive, Mortarion learned at the foot of
his  owvermasler, and  leared
voraciously, everything his masler
would teach him. Mortarion devoured il
all: from batile doctrine to drcans
sacrets, fram artifice to stratagem. He
learnad and ha grew, shapad by his
grim environs, bt a child of the
Emperor tor all that — superhumanly
resilient to the poisonous alr around
him and superhumanly strong even in
the abgance of sufficient sunlight or
nourishment. Mortarion possessed an
intellact which was highly kesn and
which asked guestions his lord was not
want to answer,

Increasingly, the questions centered
around the fragile things in the vallays
below, which the warlords preved upan
tor their corpses to reanimate, or
viglims o accurse. His master kegpt
Mortarion as distanl from the human
settlements as he could, but his very
act of denlal fed the maturing
Primarch’s nhaassion: Tha day finally
came when Maortarion would ba denied
no langer. Maoranon slipped through
the dungeons from his keep. The last
thing he heard was the woice of tha
ovarlord, the only father he had known,
roaring in the miasmic darkness from
the high battlements as Mortarion
dascandad from  the  mountain,
renouncing the Primargh for  his
betrayal, warning Mortarion that to
return would mean death.

Descending benesath the mists was a
revelation to Martarion; his lungs were
fitlesed writh air Ires of poisons for the first
fime. He smelled aremas of food being
prepared, of crops freshly harvesled,
heard volces unmuffled by fog and, for
the first time, heard laughter. The
young Primarch realizad that ha was
amang hig own Kind, that the ‘fragile
prey’ ot the warlords were his own
people. And with the realization carme
rage. He determined to bring them tho
justice deniad tharm by the dark powers
which moved abova.

Mortarion's acceptance amongst the
human settlers of Barbarus was no
simple thing. However like tham he falt
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himself to be, to them: he was little

different from the monsters above..

Towering over even Ihe lafes! of thern,
gaunt-and paHId with hiollow, haunted

‘eyes which betrayad the horrars he had
sgen, Morarion terrified most of the

saftiers, They looked upon him with
suspicion and fear. i etung the young

Primarch, but he bided his time, using

his great strength to work the fields for
their meager arvest, knowing that his

‘opportunity o -prove himsell would

coma. When It did In the twilight hours,
he was ready.

From the darkness came shambling

dark things. A lesser lord led his

corpse-like thralls Into the settlement,

taking with silent, remorselsss strength

lhose' they could carry off for their
master's dark purpose. The peasants

fought back as baest they could; with

torches and farmer's tools rendered
Into: makeshift weapons, It was all they.
ootld da ot to run, much less cffer a
mﬂaningful iight Thay had: plaved out
the  [ulility of this scene thelr whole:
lives, and Ahey knew: how it woald nd,
Unail; that.ls, Murtariun strode Into-thein
mi:;!s‘-t Towearing aver’ lhem with . an
enormous wo-handed harvesting.
seythe, he charged ifita tha ranks of the
enefmy. with all his. rage-bom mmight, and
drove them from the village. Thair dark.
lord smiled at him as he neared, and

withdrew Into the poleoroue helghts

where this rebellious human could
never reach him, He was still wearing
his contemptuous’ smils’ - When

Mortarion caught up with him on the

mountainside  and  exacted  his
vengeance for the ‘Iragile prey' below.
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After that night, Mortarion’s. place
arrong the settlers was never in doubt.

As he matured, Maortarion taught the
setilers of Barbarus what he knaw of
warfare. Word of his exploits spread,
and many others made the parilous
journey to leam. Slowly, villages
became strangpeints, and he villagers
more effectlve defenders. Eventually,
Mortarion went amongst the peaple,

travalling from satilament to setilament,

teaching; building and, whan oceasion
demanded, defending them. Ahlways,
howevar, his ultimate justice was
denied; the dark powears could always
ratraat intn the impregnable bulwark of
their poisonous mists. His people could
only fight in defense. That had
to change.

Mnrtarian racruited the toughest, most
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resiliant of Barbarug® population,
forming them into small units which he
drilled himself, teaching them not anly
defenge bul also aftack, He tumed
blackemiths from toolworking to
weaponsmaking when time  allowad,
and crafters to the shaping of armor
And, with the best artificers he oould
find, ha bent his formidable intellect to
the problem of the poisonous air.

Inguisiter Mendikeff's monograph,
Cataphract of Death, ralates the now-
famous result. When next -a wardord
descended from- above, and the
villagers mounted a defense successiul
encough to drive his unholy army back,
Mortarion and his retinue of warriors,
masked wilh crude tefng hoses and
breathing gear, advanced inlo he log
after them. For thie first lime i living
memory the prey brought dealhinto the
redlm of death, killing the warord and
massacring  his  army.  Morfarion

continually Improved his warrior's
breathing apparatus, and he and his
Dieath GGuard, as his retinde came (o be
known, campalgned ever highar info
the dark powers' domain, ancalintering
gver more virulert pestilence. The
constant exposura 1o ever higher doses

of texins toughenad his Death Guard,
traits which proved transferable to each
new itaration of the Death Guard,
grawing toughsr as though emulating
thelr-champlon himself,

Only the maost 1oxle peaks were denied
Maortarion and tha Death Guard and
they warred  for months  across the
poisonous spine of Barbarus, until only
one grim manse stood agalnat them,
ane. which Morarion knew well. Tha
poncentration ol death about
overcame- his force, threatening even
Mortarion himsasif, and so ha withdraw,
Upon his retum, - however, his world
was destined to once again spin out of
his control.

Mortarion and his brethren amived to
find the village alive unlike he head ever
known it. On everyona’s lips was word
of the amival of 8 stranger, a- great
benefactor who brought promise of
galvation. The Primarch's mood
darkened, this day of deliverance was
one ha had worked for-all his 1ife, and
he found himsell altogether unhappy o
sge it co-opted by the arrival of some
newcamar of Uncertain agancds.

Taletelisre gay Mortarlon flattensd the
massive woodean door of the hall upon
hig entrance. Seated at banguet, he
found the elders and a stranger who
was thair opposita In every imaginable
way. Whera they were gaunt and pale,
he was robust, his flagh bronzed, his
phyelque utterly perfect, The pecple
gragted Mortaron's arrival expectanthy.
Despite the affect wrought upon him by
Barbarus's peisons, the connection
betwesan the new benefactor and thelr
defender was nevertheless plain to
them all. As plain as father and son.
However, Mortarion was oblivious to
any connection. He grested the
stranger with barely masked hostility,
which quickly fumed fo outright anger
at the stranger's utter unflappability.
The elders spoke of the new arrival’s
promise to unite the peopls of Barbarus
within a great expanding brotherhood
of humanify which could help them be
fid of their perssculion from above,
Mortarion fell his moment of triumph
slipping from him. Twisting the haft of
his: ever-present scythe until his
knuckies whitened, he declared that he
and his Death Guard needed no help to
finish their guest for justice.

It-l8 =aid that the benefacior qlisty
challengad the stormy  young
Primarch's: assertion, pointing out the
Peathisuard’s tailura o reach the iast
high -citadel, and ihen threw down a
gauntlat. [f Mertarion eould defeat the
high overlord alons, he would withdraw
and leave Barbarug to its own means.
But if he failed, they would join his
Imperium of Man and Maortarion would
sweat total fealty and allegiance ta him.

Cwer the protests of his Death Guard,
he spun on his hesl and struck oul
alone for the last mense standing
against him, the keep of the overlord he
had called father. If some part of him
knew that aven he could not survivethe
highest reaches of Barbarus, he did net
achknowledges it. Morarion climbed ever
highet, driven by the inevitability of the
imminent conflict with his once master,
driven by his desjre to bring final justice
for 1he people of his world. However he
was miostly. motivated Dy a compulsion
to prove himself tothe stranger below.

The confrantation, when it finally came,
was mercilessly  hbriaf.  Mortarion,
choking in air so toxic that the hosas of
hie protective breathing gear began 1o
rot away, =truggled to the very galas of
the overord’s citadel, caliing out his
dafiance, Tha last thing he saw as ha
fell to his kneas, the world turning gray
as ha was overcome, was the Overlord
of Barbarus coming for him, to fulfill the
promizge ke had made generations
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Corpees bloated with noxious gases spewed
excremental fluids a5 the filth encrusted
Land Raidcr crushed them boncath its rusted
won tracks, grinding thar jellicd bones 10
pulp. Explosions burst around vhe massive
vehicle, filling the air with lethal fragments
and  scoring  the necrobic sarface of s
armored  hide.  Hulking deformed
warriors  hept pace with the plague tank.
{iring mucus covered bolters through the
yellow fug as they advanced, The lmpenal
Fists defensive line was less than fifty merers
away. the ground before it littered with the
twisted, plagne ridden carcassee of  those

and

unfortunate enough to have been touched by
the dack powers,

The fog coiled about the Land Raider like 2
living thing. a5 though @t moved on some
vile business of iis own The white heat of
laseammnn fire spesred  through  the sickly
haze and struck the hull of the tank. blasting
a deep wound in ite fleshy exterior. The
massive vehicle slewed around, but kept
moving, spinning tracks churning scraps of
rotten flesh and decayod limbs as 3t rumbled
over the pathetic barricade their foes had
erected. The pround shook as the wvehicle
crashed back to earth. The front ramp
dropped and pestilentsal fumes gueted from
within, like the breath of some vast, infected
beast. Vomited from the belly of the

before, Then the mighty stranger
stepped hetween them, defying the
death-fog, and felling the overlord with
a gingle blow of hig gleaming sword,

Mortarion was true to his cath. When
he recovered, he bent his knes to the
stranger and swore himself and the
Death Guard to his servica. Only then
did the Emperor of Man reveal himself
as the young Primarch's ue father,
and the destiny such service would
bring: command of the fourteenth
Lagion af the Adeptus Astartes, tha
Space Mannes.

The Libram Primaris, or Book of
Prirnarchs, tells how Mortarion brought
the relentlessness, remorselassnass
and resilience of hiz personal Death
Guard to the Legion built of his own
genatic material, and how In turn they
adopted his retinue's title as their own,
The resulting prowess of the Death
Guard was  recoanized  Irom  he
moment Mortarion took command, but
the young Primarch never settied In
Impearial society autsida of hattla.
Mortarion was a grim, driven Primarch,
fixated on reckoning with the
oppressors of the galaxy. The easy
camaraderie of the other Primarchs
wias alien to him. The Shadow Journal

armored  beast, warriors  spawoed in 2
festering nightmare charged from the Land
Reider, o foul missma of contagion wreathing
their helmers in smoky darkoess. Almest
three meters tall the huge figures wore
bilth-nidden sufs ol Termupator  armor,
splashed with clustees of weeping boile and
sored, Diseased lesions and  foul arganic

matter woeed from cracks an the anmor

Brother Colathrax stalked theough ' the fog
of sweet corruption and hail of halter shells.
hiz plagre sword licking out lefr and right.
He cut and stabbed, slicing skin and pricking
vrgans, but wever killiog owtright, wo. oever
that. For who was he 1o deprive his foes of
the agonizing bliss of Father Nurgle's Red?
How sweet it was to watch those whom the
false Emperor had made mighty descend into
madness and  decay, their ones  powerul
budics terning on them as plague reduced
them to mindless. gibbering horrors of
mutated. flesh Th:}r had set themselves up as
gods and would now pay the price for that
arsoganée. A Space Marine Captain in blazing

yellow armor stood before him, his sword
rassed in challepge apd Colathrax smiled.

Colathrax batted aside the sword with his
power List, stabbing hie suppursting wespon
lhﬂ:ush his oppr}n:nl'i: he“].'. The blade of
the plague sword shewered the Space Marine

of Bellerophan, Dark Angels. Librarian,
confides that, of them all, he found
kindred spirits in only two. Night
Haunter, the dread master of the Might
Lords, and Horus, the Warmaster of the
Imperium, the right hand of the
Emperor. Horus above all others
recognized the wvalus of the Death
Guard. He would often place Mortarion
and his Legion in the center of his
battleline, counting on the enemy's
inability to oust them so that he sould
eithar lever his advance from the rock
of Morarion's immovable position, or
use it as the anvil upon which the
Imparial hammer, in the form of his
Luna Wolves; or the Haunter's Might
Lords, would break the fos. It was a
mercilessly effective combination.

In the charismatlc Warmaster,
hortaron found & mentor who seemed
o understand his goals and appreciate
his methods, S0 closa did Maortarion
appear fo be o Horus, in fact, it is
belisved that at least twio of the other
Frimarchs, Hoboute Guilliman of the
ltramarines and the ever watchful,
avar taciturn Corax of the Rawven
Guard, approached the Empercr with
concerns about where the master of
the Death Guard's loyaltiee lay. The
story of hie allegiance ta the Emperor

in an wpward arc, lifting him from his feet
and hammcring through the building behind.
Blood pooled bepeath the Space Marine’s
twitching body. The woond refused to clase
and he coughed blocdy phlegm as he felr the
meat of his body rotting at a terrifying rate,
internal organs finoding with dead fluids and
the flesh of hiz limbs cloughing from his
bones iside his aroor, 1lis breath rasped as
his lungs dissolved and his vision [aded as
his eyeballe liquefied, cliding down his face
bike glutivous tears, He tried to cursc his
killer, but his throat had roptured aed
seconds later his hrain wag o fetid grey oore
dribbling fram his sagging head.

Brother Colathrax inhaled the intoxicating
arnma of his masters putrescent benedictinn
apd offered 2 shert prayer to Father Nurgle.
e wicoched his sword fron the wall,
allowing the sloshing suit of power armor to
tapple  to  the The
disintegration of this world was  almost
complete and Colathrax could taste their
victory the foml wind that swept the

stinking  ground,

battlefield, He pictured oceans of decaying
Elesh, plagucs
unoumbered. That would be their pift to the
denizens of thiz

micclion  rampani  and
mortal realm.  Colathrax

laughed at the thought as the fog closcd in

wan: through his. own failure was by

thien well-known, and anyons with even
& passing familianty with Mortarion
kniew that the pallid Primarch chafed af
it. The Emperor iz said fo have
dizmizsed their concems with & wave,
loyalty to Horus was de facto loyalty to
the Emperor.

©On that matter, the Emperor could not
have baen more wrong...

The Betrayal

Cn the feral planet Davin, the
Warmaster and his Legion, now named
the Sons of Horus in his honor, had
fallen |l Chaus. Befors they would
leave, Horus would De  utterly
possessed, foreswearing allegiance to
the Emperar for the cause of Chaos
and his own advancameant, and would
draw the Primarchs and Battle Brothers
of half the Imperium’s Legions to his
cause. Transcrpls of the Council of
Charon, convenad aftar the Heresy to
ascripe responsibility, suggest that,
unlike some of the other Primarchs,
Horus did not need to resort to ritual
poseacsion to win the Death Guard to
his side. Horus promised that under his
rule the old order would fall, and a new
age would dawn, a just ago with right
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engured by the mighty, Martarion
turned on the Imperium as he had
turned on the overlords of Barbarue,
and joined the rebsllion which would
forever sunder the Imperium - the
Horus Heresy, What he did not khow
then was the price he would be called
upon o pay.

Hormus was a beflliant strategist; he
knew that the heart of the Imperium
was Terra, and from the very momerl
of his rabelllon, Terra was his objective.
In short order he had gathered
sufficient strength to shaiter the
detanzes of the Imparium and lay slege
to the Imparlal Palace ftself, Mortarion
was determined that the Death Guard
would be there with him. With hiz entire
flast, ha crossed into the Warp and
etraight inte nightmare.

The Death Guard fleet was becalmed
by an impenetrable warpstarm, its
navigators neither able to guide them
through it nor find safe passage info
raalspace, The fleet was reduced o
drifting through the |mmateriurm, and
while they were stillad  the
Dastroyer came.

For Morarion and the Space Marines
of the Death Guard there was noihing
st terrifying as the plague which made
iheir legendary resiliance meaningless.
These were tha warriors who the
Imparium had sent 1o conquer worldids
no othar man could set fool upon, much
less fight on and win. Festllence,
contagion, toxin and poliution, thers
was no environment so hostile which
Mortarion and the Death Guard could
not overcome, until the plague which
raged through their fleet. It roiled in
their guts, bloating and distending their
ence superhuman bodies, transtorming
them into  horrible,  pustulent
grotesques. They wers made corrupt
within and sickening to behold without
and they grew sicker and sicker, yet
could not die, their own constifution
becoming their worst enemy. What thay
gndured was unimaginable yet none
suffersd more than Maortarion. For the
Primarch, it was as though he were
upon the mountaintop of Barbarus
once maore, surrendering to the poison,
without the mercy of unconsciousnass
to claim him ar the Emperar to come to
hig galvafion

Whether he perceived, in thoge tarrible
hours, the loss of what he had once
stopd for, and the damnation he had
wroughi upon himeslf and his Legion,
only Mortarion will ever know, Unable
to endure the suffering any longer,
Merlaricn offered inte the Immatarium
himzelf, his Legion and his very soul in

exchange for defiverance. A presance
in the Immaterium answered, as though
it had been waiting all along. In the
depthe of the warp, the Great God
Murgle, Lord of Decay and Father of
Disease, oalled that debt and accepted
Mertarion and the Death Guard Lagion
as hia awn,

What emerged fram the warp when fhe
Death Guard fleet broke oul bore little
resemblance to what had entered. The
gleaming while and grey armor of
Imperial cChampyons was no more, burst
and shatterad from the horrific bloating
of Infected bodies, scabbed with buoils,
putrescence and the flith of corruption.
Their weapans and machinery of war
were now powaerad by the sickly
sorcery of Chaos, giowing with lambent
graan  |uminescence  and oazing
gangrenous pus. The name Death
Guard itzelf would pass into secondary
uge, as the walking pestfilence-carriers
became a terrfying sight actoss the
Imperium. To their victime, o their
arstwhile allles, even to thamselves,
they had become the Plagues Marines.

Horus was eventually defeated by the
Emperor and Chaos was driven back
across space, finding refuge in the
weeping sore known as the Eve of
Terror, Mortarion and his Death Guard
retreated there as well, but not in
disarray, as many of the other
Legions did.

Even in damnation, the reslilence of the
Deatn Guard ramainad, and under the
direction of their Master thay withdrew
inta the Eye (ntact, Loyalist Space
Marines and Impenal Guard regiments
breaking upen them time and again.

Within, Mertarion claimed the wordd
which would bacome known as the
Piague Planct as his own; its location
near the fabric of reality was ideal for
launching new atrikes into the Imperium
and across the galaxy, He shaped it so
satisfactorily and defended It with hia
Plague Marines so well that his patron,
Murgle the Unclean, slevated the
Primarch to dasmonhood and gave
Morlarion what the Emperor had
denied him. and whal Horus had not
been able to provide: & world of his
own, Mortarfion became the overlord of
a world of polson, horror, and misery.
He hard come home.

Home World

Barbarus was a teral world which
arbited nearits dim yellow sun, creating
g thick, miasmic atmosphere of toxic
chemicals, The most virulent gases
rose through Barbarug’s parpetual

.

cloud towards the heat of @8 star,
making tha waorld beneath a dismal
place of night, unbroken by stardight
and with short, shadowy days. An
atmosphere breathable by humans
existed only in the lowset slavations, on
flat moors and in the valley basing of
the jagged, stony mountains which
spined the world. Beings immune 1o the
toxic soup of the planet's higher
atmospheres  once existed  on
Barbarus, bullding great grey keaps in
the muounlain  lasinesses,  When
humans came to Barbamus, e horilic
condlilons from which they had to eke
out survival fuickly reduced them o a
pre-faudal state. Tha highet belngs’
incomprenensible powers, their ability
to survive whare men could not, and
above all their hunger to prey upon,
experimant  with and  accurse
Humankind caused the settlers lo
azcribe to those beings a medieval
supermaturallam. What manner of
creatures these dark overlords werg
will never be known,

Since his elevation o dagmonhood,
Mortarion has, consciously o nof,
remads the Plague Planet very much in
Barbarus’s Image. 11s cliizens cower in
festgring vilages an the planet's
surtace, serving their  suprama
masters, Morarion's champions and
other dagmaonic chosen of Murgle who
reside in mighty fortress-citadels high
above them. Dissased things which
should be dead, yet are not, roam the
landscape, and skeletal Mortarlon rulee
over all, enthroned upon the highest
peak of the world.

Combat Doctrine

Mortarion  was  well-educated,  if
narrowly, Matters of culture, history,
pnllosophy were often allen to him, bul
an tha subject of deallng death, he was
a prodigy. Martarion helleved that
victory  came  through  shear
relentlessness, and communicated that
athiz throughout the Death Guard,
Their weapone and armor ware rarehy
the most experily artificed, certainly not
the mest beautifully-ornamented, but
functioned without flaw. The Doath
Guard did not manoeuvre fancifully, or
confound their opponents; they picked
the best ground upon which to fight,
then simashed their foes after they had
broken themselves against the Death
Guard line. There was no sivironment
which Mortarion and the Death Guard
fearad. What Mortarlon and nis adepts
could not devise means 1o compensate
for, the Death Guard overcams thragh
sheer resilienoa.

¥
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Mortarion learmead ballle in & theatrg of
rocky mioundainous  lerrain,  without
benefit of machinery. Though his
considerable imtellect allowed him to
grasp the value of such support when
his elevatlon o Primarch of a Space
Marine Leglon mads such things as
tanks and transport available, the
primacy of the foor soldier remained
ever the trademark of the Death Guard.
Mortarion prefarred to utilize huge
waves of infantry, weall-aquipped and
hughly-trained on an individual level. He
demanded that they be able o function
and fight in almost any kind of
atmosphere, and gave little emphasis
on spacialized units using jump packs
or bikes. In fagt, the Death Guard did
nat have dedicated Assault and Tactical
sguads a8 such; all his Space Marines
werg expected by Mortarion to be
equally adept with bolter, pistol and
close combat weapon, to fight with
whatover  weapon  cirgumatance
dictated. Such doctrineg lent itself well to
the use of Tactical Dreadnought armor,
and the Death Guard regularly used
Terminators before the leresy. The
Death Guard were particularly
renowned for their success at such
high-risk missions as space  hulk
clearance and the Plague Marines
continue thal success, using hulks (o
spread disease, infection and the cult
of Nurgle throughoul [he: body of the
Imperium. The combat doctrine which
served lhe Death Guard so weall In |ifa
now suits the damned character of the
Plague Marines to perfection.

Organization

Mortarion waz an Infantnyman, and tha
Death Guard wera organized around
the principle of equipping the individual
Space Marine as well as possible.
Obedience waz extended through
avery rank: sergeants were axtensions
of their captaing, who were extensions
of Mortarien himeslf. If thers were any
of the original Legione that could be
gaid to be of one body, it was the
Death Guard, As a ¢onsequencge, the
Death Guard were organized into fewer
companies than any of the other Firat
Founding Legions. There were newver
more than aeven companies at any
fime in ita history, but each was of
considerably greater size, and heavy
with Space Marine infantry, including
Terminator squads.

With Martarion elevaled {0
daemonhood, his hand upon the
Legion became more remote and the
Death Guard became broken up
through space and time Imo smalier
units. Warriors of the Death Guard arae

CAPTAIN GARRO, HERO OF THE DEATH GUARD

When Horus's rebellion was finally understoud, scventy Space Marines, alone of five
Legions, remained sveadfast in their loyalty 10 the Emperor. These men seized the
Imperial cruiser Eiscostein and broke the Traitors” blockade of the Istvaan system to
carry word of the treachery to Terra, Their warning may have saved the ]mp:num
Commandipg the Death Guard contingent was a great E-attlL-cal;-tam Carra,

There arc conflicring testimonics regarding the fare of Caprain Garro and his men.
There are thase who sy that in the turmail accompanying Horus’s assault on the
lm]:cm] Pilact no one koew what to do with the handful of loyal Marines whose
eotire Legiona had turned traitor. The captain, indced all of the Eisenstein seventy
who survived the gauntltt to teach Terra, were ph-::-"l mn cmtndv pcnding d:prmnr:n
by the Emperor himself. 2 deposition which. after his fall and enshrinement in the
Golden Throne, never came. Carro and the other "Heroes of the Imperivm™ never
gaw the light of day and died prisoncrs. Others maintain that Garro himsclf fought
in the palace defense. and when he saw what his biother Legiofnaires had become,
he renounced arms and served devoredly ar the Master Apothecariate. where Space
Marine Apothecaries receive their training, [utilely seeking 2 cure for the plague
which had taken his eotire Legion of brothers, until his own death,

Morc fanciful taletellers link Gareo and his band 1o scorct sucictics moving behiod
the public face of the Imperiom. and chim that Garro and his original Space Marines
still live, an clite force committed to thwarting the aims of Nurgle, Mortarion and
the Death Cuoard, who appear in battle clad in the colors and []}-ius the banners of
the pre Heresy Death Guard, then vanish, like grey ghosts from the warp,

5till others reporr that Garro was unable 1o resist the same lure 1o dammation which
claimed his Primarch In the aftermath of the Hprem,r Carro turned to N“rﬂk and
became a champion of the Death Guard. As the Lord of Flies. he still leads PIEE“
flects from the Eye. clad in black iridescent armor and & power claw like 4 great

sheletal hand, accompanied by the maddening buzz of inscctoid wings.

rmost, oflen seen afoot, or at best
acoompanied by mad, plague-infested
Dreadnoughis. Few of the tanks and
transpons of the. Leglon still- funatlon,
thelr upkeep and maintenance being
no pricotity 10 Space Marines dedicated
to tha Incarnation of Aot and Decay.
Some such constructs do eoldiar on,
possessed by minor daamonic entities
or infested and animated by Murgling
hordes, the swarnming worker drones of
the Lord of the Unclean, These forces
are often found organized in squads of
seven bandsd togelher nto cohorts of
geven esguade. An eche of their
Leglon’s organizational medel at itz
height, seven is also the sacred
number of the Death Guard's patron
powar, and they believe that by forming
themselves in multiples of that number,
they carry the favor of the daemon lord
Murgle and create a kabalistic strength.
Whether their 'Rule of Seven’ draws the
aftention and sorcerous blessing of the
Death Guard's deity or not, the manner
in which the Plague Marines carry
themselves o war still reflects the hand
of the Primarch which forged them,
shaped them, then led them lo their
damnation. Tha dasman prince
hortarion ramains master of the Death

Guard even afer their fall,
orchestrating thair Movameants unsean
frowm: his Bubonic throne.

Raliafs

The heliefs of the Death Guard schoed
thoee of Mortarion, beginning as ong
thing and ending as the corrupt
opposite. A resolute determination that
individuals should be free of oppression
and terror became a conviction that
individuals were not suited to decide
whal was just for them, & faith I inner
strength, Iron will and unshakable
rezolution in the face of hardship lad to
pricle, arrogance and an uiter contempt
for those they deamed infarior.

When Murgle's Rot came to the
stranded Death Guard, their pride and
arrogance was revealad, and their
contempt for weakness turned upon
themsalves. Their surrender to Nurgle
left them with only one sesthing,
burning gutlet, stoked white-hol by Lhe
deplh of their self-loathing:; to infect the
strong, slay the weak and rot the
foundations of avarything in their paths
until it collapses. Their debasarmant
would no longer seem so shameful, if

#
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the peetilence of their Unclean Lord
aeventually brought everything to ruin.

Gene-seed

The Space Marines of the Death Guard
always reflected the gaunt, shadow-
ayed, quality of their Primarch, that
gave the lie to the hardiness with which
they were mades, The contagion which
led to their damnation corrupted them
physically, as well. As Plague Marines,
lhe once-gauni Death Guard are now

bloated and seeping like an infacted
absecess, coverad in bolle, sores and
weaping wounds crusted with the
brown and green filth of the unclean.
Murgle' does not accompany this
repulsive aspect with gifts of mutation
as freely as other powers [such
capricious change is the province of his
antithesis, Tzeentch), but on cccasion
will alter the countenance of a Death
Guard aspirant with a tentacle, facet-
eved head of an insect or some other
hidegously repulsive form.

Battlecry

The Death Guard nave no rallying cry
as such. As Plague Marines, they are
the Incarnation of silent death, the
virulent epidemic, the wasting diseass
and the remorselessness ol decay.
They are pestilence and pox, famina
and blight, conlagion and cancer, and
like all of these things, are most
termifying when they come without word
or waming.

USING A DEATH GUARD ARMY IN WARHAMMER 40,000

Elites
Troops
Fast Attack

The Death Guard use the following units from Codex Chaos Space Marines:
HG 0-1 Chaes Lord or Deemon Prince, Sorcerer, Greal Unclean One.
Flague Marina Cult Tarminatons, Plagle Marines, Possessed Chaos Space Marines.
Plague Marines, Murglings, Plaguebearers.
Daemonic cavalry (Plaguebearers on Beasts of Murgle.)

Heavy Support Flague Marine Havoca, Chags Dreadnoughts, Chaos Predators, Chaos Land Raiders,

A Death Guard army ie chosen uging the liete in
Codex Chace Space Marines with the following
exceptions and special rules. This represents a
force drawn entirely from the Death Guard Legion.

The Chaos Lord of & Death Guard anny may only have
a ratinue of Plague Marines, unless he is wearing
Terminatar armar in which casa he may have a ratints
of Plague Marine Terminators

Special Rules

+ Plague Marine Cult Terminators cost 46 points for a
basic Terminator with twin bolter and power weapon
and have +1 Toughness. They may select any of the
usual Chaos Temminator weapon upgrades at the
normal Gost. As with all Gult Terminators they ans
fearless and will never fall back and cannol be pinned,
They are assumed to automatically pass any Morale
check. [fa Neath Guard Chaas Lard 18 in Terminator
armor and is accompanied by a retinue of Death Guard
Cult Terminators, then the numbar of the ratinue may
be from four to nine models instead of the usual five to
nine. If the retinue, including the Chaos Lord, is only
five models strong then it may be mounted in a

Chaos Land Raider,

* Plague Marine Havoo squads are the Death Guard’s
version of conventional Havoo sguads. Ever since the
Heresy, the Death Guard have shown litlle regard for
heavy weaponry and this attitude Is reflected in their
Havoe Souacds.

Death Guard Havocs are axactly the same as normal
Plagus Marine squads excapt that, instead of being
allowed a eingle model with plaema gun, flamer, melta
gun or plasma pistol, they may have up to three Plagus
Marines each armed with either a plasma gun at +15
pts or a meltagun at +12 pts. The remainder will have
bolters, All carry plague knives. All other options are the

game as those available to normal Plagus.
Marine sguads.

= Seven is the sacred number of Nurgle. Any squad of
Plague Marines {including Terminators, refinues and
Havoos) thal numbers exactly seven models (including
the Lord If a retinue) may upgrade one of its members
1o ah Aspiring Champion at no points cost

+ For Possessed Chaos Space Marines in a Death
Guard army, thair first roll on the Poseeesad tabla is
always assumed to be 2 (Fearsome) as they are
wracked with pestilence and eorruption.

= All Independent characters must take the Mark of
Murgle. Death Guard Chaos Lords and Sorcerers are
Fearless so will never fall back and cannot be pinned.
They are assumed to automatically pass any Morale
check they ara raquirad to take. Aspiting Champlons
may take the Mark of Murgle and cannot take any other
Mark. The only gifts and vehicle gifts that can be
chosen are those associated with Nurgle (the one
excoption is Daemonic Poasession, which can be uaed
a5 normal),

Clarifications

1. Plague Marine Asplring Champlons who take the
Mark of Nurgle do not gain a further +1 Toughneass as
this would in theory take them to Toughness 8 which is
the pregerve of monstrous ereatures. They recaive no
benefit from taking the Mark of Nurgle other than the
ability to take Chaos gifts requiring the Mark of Nurgle.
Similary models bearing the Mark of Murgle who take
the Chacs Space Marine Bike wargear item never
increase their Toughness beyond 5. In all cases models
always wse lheir vriginal Toughness of 4 for instant
dedth purposes.

2. A Beast of Nurgle occupies a single space ina
transpart vehicls as a Plague Maring would,
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This month 'Eavy Metal brings
you a selection of Warhammer
40,000 Chaos miniatures. Neil
Hodgson's disturbing Death
Guard models are a fitting
accompaniment to the Index
Astaries article aiso In

this Issue.
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i‘ ]ID F..\ gbtﬂ i 1 L ’;"t The Thousand Sons were born of Magnus, the changeling Primarch.
A physical giant possessed of coppery skin, fiery red hair and a
single, baleful eye. Some say his massive size reflected his
faceear 2 T enormous intellect; his cyclopean eye his single-minded strength of
purpose. At the height of the Great Crusade, Magnus was amongst
the most imposing of the Primarchs and was always the one most

suspected of taint. He would endure the whispers of Chaos

. st FFoundinn

=

throughout his life...

Origins

——in

When the Primarchs were
mysteriously scatiered from their
incubation on Terra, the infant Magnus
fell upon the remote colony world of
Hrospero. He could hardly have baen
more fortunate: a grotesque cyclopean
mutant who might have been feared
and shunned on any other world came
nstead upon a higdden planet of
kindred spirts; a commune of outcast
human psykers. it would nol be the
last time Magnus's destiny would be
s0 conveniently manipulated

The original settlers of Prospero had
chosen the world for its remolenass
from lerra and had gone to great
lengths o contact wilh
Humanity. Their single citadel was
situated deep in the planet's ventral
mountain range. Nounsheqa by wvast
undargrounda nyaroponics tor
sustenance and techno-psychic
collector arrays for sustainable energy
it was a construct of extraordinary
beauty. The so-called 'City of Light
glitterad amidst the desolation of
Frospero, all gleaming silver towers
soaring obelisks and majestic
pyramids. Within this carefully-artifliced
reclusium, far from the sight of Man, its
commune of human refugees devoled
themselves completely o the pursuit
of knowieage and the mastery of the
nascent mutation which had sel
them apart: their developing
psychic powers

saver

Legend tells of Magnus arriving like a
portentous comel, streaking through
the thin atmosphere of Prospero and
coming to rest in the central plaza of
the city. The vulnerability of their
ganctuary to approach from abova
was something the adepts of Prospero
failed to recognize: a fallure for which
they would suffer greatly in times
10 cCome

Magnus became a ward of the
gscholars of the commune. Perhaps
they recognized theilr kKinship In a
mutant cast out among mutants
Perhaps they recognized his potential
What is known is how quickly the
young Primarch himsell began to

manifest the sort of powers which had
caused his mentors fo flee inio

isolation; and how utterly he brought

those poOwears undaer ms r_::_|||:_|:_||
Magnus mastered every psychic

discipline, quickly surpassing tha
abilities of the greatest adepts in the
commune. By the time he approached
physical maturnity, Magnus had grown
into a giant in the psychic and
intellectual, as well as the physical
sense. [hen came the day that
Magnus opened his cyclopean eys
upon the Empyrean, and instead of
channeling power from the Warp
Magnus instead saw into it, and life on
Prospero was changed forever

The instant his single encrmous eye
saw into that place of power, Magnus
the Hed went from student 1o
absolule master

The Warp is no more a lifeless place
than the physical world, and the armval
of so prodigious a psychic presence as
Magnus did not go unnoticed. Maore
than one consclousness sensed the
new life across the Immaterium and
more than one recognized nim for who
ne was

More than one came to fingd him

l'he Apocrypha of Skaros records the
day the Emperor and his host arrived
upon Prospero

It was as though they were friends of
old; of many years acquainiance
Magnus's mutant visage disturbed no
the Emperor of Man, who embraced
his lost Primarch and prociaimed him

his own.'

It has been suggested that the face-to-
face meeting of Emperor and Primarch
was a virtual afterthought, their minds
having long since found each other
across the Warp

The Emperor had chosen as his
vanguard force for the expedition his
fifteenth Legion, the Space Marine
progeny infused with Magnus's own
gene-seed. The Apocrypha records
the moment Primarch and Legion
ware united.

‘The Warp-lost Primarch heard his
Emperor and spoke bul a simple




+

response, “As | am your son, they shall
become mine.” Then he knelt and in
that moment accepted Primacy of the
fifteenth Legion: his Thousand Sons.'

The discovery of their lost master
could not have come sooner for the
Thousand Sons. Formed from
Magnus's own gene-seed, the Legion
was disposed toward psychic mutancy
in disproportionate numbers; a
circumstance the fledgling Imperium
was |ll equipped to handle. Deep
factionalism divided those who
recognized the benefit of stable
mutations such as the so-called

[Romsind Sons

0 Prc- By pultctn
'l cosihi-Bealeer

tolos scheme

‘Navigator Gene' of the Navis Nobilite
The MNavigator Houses' ‘third eye'
allowed them to steer a course
through the Immalerium making warp
travel possible, but some perceived
the increasing and seemingly random
nature of human mutation as a
destructive internal threat. An entire
Legion of potential mutants was seen
as a dangerous development. The
fifteenth Legion had suffered terribly
from the spontaneous, uncontrolled
manifestation of psychice amongst
their ranks, and those who survived to
receive training became amongst the

Post-Heresy Theansd Sops
freds Habfic of Abrmis)

r | Y
k.
1
e el el

most powerful librarians of the epoch.
Many more did not. Moreover, the
increasingly vocal anti-mutant 'witch
hunting' crusades within the Imperium
had seized upon the out-of-control
Legion as evidence of the danger of

psychic  mutation Cries  that
demanded purging the Imperium of
psykers completely were not

uncommon, and those directed at the
remote and superhuman Space
Marines of the Thousand Sons were
among the most strident. Magnus
came just in ime to save the Legion
from the threat of destruction.

Ihowsind  Sonx Progomiod Legios M

Tukaed | Witkann [red

Etiamaus Recluscinm)

Ihawsaed Saas (Cult | Termanator Past Heresy [Thouxind Sons Mumat Posi-Heresy  Thomazd Som
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Relocating its entire depleted strength
to Prospero, Magnus turned the might
of his intellect to their instruction in the

= -~F [P ——
ways of the psyker

lhere are scholars, especially among
the Librarians of certain Space Marine
Chapters, who suggest it was during
this me thal another thresnold was
crossad. They believe that the crisis
of controlling an
destructive psychic mutancy caused
Magnus to seek shortcuts, or explore
more perlous paths. There are othars
including prominent members of the
nquisition, wh
‘threshold' ever existed; that the
original commune of psychic adepls
were already students of darker aris
before Magnus came amongst them.
I hus his infiation into similar nes was
inevitable. Still others postulate it was
the magnitude of the Primarch's own
insatiable hunger for knowledge that

P
antire

Legion’s

suggesl no such

.

made what followed inevitable. When
t happaned will never be known, but at
some point, Magnus the Red and his
Thousand Sons Lagion
Knowleage beyond scholarship and
psychic discipline, and began to

praclice sorcery

pursued

The difference was not universally
noticed at first. Magnus joined the
Great Crusade with vigour. He led the
Thousand Sons alongside the
Emperor, the other rediscovered
Primarchs with their Legions and al
the fighting forces of Man. They fought
in a grand campaign radiating outward
from lerra, liberating colonies long
solated and claiming new worlds for
the glary of the Emperor. That the
Thousand Sons accomplished thelr
victories through guile and deception
as often as by strength of arms did not
nitially draw concern. Victory was
victory after all. However, the further
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the Emperors realm axpanded, (he
more lenacious grew the opposition
Increasingly Legions of Space
Marines or regiments of Imperna
Guard would planetfal
expecting to find lost colonies of man
only to discover the
mysterious powers utterly inimical to
them. These slave culis resisted wilh
sorcerous powers granted them Dy
dasmonic beings from across fhe
Warp, powers tew could fall to nolice
were akin to those wielded by the
Thousand Sons of Magnus. [here
were those amongst the Imperal court
suspicious of the Thousand Sons
methods. Faramount amongst them
was Monrtarion, sepulchral lord of the
Death Guard who knew foo well from
his own dark past that sorcerous
power never came wilhoul a pnce
Leman Huss, Primarch of the Space
Wolves, for whom any battle fought
through sleight of hand and clever
gecelt was by definition dishonorable

also lent his volice 1o i

Maxe

{hralls ol

ihe critics of the
Thousand Sons. The schism grew so
great that it threatened the veary
foundations of the new order, and so0
the Emperor of Man himself decreed a
council 1o resolva the issua for all ime
The mightiest proponents of botl
sides convened on the planet Mikaea
{o debate, with the Emperor himsalf
enthroned above the dais as arbiter, in
an ancent amphitheater that seatad




tens of thousands. There, beneath the
glittering starlight, the witch hunters
presented their case. They recited a
litany of human misery inflicted upon
the Emperor's own subjects by
sorcerers enslaved by Chaolic
monstrosities, of mutants unable to
control what they had become, and
despots who turned their psychic gifts
o dark and selfish purpose.
To speak against these charges came
Magnus himself. He climbed the dais in
silence, his own visage seeming to
gonfirm everything the wilch hunters
asserted. But when he began to speak,
it was clear none of his accusers could
match the charisma or presence of a
Space Marines Primarch and least of
all this particular Primarch's certainty of
conviction. Magnus told the assembled
throng that no knowledge was tainted
of itself, and no pursuit of knowladge
gver wrong so long as the seeker of
that truth was master of what he
learned. And, Magnus decreed with
finality, there were no secrets the
Thousand Sons had not mastered, no
ways too labyrinthine for them to know.
When he stepped from the dais, the
~ council was divided more sharply than
gver: the witch hunters had made their
~ case collectively with great impact, but
with insufficient power to blunt the
persuasiveness of the Primarch of the
. Thousand Sons. The assemblage
- openly wondered if even the Emperor
could decide against one of his
OWnN SONS.

~ The tension had reached the palpable
knife-edge of violence when a
' contingent of Space Marine Librarians
- gpproached the dais. The Emperor
acknowledged them with a nod and all
- fell silent, for visible amongst the
 librarians were the chiefs of some of
. the greatest Legions in the Imperium.
' These mystic warriors formed a
semicircle about the podium to
indicate they spoke with ona voice, but
it was a young Epistolary who stepped
forward to deliver their words. Though
his identity has been lost to history, he
i said to have spoken with a passion
that bordered on ferocity, and offered
io the assembled council a third
alternative. A psyker, he proposed, like
an athlete, was a gifted individual
whose native talent must be carefully
nuriured. Psykers were not evil in
themselves. Sorcary was a knowledge
that had to be sought, even bargained
for, and neither man nor paragon could
be certain they had the best of such
bargains. The other Librarians united
around him, and proposed that the
education of human psykers 1o best

serve Mankind be made an Impenal
priority. The conduct of sorcery would
be outlawed forevermore as an
unforgivable heresy against Mankind.

The compromise presented by the
Librarians offered both factions
something, and appeared to be what
the Emperor himself had been waiting
for. The Emperor ruled it law without
allowing any rebuttal, and the Edicts of
Nikaea stand to this millennium as
Imperial policy regarding human
psychic mutation. But it was not the
decision favored by Magnus. The
Grimoire Herelicus records the fateful
face-to-face confrontation between
father and son when the Emperor
himself barred Magnus's attempt to
storm from the hall in protest. He bade
Magnus cease the practice of sorcery
and incantation, and the pursuit of all
knowledge related to magic. It is
said the cyclopean Primarch’'s face
appeared brittle as aged stone as he
received his father's command. Brittle
enough to crack, but the Primarch of
the Thousand Sons bent his shoulder
and pledged himself and his Legion to
obay. Neither Emperor nor Primarch
knew that this moment would be the
last time they would meet, and that
gvents had been set in motion that
would climax in treachery, bloodshed
and pain.

The Eat_ﬂfal

The threat to the fledgling Imperium
resolved by the council served to mask
other, darker betrayals already in
motion. On Davin, evenis were
reaching their tragic climax as Horus,
first among equals, Warmaster and
right arm of the Emperor fell victim to
the manipulations of Chaos. This
threat would not be resolved by debate
or decree. Enthralled completely by
the dark powers, Horus amerged from
the events on Davin intent on nothing
less than the complete destruction of
the Imperium. Suborning brother
Primarchs and their Legions to join his
own, Horus intended to take the rest of
the Imperium, and indeed the Emperor
himself, by complete surprise. He was
a brilliant strategist, he believed he
had manipulated every possible factor
to ensure his success. He had
miscalculated in only one regard.
Despite the decree of his Father and
despite his own Ssworn promise,
Magnus had not turned from the
pursuit of the dark arts.

Seeing into the depths of the Warp
from his sanctum upon Prospero,

>

Magnus beheld a vision of Horus'
pledge of fealty to Chaos upon the
fields of the feral world of Davin.
Horus' treachery was revealed, every
detail made known with total clanty.
Magnus saw the too-human foibles of
Fulgrim of the Emperor’s Children and
Angron of the World Eaters played
upon masterfully by Horus, and
greater forces veiled by the Warp. He
saw the terrible trap being laid for
Ferrus Manus of the lron Hands,
Vulkan of the Salamanders and
cautious Corax of the Raven Guard on
Istvaan V. He saw the Emperor's
mightiest bastion of unalloyed loyalty,
Guilliman's  Ultramarines, being
cleverly decoyed lo the far side of the
galaxy, where they could play little part
in the drama to unfold. Alone in the
enlire galaxy, more clearly than even
Horus himself, Magnus was given to
understand the events at hand. He

saw it all and understood each
consequence and every role, except
his own.

There are generals, tacticians and
greal military minds who say that had
Magnus acted upon his knowledge
and taken ship with his Thousand
Sons he could have changed the
course of the Heresy. Others point out
that the Warp is an imprecise place,
and Magnus could not be sure he
would arrive in time to prevent
Horus's treachery. Instead of direct
intervention, Magnus embarked upon
a more perilous path. The Primarch
had never accepted the Emperor's
belief in the peril of sorcery, and had
broken his cath to turn from the pursuit
of such knowledge.

In his precognitive vision of the coming
war, and the warning it provided,
Magnus was certain he had found
proof of the value of his studies. With
the combined power of his fellow
sorcerers he set about casling a spell
across time and space. Breaching all
the protective haxes and wards of the
Imperial Palace on Terra, he projected
his waming of impending revolution
into the presence of the Emperor
himself, naming Warmaster Horus as
its chiet architect.

It was to be his moment of triumph and
vindication, the occasion of his self-
righteous justification. Only the power
of Magnus's sorcery had revealed the
viper within. Suraly the Empearor would
at last see its value. Instead, the
Emperor named Magnus's sorceries
themselves as the viper. He judged
Magnus’s accusalion of his brother
Primarch heretical and his blatant

»
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deception evidence of the worst sort of
path breaking. Magnus's pursuit of
forbidden knowledge was deemed
tragic proof that he had fallen under
the sway of the very powers the
Emperor had warned him against. The
Emperor's worst fears for the soul of
his cyclopean son had been realized.

The content of Magnus's waming was
ignored completely. It is said the
Emperor broke contact with such force
that psychic wards throughout the
Palace arced with lightning and
shattered. At the Emperor's side stood
Russ, quaking with barely-contained
wrath at Magnus's actions. The
Emperor turned to him, for he knew he
could be counted upon fo prosecute
his next orders without restrainl. He
ordered the Space Wolves to be
unleashed upon Magnus and the
scholar-soldiars of Prospero.

Only those who witnessed those
distant days will ever truly know whal
happenad upon Prospero when the
Space Wolves aftacked, as extant
accounts often contradict each other
dramatically. The epic, ‘Prospero’s
Lament’, describes a lengthy orbital
bombardment by the Space Wolves,
followed by a syslemalic campaign
across the planet that took many days
and nights, with a death toll of hormfic
proportions on both sides. On the
ather hand, one of the Space Wolves’
stronges! oral accounts of the battle,
“The Edda of the Hammer', asseris the
Space Wolves took the Thousand
Sons completely by surprise. The
Space Wolves fell upon the City of
Light from above (as Magnus had, so
many years before) and reduced it In
one terrible, bloody night of violence
and carnage. The single night of
buming libraries, crashing towers and

THE SACKING OF THE ETIAMNUN RECLUSIUM

' The Thousand Soas will often employ guilc and trickery where other Legions
would engage the enemy head-on. These tactics were illustrated whea Mordaat Hex.

' a Sorcerer Lord of the Thousand Sons led a raid on a distant world in the Eastern
Fringe called Etiamnun 111 This airless, barrcn planct was home to a2 small
commuaity of hermits who for millennia had lived out a2 simple life of

contemplation and study.

This peace was to be shattered forever when the Thousand Sons’ drop ships fell
from the skies above the mountain retreat. Recovered fragments of the facility's
sccurity vid-log record the scene as soon after the landings the passcs were filled
with relentlessly advancing armored warriors. Records indicate that the hermits
reaction to the attack was ome of calm acceptance. As the Space Marines filed wp
the mountain paths 1o the gate of the hermitage, its occupants showed no signs of
the panic one would cxpect faced with a Chaos attack.

A brightly robed and armored figure reached the great adamantium doors of the
monastery and stood before them for several minutes before striking wpon them
minc times. A party of beguiled monks had gathered in the air-lock. and at the

ninth stroke they activated the depressurization ritual The air-lock camera clearly
shows the looks of screnity upon the faces of the occupants as the atmosphere
rapidly bleeds from the chamber. The camera shows the monks’ moble struggle to
stand as their oxygen supply is cut off Then the great doors part and for a single
second the old men stand open to the airless cxpanse with the silhouctte of the
armored warriors visible beyoad. An instamt later the hermits’ legs give way and
they are swept from the chamber by the last venting gases. to be dashed wpon the

statuesque warriors armored [orms.

The remainder of the assault was little more than a massacre. The Thousand Sons
gained cotry to the reclusium and gunned down any who stood before them. Little

or no resistance was offered

Hex and his force penctrated decp into the mountain complex, and at its heart
found what they had come for. The central chamber housed a long forgotica
entrance to the Eldar webway: whether this portal had been forgotien by the Eldar,
or had been cut off from their main rostes is unknown What can only be guessed
at is the potential for damage now a Thousand Sons Sorcerer Lord has gained

entrance to the secret paths of the Eldar.

e — L

feral mayhem is a polent image and
the action described In the Eada
matches the popular image of the
Space Wolves. But the Edda is oft-
criticized: for how could a planet of
sorcerers, able to see across time and
gpace and into the future, bea S0
completely surprised as to face
destruction in the course of a single
night? How indeed, unless the dark
powers which granted them their
visions did not mean for them to sea?
However it occurred, the sack of
Prospero was the ultimate horror for
the scholarly Thousand Sons, as Russ
and his Space Wolves smashed their
way through the sanctuary of the City
of Light. Russ's warrors builll pyres
from Magnus's libraries of books,
parchments and ancient 1exis,
destroying artifacts unique in all the
galaxy with a stroke of the chainsword
Though they differ in their specifics,
most accounts suggest Magnus
himself met Leman Russ in hand-fo-
hand combat, Primarch against
Primarch, berserker against giant in
the ruined heart of tha City. The War
of the Giants', committed to prnnt by
Inquisitor Bastalek Grim from Space
Wolf oral tradition, describes the titanic
duel that followed

‘Magnus the Red did take lo the field of
battle, causing the ravaged ground fo
liquefy 'neath his mighty stride. Huss
charged bodily the crimson behemoin
and did liff the Cyclops off the grouna,
The Wolif-King broke the back of the
Cyclops, and the last Thousand Sons
saeing their Primarch broken and cas!
down, did tum and flee. But as Russ
raised Frostblade Mialnar to deliver the
killing blow, Magnus spoke a word of
power, and did sink away into the
irndescent grouna.’

In accounting what took place at the
last, claims of what occurred on
Prospero's final night contradict witdly
Someahow, in the City of Light's dying
moments, Magnus cheated Russ of
total victory, and in so doing, paid the
vary price the Emperor had warned
him against all along

Everything that mattered to him was
burming to the ground, and Magnus
turned to what he knew best to save it
Magnus was swep!t upon the currents
of the Warp, and there he found the
knowledge he sought. His sOrcerers,
his beloved Legion, all the precious
knowledge they had accumulated
within the silver spires of the Cily of
Light could still be saved. He
discovered the solution looking back al
him, as it it had always been thera




walching his way, and subtly changing
mm to s own purpose. He beheld
sorcery incarnate promising
knowledge, power and salvation. But
this time it was on ils own terms
Magnus was no longer the master of
the way as he had believed himself,
but servant to it. It is said that even
ihen Magnus hesitated, but as he
thought back to his city, his works, his
knowledge and his brethren, reduced
10 fiery ruin at the command of his own
rather, he changed his allegiance for
all time

And in that instant, the City of Light, its
siiver towers and vast libraries and its
Legion of Thousand Sons vanished
rom the face of Prospero, and the
Imperium, forever. When Magnus and
his Thousand Sons were seen again, it
was above Istvaan V, fighting
glongside Horus. Magnus had become
a Daemon Prince of the Chaos god
Tzeenich, Lord of Sorcery, and
Changer of the Ways. The battle for
their souls and their fate now so
complete, it leaves one wondering
whether it was ever truly in doubt

The Rubric of Ahriman

The Thousand Sons had nearly been
gestroyed by the threat of uncontrolled
mutation in their earliest days before
their reunion with their Primarch. Even
the salvation presented by Magnus's
instruction was imperfect, requiring
constant and vigilant oversight. The
terror of it never left some of the
Legion's most veteran members, and
ihe rampant corruption they beheld
amongst other Traitor Legions as the
Heresy ran ils course appalled
them. They dedicated themselves
Bxclusively to their new master, and for
8 ime Tzeentch seemed to shield
hem from a similar fate. Even when
e Heresy ultimately failed, and the
Thousand Sons were forced to fall
pack to the Eye of Terror with their
comrades in rabellion, Tzeentch's
iavor seemed unilateral. Their patron
god provided a new planet, rich in
magical power for them, a haven from
ine madness within the Eye for them to
continue their research. But the way of
hé Master of Sorcery is capricious,
iand no sooner were the Thousand
Sons ensconced upon their new home
worid than the Changer of the Ways
fbegan 1o alter them. Grotesque
Mutations in images favored by
Izeentch appeared spontaneously
iroughout  the  Legion Many
emoraced these manifestations as
fokens of their new destiny, but to the

senior members of the Legion it was
as it all they had been through
counted for nothing. All their sacrifices:
the loss of Prospera, the bloodshed of
the Heresy, all was rendered
meaningless. Their valiant pursuit of
Knowledge had resulted in the very
madness and abomination they had
always feared.

An inner cabal of the mightiest
sorcerars, led by their Chief Librarian
and Magnus’'s most trusted advisor
Ahriman, determined to counter the
warping corruption. They laid the
foundations of a mighty spell, and
protected their workings with wards of
secrecy, for they doubted Magnus
would bless so risky an enterprise.
They would dispel the violent
mutations washing over their batile
brothers and render the Thousand
S0ns immune to the warping effects of
Chaos. The Grimoire Hereticus
ogescribes a spell of such
unimaginable powear that even
daemaonic norrors lled
before the singular roaring
maelstrom of magic
unleashed by Ahriman and
his cabal. The Planat of
Sorcerers was enveloped
in impenetrable storms
of blue and yellow
lightning, forks of the
titanic energy arcing
across the planet to
sirike down corrupted
Thousand Sons one
after another until it is
said Magnus himself was
torced to intervena

The aftermath was nothing like
what the cabal had hoped for
Across the breadth of the world,
the fighting strength of the
Thousand Sons Legion had in a
single stroke been destroyed
utterly — and preserved
for eternity. The reviled
mulations were no mora
because the flash of

the affected Space '
Marines had been %
reduced to dust, sealed
forever Inside armor
mystically welded shut.
Every clasp, joint and seam had
Deen sealed as though by
intarnal fire, trapping the
animate spirt of the
Thousand Sons irrecoverably
within. Virtually the entirety of
Magnus's Legion had been
transtormed inlo little
more than implacable

*

automata for all time. Magnus was
enraged. The Legion he had sacrificed
averything for was no more. The
pursuit of knowledge that had always
been foremost to each of his brethren
was now denied them for all time. By
their own hand, the majority of this
Legion of scholars could no longer
avan think.

Everything he had done, all he had
sacrificed, every critical decision he
had made in his lite had been founded
upon two sacred beliefs: that
knowledge was pure, and that he was
its master. With his home world
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' AHRIMAN, CHIEF LIBRARIAN OF THE THOUSAND SONS |

The transmuting spr_“ which rendered the Thouzand Sons a l.:gil.‘ll
of closed armored automata wis the comstruct of the [.:Iiulﬁ

greatest  sorcercr

after M.'-Hnu himself: s Chief Librarian

Ahriman. Before the events of the Heresy, Ahriman had shared
his Primarch's obsession with arcane mysteries, and had come to
be keeper of the now mythical ‘Book of Magous. a tome of
incalculable sorcerous power. It may have bees knowledge gleaned
from that very tome with which Ahriman conjured his now

infaimoiis master !p:jl.

The result of his Rubric, while imperfect. is said 1o have satisfied
Ahriman i its consequence A veteran Thousand Son from before
the coming of Magous, Ahriman's revulsion at the corruption of the Legion was so great
that even the termible price of reversing it was not too high Magous was not of like
mind. however. So great was his wrath when the cabal was discovered that the Primarch

threatened 1o obliterate them witerly. but the very patron who had worked the muminul
upon them in the [irst pllr.: was said to have intervened. Who can say what the most
c-uiHmuil: and uprir.iuus of eatities mtended? In any cvent, the Daemon Prince ﬂl.r:d his |

hand. instead hnishinu Ahriman from the Plinet of Sorcerers amd -r.nndl:m.'ul'u.g

him to

wander the Eye ol Terror and beyond i a h:lpl:lr_-'.s quest to understand the Chaos

god Tzeearch.

For his part. Ahrimas refuses 1o acknowledge Chaos as his master. Across the ensuing
milleania he has become a scowsge. raiding apcicst muscums, librarium, scholaria and
reclusia, plices of learming, religion and contemplative thought. He secks to acquire
artifacts. data, or even persons he belicves can lead hum to masiery over the way of the
sorcerer. He fosters cults on dozens of worlds at 3 time. providing ceht mags with
sorcerows power until such time as they have scquired some astiquarian trinket or satisfied
another of Ahriman’s demands before turning the wrath of his warband upon them

It is rumored that Ahriman has of luc tureed his relentless predation wpon the Eldar,
determined in his belicf that the lost knowledge he sccks can be found in that darkest |
of halls of enlightenment, the vast repository of arcama referred 1o in whispers as the

Black Library.
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destroyed, his fathar his sworn enamy,
and his Legion in ruin, Magnus of the
Thousand Sons ascended his tower in
despair. Casting his bitter gaze out
upon the war-weary and Iragile
Imperium of Man, Magnus vowed, as
Horus had at the height of the Heresy,
that he would see the galaxy burn

Home World

Prospero was chosen by its onginal
settlers for one reason its
remoleness. Isolated from the most
common Impenal travel lanes ana
boasting virtually no independent
resources of any value, Prospero had
only one redeeming quality: it was a
good place to hide. In the end, it was
not even thal. Today it i1s a blasted ruin,
daclared Purgatus by the Inquisition

Through the millennia of endless
raiding since, it has been discemed
the City of Light survived its transit
through the Immaterium intact. It came
to rest within the Eye of lerror, upon a
world that has come to be known as
the Planet of Sorcerers. That

daemonic place is a seething cauldron

of magical power, reflected across ils

breadth in the form of inferna
volcanism and tempestuous skies
saturated with magical vapor. lTowars
jut from craggy fists of rock thrust up
from plains of lava, twisted and
obscene mockenes of the spires and
pyramids of learning which were the
hallmarks of the City of Light before its
fall. Mightiest of them all is the
obsidian monolith that is the Tower of
the Cyclops, said to be so massive it
can be discerned from space with the
naked eye. More cbscenely, the Tower
of the Cyclops looks back, as the
pinnacle of the obelisk is a glowing
warp eve, through which Magnus
watches the paths of the future. The
Silver Towers of the City of Light have
been transfigured by the sorcerous
might of the Thousand Sons into
space-faring fortresses Iin which
psyker lords set out from the Planet ol
sorcerers to traverse the cosmos,
launching vengeful assaulls upon the
Imperium of Man.

Combat Doctrine

T'he Thousand Sons ware wall Known
for preferring 1o avoild ciose combal
instead relying upon their mastery of
psychic power and sorcery to carry the
day. Guile, feint, coniusion and
misdirection ware their hallmarks; all
stratagems better used at range
Many were the occasions a Thousand
Sons detachment would accomplish
through Musion or inckery what a
brother Legion would pay for dearly
in blood.

Whatever else it may have changed
the Rubric of Ahriman affected thal
doctrine very little. The sorcerer lords
of the Thousand Sons still use
their ghost-brethren as implacable
Dulwarks ol guntire, around which thay
construct elaborate plans of guile and
misdirection to achieve victory, all
driven home with a timely application
ol potant magic

Organization

Magnus placed great faith in his
subordinates, believing he had ltaught
them well, that their powerful sorcenes
gave them the necessary tools to
function independently of him. Balore
the Heresy, individual Thousand Sons
squads were not led by veteran
sergeants but by those who showed
the most psychic promise. These
‘thrall-wizards" were apprenticed to
more experienced sorcerers for their
cabalistic training, but at the same
time gained experience leading men
in small units. While this practice
meant it was rare for a Thousand Son
who did not possess some measure of
psychic talent to become a ranking
officer, t also meant those sorcerers
who did gain prominence had
considerable combal experience. As a
result, the Thousand Sons, a
numerically small Legion to begin
with, rarely took to the field en masse
Instead, they campaigned in smaller
detachments under the command of
sorcerars who often acted with much
more authority independent of their
Primarch than the officers of other
Legions. This command experience
has stood them in good stead
as indepandant leadars of
warbands since the Heresy, 1o
the Imperium's considerable and
continuing misfortune

Beliefs

For the Primarch Magnus, knowledgs
was power. He believed there was no
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discipline his intellect could not
master, no secrel he could not unlock
and make serve his purpose. For the
Thousand Sons. knowledge was
salvation, the means to controlling the
psychic legacy of their Primarch's
gene. Every book was sacred, every
writing worthy of study, every
document a resource to be drained.
The ultimate knowledge was sorcery,
the way to final enlightenment, the key
to the universe. Before the Heresy, the
Thousand Sons were publicly
dogmatic, swearing oaths of loyalty
and singing the Imperial hymns. They
fought for the expansion of the
Emperor's realm with diligence, but as

USING A THOUSAND SONS ARMY IN WARHAMMER 40,000 ]

their oath-breaking illustrated, their
final loyalty rested not with the
Emperor, but with their Primarch.
When Magnus's reach for intellectual
mastery exceeded his grasp, Tzeentch
was waiting for him, and the Space
Marines who believed as he did could
do nothing but fall with him.

Ena-s&ad

Magnus was unquestionably the most
profoundly mutated of the Emperor’s
Primarchs, both physically and
psychically, and the Legion imprinted
with his gene-seed reflected that with
a high percentage of Thousand Sons
manifesting some level of psychic

ability. Early in the Legion's history a
small, but significant percentage were
prone to physical mutation, but in the
wake of falling thrall to Tzeentch that
percentage escalated wildly. The
Rubric ended that forever for the battle
brothers of the Thousand Sons, but
the sorcerers who command those
armored shells still carry the gene-
seed of their Daemon Prince and wear
their grotesque mutations proudly
as ftokens of their mercurial
patron’'s favor.

Battlecry
A ghostly whisper of: “All is Dust!®

The Thousand Sons use the following units from Codex Chaos Space Marines: ‘I
HQ Chaos Lord or Daemon Prince, Lord of Change, Sorcerer.
Elites Tzeenich Cult Terminators, Possessed Chaos Space Marines.
Troops Thousand Sons, Tzeentch Daemon pack, Chaos Cultists,
Fast Attack Tzeentch Daemonic beasts.

The following rules and Codex changes apply when
using a Thousand Sons Chaos Space Marine army.
The entire army must be Thousand Sons, not just

one or two squads.

The Chaos Lord of a Thousand Sons army may only
have a retinue of Thousand Sons, unless he is wearing
Terminator armor in which case he may have a retinue

of Tzeentch Cult Terminators.

Special Rules

* All Thousand Sons Lords and Sorcerers are Fearless
(immune to Morale and pinning chacks).

= All Thousand Sons characters must take the Mark of
Tzeentch, and this is the only Mark they may bear.

* Thousand Sons Lords must take the Sorcerer Lord
upgrade and must purchase the Mark of Tzeentch.

* All Lords, Sorcerers, Daemon Princes and Lords of
Change may make use of minor psyker powers in
games where both players have agreed to their use.
There is no upper limit to the number of minor powers
that may be purchased for Daemon Princes and Lords

of Change.

* Thousand Sons squads and Tzeentch Cult Terminator
squads may upgrade one member to a Thousand Sons
Sorcerer for +15 points, or for free if the squad numbers
exactly nine models, nine being the sacred number in
Tzeentch's magic and ceremonies. He has the same
stats as the Chaos Space Marine Sorcerar and Is not
subject to the All Is Dust and Slow and Purposeful

Heavy Support Chaos Predator, Chaos Land Raider, Thousand Sons Dreadnought. ‘

Chaos Armory.

poWer weapon.

Mote that a Tzeentch Cult Terminator upgraded to a J
Sorcerer retains his Terminator armor, combi-bolter and

If the squad forms the retinue of a Thousand Sons Lord

special rules. The upgrade includes a Mark of Tzeenich
and further equipment may be taken from the

then any number of its members may be upgraded to
Thousand Sons Sorcerers.

be purchased.

* Thousand Sons Dreadnoughts do not roll on the Fire
Frenzy chart so long as they take the Daemonic
Possession vehicle gift. Thousand Sons Dreadnoughts
pay only 25 points for this gift.

* The only vehicle gift allowed to a Thousand Sons
vehicle is Coruscating Warp Flame, other than the
Thousand Sons Dreadnought, which may also take
Daemonic Possession.

* Possessed Chaos Space Marines automatically
receive the Demonically Fast ability in addition to two
rolls on the Ability chart.

* Any single member of a retinue may be designated an
lcon Bearer, even though no Aspiring Champions may

* |f any Thousand Sons in squads are upgraded 1o
sorcerers, the special rules published in the Chapter
Approved compilation allowing Greater Daemons to
possess Thousand Sons Space Marines are not used.
Use the standard Daemonic Possession rules instead.
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The Primarch of the Luna Wolves was the infamous Horus, first and
greatest of all the Primarchs. His Legion conquered countless
worlds during the Great Crusade before Horus betrayed the Emperor
and led a violent rebellion that devastated the Imperium. The Luna
Wolves are the only Space Marine Legion to have changed their
name, becoming the Sons of Horus and finally the Black Legion.

Origins

The early history of the First Founding
Space Marine Legions is largely lost to
the relentless march of time. Accounts
and details of those Legions that
rebelled (and especially of the
Arch-Traitor Horus himself) were
further expunged from Imperial
records after the Horus Heresy, to
deny any knowledge of those events
from the vulnerable minds of Imperial
citizens. Indeed, only a select handful
of powerful individuals know any of the
truth, and it is likely that none know it
all. Such information that does exist is
sketchy and anecdotal, and lies in
ancient heretical tomes closely
guarded by certain Inquisitors or
handed down within the secret orders
of the original Legions that
remained loyal.

These records suggest that the Space
Marines of the Luna Wolves Legion
were created using human stock taken
from the violent hive gangs inhabiting
a planet called Cthonia. This planet
allegedly existed in one of Earth's

closest neighboring systems. Being
within reach even for non-warp
spacecraft, Cthonia had been

colonized, built upon, tunneled and
mined probably since the dawn of
space travel. As such, all natural
resources had been stripped away
and used up millennia before, and the
ancient mining technology had long
since been rediscovered and removed
by the Adepts of Mars. The planet that
remained was largely redundant and
abandoned, completely riddled with
catacombs, crumbling industrial plants
and exhausted mine-workings.

Fierce gangs inhabited the lawless
depths of Cthonia, enjoying freedom
from the rigors of Imperial citizenship;
but at the time of the First Founding
they provided an easy source of
Human specimens whom nobody
would miss. One report talks of so-
called ‘recruitment squads' rounding
up thousands of gangers and shipping
them away, chained together in the
holds of prison-shuttles, to geno-
laboratories on Luna. Here they were
modified using the genetic code of the
Primarch Horus. It is more common for
Space Marine genetic stock to be
gleaned from feral or primitive worlds,

however, after the usual hypno-
psychological indoctrination process,
the Luna Wolves recruits emerged
as excellent and ferociously
loyal specimens.

Horus

Information about Horus himself is
even harder to uncover. It is thought
that he was the first of the Primarchs to
be recovered by the Emperor, having
been cast much closer to Terra than
the others, and was found at a much
younger age, As a result, Horus was for
many years the Emperor's only son,
and there was a great affinity between
them. The Emperor spent much time
with his protéegé, teaching and
encouraging him. Horus was soon
placed in command of the Luna Wolves
Legion — ten thousand Space Marines
created from his own genetic code.
With these warriors to lead, Horus
accompanied the Emperor for the first
thirty years of the Great Crusade, and
together they forged the initial
expansion of the young Imperium.

The two fought together on many
occasions. At the fortified city of Reillis,
a Human settlement unwilling to
accept the Emperor's beneficent will,
the defending army used secret
tunnels to infilirate behind the
besieging Imperial army and hundreds
of shock troops swamped the
command encampment. Unprepared
and unarmored, the Emperor and
Horus fought back to back until a
plasma blast stunned Horus and sent
him staggering to the floor. The
Emperor stood over the Primarch and
refused to give ground unti
reinforcements arrived to drive their
attackers back. On the Ork-infested
planet of Gorro, Horus repaid the debt
by hacking the arm from a huge,
frenzied Greenskin warlord as it
struggled to choke the Emperor’s life
out of him.

Then came the day that the Emperor
divined the presence of a second
Primarch in their proximity and
immediately set out to find him, leaving
Horus in temporary command of the
massed Legions of the Great Crusade
While he rejoiced at the discovery of
one of his brothers, Horus was
determined that the Emperor would




always remain most proud of him, his
first son.

As other Primarchs were discovered,
the Emperor's time was pulled more
and more in other directions and, while
many of the other Legions now had
their destined leaders, Horus was often
given overall strategic command. It was
a position he relished, proving himself
time and again a consummate general,
winning praise and decorations from
the Emperor for his achievements and
conquests. He had the approval and
admiration of all the Space Marine
Legions, including their Primarchs.

It is said that as well as being a great
warrior and strategist, Horus was
fiercely intelligent. He was charismatic,
persuasive and had an innate
understanding of psychology. He could
read men in order to use their strengths
or exploit their weaknesses. These
skills made him a well-loved leader, but
also allowed him to find non-military
solutions when others would simply
have attacked. On many worlds, a blunt
explanation of the destructive might at
his disposal and a day’s parley with the
planetary leaders was enough to bring
them into the Imperial fold without
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bloodshed. Horus always took trouble
to follow the local Human customs and
modes of greeting if he thought it would
lessen the chance of a hostile reaction
to his arrival. His practice of taking part
in local rituals to establish ties for
later exploitation soon became
Imperial palicy.

Horus was also skilled in getting the
best out of the other Primarchs and
their respective Legions. Many of them
excelled in a particular style of fighting,
and Horus encouraged this diversity
and endeavored to deploy them to war
zones that would suit them best.
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If a sudden strike was needed, he
would send the White Scars or the
Night Lords. If a protracted campaign
was expected, then the Death Guard
or the Salamanders were used. When
precise liming or covert operations
were required, the Alpha Legion were
favored, and if simple ferocity was
called for, other Legions were brought
to the fore. Horus wielded the
Space Marine Legions as a lesser
commander would wield the squads of
his army, positioning them so that
each could perform to their
advantages and win glory for all. There
is also evidence that he sent
dispatches detailing the World Eaters'
most ferocious victories to the Blood
Angels Legion and vice versa,
presumably to foster a competitive
rivalry. Likewise, it can be assumed
that Horus was well aware of the feud
between the Space Wolves and the
Dark Angels. These two Legions were
repeatedly deployed in joint actions,
spurring them both on to greater
military feats in order to outdo
each other.

His own Legion had all the glory of
being the greatest Primarch's personal
guard, and they shared Horus’s credo
of fighting to be the best. Under his
inspiring command, the Luna Walves
were always at the forefront of the
latest campaign, pushing the
boundaries of the Imperium ever
wider, driving further and further into
the galaxy and striving to conquer and
liberate more worlds than the other
Legions. In the Aartuo, Keskastine and
Androv Systems, the Luna Wolves are
known to have moved swiftly on to
planet after planet as soon as the local
armies had been subdued. The
Ultramarines and the Iron Warriors,
who were fighting alongside Horus's
Legion at this time, were repeatedly
left to mop up any final pockets of
resistance and establish garrisons on
the conquered worlds. The Luna
Wolves' officers apparently refused
point blank to assign any troops to
these duties, insisting that every man
was required for the ongoing crusade.
Further rebellion flared up on a
number of the planets after the Luna
Wolves had left, and it is believed that
the Ultramarines’ Primarch Roboute
Guilliman subsequently had words
with Horus on the matter. At the time it
seems that Horus pacified the
Primarch by admitting that Guilliman
was much better at this sort of thing
than he was, however in his great
work, the Codex Astartes — completed
much later — Guilliman prescribed a
much more thorough tactical doctrine
for the suppression of a planet,

&

Heresy

The Ullanor Crusade saw Horus
battling a huge Ork empire. At its
conclusion, the Emperor declared it
the greatest victory yet for his mighty
Imperium and was said to bestow
much praise upon the Luna Wolves
and Horus for their part in the
campaign. The most notable reward
was the renaming of the Legion. The
Emperor sent word that henceforth
they would be known as the Sons of
Horus, in honor of their Primarch.
Horus himself was given the title
Warmaster — now officially supreme
commander of the Emperor's forces.
Despite these great honors, there is
some suggestion that Horus was less
than content. The wording of the
Emperor's  proclamation clearly
claimed the glory of Horus's victories
as his own. This was the usual rhetoric
for such announcements — after all,
the Primarchs were the sworn vassals
of him and his Imperium. And yet in
the Primarch’s eyes, the Emperor now
spent his time in safety at his palace
on Terra while Horus won his
Imperium for him. It seems likely
that a deeply-rooted resentment
had surfaced.

Before he could return to Terra to be
officially invested with his new title,
Horus apparently fell ill on a small feral
world called Davin. During his
convalescence, he took part in the
induction ceremony of a warrior lodge
on the planet. This was the Primarch’s
well-tried practice to develop ties with
local populations — feral natives were
more easily recruited into the Imperial
fold when the ‘Warriors from the Stars’
had become brothers. However, this
time was different. In the days that
followed, Horus's officers detected a
change in his character. It is now
presumed that the warrior lodge was in
fact a Chaos coven, which
somehow managed to ensorcel
the Warmaster.

The
Primarch
proceeded
to introduce
similar ‘warrior
lodges' into his
own Legion,
and then others
under his command. Horus's fealty
had changed; his Legion believe
that he was actually possessed
by a Daemon. Whether or not
this is true, it is certain that he was

now allied body and soul to the powers
of Chaos, and he had a new vision for
the Imperium with himself at its head.
Whether the events on Davin were
planned by the gods of Chaos or just
the work of an isolated group is
unsure. Certainly a Primarch
becoming ill was almost unheard of,
and it would surely have required a
virulent and unique ailment to affect
him, perhaps indicating a
greater conspiracy.

The Sons of Horus, already fiercely
loyal and proud of their Warmaster,
had no hesitation. They quickly
renounced their oaths to the Emperor
and started to worship Horus and his
new gods. The corruption spread to
every organization with which Horus
had dealings, including a division of
the Adeptus Mechanicus, and from
there to the Collegia Titanica and the
Legio Cybernetica. The other
Primarchs, Horus knew like brothers,
and was already well practiced at
motivating them. Appealing to their
pride, martial prowess and courage,
while playing upon past grudges and
favors, the Warmaster gained the
loyalty of fully half the Primarchs, The
war that followed was the most terrible
in the history of the Imperium, and
came close to shattering it forever.
Space Marines fought Space Marines
and Titans fought Titans as Earth was
invaded, and the Emperor's palace
itself was besieged and breached.

History records that on the 55th day of
the battle, overwhelming Imperial

v
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THE ULLANOR CRUSADE

The Ullanor Sector was the domain of Ork Overlord Urlakk Urg His cmpire was
founded on dozens of conquered and enslaved Human planets. Knowing the Orks’ love
for battle, the Warmaster's tactics were to lure the Greenskin forces away from his real
targets. Other Space Marine Legions were tasked to retake the outlying planets,
supporl:d by ncwlv,r -raised Imperial Guard regiments. As the Ork armadas moved out
to resist this invasion, the Luna Wolves fleet drove straight for the central system.

Drop pods crashed to the ground all around Urlakk's fortress-palace. Heavy shuttles
deployed Land Raiders and Predators and armored Space Marines advanced on the
defenses. Then, as hundreds of Orks rushed to foin the battle on the perimeter walls,
Horus and the entire Terminator-armored st Company teleported directly to the foot
of the great central tower. As the Luna Wolves blasted away the guards, mobs from
the walls raced back to protect Urlakk. Horus left most of the Terminators to hold
back the Orks and pushed on up the tower with just ten Space Marines at his side.
At the pinnacle of the tower they found Urlakk in a grand chamber, accompanicd by
forty of the biggest Orks in his empire. Horus charged straight into the midst of the

Nobs, slicing apart the muscled, green bodics with the twin lightning claws of his |

battle armor. The Terminators with him would not fire into the mélée for fear of
hitting their beloved Primarch. so they too crashed into the combat. Slowly they hacked
a path through the mob until Horus faced Urlakk himself. The Overlord was an
cnormous Ork, but he was simply no match for the Primarch’s skill and unnatural
power. First crlpplmg his enemy, Horus hefted Urlakk's broken body out onto the
roof and threw it screaming from the battlements to fall far below amongst the horde
of Orks still assaulting the lower levels,

The sudden demise of their mighty leader sent a panic through the Greenskin forces,
which started to fall back from the Terminators. But the flecing mobs found they had
nowhere to run, as the outer walls had been breached by the attacking Luna Wolves,
and the day turned into a slaughter. Back in the Overlord's chamber, Horus found every
Ork and Terminator dead, apart from the gore-drenched Captain of the Ist Company,
Abaddon, surrounded by crushed and broken bodies.

As word of his death spread, the Overlord’'s empire fragmented. The Imperial forces
were able to destroy or drive out the remaining Orks and free the quadrant for Imperial
rule within a year (naturally, the Luna Wolves claimed to have liberated substantially
more worlds than their allies).

reinforcements approached. In a bid to
slay the Emperor before it was too
late, Horus lowered the shields around
his battle barge, daring his creator to
teleport on board. But it was Horus
who was slain, and with him died the
rebellion. It was a ftraumatic and
devastating blow for the Sons of
Horus. Everything they had ever
fought for was lost. The Legion fell
back immediately from the attack on
the palace and fought their way back
to their shuttles. This action alone is
thought to have secured the enmity of
all the other Traitor Legions. On board
the battle barge, the Captain of the 1st
Company led a furious counter-attack
to drive the Imperials from the vessel,
then fled into space with the
Warmaster's body.

Exile

Along with the other rebel Legions, the
Sons of Horus found refuge in the Eye
of Terror, where they established a
base from which to conlinue the
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campaign against the Imperium. They
constructed a fortress-tomb for the
body of the Warmaster and even in
death still revered him as their
commander. Nobody was appointed in
his place, and the Captains of the
Legion would offer sacrifices and pray
for guidance in his shrine. In the
following centuries they were the most
active of the Traitor Legions, possibly
trying to maintain their tradition of
achieving more than the others, or
perhaps seeking to atone for their
moment of weakness on Terra. During
this time they offered their worship to
each of the Chaos gods in turn,
willingly giving their bodies to
possession by Daemons in emulation
of their dead Primarch. However, with
every change in loyalty, the Daemons
of the rejected god retreated into the
warp leaving their Space Marine hosts
nothing more than discarded husks
The Legion grew fewer and fewer until
it was threatened with extinction
Desperate experimentation and
research by the Legion's Sorcerer-

Librarians finally uncovered a method
of possession that did not destroy the
mortal host.

Saved, but still numerically inferior, the
Sons of Horus fought a series of
bloody wars against the other Traitor
Legions, vying for resources, power
and superiority within the Eye of
Terror. The culmination of the conflict
was the destruction of the Legion's
fortress by a combined force of their
erstwhile  allies, including the
Emperor's Children. Worse still, the
Warmaster's corpse was taken and
there were subsequent reports that
a being calling himself the
Primogenitor was working with the
Emperor's Children to clone the body.
With their Primarch taken from them
and defiled by their enemies, the
remains of the Legion finally swore
fealty to a new leader — Abaddon,
Captain of the 1st Company.

Abaddon knew that the memory of the
Warmaster shackled his Legion to the
failures of the past, so his first edicts
renounced the name of Horus and the
ancient title of the Legion. Taking their
last surviving battle barge, he led them
in a lightning raid that destroyed the
Warmaster's body and the whole
cloning laboratory complex. For this
action and In every subsequent
sighting, each Space Marine's armor
was painted black. Since this time,
Abaddon's ‘Black Legion' has raided
the Imperium, sowing havoc and
misery on every world it attacks.

Home World

The Legion's home world of Cthonia
no longer exists, having apparently
lost geo-structural integrity and broken
apart into asteroids and debris during
the centuries following the Heresy.
Certainly the once ore-rich planet was
riddled with mine workings right
through to its dead core (in fact, the
numerous gangers that formed the
population may originally have been
imported as work teams to maintain
the crumbling tunnels), however, there
is much conjecture that Cthonia was
destroyed deliberately

Since the destruction of their fortress
in the Eye of Terror, the Black Legion is
no longer based on any particular
planet, instead stationed permanently
on various spacecraft. They possess a
single ancient battle barge from their
original fleet, as well as other vessels
commandeered or captured over the
years. In particular, many Imperial
Navy ships that rebelled during the
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Horus Heresy now seem to be
under Abaddon’'s command, along
with newer vessels he has
ordered constructed.

Combat doctrine

The Legion is a flexible fighting force
that can perform well and adapt
quickly to any combat situation. It was
trained to respond sharply and
decisively to the tactical orders of its
Warmaster, and consequently the

chain of command within the Legion
was very efficient. This suffered
significantly during the early years of
exile when the Legion was leaderless,
but Abaddon has done much to restore
discipline, mainly through fear and
horrendous violence inflicted on those
that displease him. Horus's favored
doctrine of ‘tearing the throat out of the
enemy’ by eliminating their high
command in a swift strike, remains a
well-used tactic.

ABADDON THE DESPOILER
Abaddon was Captain of the Luna Wolves Ist Company during the Great Crusade and

followed Horus from ancient Terra to conquer the distant stars. He worshiped the
Warmaster like a god and Horus treated him as his most favored son. Indeed. some
whispered that he was in truth the clone-son of the Primarch himself. product of the

carliest geno-experimentation.

E

Organization

After the death of Horus, proper
structure within the squads and
companies disintegrated, and their
later dispersal in various spacecraft
further fragmented the Legion. Now
warbands of virtually any size and
composition can be found following
Black Legion Champions — ranking
officers from older times or newly
emerged leaders who have won favor
through their violent deeds. At times,
such warbands rally together under
the banner of a greater Champion or
even Abaddon himself, for a major raid
or incursion into the hated Imperium.
However, loyalty to differing Chaos
gods often leads to internal politics
and conflict. Possession by Daemons
is still considered highly favorable, and
many members of the Legion have the
honor of being hosts.

When the Heresy came it was clear that Abaddon’s loyalty was to his Primarch and
not the distant Emperor of Mankind. He led the Terminator armored Sons of Horus
in campaigns on Istvaan, Yarant and in the sicge of the Imperial palace on Earth His
anguish at Horus's defcat in that final conflict drove him decper into madness and
hatred than any mortal should ever sink. He took Horus's lightning claw, tearing it
from the Warmaster's armor with a howl of rage which echoed through the great ship.

Beliefs

The overriding belief of the Legion
prior to the Warmaster's demise was
in the ultimate superiority of Horus and
themselves. In continually seeking to
prove themselves as the greatest
Legion, they did indeed achieve most
in terms of sheer numbers of worlds
brought into the Imperial fold prior to
the Heresy. Their defeat and exile was
a crushing blow to the collective ego of
the Legion. It has taken all the strength
of character of their new commander,
Abaddon, to restore the Legion's
sense of pride and refocus on their
ultimate goal - to overthrow everything
which the false emperor of
Mankind created.

Abaddon has fought to rebuild the pride and reputation of the Black Legion, always
leading his forces into the most dangerous conflicts personally. At first, Abaddon won
the grudging respect of the other Traitor Legions, but as his deeds have grown mightier
he has succeeded in winning their support, too. His impassioned words have rekindled |
the Traitor Legions’ smoldering hatred of the Imperium and warriors of all the Legions
have fought beneath his banner.

Abaddon has marshalled his strength with care and now commands the loyalty of
champions from all of the other Traitor Legions. Those who oppose him are crushed.
Those who join him add their strength to the greatest army ever assembled within the
Eye of Terror. Abaddon has tested the strength of the Imperium many times, and with

cach victory his power grows.

When Abaddon first returned it was at the head of a diabolic horde which ravaged
entire systems around the Eye of Terror before the Imperium could muster the strength
to halt it. During this first ‘Black Crusade’, Abaddon made many bloody pacts with
the infernal powers. In the crypts below the Tower of Silence on Uralan, Abaddon
recovered a2 daemon sword of prodigious power. With the howling dacmon blade in his
fist, Abaddon became nigh on unstoppable. Whole citics were burned in sacrifice to the
ever-hungry daemons of Chaos, and entirc armics were torn apart by gibbering warp
entitics, Abaddon’s power swelled to inhuman proportions as the gods of Chaos
rewarded him lavishly and he undertook acts of fiendish bravery which horrified those
who stood against him.

Gene-seed

The Legion's gene-seed, prior to the
incident on Davin, was reliably pure.
However, following their corruption by
Chaos, Space Marines started to
exhibit random mutations, and it is
likely that this taint goes right down to
the gene-seed level. The regular
practice of seeking Daemonic

3 o - 5 . c possession may also have
His most recent and most devastating incursion was the Gothic War, during which accelerated the effect. However. such

Abaddon almost brought an entire sector to its knees. His fleets were augmented with mutations are seen as a mark of favor
a newly constructed flagship. known for good reason as the Planet Killer. Alongside from the Chaos deities and are
this he somchow activated and gained control of the Blackstone Fortresses. mysterious generally displayed with pride
constructions allegedly pre-dating the Imperium itself, that combined to generate
prodigious destructive fircpower. Abaddon attacked while the Sector was cut off from
reinforcements by warpstorms, and caused huge damage to the Imperial bartleflees,
destroyed a number of plancts and devastated many more. Only the intervention of the
Eldar enabled Imperial forces to stop the Chaos flect.

The High Lords of Terra live in fear of the day that Abaddon unites all of the Traitor
Legions into an unstoppable horde and returns to play out the last acts of treachery
begun by Horus ten thousand years ago.

Battle-cry

Up until the destruction of Horus's
body: “For the Warmaster!"

Following this event, the various
warbands each wuse their own
battle-cries. Warbands fighting for
Abaddon use: “We are returned!”
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As one of the First Founding Chapters, the Salamanders have
a rich history that goes back to the very birth of the Imperium.
Salamanders Space Marines are raised from the populace of
Nocturne, a deadly volcanic world. Such a world breeds hardy
warriors, strong of constitution and single-minded in
purpose — ideal recruits for the Adeptus Astartes.

Origins

Of all the stories of the Emperor’s
Primarchs, the legend of Vulkan is
among the better known tales. The
Promethean Opus (source of much
Imperial knowledge of Vulkan) tells of
a mighty comet blazing a trail of fire
across the skies of the world of
Nocturne during the Time of Trial, a
period of great upheaval when the
planet was wracked by massive
earthquakes and volcanic eruptions.
Whether these signs heralded the
arrival of the Primarch, none can say.
The world of Nocturne was a harsh,
volcanic place, a land of rocky crags
and soaring, basalt mountains with
little to offer its early colonists save
the riches of its vast mineral deposits.
For as long as anyone could
remember, Eldar pirates had plagued
the people of Nocturne, constantly
pillaging the small settlements and
enslaving their children. As a result
Nocturne's people were hardy and
practical, with little time for rest
or leisure.

It is said in The Promethean Opus
that the Primarch was found one
morning by a blacksmith named N’bel
as he entered the yard of his smithy.
Whether the Primarch was found as a
babe in swaddling clothes or as an
infant child is unclear, but the
unknown child's presence in a
smithy's yard was unusual enough
for N'bel to bring the boy before the
ruling council of his settlement. For
many of the long, Nocturne years, the
wise men had prophesied the arrival
of a savior, a warrior who would come
to them from the heavens to rid them
of the decadent Eldar. So it was that
the people instantly recognized the
greatness within the infant that N'bel
had found. No one dared claim the
Primarch as his own, and thus it was
decreed that N'bel take the Primarch
as his son and apprentice. The
master smith named him Vulkan,
after the first king of the salamanders,
the giant lizards that roam the
volcanic mountains of Nocturne.

Vulkan's growth was extraordinary.
Within 3 years, he was bigger and

stronger than any man in the
settlement, and his mind was sharper
than any Nocturne-forged blade. He
had rapidly learned all the skills of
metalworking taught to him by N'bel
and soon surpassed even his
adopted father's renowned ability. It
was Vulkan who taught the people of
Nocturne the most hidden secrets of
metals, the mysteries of pattern
welding, metal folding, alloys, and
bonding. These lessons had
improved their already considerable
skill at weapon-making and artifice.

The Opus tells that during Vulkan's
4th year, the Eldar came to his town,
intent on raiding and pillaging. The
people of his settlement had long
become used to the Eldar's raids and
had devised many ingenious
methods of hiding from their
attackers. Vulkan declared that he
would hide from no one and, over the
pleas of the wise men, stood at the
center of his settlement with his
smith’s hammers crossed over his
shoulders. Stirred by his courage, the
men of the settlement rose from their
hiding places in attics and cellars to
stand beside Vulkan in defiance of
their attackers. Vulkan stood at the
forefront of the defense and single-
handedly slew a hundred Eldar that
day, wielding a huge blacksmith's
hammer in each hand. The raiders
fled from Vulkan's wrath, and the
story of the town’s triumph spread
rapidly across Nocturne. Soon the
headmen of the seven most
important settlements traveled to pay
homage to Vulkan and praise him for
his example in fighting the Eldar. The
headmen swore never again to hide
in fear but to face their foes and crush
them. It was decided to hold a huge
gathering of the people of Nocturne
to celebrate this great victory,
including a massive contest of skill at
arms and craftsmanship.

In a passage of The Opus known
simply as “The Outlander,” there is a
tale of how Vulkan came to be
reunited with the Master of Mankind.
It recounts that, at the opening
ceremony of the celebrations, a
stranger appeared at the gates of




Vulkan’s settlement. All the stranger
asked was to be allowed to take part
in the contests, and though he would
not say where he had come from, he
was allowed to compete. His skin
was pale and his garb outlandish,
though all could see that he was a
powerful figure. He announced to the
gathered spectators that he could
best any man in any contest. The
gathered crowds laughed up-
roariously, believing that none could
be superior to their superhuman
leader in intellect, physique, or skill.

Vulkan and the stranger wagered that
whoever lost was to swear eternal
obedience to the victor.

The competitions lasted for 8 days
and included many feats of strength
and endurance. At the anvil lift, even
the strongest men could hold an anvil
above their head for only an hour and
a half, but Vulkan and the stranger
carried the heavy anvil aloft for half a
day before the judges declared the
contest a draw so that they could
proceed to the next event. And so it

was that they were almost equally
matched in skill and strength.

Occasionally one would slightly best

the other, but when it came to the
start of the final event, the
salamander slaying, they were
evenly matched. Each had a day and
a night to forge a weapon with which
to hunt down the largest salamander
they could find. Whoever could bring
back the heaviest carcass would win
the wager and the eternal allegiance
of the other.
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The ringing of hammers on metal
echoed across the volcanic hills for
the whaole day, neither man pausing
for a moment to rest or refresh
himself. As the Nocturne sun sank
below the mountains, the competitors
watched the highest peaks for the fire
plumes that gave sign of the giant
salamanders. Vulkan boasted that he
would climb to the summit of Mount
Deathfire, where the largest
firedrakes could be found, huge fire-
breathing monsters weighing as
much as several tons. The stranger
nodded in agreement and said that
wherever  Vulkan went, he
would follow.

It is claimed that the two climbed the
precipitous mountains with
astounding speed, bounding from
rock to rock, the stranger carrying a
keen-edged blade, Vulkan with his
immense silver-headed hammer held
ready. They passed from sight, but
soon the skies echoed with the
clamor of battle. The flames of the
firedrakes licked the clouds of smoke
that gathered over the volcanoes.
Vulkan was to find his prey first,
smashing its armored head from its
shoulders with a mighty sweep of his
hammer. Further up the mountain,
the stranger spied another
salamander, even mightier than

Vulkan's conquest, and set off in

pursuit. As Vulkan carried his prize
back to the settlement, ill fate beset
him. Mount Deathfire erupted into
violent life, hurling rocks and lava
high into the air. He was flung from
the edge of a precipice, where he
clung for several hours by one hand,
the other grimly holding the tail of the
dead salamander. Vulkan was
determined to keep his prize, no
matter the cost. As the mountain
continued to erupt, Vulkan knew he
could not hold on much longer, yet
still he refused to release his grip on
the salamander.

Just as Vulkan’s grip was beginning
to slip, the stranger appeared, calling
his name from the other side of a
wide lava flow. Vulkan answered the
cry and could see that the stranger’s
prey was indeed larger than his own.
By now even Vulkan's almost endless
constitution was growing slim,
weakened as it was by over a week
of hard competition. His grip was
shaking, but he was too proud to call
for help. It seemed that the stranger
realized the Primarch’s peril and
hurled the corpse of his salamander
into the lava, making himself a bridge
to cross. With great leaps, the
stranger hurled himself towards
Vulkan and hauled the wearied
Primarch from the edge of the abyss.
Even as Vulkan felt himself being

pulled up by the stranger's strong
arms, he saw his opponent’s
salamander being consumed by the °
lava and swept away.

When the two returned to the
Primarch’'s settlement, it was the
ruling of the judges that Vulkan had
won, for the stranger had returned
with no prize at all. The gathered
throng cheered heartily, but were
silenced by Vulkan. As they watched,
he knelt on one knee, bowed his
head to the stranger, and said that
any man who valued life over pride
was worthy of his service. The
stranger bade Vulkan stand and
threw off the illusion that had
disguised his true form, revealing
himself to be the Holy Emperor of
Mankind. The people of Nocturne fell
to their knees in awe, and from that
day forth, their world was to become
home to the Salamanders Legion, in
memory of the mighty beasts that had
united the Primarch and his Lord.

Home World

The Salamanders Chapter hails from
a binary planetary system in the
western reaches of the Ultima
Segmentum. The two worlds,
Nocturne and its oversized moon,
Prometheus, circle each other in an
erratic orbit, causing massive

ﬁ
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tectonic activity across the thin crust
of Nocturne. The world is girded by
chains of active volcanoes and rent
apart by frequent earthquakes. Once
every Nocturne year, some 15 Terran
years long, the two worlds approach
so closely that Nocturne is almost
torn asunder. Known as the Time of
Trial, this period is marked by tidal
waves sweeping across the rough
seas, the ash and smoke from
thousands of volcanoes blotting out
the dim light of Nocturne's sun, and
the ground being gripped by constant
earthquakes. Towns and villages are
thrown into ruin. Continents shift, and
a cold winter envelops the lands for
the next quarter of a year, freezing
the young and killing the majority of
the livestock that can survive the
normally harsh and hot climate of
the planet.

Some would say that the people of
Nocturne are mad to endure such
conditions, but over hundreds of
generations, they have been molded
by their world into a hardy race. And
Nocturne’s Time of Trials brings great
rewards too. The upheavals open up
veins of precious gems and metals
and uncover vital ores for smelting.
When the lava flows cool, they can
be mined for other precious
elements, pockets of gas that can be
used to power engines, diamonds,
and other crystals valuable to the
Adeptus Mechanicus for lasers and
energy-transmission systems. And
this is how Nocturne survives, by
trading its vast mineral wealth with
other worlds, using its resources to
bring in additional livestock, building
materials, and the few weapons that
the Salamanders Space Marines
cannot construct themselves.

The Chapter’s fortress-monastery is
based on the giant moon,
Prometheus. It is the only settlement
on Prometheus and is little more than
a spaceport linked to an orbital dock
where the Chapter's strike cruisers
and battle barges can be refitted and
restocked. When not at war, the
Chapter's warriors spend most of
their time on Prometheus or living
among the inhabitants of Nocturne.
The Salamanders maintain very
close links with their home world and
mingle with the people rather than
living aloof as many other Chapters
do. The Salamanders are the
settlements’ leaders and a source of
inspiration and guidance for the
Nocturne populace. Young aspirants

THE THIRD WAR FOR ARMAGEDDON

When Ghazghkull launched his new offensive against the Imperial forces on
Armageddon, the Salamanders were one of the first Chapters to respond, sending a
full six Companics to combat the Orks, including Chapter Master Tu'Shan  who
personally led his Firedrakes. The Salamanders launched several counter-attacks against
the rock-forts landed by the Orks along the Hemlock River. Preferring the close-
quarter fighting within the maze of crudely carved tunnels within the Roks to the
long-range ducls in the desert, the Salamanders made the Orks pay a high price for
their audacity. By the start of the Scason of Fire. at least nine Roks were destroyed
by the Salamanders’ attacks. killing untold thousands of greenskins.

The Salamanders, unlike a number of other Chapters, fought extensively throughout

the campaign to protect the civilian population of Armageddon. Indeed it is rumored
that Tu'Shan himself came to blows with Captain Vinyard of the Marines Malevolent
after it became known that his men had shelled a refugee camp simply because there
were Orks  within the perimeter. The majority of the Salamanders departed

Armageddon following the Season of Fire, with only two companies remaining to
protect the major population centers. A squad of the Chapter Master's own Firedrakes
also left for Baal with the Blood Angels as an honor guard for the fallen Captain
Tycho. The Chapter's Techmarines have been instrumental in repairing and rebuilding
the infrastructure required to maintain such a vast amount of people. and it is certain
that they have saved many thousands of lives with these vital but often

overlooked duties.

crave this position of authority and
respect as much as the chance to
become a legendary warrior of
the Emperor.

Salamander recruits start very young,
with a hopeful coming to work as an
apprentice to a Salamander at the
age of 6 or 7 Terran years.
Apprentices spend several years
learning the skills of the smith, as
Vulkan did in his early life. From
these apprentices, the most able are
judged by the Chapter's Apothecaries
and Chaplains, and the worthy are
taken to Prometheus to undergo the
bio-surgery required to turn them into
Space Marines. At various points in
their adaptation and training, the
young Scouts must endure the same
trials and tests that Vulkan and the
Emperor competed in, their final
initiation culminating in them hunting
down a salamander and slaying it.

Combat Doctrine

The Salamanders follow normal
Space Marine tactical and strategic
dogma, with a slight variation to
compensate for their own physical
and mental traits. The Salamanders
have a preference for close-ranged
fire fights and use many melta and
flamer weapons to smash armored
foes and burn whole swathes of
lighter troops.

Coming from a society that places
great prestige in craftsmanship and
that has high regard for artisans, the
Salamanders have access to and can
maintain highly sophisticated forms
of technology. This is most evident in
the numbers of Terminators in their
armies, as well as a greater
proportion of artificer armor and
master-crafted weaponry. Their
technological resources are also
supplemented by regular trade with
the Adeptus Mechanicus, made
possible by Nocturne’'s abundant
mineral resources.

Organization
The Salamanders Chapter

organization was laid down when
Vulkan swore allegiance to the
Emperor. Each Company was
founded from the seven greatest
settlements of Nocturne, each
commanded by a Captain from that
settlement. This organization is still
maintained today, although, ever
since the disappearance of Vulkan
some thousand years after the
Legion’s Founding, the Captain of the
First Company has been given the
role of Chapter Master. This position
is considered a regency by the
Salamanders, who believe that one
day Vulkan will return to lead the
Chapter in a great campaign to
conquer Chaos.

L
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Each Company is slightly larger than
a standard Codex Company, and
squads were reorganized following
Roboute Guilliman’s writing of the
Codex: Astartes after the Great
Heresy. The conditions on Nocturne
are not conducive to training for high
speed attack or using the anti-grav
engines of Land Speeders, so the
Chapter employs relatively few of
these specialized fast attack units.
The Apocrypha of Skaros lists the
Salamander’s Scout Company as
one of the smallest known in any
Chapter; the sparse population of
Nocturne and the Salamanders’ slow
but meticulous selection process
yield a low turnaround of
new recruits.

The First Company is treated as a
warrior cadre within the
Headquarters itself and forms the
personal guard of the Chapter
Master. They are known as the
Firedrakes, after the largest of the

salamander lizards that roam
Nocturne. To enter the First
Company, a warrior must be

nominated by his Captain for the
honor and then must prove that such
faith was well founded by slaying a
firedrake. The Hall of the Firedrakes
in the Chapter Monastery on
Prometheus is adorned with the
hides from Firedrake salamanders
slain as part of this trial.

Beliefs

The beliefs of the Salamanders are
governed by the Promethean cult,
which places great emphasis on self-
reliance, loyalty, and self-sacrifice.
Many of these values stem from the
lessons learned while training as a
smith — patience and relentless
determination are highly valued
mental characteristics.

The hammer and fire are important
symbols in the teachings of the

TUSHAN - CHAPTER MASTER OF THE
SALAMANDERS, REGENT OF PROMETHEUS

At the outset of the Second
Armageddon  War, Chapter Master
Tu'Shan had only held his rank for 3

(a8

years. To do battle against Ghazghkull |

Thraka would be a hard test of his
skills as a leader and strategist, and it
was with no hesitation that the
humble Tu'Shan agreed to follow
Commander Dante of the Blood
Angels. During the campaign, it was
Tu'Shan helped the
scattered Imperial defenders. In battle.
Tu'Shan Firedrakes
responsible for defending one of the

who rally

and his were

few bridges across the Stygies River

against a thousand-strong Ork Speed Freck column and  for fighting
continuously for 3 days and 4 nights. At the end of the Lampaign Dante himself
sought out the young Chapter Master and praised Tu'Shan in front of all of

the Blood Angels. This was a supreme gesture - for the Salamanders, no greater

honor can be bestowed than the respect of onc’s brothers in arms.

Tu'Shan is known to have met Yarrick, and it is claimed that the two had an
instant respect for each other. Yarrick heartily welcomed Tu'Shan's offer to once
again defend Armageddon when Ghazghkull returned at the head of the mightiest
Ork force ever seen. Tu'Shan fought throughout the war zones of Armageddon,
At Hive Tempestora, Tu'Shan prevented the Orks from overrunning the Khatrin
Water Purification Plant and condemning the hive's population to a slow death
by dehydration. The hive ultimately fell, but Tu'Shan’s actions allowed the
majority of the hive’s population to escape before the hive was captured. And
as before, Tu'Shan's inspiring presence allowed the defenders to hold the vital

Stygies bridge and prevent the greenskins from crossing and reinforcing their

forces elsewhere.

Promethean cult. Ritual scarring by
branding and burning is
commonplace among the battle
brothers of the Salamanders, and
trials of walking over burning coals
and carrying red-hot metal bars are
held frequently.

Gene-Seed

As far as can be ascertained, the
Salamanders’ gene-seed appears to
be stable and as yet uncorrupted.
The reflexes of Salamanders Space
Marines are not as fast as those of
other Chapters, although they are still
quick when suited in power armor.
However, it is unknown whether this
defect is due to a problem in the
gene-seed, being raised on their
high-gravity world, or the Chapter’s
doctrines against hastiness
and impetuosity.

The Salamanders have never been
great in number and were the
smallest of the First Founding
Legions. Perhaps it is for this reason
that there seem to have been no

Second Founding successor
Chapters formed from the
Salamanders, while the other

Legions were broken down into
several smaller fighting forces.
Others point to the disaster at Istvaan
V as reason for the lack of Second
Founding Chapters (as many
scholars believe the Salamanders to
have been present at this infamous
massacre). It is a matter of debate
whether there have been Successor
Chapters during subsequent
Foundings, although it appears likely
and many scholars point to
similarities in the physique, markings,
and tactical dogma of Chapters such
as the Storm Giants and Black
Dragons. Recent questions regarding
the purity of the Black Dragons’ gene-
seed has led to some Genetor-
Biologis questioning the purity of their
source zygotes, but the legacy and
reputation of the Salamanders have
led to their detractors being
openly ridiculed.

Battle-Cry

“Into the fires of battle, unto the anvil
of war!”

-~
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| USING A SALAMANDERS AR

Special Rules

Never Give up: The people of
Nocturne are dogged and stubborn,
refusing to admit defeat even against
the greatest odds. The Salamanders
are no exception, fighting to the last
man if necessary. To represent this
steadfast nature, at the end of a
game, the Salamanders player can
decide to continue fighting for 1 more
turn. Another whole game turn is
played as normal (i.e., each player
gets 1 more turn), and the result of
the battle is decided after that turn is
finished. The Salamanders player
can always opt to fight for 1 more turn
than normal, whether the game has a
fixed length or finishes randomly.

Self-Reliant: The Salamanders lead
a mainly solitary life when not fighting
alongside their battle-brothers and
are raised and trained to be self-

sufficient and independent.
Salamander models never have to
take “All On Your Oown”

Morale checks.

Sturdy: The high gravity of Nocturne
causes its inhabitants to have a
naturally large and well to muscled
physique, so they adapt to the
ordeals of becoming a Space Marine
very well. However, they are not as
swift as their counterparts in other
Chapters; thus, all Salamanders, with
the exception of Dreadnoughts, have
their Initiative reduced by -1 (i.e.,
most Salamanders Space Marines
will have Initiative 3). Entries in the
following army list have already been
modified to take this into account.
The Salamanders must also deduct
1" from any advance or fall back
moves they make (normally, 2D6-1").

Wargear

Salamander’s Mantle: This is a new
item of wargear available only to
Salamander Space Marines. The
character wears a cloak or cape
made from one of the toughest
materials in the galaxy — the thick
hide of Nocturne’'s salamander
lizards, which live in the lava flows of
the planet's volcanoes. The
character is immune to suffering
instant death by being hit by an
attack that has a Strength value
double his Toughness - the
character loses a single wound

instead. Note that instant death can
be suffered in other ways (e.g., by
an Eldar Wraithcannon rolling a 6 to
wound the character). Only one
model in the army may have a
Salamander Mantle for +35 points.
The special character Chaplain
Xavier (p. 40, Codex: Space
Marines) wears a Salamander
mantle, increasing his cost to
200 points.

Artificer Armor and Weapons: The
Salamanders have a deep
knowledge of many technological
marvels, and their Techmarines are
the greatest artificers outside of the
Adeptus Mechanicus. To represent
this, the following changes are
made to the Space Marine Armory
for a Salamanders force:

Master-crafted weapons cost +10
points, rather than +15 points.

Artificer armor may be purchased
for non-independent characters
(such as Apothecaries or Veteran

MY IN WARHAMMER 40,000

2

',

for +15

Sergeants)
(independent characters pay +20
points as normal).

points

Any character may be given a
signum, not just Techmarines. |

Vehicle Upgrade

Reinforced Ceramite: This vehicle
upgrade is specific to the
Salamanders Chapter. The vehicle
has numerous plates of heat-
reflecting ceramite, giving it extra
protection against melta weapons.
Melta weapons, including melta
bombs, never roll an extra D6 for
armor penetration for being at half
range (melta bombs would therefore
have armor penetration of 8+D6).
Reinforced ceramite may be given to
any Salamanders vehicles and
Dreadnoughts, except for Land
Speeders. It costs +25 points for a
Land Raider to have reinforced
ceramite and +10 points for all
other vehicles.

e ——————— |
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Salamanders use the following units from Codex: Space Marines and from the new entries below.

HEADQUARTERS Space Marine Heroes, Chaplain®, Salamanders Librarian, Command Squad
ELITES Salamanders Terminator Squad,
Space Marines Veteran Squad, Dreadnought
TROOPS Salamanders Tactical Squad, Scout Squad
FAST ATTACK 0-1 Salamanders Assault Squad, 0-1 Salamanders Bike Squadron,

0-1 Scout Bike Squadron, 0-1 Land Specder Squadron™*,
0-1 Land Speeder Tornado™, 0-1 Land Speeder Typhoon™

HEAVY SUPPORT Devastator Squad, Predator Annihilator,
Predator Destructor*™*, Vindicator, Land Raider,
0-1 Land Raider Crusader (sce Black Templars list), Whirlwind

* A Chaplain may exchange his crozius for a thunder hammer for free.

** You may take a Land Speeder Squadron, a Land Speeder Tornado, or a Land Speeder Typhoon, but not more
than one choice of Land Speeder.

*** A Salamanders Predator Destructor can have heavy flamers on its side sponsons for +10 pts.

HEADQUARTERS

SALAMANDERS LIBRARIAN

PSYCHIC POWER

Fury of the Salamander: The Librarian draws on the légendary spirit of the Salamander to
create a monstrous spectral incaffation of the beast. The manster charges forward trailing fiery
sparks, burning all in its path. The Librarian uses this power In the Shooting phase instead of
firing a weapon. Nominate a direction from the Librarian that the Salamander will move in, and
draw a line 3D6" long in that direction! You cannot chogse a line that might pass through a unit
in close combat. Any model (friend or foe).that thé' line crosses over takes a S5 hit; normal
saving throws are allowed. A"unit sufferingfany casualties, from this attack must take an
immediate Morale check or fall bagk: I the unit passes the eheck but loses 25% or more of its
models in that Shooting phase, it must 8lill.takesthie Morale check for casualties at the end of
the phase as normal.

ELITES

SALAMANDERS TERMINATOR SQUAD

Points/model | WS BS S T W
Terminator 37 4 4 4 4 1

Squad: The squad consists of one Salamanders Terminator Sergeant and between four and
nine Salamanders Terminators. The Terminator armor's 2+ save and +1 Attack bonus have
been included in the charagteristics above.

Weapons: All models in the squad'have either a storm bolter and power fist or a thunder
hammer and storm shield.

Options: The Sergeant may mpraee his power fist for a power weapon. Up to two models
may exchange their storm belters for heavy flamers at +10 pts.

The Terminator Sergeant may have additional equipment from the Space Marines Armory.

SPECIAL RULE
Deep Strike: Salamander moddh mm;; Tennlnmr armor may Deep Strike.

i
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TROOPS
SALAMANDERS TACTICAL SQUAD

Salamander
Veteran Sergeant

Squad: The squad consists of o
Space Marines. .

A, :
Weapons: All models are armed wﬁhaalii r;.:lm'xsequanl‘ may replace his bolter with a
bolt pistol and close combatmapmr

Options: One model in the squuﬂ may exchange his bottar with. one of the following
weapons: flamer at8 pts; heavy bolter at +5 pts, missile launcher at'+10 pts, multi-melta
at +15 pts.

In addition, one other Space Marine in the squad may exchange his bolter with one of the
following: flamer at +6 pts, melt!gd?bm:ﬁp | pts, plasma gun at +6 pts.

s at an additional cost of +1 pt per model and
Sergeant at'an additional cost of +15 pts.

Transport Vehicle: The entirg. squudfq[l mounted in a Rhino at an additional cost
of +50 pts or, if it numbers six or fewer models, a Razorback at +70 pts (see the Transport
entry in Codex: Space Marines for upgrade options).

FAST ATTACK
0-1 SALAMANDERS ASSAULT SQUAD

The entire squad may be given frag gre
krak grenades at an additional/Gost of +

The Sergeant may be upgraded {0 2

Salamander
Veteran Sergeant

Squad: The squad consistg_ of @
Space Marines.

Weapons: Bolt pistol, close combat : 'grenades. All models in the squad are
equipped with jump packs.

k. g
Options: The entire squad may E ith krak grenddes at +2 pts per model and
melta bombs at +4 pts per mo ;

One model may exchange nl‘e lidﬂ'-plawl and close combat weapon for a flamer for +12 pts.
The Sergeant may be upgraded to a Veteran Sergeant at an additional cost of +15 pts.

SPECIAL RULE

Deep Strike: Salamander models equipped with jump packs may Deep Strike.

The Salamanders prefer close-

range engagement with the enemy
where their superior numbers of short-
ranged but deadly weapons, such as
multi-meltas and flamers, can swiftly
eradicate their foes.

0-1 SALAMANDERS BIKE SQUADRON

Poin WS BS ‘ST W | A Ld Sv
Salamander Biker 35 W4 4 44 465) 1 3 1 8 3+
Veteran Sergeant #5 |4 4.4 4(6) 1 3 2 9 3+
Attack Bike 500 | 4.4 4489 1 3 2 8 2+

Squad The squadron consists oI‘ ‘one Sdamandera Sergeant and between two to four
Salamanders Space Marines rldlng Space Marine bikes.

2d bolters. Each Space Marine rider has a bolt pistol.

1t q-lblka squadron may be armed with the following
10 pts, plasma gun at +6 pts.

The Sergeant may exchangehis'bolt pistol for a closg ao bat weapon at no additional cost,
and he may be upgraded to'& rgeant atan additional cost of +15 pts.

Attack Bike: The squadron may include one Attack Bike armed with a multi-melta at +55 pts.

Due to the fluctuating gravity of
Nocturne, Salamanders have
difficulty training with bikes, fjump packs,
and Land Speeders. Thus, Salamanders
can muster few such fast attack units

for battle.

>
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The Raven Guard specializes in devastating strikes behind
enemy lines, guerrilla warfare, and rapid reaction to enemy
maneuvers. During the Great Crusade, the Raven Guard
conquered countless worlds thought impregnable by the
precise application of force at the enemy’s weakest point. At
the outbreak of the Horus Heresy, the Raven Guard was
almost destroyed, and only by employing the most desperate
of measures was the Legion saved.

Origins

M tme Bafly hislory of e Hawven
Guard's Primarch Comx weny little s
known, Thae Paven Guard's own
a0ends are vaqua conoeming he pale
skinned yauth, whi was raised an he
mineral-mch, but gdescdals moon of
weagus, This moon orbited Kisvahr, &
i W pohmnced planat, ils
surface  oovened Wil - sprawling
maching shops and forge cathedrals
Lycagus was axceadingly rch in
aral waalth end populated by axies
irem . the planst Dalow wha lived in
Cruge e domas thal prodecied them
iram the vatuum of Space. Tha ruling
fech-Guilds of Kiavahr usad the
MINEwWorks on Lycasus &3 a dumping
ground. M Inair Worsh com mals and
thase who could nol meab  their
phSducion  quol armiéd
aeergeers ruled N 3 (Erk
nouniam spire that towered above the
mirkesarks. |1 was, for all inents and
purBCEas, a dada

manishad o Lycaeus

Heavity

3 Maan

ih senbEnoe o b

Ancaent, fdod laxis wihin he Chapler
Librarius of the Haven Guard el hal
the inhabitans

baen the slavas
worked in B massiva mings under
armed guard n horrendows canditions
Acaidenis d mard ol the workern
and fhe poliied atmosphers ook &
Bavy el on the haalth af e
chidran. Once condamnead 1o a lile in
the mings, therna = D asCape, and
the slaves of Lycaeus prayed fo the
Ermgsacar Tor & ar, Pl came in fhe
ionm af & child whose skin was &3 wivls
o 5 S

Théd ars many sones cancerming the
discovary ol Uorax, and the truth & 1he
maittar may never be known, One 1ale
lis ol o cava-in that claimad the lives
af hundreds ol slavas mining beneath a
-;'Hl."E-' and revadled a hedden chiambar
condaining tha infant Primarch. &nother
sosdils of & ary comat thal Bagle apart
ot B massive mountan of mon and &
chid wresihed In l='||'l|:":".' 'I';rll who
walken unscathed from the rubble. Yat
anathar talks of a dymg warncr gant
dalivering the babe o the siaess and
begorg theam 10 protec] e infant from
the Dark ones. ‘Whatevar the

tances, |he saves ol Lycaeus
] whia-skinned baba witl
midnighl black hair and namad him
Cora oh msang e D
Thay hid the infant froem thelr jailer
ramad nim as one of ther oan. Wihir
ihe sgace of a few yaars, when

Ebmormal matwration |
Iha elaves rEnicad, Bas
sign ol favar from the Empenor
trainad e youfg Primérgh in a
manmner m skills Ene VAEd
backgrounds of tha exiles giving Corax
& thonsugh groanding in whan warfang
sabotage, demoliion, and Eiling, Thesy
taughl hsm @l the gqua as  thay
Deleved 8 gensral | 1k
need. Conax leamed al g inishirg
rivla; his sirangth, kean act, and
[ASHUrh demeEanor macds i Quick

BNd IraciDus BAmer

me abvious

Fram Bwe aarliest age, Corax had bean
told thet § was hia casting i save jh
peopég of Lycaeiss, and as the YEArs
pEESad, M Bagin sowing
that would bring about their freadom
With the slaves' imided resourcas, only
e crudest of weapons could be
[ashioned, and greal shoe
thase were hidden in secrel caches
mroughout tha minaworks in key

siralegic poinls

W SeEds

b amanized the
Elaves IntD. Blonm sguads, appoinied
caormgatend leaders. and drilied them
tharoughly i [Msir assigned tasks, He
gls began ;-:-:-'l."'\.i'.-'_.ll-u| warkangé an
tnair [alars nrgEnizing regi
ard staging riods Ehaa skne
Jarnson s resourcas fnmy and
tha guards morale, E
choreographad o o
builkd up of pressure, and soon Lycasss
WHE 8 povvder keg walting 1o axplods

g s

inl=]

Whean the ma o 1, Cocax and his
trained  squads ol slaves slrick
Massiva mining machines ware drivan
thnaugh the siresls and key sec
poirds, 5 leams  AnTed
rock dr outtars weara abie
EEVEl POWwa communicati
gnd lite support to many of

LN

ErETIiRs sirong paints ficuilar
aoma, home D o sgr F ol

Lycaeus’ miii
COmpratay,
11 handa

Simultaneously, |

mig
ng s oooupa
VEIC LI of SMEB

Cordx mnd a small




graup ol his deadlies! warriors
fssauted the fortress-like ower of thair
tagskmasinrs and capdured it in a single
night's fighting. ANar canfunes of
abuse; there coukd ba no mercy for
those who had kept the slavas in
EIJI'IIJEI;E. and evary prisonar takan
WES axeculad.

The Tech-Guildse of Kiawahr wers
shocked at the fall of Lycasus and
immediaiely dispatched toops (o crush
the resllion. The war was short and
brial. Sittng at the top of & long gravity
well, Corax’s imoops were ghle o
bombard Iha planat from alar with
carpn confainers laden wih crude
atarmic charges thal |aid wasia 1o wasi
porfions ol Kiavahr's  imdusirial

landacape. Whan troops from - Kiavahr
did land on tha moen (o fighl. Corax
was  thera Wwiih g hend-plcked
warriors. The ravan-hairad Primarch
gul-thought and ol-faughl hes enamiae
al  evary turm.  Surgical  sirikes
decapitated fhe Kiavahr command

siruciuna, d-E-EEII:Ij-'-E-ﬂ the anamles
SURETY lines, and kept Cham  on
the daiensiva

In tha end, Coraxn was Lo prove
vietoriaua, and the Rievahr frooaps
withdraw as their planet's econamy
collapsad wilhoul ha mineral resturces
of Lycasus %o plundgar.  Kiaviabr
descended inlo anarchy as the varous
Tech-Gulld factions fought amongst
thamsehms for condrol gf 1he rermaming

Pina bl Riten Gl (Caben Scliain

Bry Goard YWinres Commandsr wals

Lighewmyg Chwy

A

Diroaviwsar Squod

Chupss lesmpma

Tissghs b= pls ds T mpmgieny vl smied, s sma ew el by ekl
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Awsmali Sqmad

&

e
Yesrrm
Pl Fankn i bler Car
" B [haplipiag e
Chigaar Tussgaea

Swinbal Pleciest ox Jisip- ik

matarals still on the planst. Tha
celsbrations on Lycagws wenl on [of
many days, and in memory ol helr
victory. tha slaves resamad hale
homa [alivaranca

The most caomplats resord of the Graal
Crusade, The Speculiyn Hialoras, has
liffe io =ay on tha maitér o Cormax
raunitng with the Emparse of Mankind,
It &= |eft o the Raven Guard's Librarsans
io recall how swuch a momanbous avanl
came aboul, and BE abavays, o s
much that |8 shrouded in mystany, 1 is
gaid  thet during the viclory
calebrations, the Emperor descended
o Delverance to find Corex waltng lor
hirt, curious o meat this sirangar who
had landed alone on his world. The

Prany - Herawy. R Camd Calar Sihme

Brrew Ginrd. Frogestiee, Leggen MU

=

Tirafe sl Sauad

P

Namall Sqeeld

Dievanipior Boasil
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F BpokE o Coray [of a IZIE:.- and
o night, tad whatewer passed batwasn
s 18 unrecorded. A1 dawn the
following day, Corax  accepied
command ol ha Raven Guard Lagion
of Space Marines and toak his plecs &
the Emperor's sida, One conditon of
Corax's acosplanca was that the
:I'l'l:"E'rl:lr had 1o |nd his assssEnos o
bring peace to Kiavahr = peace through
torce o ames bul paace nanethalaes
Almady nasling from thair Safeal an
Defverance and unagble 1o mustsr a
caharant farce against the Rawvan
Guard, the Tech-Galds wene brokan
and tha Adepius BMinslorum siepped
mio the woid lndlt by their destraction
Mineral productan Soon begen again
on  Delivarance, wnder 8  much
improved ragima, and gradually B
workd o Kiavahr was rabulll undar the
pudance ol 1he |mpemam Tha dark
lowar thil had once housed M slavaes
Dpprassors Now becama 1he forress of
tha Raven Guard and was ranpmed
lhe Hevenspire.

The Graal Crosads saw Corax lead the
Ravan Guard in soms of the mosi
stunning wclories of thal turbulant lirme
He had nol -’-'}"gl:ll.‘.Eﬁ 1hig reining ne
had recesved on Deliverance, and his
lalents for sabotade and peécision
pia nmng were amplaysd 10 aresl efhact
in the Emperors Crmsada. Planats
tnought impregnable fall o Cosax's
guile and the swift, deadly aclions ol
thie Haven Guoard, Assagsinalions,
cowen gparations Defund ensmy |ines,
and saboinge bacame tha walchwords
ol Emee LE"EI-:"". and in thegs aregs, el
skill was unmatchad. Corax becama a
magiar al obsarving a plansl's power
structurs and applying midltary pressuns
wham neaded 1o fopple &5 |leadors or
crggla ns military capabiliies. The fu
force of tha Raven Gisard Legion was
sldom raquirad, bul whan i was
Loras woulkd ndd Masitale 13 thiow evary
warmor imo batlle

Corax’s Leglom garnersd such a
learsome rapubilion thal Warmas e
Horus requested Its sid many timas in
his campaigns, and it is thought that it
wias Imanks 1o the HRaven Guard's
assisiance that Homess telly of
viglories ‘wias 50 hegh, The Raven
Guard's reconds are curiousty raticent
concaming this pariod of history, and
imperial hstodans suspect that the
tacitum Corax did not like the more
gregarious Homes and  found him
ovary boasthul and manipulatve. 1T 1S
rumamd thal, on one occason, e
two BlMmost came o blowa, and
bloodshed was only averted when
Corax removed his Legion from fhe
Warmmagher ' oo R

Thia e Primarchs wars madeer o rmessd

Bgan. and when ihe Horus Heresy 1ore
iy galaxy apart in tha first Intar

AAJZ SOLARI FIFTH COMPANY CAPTAIN

The I._.,||:|r“|. ol ihe Secomd lnq1.|'q|'|l,l of the Roven Gusrd = nolociows o r_ludilH the

PreTe | :a:lu]dl mio bhetile on 2 n'pllr baswi A el man, eves for & ';Fu.l.l'. Mlarine.
paper—white skin and choay haiv sprak of his long yesrs of service 5o his Chaphes

fremm Ueliveraaco mscll. [-'.‘Pq.lp I"T';-'|||r| comed Brom the meon asciemi
hru: moos; his apicsbore desicpded from ke :I.II.’__JI. pliwen. His e

Lemilies ca ihe
ty and comhbst

prowess aiw kp,'rrl‘.u\- i his [JuFIn. si i5 his dm.:nd for {oemaliy.

Oz his 23 yesrs in his curresl cossmission, Salari's poriormance has bezn errenc b
h-;}.l-.- .m._-“r.l His ;'h:lu-.- 1 work withds Y SEUItn nd mect the l-hlr--a.rlu needs
of the haelefcld s upusy nnshle, bar rhers have besn times whes Solari has lefl mesc

to lick than tsibiial doctfine waild dicwie

Ar times, he b had brilliamt succcsscs, ot

ofhers. disasiroms [ailuses. At his core, Salaii = @ !jlllhl:!. 'n||L|.|'_ 1 F‘Ll.'f the fates o
win & beitle. apd only he irck mord has l[llrrd himn 1he :brum;m.' af & cowst martial

Legionary war, tha Ravan Guard fought
&longside the |ron Hands and ihs
=olgmandars. All Irea Legons ‘wang
oroarad Lo aesaull Horus's:
headguartens on tha planal of Isteaan ¥
and dasiroy it ulerly, Four SuUppoting
Legisns would be closs on their hesls
ready 1o rainforce tha inltial lasdings
ard consolidata the invasion.

Horus hed luméd his Back on the
Emperar bul had lost nons o Ehe
cunning that had eamad him the e of
Warmasiar. The loyalist Legone were
tIEh'Jl:l' maidad on hair initial EBndings
and casualties were appalling. The
forces of the Grest Betaver were
haavily lordified, and after fieros
fighting. the loyallst Legione were
forced to fall back to link up with their
supporting Lagions. The landing Zones
hiad been fodifsed by the Tnon Wamors,
and wihen tha ralsgabng Iroogs reached
e loricabons, ey Came undar g
withering hail of fra from thair arstwhile
alligs, Unknown 1o the Laglons an the
ceanet, Honis had I'I"-EII'IEI_:IEI:I b corrupt
{our of the seven Logions sant agains
tim. Caughl belwean the enamy 1hey
ware already fighting and a surprise
atack, 1his loyalisis wene I'..a.ll'werJ. amd
barely a handiul warg able o BsCapa
Horus's trap and warm e BEmpearor of
Inie whalesas I:n:-1ra-.-al

His Lagion shaflerad, Comx rebumad (e
Oalivaranca wilh orders 10 rebulid 11 as

i:uu--u where 1o kisd :|lu|]| blow s
that it schieves the greatest domage with
the mesisaen Borce i ihe key do wiciory
in wir

laskracine :'lﬂ.'lbl'llrll a'.]:nr-:.
Fexisnh |..-|||1||:|ih_l

quickly a5 possible. |f was & bleak tme
for the Primarch of the Reven Giuard
tha Imparium was leabering on e Drink
ol oollapse and despereiely nesded
brane wamaors, but ha had none o give
A desperales  siualion called ftor

IJEEP'ErEhE Measures, and Corax bcknd
himaet within tfea shadowad chirmbsers
of the Raverspirgs LUbraries o pour
ovar voluomes af |l:ll'l_:|l:l|"E!" Qre In Search
ol B solution. His resasmches |ed ham
back o the earliest deye of genatio
|:'|:3|1.|;J-a_1n:|n_ whien accnlarabsed
fypole-harvasting echniques wers
usad o craate fhe st ennanced
warmiors with which tha Empesor had
long ago pacified Terra, Corax realized
ihat e procass could be modifed o
preduce ful-grown Space Marnes al &
fightaning ravta. B the anceent iomes
alsa warmed o 1he ermble dangers
IFwg e 30 iha unspaakabla
mansiers that coukd resull. Thowgh he
knaw he fsked dastroving his Legion,
he reluctantly ordared tha Agaihacaniag
i begn the procass

Of 1he Apaothecaries' firsl creafions
nothing & known dor Sure. Tha Heven
Guard's records heve been ssaled with
agaths and E:gllE of unspaakabla elel il
and none of the mambars of the
Chapter will spaak o thoss Dighied
lJ.:'l','!': Accounie  culled from  ofher
soUTees ang ew and 1ar bebasen_ as he
Raven Giard shunnad 1he  ofther
Laglons at this time and prefermed 1o
fight alona and tnsean. One spocyphal
fahey |5 Boodcd by the HAune Friests ol he
Spnaca Woives, Tha so-called “Saga ol
tha Waregald® Els of lerocicus
monglers, drosing and almost insana
wilh bDloodEis], narded ok Combag |-':|'
ihe baltle brothars ol {he Raven Gaiard
Parhaps b Space Wolwes
experances with the curse ol ihe
Wislen made them maré sy mpathabc o
ihie Rawven Guard's plighd, as there 15 no
record of them reporiing the wse o such
forbiddan technoliyy. Barely ane in ten
ol Feass abominalions ocould evan haid
a baltgun, but amang these, e might
ba ona in a hundred whosse ganetic
sticiure was sisbie enough B0 develop
inlo a full-ledped Spaca Marina

Years passad, and ha galaxy bumsad
with war. Corex and his band of Space
Marines gradualy mebuill heir Legon




fian ihey could, The becama tha da facte head of the

B played paris

van Guard's ialend lor operaling in Impesium's armed forces, and one of
small ssuads Dbahing ensmy Ines offsed tha first edicds in his haly 1oma, 1he
ite fack of resourcas, and as skills in this Codax Astartes, was thal the Space
espect of  wartare . were  fully Maring Legions bBe splil ImMo smaller

ncorporated into the Raven Guard units known ag Chaplers. Among many
combai dociing. Corax's ability (o ses of tha Primarcha, thers -,-._._'|:_. sesiElance.

A £ In & delensa and =y bt Carak waloomed e decissan and
pracize forea asowad s 1roogs o Bgnd Knaw that Gullliman’ 5- vigian of the
baflles o thedt choosing and keep fubuine was frue. This, Ehe Havan -'_',._,q.--
cesuafiies 0 @ minimum. The Raven wara Io give mge 1o three othe
Guand sirmply did Bave fhe troops jo Chapiars: Ve Bladk | ‘Guard.  the

opergis n o lenga-scale actions, and i

Aawlars, and ihe Rapiors
wis naarly a cantury aller e Haresy

ended befora the Laglon was abie o Like svarylfung in Corax's §la, his
deploy i maaningiul aumbers of full ultimate tate =5 shadowad in darkness.
balthe brofhers. Corx had rebull his It |z s&id that following tha braak-up of
Lagion but at a cosl The dungeons tha Legiona and the re-eatablishment of
palow tha F;l'-.'r-r-':pm- pchosd with the |l1'||_'|9|'._;| rule 1o tha gaiany. Corax
howls af the Apolhecaries’ creglions, locked him=ed in the haghest iower ol
bastial monstrosities who hungered for the Ravenspire and prayed to the
Batile, and Corax agonized over whal Emperor for forgivenees for what ha
shiuild s dione with them. Ha decrasd had done to his Legion Whethar ha

1 nona should discower the temible
price his Legion had psd in onger {o
surdive, and he final solution was 1o
adrninister the Emperors Peeca o
aach and ewary failed creation
parsanally and peay for their Souls and
fis: Ow A= e 0 ED

recaiad tha absolution ha required ng
one will evar know, but o yaar o e
dey aner he had smered the towed,
Corax emearged. heppard and wid-
gyed. He |!'7|| Delivarance Hal very
night on a course for the Eye ol
lafrar, naver to be Ssean again. Hsa

Following 1ha Heresy Hobouls lell but B snNgle word &5 his
Hullleman, Frimanch af tha Liltramarines valedicticn, “Nevarmars

THE SAGA OF THE WEREGELD

Oaly on the dirkest of sighes do the Hune Prmesss of the Spece 'Wolves tell the Saga ol
ihe Wezegeld, a tabe reaching buck 1o the years of recoaquesi fnflowing the defert of Horer's
Traitor Legioas, Orver [lxckering lires, they tcll of the sicrmeag of the Jerclphi Palacz. one
of the hloodest batibes to lollow the victory on Terma. A forie of lion Wannoes mtreating
{mom their defsst took relegs on the world ol Sogstama V1 sad wrosicd comtrol of the
mighty lostress from the planct’s rebors Led by onc of the lron Wanmme' greaies
champioes. the traiicrs fwmed the opce-majests palace mso & mghtmare asscmbly of besken,
redoabis, and pallboscs. Orameatsl gardens, oncs the vy of Prasdem wscll, woe scarmed
-ir‘h makes I'I.I 1rrp|..|1.rl J.III TaTaITwITe Moez than ¢ million smen of the Illllll.'l'lll Goard leid
nicge o bz E:hl.r sl Ehe Bunbes .IIHth in the lIIIJ.IIIl’. hl‘:ﬂ.ﬂdl al the 'P.|.1.|.|.: wrrs
Ih.lnH:ll il hlo ¥ The srwitors defended ERErY MCREf ™| “Il.ﬂud winh [erocios sne
Howeser, sae by oae. the gotes besding 1o the maer keep [l until saly sae et gate
between the Space Wolves and final vic

The lron Warmces arc masicrs ol I.I:E:IJ:'E R T Irru'rrr. the 51:.".: Wolwrs
rnpll:l i |:|:r|urr ths E.IJI: Teme snad 1imc aguin, 1w rulb||ll|l i!|.|.-|:|i-|ll.|| of the lem Wanhoes
llln.H I‘lurl th: F:lLl| of 1he lqu.l-.: alves Trom the -_:h:lrn ant o1 somed nlllhq casld
hreak ihie defenss of e imitore As dewn hinke ca 1he Buiadedih d.l' al ke EEge, AW
in hlack aamor, 1hor shoelder bl.lﬂjl cmblignned with o while raven, sniveed a8 i feom
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Homewaorid

Belsesn  Iham Daliveranca  and
Ravanr profiscs enaugh ardnancs and
BEngines. ol war 1o amosl egual the
procuchion ol B Sorga wond. The aw
malerials come Trom Delveranca’s vast
mineral wealth, and the production
lacilitves ol Kiavahr produce weap

arnd wWar machines of unparaiisled
crafsEmanship

f maok coverad in loron
domas and massve mining Etructunes
The dark side of Iha moon plowis with
s cangiant produciion and
mowvamani of massiva cargo ships
Iravaimg batwaan tha two worlds, Tha
lortress ol fhe Haven Guard, the
Ravensnire, the |'Il.lgE' black lowas
anca home [ tha Kigvahr ovarsesrs,
5-ane of he \Erees] nalufdd stuclures
on the planat. Unkks many alhear
Chapters, the Haven Guard shares
close. bea wilh the planal’s populace
frevm which mamw of their Iindigias
came, though nod exclusively so. Tha
pe0pie 29 the Spece Marines as the
phyERCA maniastaebion of ne
Emparor's will and offar daily praise for
InEiF pragancs.

The planat Kiavahr i popsated by
odhions o workers and crafismen, wibh
tage Tabrication plants and hive cities
cavering He sudace. The planst's
Almosphene  is  highly 1oxic from
cantures of poliution, and Incidences al
mutatian ara far higher than normal
This fwct stratches tha tolarance of the
Adepius Ministomdrm, bul swch i fhe
quality and quandity of maiedal thatl
comas Irden 1ha ws worlds Bal mone
legway = granied than swould -JE'_-EI":.-
Gl [Fl St

Combal Doctring

The Faven Guard folliows the dictaias
of tha Codes Asfares closely, though
g LElI_'.I on  differs In the tadtical
mpplication ol s froops, The Raven
LBuard depands heavily on Scout
forces mble o act alona lor extendesd
parods ol tima and raoid resction
lorces such  as Assault Troops
equipped witin jump packs
Commondy, the Raven Guard will
deploy Taclicyl squads in drop pods or
Fhundeshawks I MEsSpsnsE b
imaligance gatharad oy thair Scouts
Tha Chapler's axcallance n covert
oparabkonas makes engaging in a8
frontal battbe ssidom necessary
Where passible, tha Aaven Guand will
use a precise applicalion o forca o
coippla 1he anamy Band avasd &
profractad angagameant

L1|E'E|=:|!'-f-d""" o e Raven (Suand
while rare, are also gQuide commonly
deployed via drop pods. This approach
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has crealed & Chapter that can
assemibla its forces axdremaly mpidhy
and can react guickly o unexgected
developments. YWhan is numbers warm
fimibed during the deys of fhe Harus
Heresy, the Chapter’s troops becama
agxperts in guerrdla warara. This
aaparise parssls o his day, and ha
Chaplar wery raraly utilizes heawvily
armored vehicles,

Organization

Afar the massacra on lstvaan W, fhe
Beven Guard hisd o omake oo wilh
older armar and equipment. The
MESOUTES Warg & nol avadabla o
re-equip tha Foops. Even foday, thers
i= & higher parcentags of anciant suits
ol amnor in the Chapter than mos!
pthara. The ownars of thase sulls wiew
themsaéves as blessad by tha Phirmarnch
and light o prove themssivas
his egual

The Aawven Guard's abilty o depky
traops in vital loGabons & legandarny,
gnd M= mastery o rapld froop
mwpment has baen sbudiad by many
ather Chaplars. in several documantsd
ceses, ha precise application of forca
in the rghl place has qualled many
rebellions befdrs  they truly began,
Howevar, the primary strength of tha
Rawen Guard is e ease of s
deploymend. With most of the Chaptar's
Spaoe Marnas usually baing degioyed
in drop pods or olharwiss mobiis, thay
can ragedly roassass & combal situation
before engaging, which gives tham the
abdity to deal effectivety with a rapéidly
changng baitiafed

Beliefs

Te fhe Haven Guard, e Emeenar s a
distand figure who |2 ecknowladgad as
tha foundar and masier of the galaxy
but wha i nol accorded tha level of
worghip  common among othar
Chapters. Corax & reversd as the
Chaplar's father pnd leadar and I8
worshiped 88 8 man capaila of making
tough choices whan the neesd was
greal. The Chapter flollowes In his
footsiepe, and post-action sarmonsg
wilizing dala recorded from balte are
iglar complled by the GChapier's
warriors, Much of the Chapier's currinl
Actical doclring has evahvad Trom
madilabions on pest balties,

For the |eaders of ihae Raven Guard,
tactieal prowass and personal nitiaiie
EfE SeEn 85 more important than men
might. Thae Raven Guard préfer & swil
degges o the hearl over 8 protrached
baltle whare possible, though if heswy
assaul is neaded, the Chaptar will not
hold back, These bedais cause tension
with oihar Chaptars, paricularly the
Bliood Angels, who the Raven Guanrd
&8 58 brutish and clumsy

Ganessed

The ganassed of the Raven Guard =
tar fnom stable, and a great deal of jts
gene-siock has becoma irmapasably
dwmaged, paehaps as a side effect ol
ihe acceleraied gena-harvasiing
tachniguas employved many millsnnia
apo, A% A resull, much of tha REven
Gusnds genatcs maetarial kas 10 soma
from Terra, and the cycle of recrultmeant

far the Chapter is much slower than
that of ofhess, Few are capabis of
urdergoing the frensformation from
normal buman to Space Marine, and
many dig in Iraning, theraby furthar
limiting the Chapber's numbarn,

Furdhars detarasatlon has  causad
saveral of the unigue Spece Marns
orpans of the sons ol Corax o ceass
lunctioning as thay should, whils atfers
are nat as affeclive as they onoe wara
Far example, the Zygole cullures
required o grow fhe Mucranoid and
Balohers Giand oo not axést, and a
muieted Malanchromic Crgan cAuses
tha skin of the Space Manna b grow
paler atter years of service. Evenlusally,
gach Baven Guard will be as whike as
Corax, and his nair and eyes will
darken end becoma biack as coal.

Battlecry

Specalizing in covent oparations and
debilitating fast sirikes, the Ravan
Gsard b ot have a batllecry as such,
insieed, the Chaplar's malio is simply
Winclorus aul bioia.”

rrart, duwrkarse m theee and sothing

Haves Cimard wying

USING A RAVEN GUARD ARMY IN WARHAMMER 40,000

A Aawen Guard army is chosen from
Codex: Space Mannes, with tha
foliowing excaptions and special ruas,
hole that &l unis in the army must ba
Reven Buard in onder to usa this list, not
just a8 hew

Surglcal Strike: The Rewven Guard
gxcals 8t drop pod and Thundarhawk
deploymant and drops almost dmactly
on lop of 38 largel o bypass ensmy
galenses. Haven Guard eguads nol in a
Iransporl vehicle may deploy wih the
Dwap Sirfke special scenafio ruls whearns
afiowad 1o do 89 By 1ha rmission. The
Ravan Guard player may merall he dice
o determing whare these sguads land
and must accept the resull of the
sacond ol

Rapid Reaclicn: Tha Scouls of the
Aaven Guard are irained o ndilirate,
reconnoder, and ocommunicate enamy

paosifions 1o the main larce. |f thare Bre
any Ravan Guand Scouls on tha table at
tha bBeginning of the fum and &
Reservas roll is mads, the Raven Guard
playar may add +1 to e rall.

Limited Vehickes: Since the Honus
Haresy, tha Aaven Guard has come o
redy on thae skills of its infariry and had
mevar made use of armosed vahiclas 10
the exiant of other Chaplers, Tha
Aavan Guard may navar choosa
more Heavy Support fhan  Fasl
Attack chiolces

Bitter: The Raven Guard hasbors a
iremandous hatred of he Bglons 1hil
betrayed it ai |sivaan V and has an
occasion allowed this hatmd 1o claud As
famaous caution and judgerment, VWhen
fighting  againsl  lran  ‘Warriors,
Emparor's Chidran, Workd Eabers, of
Death Gueard Chaos Spaca Warine

ammies, all Raven Guard madels always
hit mpdels from hess armies oo 3+ in
closn oormbal

Aaven Guard Command Squad: In
line with tha Chaplars prelemad
mathods ol warlare, (hés Baders olten
take to the fald aquipped wih jump
packs and acsompanad oy Command
squads likawise equipped

il niot mownted in a Iranspor, MEMmbere
of a Command squad may be egupped
with umg packs af e cost of +10
painls per model. A Techmanne may nal
fake a sanrva-arm if he is equipped wih
 |ump pack

I eqguipped wilh & jurmg pack. any
mamibar af tha Command squed may Dn
aquipped wilh & pair af ighining caws al
i st af +30 points per modal




The Alpha Legion uses secrecy, spy networks, and traitors to
assail its enemies from as many different directions as
possible in carefully orchestrated attacks. Hidden within the
heart of the Imperium, the Alpha Legion coordinates cultist
activities and launches full-scale terror attacks.

Origins

Following the Horus Heresy, thousands
of records, archives, and libraries were
destroyed to purge any mention,
indeed any memory, of the traitors. Ten
millennia later, there are now billions of
Imperial citizens who remain unaware
that the rebellion ever happened.
However, a few tomes survived, mostly
in the hands of those in high authority
or heretics whose true loyalties
remained undiscovered. It is from
these works that historians and
Inquisitors have gleaned their
knowledge of those ancient times. Of
course, sifting out the truth is never
easy, because most books are copies
of copies or simply forgeries filled
with lies.

In the case of the Alpha Legion, reliable
facts are even harder to come by, as
the Legion was notoriously secretive.
For example, unlike the home worlds of
most of the First Founding Legions of
the Adeptus Astartes, the Alpha
Legion's home planet is unknown or
nonexistent. The reason for this
omission is unclear, but Inquisitor
Kravin of the Ordo Malleus has recently
unearthed an ancient journal that he
claims provides an account of the first
contact with and recovery of the

Legion’s Primarch. Kravin has
estimated the veracity of this
journal at 62.6% but has thus

far refused to produce it for
independent examination.

According to Kravin's claim, towards
the end of the Great Crusade, an
advance Patrol Cruiser of the Luna
Wolves Legion, assigned to search for
lost human worlds, entered an
unnamed system. Swarming towards
the vessel came a horde of small space
ships of varying types, mainly one- and
two-man Fighters. Despite the fact that
the ships were of primitive design and
apparently more than one origin, the
attack was highly coordinated. Dozens
of ships mobbed the Luna Wolves'
Thunderhawks, while others braved
the batteries of turret defense guns to
shoot at the huge Cruiser. However,
the weapons of the Fighters made little
impression, and the attack soon broke
off. The Luna Wolves' Cruiser gave
chase, eager to show the puny
attackers the power of the Adeptus
Astartes. It was only after the first
impact that the bridge crew realized
that they had been lured into a
minefield. Maneuvering to escape

resulted in two more explosions and
serious damage to the engines that
forced the Cruiser to halt in place until
repairs could be made. The horde of
Fighters renewed the attack and forced
the badly outnumbered Thunderhawks
into a desperate defense of the
damaged Cruiser.

Two days later, the rest of the Luna
Wolves' fleet arrived, summoned by the
Cruiser's distress signal. The Legion's
Primarch, Horus, furious at the crew's
failure to deal with such insignificant
attackers, was shuttled straight to the
stricken Cruiser. He found the
command deck in a state of high alert.
The enemy had somehow managed to
board the Cruiser and had split up to
evade capture in the ship’s endless
corridors and service ducts. The enemy
troops who had not already been found
and eliminated now seemed to be
converging on the bridge.

Horus waited for them. As five men
burst onto the deck, he shot four of
them through the head before they had
a chance to act. Without pause a fifth
shot rang out, but the last man was
different. Over a foot taller than even
the Luna Wolves, he had piercing
green eyes and looked almost a match
for Horus himself. Somehow, even at
such close range, the man side-
stepped quickly enough that the bolt
shell only grazed his temple and
exploded against the bulkhead behind.
As the man charged forwards, a
second shot slammed into his
shoulder, but still he did not slow. More
shots were fired by guards and bridge
officers as well as Horus. The man
staggered under multiple impacts but,
incredibly, pressed on through the
firestorm to launch himself at the
Primarch. At the last instant, with his
hands inches from Horus's throat, the
man stopped. The two stared at each
other for a long moment, before Horus
started laughing. He had found the
last Primarch.

The new arrival called himself
Alpharius and claimed to have been
traveling this area of space for many
years. However, he remained tight-
lipped as to where he had come from.
Various worlds in that locale were
subsequently brought into the Imperial
fold, but Alpharius always denied that
any of them were his home. The
conglomeration of planets he had been
leading was persuaded to join the
Imperium with little bloodshed. The
wounds Alpharius had suffered healed




quickly. However, Horus did not send
his discovery straight back to Terra to
meet the Emperor. Instead, he kept the
Primarch with him for some months.
Horus was most impressed with
Alpharius's  remarkable success
against the Space Wolves' Cruiser —
trapping it, boarding, and then
penetrating right to the bridge. During
this time, Horus allowed his newfound
brother to take tactical command in the
various actions that occurred.
Alpharius was clearly just as impressed
with Horus, with the huge martial power
he wielded, and with his instincts of
when and when not to use it.

Eventually, Alpharius was taken back to
the epicenter of the ever-expanding

Imperium and reunited with the Emperor.
There was the usual rejoicing, pomp,
and circumstance, but records on Terra
suggest that the two spent little time
together. Alpharius was quickly sent to
take command of his Legion, while the
Emperor had many pressing affairs of
state. The Alpha Legion, as it was now
named, was the last of the Adeptus
Astartes Legions to be created. With
astounding prescience, the Emperor had
ordered their founding just a few
decades before. The new Space Marines
were tall and strong, were reminiscent of
their Primarch, and possessed a
cunning intelligence.

Alpharius led his army, created in his
image, to the outer reaches of the

Imperium and was eager to join battle
and emulate the glories of the older
Legions. His first campaigns were well
planned and highly successful, and he
worked to develop and mold his
Legion’s tactics. He argued that the best
attack comes from many directions at
once and advocated assaulting the foe
on all sides in every way. He insisted on
keeping options open and never relied
on any one thing, person, or single
victory to win the day. He was always
prepared with a back-up plan, like a
flanking force in perfect position. Alpha
Legion infiltrators invariably struck
behind enemy lines at just the
right moment.

Alpharius added to this doctrine by
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seeking as many other advantages as
he could. He would bargain for allies,
encourage treachery within the enemy
army, and develop a network of
informers and spies within the
populace. Underground rebel groups
and activists would be contacted and
persuaded to provide diversionary
attacks, demonstrations, or bombings
at agreed times. By the time a battle
started, the Alpha Legion would have
so many elements to its advantage that
it was virtually impossible for them to
lose. The Legion soon gained a
reputation for devastatingly coordinated
campaigns. While these methods took
longer to execute than a simple frontal
assault, they were far less costly in
troops, which enabled Alpharius to
spread his forces widely.

Most of the other Legions had taken
planets, usually the worlds where their
Primarchs had been found, to be their
headquarters and bases of operations.
The other Legions constructed
glorious cathedral-like fortresses, and
many had taken over governing their
worlds and even the surrounding
systems. But Alpharius clearly did not
believe in this high-profile approach.
He is thought to have established
several bases but kept their locations
hidden from everyone outside the
Legion. Only the whereabouts of
smaller staging posts and supply
depots were made known, and even
this information was highly restricted.

It is thought that Alpharius worked
tirelessly to develop his officers and
encourage them to think for themselves.

Alert Plasma Furnace Overload

Imminent Evacvate Immediately
Alert

Emergency Warning Vox accidentally

triggered throughout Hive Tempestora
factory complex 2 months prior to the
Third Invasion of Armageddon. Tank
and Ordnance production was set back

S5 days by the ensuing panic.

He instigated programs of training and
constantly set challenges for his troops
to overcome, even in the midst of battle,
to force them to adapt and improvise.
There are even documented occasions
when, shortly before or during major
offensives, the Primarch simply
disappeared in order to assess how his
Legion would perform without him.

Alpharius did not seek glory or honors
for himself and rarely attended victory
celebrations. Consequently, he never
spent much time with the other
Primarchs, and it was many years

before he met all of them. His first
encounter with Roboute Guilliman of
the Ultramarines was reputedly
strained. Guilliman believed in rigid
structure and hierarchy and had a firm
battle doctrine from which his Legion
never wavered. He was in the process
of documenting the “correct” tactics and
operation of a Space Marine force, tried
and tested during his long years of
command, and suggested that the
young Alpha Legion should adopt this
“Codex"” behavior. However, this
attitude was anathema to Alpharius’s
belief in initiative and adaptability, and a
heated debate over tactics and
ideology ensued. When it became clear
that Alpharius would not bow to
Guilliman’s experience and superiority,
the older Primarch pointed out the
thousands of victories and battle
honors his Legion had won and told his
youngest brother that he could never
hope to compare.

After that meeting, Alpharius pushed
his Legion even harder and sought out

+++Course Correction. Battle Group
Portentia to proceed to  coordinates
22439- 26775/GS/E [Quinrox
Sound]. pending  further  orders.
Command Authority 3, ++4

- Falsified flect movement instructions,
uncovered

following the
destruction of Battle Group Portentia
by unknown attackers, 145.MA4L

complete

the most difficult challenges for his
forces. He knew he could not equal the
number of worlds conquered by the
older Legions, for they had been
founded centuries earlier, but he
seemed determined to win their respect
for his Legion's martial prowess.

On the world of Tesstra Prime, the
population was violently resistant to
the idea of Imperial rule. Alpharius
deliberately delayed his assault a full
week to allow the planet's armies to
amass and dig in around the
sprawling capital city. When battle
commenced, there were close to a
million soldiers arrayed against the
Alpha Legion. However, the week had
not been spent idly. The Space
Marines had deployed such that they
could attack from various directions
and leave huge sections of the
defensive line untouched. Just as the
assault was launched, bombs
detonated within the city demolished
dozens of bridges and blocked major
supply routes. The defending Tesstran
commanders found themselves
unable to move troops and supplies
into the areas under attack or out of
areas that were being ignored. The

divided forces tried to hold out against
the relentless advance of the Alpha
Legion, but the lack of ammunition and
reinforcements made it a hopeless
task. And, of course, while help could
not be brought in, retreating soldiers
found they could not get out fast
enough either. Thousands ended up
herded together down the few
remaining escape routes and were cut
to pieces in an endless rain of bolter
shells. It was 2 days before enough of
the defenders could be redeployed to
mount a serious counterattack.
However, officers in the Tesstran army
had somehow been compromised,
and these traitors betrayed details of
the plan. The counterattack advanced
into a trap and found itself beset by
armored Space Marines on all sides.
Within a week, the Tesstran forces had
suffered 90% casualties. When asked
why he had not simply seized the
capital before the defending armies
arrived, Alpharius replied, “It would
have been too easy” (cf. Ing. file
3045621/M.30 [battle ethics]).

Heresy

His conduct in the battle for Tesstra
invited censure from many quarters.
Roboute Guilliman is recorded as
having called it “a huge waste of time,
effort, and the Emperor's bolt shells.”
However, concerns about alleged
atrocities committed by the Night
Lords Legion diverted attention away
from the incident. Nevertheless,
Alpharius was furious at the reaction
to his Legion's masterful performance.
Only Horus openly praised the
manner in which the Alpha Legion had
overcome an opposition that
outnumbered them a hundred to one.
Horus was the only other Primarch
with whom Alpharius had any regular
contact. The two appeared to respect
each other greatly and are thought to
have discussed tactics often.

At the start of the Heresy, the
Warmaster's forces amassed on Istvaan
V. The Emperor sent no fewer than seven
Legions, fully one third of the entire
Adeptus Astartes, to put down the
rebellion. The initial wave consisted of
three of those Legions - the
Salamanders, the Iron Hands, and the
Raven Guard. They were seriously
mauled as they made planetfall and
battled to secure safe landing zones. The
second wave was made up of the
remaining four Legions, and some
sources name the Alpha Legion among
them. After their initial landings, these
“loyalists” attacked their allies instead of
the rebels. Utterly betrayed and attacked
on all sides, the three allegedly loyalist
Legions had no chance at all. Just five
loyal Space Marines survived, bearing
the precious gene-seed of many of their
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fallen brethren. Given the average size of
Legions at this time, the death toll must
have reached 30,000, while rebel
casualties on Istvaan are estimated at
just a few thousand.

Inquisitor Kravin has observed that
such a deceitful trap was strongly
reminiscent of Alpharius's tactics and
suggested that “he and Horus may
have devised this brilliant plan
together.” Other scholars have made
the same connection, though with
rather less enthusiastic wording.
Exactly when Alpharius chose to side

Despair, for thy doom is upon you.
Give up hope, for all the might of
your Imperial overlords cannot save
you. Kneel before us, and we will spare
every hundredth man and woman. Such
is the mercy of Tchkrii-krerarr
the  Unstoppable, Exalted Champion
of Darkness.

- Ultimatum delivered to Erwin
Borstar, Planetary Governor of Attica
Prime. in 022M4l, shortly bcfore
Chaos Space Marines raided Attica 11
and IV. Both were poorly defended, as
large forces had been sent to reinforce
the first planet at the insistence of
Governor  Borstar.  Attica Prime  was
never attacked.

with the Warmaster is not clear.
Certainly, he spent more time with
Horus than he ever did with the
Emperor. Perhaps there was an
understanding between them right from
the beginning.

However, it is not thought that
Alpharius was blindly following Horus,
for he seemed to have his own
agenda. He relished every battle
against loyalist Space Marines as the
ultimate test of military skill. Again and
again, the Alpha Legion proved it was
the match of the other Legions.
Alpharius’s forces started going out of
their way to find Space Marine
opponents and inflicted stinging
defeats on the loyalist White Scars at
Tallarn, a Space Wolves company at
Yarant, and other Legions at dozens of
smaller outposts. Well before the
Warmaster’s forces reached Terra, the
Alpha Legion had become separated
but continued to wage war on all that
they came across. Even after the
defeat of Horus on Terra, the Alpha
Legion continued on unchecked,
apparently inventing objectives and
missions  with  absolutely no
connection to the rebellion as a whole.
They moved into the galactic east
towards, whether by coincidence or
design, the Ultramarines Legion. The
Ultramarines had been posted on the

Eastern Fringe when the Heresy
began and were racing back to the
Segmentum Solar. They were enraged
at the treachery of their brother Space
Marines and the Warmaster's
connivance to keep them too far away
to affect the outcome. It is possible that
Alpharius deliberately sought out the
Ultramarines and that he wished to
confront Roboute Guilliman in battle
and prove the superiority of his tactics.
Other theories suggest that the
Ultramarines tracked down the Alpha
Legion and seized the opportunity to
be revenged on one of the Traitor
Legions. However it came about, the
two Space Marine Legions met in
battle on the world of Eskrador.

First to arrive on the planet, Alpharius
was able to choose his battleground, for
he knew the Ultramarines would not rest
until they had hunted the traitors down.
The Alpha Legion deployed deep within
a harsh mountain range at the pole of
the planet. The mountains were riven
with gullies, ravines, and high passes
that would seriously hamper movement,
especially for ground vehicles. Alpharius
was convinced that the battle would be
won by the side that overcame these
problems the best through forward
planning, coordinated air transport, and
detachments coping independently of
heavy support. Guilliman was a military
commander with few peers. However, all
the experience, lessons, and tactics he
had accumulated over the centuries had
been carefully documented, compiled
and made accessible to the other
Legions, as the Primarch wanted to
improve the Emperor's armies as a
whole. These records gave Alpharius the
advantage, because he knew how the
Ultramarines operated. Indeed,
Guilliman’s initial deployment followed
exactly the doctrines set down in his own
writings, and the Alpha Legion moved to
trap them. But Guilliman chose the first
nightfall to do something unexpected.

| These men were no mindless, brainwashed

Dacmon worshipers like those we'd fought |

| before, herded forward as gun fodder by
their Traitor Space Marine masters. This

| group was trained, had been well equipped,
and knew exactly what it was doing. The
encmy appeared out of nowhere on both
sides of the column and went straight for
the heavy armor. Four of the main battle
tanks had tracks blown off before cnough
in[antry could dismount to stop them.
Then the coemy fell back into the ruins
of the city. It took us more than an hour
to get the column rolling again. By the
time we reached our rendezvous, the battle
had already started.

~ After action report 9331/rts/4. Filed by
Colonel Johann Adronia.

Breaking his own rules of operation, he
led a large portion of his forces with no
lines of support or supply deep into the
mountains and deployed by
Thunderhawk, drop pod, and teleporter
in the midst of the Alpha Legion.
Guilliman's target was the enemy
command center and none other than
Alpharius himself.

The following account appears to be
the personal log of a member of the
Ultramarines strike force, probably a
Sergeant. It is included in Inquisitor
Kravin's diatribe Lessons of Strife,
though other Inquisitors and
representatives of the Ultramarines
themselves have questioned its
validity. The original document was
purportedly discovered in a system
Earth-ward of Eskrador.

[0411.0] Our strike force numbered
over 3,000 Space Marines, and
despite the lack of heavy armor in
support (due to our mode of arrival),
we soon had the traitors’ command
center in disarray. There was no way
the lightly armored buildings could
stand up to our Devastators’ firepower
and a direct assault by the much
honored and revered Ultramarine
Dreadnoughts. Our enemies were
outnumbered five to one and soon
started to fall back up the mountain
valley, probably to buy time for a
relieving force to arrive (my Captain
conjectured). However, knowing that
the terrain would hamper the
movement of reinforcements, we were
zealous with the thought of revenge
and pressed them hard. With perhaps
500 Space Marines remaining, the
Alpha Legion force made a stand at
the head of the valley. Their heavy
weapons were deployed well, high on
the mountainside, and felled many of
our number as we fought upwards
towards them, but their guns were too
few and our resolve unswerving. As we
closed upon the traitors, Alpharius
himself led a counterattack and
charged headlong back down the
rocky slope with his bodyguard and
slammed into our line. Not even
Ultramarines could stand before a
Primarch, and his powersword felled
every noble Space Marine within
reach. Our advance halted, and | was
forced to recite the Canticle of Faith to
steady my squad. But then an
imposing figure appeared, and my
heart was gladdened. Our great Lord
and Primarch Roboute Guilliman
himself strode forward, ignoring the
melee around him, straight towards
Alpharius. The two Primarchs stood
before each other. They were equal in
stature. Both were clad in shining
power armor, and each wielded a
glittering powersword. Where one was
noble, the other was craven. Where
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one was loyal, the other was a
betrayer. All other combat ceased as
we watched them. There was a long
pause, neither Primarch moving an
inch, then both struck in an instant.
Each sword made a single stroke and
then both were still again. For a
second the two great men stood
facing, before Alpharius slumped to
the ground.

Like every other Ultramarine on the
field, | let out a loud cry of victory.
Guilliman’s plan had worked — the
very heart of the enemy had been
torn out. The remaining bodyguard
fought on, but we fell on our
adversaries with renewed vigor.
When the last one had been cut
down, we turned our attention to the
rest of the Alpha Legion command.
Trapped by the sheer mountains at
the head of the valley, they had no
escape from our bolter fire. We left no
one alive.

The body of the dead Primarch was
burned on a great pyre, and Lord
Guilliman allowed us a moment of
prayer and reflection on our success
before issuing orders to move out and
commence the destruction of the
leaderless enemy army. We are fully
confident that the task will be
straightforward — the loss of its
Primarch is something from which no
Legion can recover. [END ENTRY]

[0413.4] The optimism engendered by
our initial victory appears to have been
misplaced. Since my last entry, we have
ascertained that the Alpha Legion's
command function was spread into
numerous groups, and the loss of one
apparently had minimal impact on their
operational abilities - even though it
was Alpharius who fell. What is more,
our deep strike and the target’s
subsequent retreat has drawn our force
well out of position, far from support. It
has become clear that far from hunting
out demoralized pockets of traitors, we
were facing a superbly organized foe
who is closing in on us from all sides.
[END ENTRY]

[0413.9] We have sighted our
Thunderhawk gunships overhead
engaged in fierce battles with those of
the Alpha Legion. Both Legions have, of
course, very similar numbers of
Thunderhawks, so the aerial battle
seems to be a stand-off and leaves no
chance of an air evacuation.
Meanwhile, the enemy has launched
several hit-and-run attacks on our strike
force and caused numerous casualties.
Lord Guilliman has commenced a
retreat out of the mountains to link up
with the rest of our ground troops.
[END ENTRY]

[0414.9] We are being harassed and
ambushed every step of the way.
Groups of Eskrador natives, apparently
bribed or coerced into aiding the
traitors, have triggered rock slides to
block our path and delay us.
Communications with the rest of our
Legion have been sporadic — our
Techmarines think our communicators
are being jammed. However, some
dialogue has been possible, and a
relieving force comprising most of our
remaining ground forces is pushing into
the mountains towards us. However,
that too has apparently been under
attack, and supply vehicles have been
sabotaged. [END ENTRY]

[0420.5] After 5 grim days of
intermittent fighting, we sighted the
distinctive  blue armor of our
Ultramarine brethren advancing down a
valley towards us. However, having
approached into range our ‘rescuers’
opened fire. A contingent of the Alpha
Legion scum had disguised its heraldry
and armor in order to spring a trap. Are
there no depths to which these heretics
will not sink? The utter dishonor that our
erstwhile brothers have shown left me
stunned. More of the Alpha Legion
appeared to our rear and initiated the
biggest attack from our enemies so far.
With mountains to either side, we had
little option but to stand our ground and
fight for our lives. Losses were heavy
and might have been total, were it not
for the timely arrival of the real rescuing
force. The reinforcements were in little
better shape than our own beleaguered
strike force, but the extra numbers
allowed us to force a way through and
establish a more defendable front line.
[END ENTRY]

The account goes on to describe how,
in the next week, Guilliman attempted a
number of counterattacks to regain the
initiative, but the Alpha Legion seemed
to have prior knowledge of their every
move. Either the Alpha Legion was not
where the augurs suggested, or it had
carefully planned ambushes waiting for
the loyalists. Finally, the Ultramarines
evacuated the planet surface and used
their ships to bombard the traitors from
orbit. Guilliman is recorded as having
said he had no interest in righteous
battle against such a dishonorable foe
and that the Ultramarines were needed
back on Terra. However, it seems hard
to dispute the fact that the Ultramarines
were soundly beaten by the Alpha
Legion, despite the loss of Alpharius.
Certainly, the deep ravines of the
mountain range would have provided
plenty of cover from the bombardment.

Exile

The months and years that followed
were a chaotic time of regrouping,

rebuilding, and retribution for the
Imperium. When Imperial forces
returned to Eskrador, there was no sign
of the Alpha Legion (although the entire
native populace was purged to eradicate
any taint of Chaos). However, it is
thought that the majority of the Legion
did not flee into the Eye of Terror with the
other rebels and instead remained
within the Imperium. Numerous secret
bases were already in existence, and
the Legion fragmented in order to hide
itself in the midst of its enemies. Small
forces kept up frequent attacks on
military targets, especially those
weakened by the carnage of the Heresy,
and became a major problem for those
trying to rebuild the shattered Imperium.
The location and destruction of these
groups became a priority, and the
Inquisition and remaining loyalist
Legions devoted considerable
resources to this end. The last pockets
of Alpha Legion forces were declared
eradicated in a proclamation by the High
Lords of Terra in M.32, but subsequent
attacks proved this decree to be
premature. Similar declarations were
made in M.33 and as recently as M.39.

Home World

Alpharius never revealed the planet of
his origin, and even the general area of

THE DAETHRYU
PLAGUE

On the agri-world Dacthryy Prime in
255M41, there was a sudden plague of
Crixian Locusts, a specics not usually
found anywhere in the sccror. They
thrived in the warm climate of the
planct. multiplicd exponentially,
decimated [ood caused
\L'idtsprtad {JI'I'IiIlr.. -I‘Ilfr: was a Nllr“c l)t‘

crops, and

anger and unrest among the populace

dirccted at the authoritics who appeared
to be with the
infestation. In a single week. riots broke

powerless 1o deal

out 1n every lugc pupu]nliun center, and
much of the local army mutinicd A
regiment of Mordian Iron Guard was
dispatched to quell the uprising, but they
were ambushed and all but destroyed as
1hc)' disembarked from their Il.mspl')riﬁ
by a force of Chaos Space Marines
hidden  around  the
(umpltlc loss of food cxpnns from

spaceport.  The
P

Dacthryu caused major supply problems
in the subscctor over the following years
and resulted in further uvnrest on other
worlds. which hindered Imperial forces
during subscquent Chaos incursions into i
the Scgmentum  Pacificus. Opinion  is
strongly divided as to how much of this
disorder could have been orchestrated
and how much was mere coincidence.
However, it seems certain that the ,’\lpha
Legion was involved at some level.
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his discovery is now lost to legend. His
Legion never took a single world as their
base and instead operated from various
secret locations throughout the
Imperium. Many of these bases have
been uncovered and destroyed over the
millennia following the Heresy, although
often these outposts were deserted by
the time they were found.

Combat Doctrine

Alpharius’s doctrine was to attack the
enemy in as many different ways as
possible, all at the same time. How this
axiom manifested in practice varied
depending on the scale and location of
the conflict. Tactics confirmed as having
been employed by the Alpha Legion
include flank attacks, tunneling to
undermine or bypass defenses,
teleportation or air drops behind enemy
lines, diversionary attacks, infiltration,
disquising troops and vehicles in enemy
colors, disabling enemy transportation
(both vehicles and routes), sabotage of
fuel and ammunition dumps, poisoning
of water and food supplies, atmospheric
and ecological tampering, triggering of
volcanic, seismic and tectonic activity,
bribery and coercion of enemy troops
(including officers) and Imperial officials,

enlisting enemy forces, impersonation
of Imperial officers, distribution of
propaganda to incite unrest and
rebellion, organization of civilian riots
and other anti-Imperial activity,
sponsorship and supply of heretical
cultist groups, and alliance with anti-
Imperial military forces including other
Traitor Legions and aliens. Generally, a
number of these tactics will be
employed in careful coordination, often
resulting in labyrinthine secret plots.

It has been noted that due to its use of
completely unorthodox tactics, the
Alpha Legion is able to deploy smaller
forces than might otherwise be
necessary. Combat is regarded as only
one part of their overall strategy.

Organization

Very little is known about the internal
organization of the Alpha Legion.
Alpharius placed a high value on
secrecy, even before the Legion
turned traitor, and captured
Legionnaires have revealed Ilittle
under interrogation. On occasions,
there have been  successful
assassinations of members of the
Legion thought to be high ranking
officers, but their removal has had
littte  visible effect on the
Legion’s operations.

The Legion’s symbol, the hydra, is a
multi-headed mythical beast that could

keep fighting even if one of its heads
was cut off. This legend reflects the
Alpha Legion’s command structure as
well as its doctrine of multiple attacks.

Thc)r know where you are. Th:,‘." know
| your every strength and weakness. They
prepare for your actions before you
. even conceive of them. How can you
ever hope to stop them?

= Extract from interrogation transcript
[Subject: citizen 09,443.781122illtor V.
Suspected member of subversive group.
Posthumously convicted 3154137.M4I}.

It is known that the Legion recruits,
supplies, and organizes hundreds of
cultist cells on Imperial worlds. These
groups are not all crazed devotees of the
Chaos Gods and insane Daemon-
worshipers (although there are plenty of
those). They are also highly organized,
trained, and motivated groups who work
to subvert the authorities, produce and
spread propaganda, and, when called
upon, undertake military action — usually
in the form of bombings, sabotage, and
riots. Such actions will generally form
part of a larger Alpha Legion plan, e.g.,
to lure Imperial forces to a particular
place by organizing a civil disturbance or
to prevent the arrival of reinforcements
by blowing up a bridge.

The question then arises; how does the
Alpha Legion coordinate all its activities
and communicate with these disparate
cells? Inquisitor Kravin is not the only
one to have claimed that the Alpha
Legion achieves its communication
through the wuse of so-called
‘operatives” These figures are
apparently human, but may have
undergone limited Space Marine
psychohypnotic indoctrination to make
them utterly loyal to the Legion and
possibly even the implantation of some
of the Adeptus Astartes organs (cf. Ing.
post mortem file 27884710b). According
to the claim, these operatives are the link
between the cultist cells, travel about
with impunity where a Space Marine
would quickly draw attention, set up new
groups, guide their agendas, and bring
them instructions. During protracted
campaigns, operatives may pose as
enemy soldiers and gather intelligence
or sabotage the enemy army. The
existence of these operatives has not
been proved, but few other explanations
have been put forward.

While it is not officially acknowledged
by the Adeptus of Terra, the Alpha
Legion clearly remains a canker within
the very heart of the Imperium.




Beliefs

Alpharius believed in planning and
coordination. He always sought
alternatives and multiple solutions to
any given problem with different
elements working together for the end
result. These doctrines have been
thoroughly embraced by the Legion as
a whole and have proved effective,
especially in the disparate and
secretive way it now operates.

All Space Marine Legions set arduous
tasks and trials for potential recruits,
but prior to the Heresy, the Alpha
Legion set these initiation tests for
squads, not individuals. Squads had to
succeed as a group or not at all —
foolhardy heroics were frowned upon.
The overall plan was paramount and
more valuable than any one Space
Marine. It is not known whether this
practice is still carried out.

Gene-Seed

While the Alpha Legion does not
reside in the Eye of Terror and
therefore is not plagued by the
warping effects of that maelstrom of
insanity, there is still evidence of
mutation in the gene-seed. If such a
problem existed prior to the Heresy,
it was kept concealed. Given the
Legion's predilection for secrecy, that
would not be surprising. During the

THE IKRILLA CONCLAVE

| It has never been cstablished if members of the Alpha Legion exhibit the same unnatural

longevity as other Chaos Space Marines, who can apparently live for many thousands of

| years. This phenomenon is generally attributed to the Traitor Legions® existence in the Eye

of Terror, where the laws of time and space do not apply. Thus, it would follow that the
Alpha Legion should not be affected. However, if Alpha Legion Space Marines have more
normal life spans, then onc must ask how losses are replaced. In his address to the Ikrilla
Conclave, an impassioned |nquisitor Kravin warned, "The cm])r possible answer is that new
Chaos Space Marines are being recruited and genetically modified somewhere within the
Imperium. Yet Terra refuses to acknowledge there is even a serious threat! They are all around
us - just look over your shoulder! Perhaps when you arc attacked in your own citics, and

murdered in your own homes. then you will sce I am right.”

Short]y after the conclave, Inquisitor Girrcaux publicly accused Kravin of consorting with
traitors and conspiring to organize cultist uprisings on the worlds of Kartha IV, Kartha V,
and Archos II in the Korren subsector (cf. Inq. file 7083662f/M4l). Girrcaux challenged
Kravin to appear for trial and facc the cvidence against him. However, Kravin's current
whercabouts are unknown. Of course, this development has called into question the reliability
of all Inquisitor Kravin's rescarch, and as he was the leading scholar on the Alpha Legion's
history and current activitics, much of what was known about the traitors must now be
considered a lic. If. as Girreaux claims, Kravin has been compromised by those very traitors
he sought to investigate, then everything he has said must be considered misinformation and
propaganda invented by the Alpha Legion.

Lethe Ambush (cf. Gothic War Inq.
file 237xii), mutated Alpha Legion
Space Marines hid their warped
body parts, not out of shame, but so
they could reveal them as they
attacked - adding horror and
revulsion to the shock of their
sudden assault.

Battle-Cry

Imperialistic cries of “For the Emperor!”
and other similar cries are deliberately
calculated to mock and infuriate foes
who recognize them as traitors. Any of
their victims who don't know the
difference between an Imperial Space
Marine and a Chaos Space Marine will
simply think they have been betrayed.

F

USING AN ALPHA LEGION ARMY IN WARHAMMER 40,000

An Alpha Legion force can be chosen from Codex: Chaos
Space Marines with the following modifications.

Many Alpha Legion operations are planned to encourage and
support cultist activity. The Alpha Legion may therefore make
use of the Cultist army list entry below as a Troops selection on
the force organization chart.

Chaos Cultists

Alpha-Legion-supported cults are trained to assault and secure
|| key objectives to ensure that subsequent attacks by the Legion
achieve complete surprise. Cultists are skilled combatants who
combine stealth with close combat. Heavy weapons would slow
them down so they are equipped with assault weaponry.

Daemons: The Alpha Legion cannot normally rely on Daemons
remaining stable long enough for them to be useful, because
they are so far from the Eye of Terror. However, when operating
on a world where the Legion has secured the belief of Chaos
cults, it will gladly add Daemons to the diversity of its attacks. As
|| such, the Alpha Legion may include Daemon Packs, but only
Cultist units may carry the Icons to summon them. Cultists may
use Daemon Princes and Possessed Chaos Space Marines.

Infiltrators: Alpha Legionnaires can only bear the Mark of
Chaos Undivided, and their veterans are renowned for their
infiltration skills. Any Alpha Legion Chaos Space Marine in
power armor (or Daemon armor) on foot may have the Infiltrate
Veteran ability at a cost of +5 points for independent characters
or +1 point per other model. The Infiltrate Veteran ability does
not count toward their maximum number of Veteran abilities.

Pts/Model WSBS S T W | A Ld Sv
Chaos Cultist 6 3 3 9 3 F8 A1 7B
Cult Champion  +5 3, 13 #8: 8 1 3 2 B 6t

Number/squad: A Chaos Cult consists of between 10 and 20
Chaos Cultists.

Weapons: Each model has a close combat weapon and either
a laspistol or an autopistol.

Options: The entire squad may be armed with frag grenades for
+1 point per model, and/or krak grenades for +1 point per
model, and/or meltabombs for +2 points per model.

A Chaos Cult may bear the Mark of Chaos Undivided for +1
point per model. If the Cult bears the Mark, then one member
can carry a Chaos Icon at no additional cost.

Character: The Cult may be led by a Cult Champion for
+5 points. The Cult Champion has access to the Chaos Armory.
He may have up to 10 points of items from the Weapons list.

SPECIAL RULES

A unit of Chaos Cultists serving the Alpha Legion must have one
of the following Veteran abilities:

= Scouts — Infiltrate and Move Through Cover.

* Assassins — Infiltrate and Furious Charge.

» Saboteurs — Infiltrate and Siege Specialists.

There is no further points cost for these skills. See the Veteran
Abilities special rules on p. 19 of Codex: Chaos Space Marines
for more details on how the abilities work.
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Founded to guard against the threat of the Traitor Legions
attacking from the Eye of Terror, the Relictors were once counted
among the most stalwart defenders of Humanity. Chaos is
insidious, however, and a sinister secret now lurks at the heart
of the Chapter, a secret that almost destroyed it and now

threatens its very existence.

Origins

Originally designated the Fire Claws, the
Relictors were founded during the dark
days of the Age of Apostasy, or so it is
believed; records of events during that
strife-torn period are notoriously
ambiguous and difficult to uncover. One
transcription of the Mythos Angelica
Mortis suggests that the Fire Claws may
have been one of the so-called Astaries
Praesus Chapters, a founding intended
to bolster the defenses around the Eye
of Terror by deploying 20 or so newly
formed Chapters at strategically vital
points in the region. The Fire Claws’
fortress-monastery was based on an
ancient Ramilies Class Star Fort in
geostationary orbit around the world of
Torva Minoris, and the Chapter served
as part of the Imperium’s defenses
against the forces of Chaos for nigh on
5 millennia.

The Fire Claws are listed in the annals
of Imperial history on many occasions
and have taken part in many glorious
victories. Not least among those
conflicts were the Purging of the Cult of
the Inner Eye, the First Siege of
Cocalus, and the Albrecht |V Landings.
The Fire Claws were also part of the
relief force that made possible the
evacuation of the millions-strong
crusade army of Warmaster Hendrik
during his ill-fated expedition into the
Wheel of Fire, far from the Eye of Terror.

In the middle of the 9th century of the
41st millennium, the Emperor’s Tarot
revealed the existence of a badly
damaged space hulk emerging from the
Warp near the forge world of Stygies in
the Segmentum Obscurus. The Fire
Claws mobilized to intercept it. The hulk,
codified as the Captor of Sin, contained
a renegade Warband led by a
Tzeentchian Chaos Champion known as
the Excoriator. The Fire Claws’ Strike
Cruisers crippled the vessel as it entered
the Stygies system, and Terminator
Assault Squads led by Librarian Decario
and the shadowy figure of Inquisitor De
Marche stormed the vessel. Realizing
they were doomed, the renegades made
their stand in the cavern-sized engine
room where furious battle was joined
and Decario and de Marche fought

the Excoriator.

The Champion was a mighty warrior and
carried a weapon forged in the heart of
the Eye of Terror, a terrible Daemon
Sword with the essence of a Greater
Daemon bound in its unearthly steel.
The Inquisitor hacked at the Champion

with his power axe, but the unnatural
armor of the Excoriator was impervious
to his blows. The Chaos Champion
retaliated, his Daemon Weapon easily
cuiting through De Marche's armor and
grievously wounding him. With another
strike, the Excoriator shattered Decario’s
force sword and laid open his Terminator
armor. Decario staggered but struck
back with his power fist, ripping the
Champion’s sword arm from its socket in
a welter of blood. Even mortally
wounded and unarmed, the Champion
fought with hideous ferocity, smashed
the Librarian to the ground, and
slaughtered four Terminators. Decario
muttered a prayer to the Emperor,
reached for the nearest weapon, and
struck the Champion. The Excoriator's
head left his shoulders. Decario realized
that he had picked up the Daemon
sword and killed the Champion with his
own weapon.

Decario was filled with a sense of utter
purpose as he wielded the Chaos sword
and instinctively felt that it was a
weapon that could be turned against his
enemy. The wounded De Marche
cautioned the Librarian to put the
weapon down and that only he was
trained to handie such artifacts. The
Librarian handed the Inquisitor the
weapon, and the Space Marines
returned to their ship. They left behind
an Adeptus Mechanicus team to search
the hulk for any archeotech.

De Marche explained that he also
believed that such weapons could be
used to fight Chaos and should not be
destroyed out of hand as was current
Imperial policy. With the aid of Decario,
De Marche was able to convince the
Fire Claws’ Chapter Master not to
destroy the weapon, and under De
Marche’s guidance, the Fire Claws
embarked on a crusade to explore the
worlds around the Eye of Terror and
uncover more such relics. Over the
decades that followed, many such
artifacts were discovered, and the Fire
Claws Chapter became known as

the Relictors.

However, it was only a matter of time
before others discovered the Relictors’
practice of using Chaos weapons in
battle. A cell of Inquisitors backed up by
the fleets of no less than four Chapters
of Space Marines and an Emperor Class
Battleship descended upon the Relictors’
fortress-monastery and demanded they
hand over De Marche and all recovered




Chaos artifacts or be destroyed. Faced
with destruction, the Chapter had no
choice but to obey. As penance for
dealing with heretical weaponry, the
Chapter was dispatched on a century-
long penitent crusade. De Marche was
taken by the Inquisitors and executed as
a heretic.

As part of their crusade, the Relictors
took part in the Third War for
Armageddon. There, the Chapter was
publicly criticized, as the majority of its
warriors concentrated their efforts in the
equatorial jungle, particularly in the
region surrounding Angron’s Monolith,
despite repeated requests for
assistance elsewhere.

Home World

Torva Mincris, the Relictors’ home world,
is situated in an area of the Segmentum
Obscurus notorious for the intensity of
the Warp storms afflicting it, and it is
believed the world was trapped within
such a storm throughout the early years
of the Chapter's founding. A plague of
Warp storms affected the Imperium
during the Age of Apostasy, during which
invasion and insurrection were rife. The
area surrounding the Torva system was
so ravaged by the taint of the storms
that frequent pogroms are, to this day,
carried out to ensure instances of
mutation within the population do not
rise above tolerable levels.

Torva Minoris is a satellite of the
massive, blood red gas giant Torva
Prime and is classified by the
Administratum as a Feral world. The
population consists of superstitious
savages who worship the Relictors as

emissaries of the God-Emperor when
the Chapter visits them, once a
generation, to carry off the most
promising young warriors to its “sky
fortress.” The tribes are known to revere
the artifacts carried by the Space
Marines as divine weaponry that can be
wielded only by true and worthy servants
of the Emperor, an attitude that has
become a part of Chapter dogma.

The “sky fortress” is the Relictors’
fortress-monastery, a massive Ramilies
Class Star Fort that orbits Torva Minoris.
Few emissaries are known to have
returned from the fortress, but those few
who survive speak of a monastery
wreathed in perpetual gloom, where
acolytes toil within locked cells to
transcribe ancient, some say forbidden,
texts as part of their training to become
Brothers of the Chapter. One such
report, recounted by the notorious
Heretic Archivist of the Gethsemane
Reclusium, tells of the existence of a
chamber deep within the fortress, sealed
behind stasis fields and protected by the
most potent of wards. Exactly what is
held within this chamber is unknown, but
the account speaks of a miasma of evil
that leaks through the meter-thick
adamantium blast doors despite the
safeguards. The Heretic Archivist's
writings suggest that the original witness
was driven insane by what he saw and
died a slow, painful death within the
torture chambers of the Ordo Malleus.

After the Inquisition censured the
Relictors for the actions of Inquisitor de
Marche, the Chapter lost its feudal rights
to Torva Minoris, which meant that the
Relictors could no longer recruit from its
feral tribes. The Relictors were thus

forced to gather potential acolytes from
among the populations they encountered
during their penitent crusade. The
Inquisition has ruled that no Adeptus
Astartes Chapter may recruit from Torva
Minoris, and it is believed the Ordo
Malleus keeps a close watch on the
world to ensure that this ruling is
followed. The superstitious natives of
Torva Minoris now believe the God-
Emperor has forsaken them, and every
year, their ceremonies of abasement
grow mare extreme in their attempts to
atone for whatever fault has caused the
emissaries of the Emperor to turn

from them.

Relictory Chupter, founding unknown!
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Combat Doctrine

The Relictors follow the Codex Astartes
as far as overall organization is
concerned, but it has been noted that
they have strayed from approved
doctrine in a number of other areas.

The major difference between the
Chapter's combat doctrine and that of
any other is in its use of captured
enemy weapons. Many Chapters
indulge in trophy taking, but the
Relictors have in the past gone out of
their way to capture, master, and utilize
weapons taken from the forces of
Chaos. Despite the evident
consequences of Inquisitorial sanction,
they are thought by some to be
continuing this practice.

Another notable feature of the
Chapter’s doctrine is the inclusion of
more Librarians than is usual, a feature
some observers have attributed to the
Relictors’ proximity to the Eye of Terror.
To date, the Inquisition has not acted
on this information, though with the
Chapter’s recent conduct on
Armageddon, it will doubtless be led to
investigate further.

In terms of battlefield tactics, many
Imperial Commanders who have fought
beside the Chapter have voiced
concerns about its behavior. It has
been noted on many occasions that the
Relictors will embark upon a specific
course of action only if it meets some
criterion of which only they are aware.
It is obvious that they follow an agenda
that only they are party to and will
often fight alongside other Imperial
forces only if that agenda may be
furthered. This almost monomaniac
pursuit of their own objectives was
evident in the Chapter's actions at
Armageddon, where it answered the
general call to defend the world from
the Ork invasion but ignored all specific
instructions and requests, despite the
fact that those orders originated from
Commander Dante of the Blood

Angels himself.

Organization

The Relictors conform, at first
appearance, to the organization of a
standard Codex Chapter, with 10
companies divided into a standard mix
of Battle, Assault, Tactical, Devastator,
and Scout Companies. However, in the

ARTEKUS BARDANE -
CHAPTER MASTER OF THE RELICTORS

A fierce warrior from the wilds of Torva
' Minoris, Artckus Bardane was the son of a
battle chicftain and learned the art of war as
soon as he could hold a sword. On Torva
Minoris, a child learned to fight quickly or
died, and this resulted in a warrior people,
living a precarious plundering
neighboring clans for sustenance. Bardane's

existence

confidence and courage allowed him to best
his rivals easily, and he was chosen by the
Librarians of the Relictors to become a Space
Marine. Bardane quickly adapted to the ways
of the Imperivm and its weapons of war.

His supreme confidence
overbearing arrogance — saw him rise rapidly
through the ranks of the Chapter, and he
accepted cach new mystery revealed to him by
the Conclave with case. His skill in mastering
the weapons and artifacts of Chaos led to his
command of 2 company that penctrated deep
ito the Eye of Terror on a mission to hunt

some would say

down and capture Chaos weaponry. On the
world of Eidolon, Artekus defeated a2 mighty
Champion of Slaancsh: took up his accursed
weapon, a screaming flail of daemonic faces; and
dcstmyud the fiend's Warband with the hu\vling
Daemon Weapon.

The Screaming Flail was placed in stasis at
the heart of the Relictors’ fortress-monastery,
where it is kept until needed. Before wiclding
the Dacmon Weapon, its bearer must spend
many days in penitent fasting and prayer,

purifying his soul and stecling his faith to

resist the whispered imprecations of  the
imprisoned Daemon within. Artekus Bardane
continued to serve with great distinction,
carned higher ranks, learned more of the
Chapi:rls secrets, and Llncart]u:d more  and
more Chaos artifacts. After the destruction of
the Cult of the Scarlet Vein, a bloody bartle,
which only Artekus survived, Bardane was
finally clevated to the rank of Chapter Master
at the recommendation of his predecessor, who
was mortally wounded in the final battle
against the Cult.

When the call for 2id came from Armageddon,
the Relictors mobilized their entire Chapter and
sct off for the system-spanning conflict.
Artekus ordered his Captains to gather their |
warriors, and the entire: Chapter journeyed to
the war-torn world. Artckus led his men deep
into the heart of the equatorial jungle, where
he believed the greatest potential lay for the
study of Chaos, given that the cursed monolith
of Angron squatted in its haunted depths. All
through the war for Armageddon, the Relictors
remained within the depths of the jungle,
fﬂmous]y ft[uEiﬂg even thl: PETSODHI CDmmandS
of Commander Dinte of the Blood Angels.
When the war on ;\rmagcddon drew to a close,
the Librarians of the Relictors claimed to have
had visions of a giant eye, dripping with blood, |
and Artekus immediately withdrew his Chapter
from the war zone

Following the Conclave’s vision, Artekus
began the journcy towards the Eye of Terror.

higher echelons of the Chapter, many
differences become apparent. The
Chapter's command ranks are
gathered together in a group known as
the Conclave, and every decision
concerning the Chapter’'s deployment
and operational doctrine is made here.
Only those proven in combat and of
guaranteed purity are permitted to rise
to become members of the Conclave
and privy to the true nature of the
Chapter. As a warrior rises through the
ranks, he is gradually initiated deeper
into the Chapter’'s mysteries. When he
is judged worthy to join the Conclave,
the truth about the powerful weapons
wielded by its senior officers is finally
revealed. It is these warriors who, after
many days praying and expunging all
impurities from their souls, are
permitted to carry the Chapter’s
Daemon weapons into battle. The
Chapter’s Librarians, which are much
more numerous than those in a normal
Chapter, screen potential initiates and
reject all but the strongest candidates.

In battle, the Chapter fights with a
balanced mixture of forces, appropriate
to the given threat, and deviates little
from standard battlefield operation.
Only when members of the Conclave
take to the field of battle do the
Relictors become something much
more sinister. Senior members of the
Chapter employ the weapons of the
enemy against them, and individual
squads carry unholy artifacts and use
the power of Chaos against its

foul minions.

Beliefs

Central to the Relictors’ ideology is the
tenet that Chaos is not inherently evil
but is merely a power that may be
turned against those who wield it for evil.
This belief manifests in the Chapter’s
use of captured Daemon Weapons but
also extends to their increased reliance
on Librarians. As a relatively new
Chapter, the Relictors display a
confidence of youth that borders on
arrogance, as they believe that they
have the strength of will and faith to
resist the corruption of Chaos. They
disdain those who lack the courage to
use such artifacts and claim that Chaos
is a weapon like any other. The evil that
threatens the galaxy warrants the use of
such weapons.

The Librarians and Chaplains of the
Relictors teach that a warrior who is
armored in faith can withstand the
temptations of Chaos, and it is their
belief that they possess sufficient faith to
do so. They believe it is their sworn duty
to hunt down such artifacts and study
them so that they might better
understand the enemy. This attitude has
often caused disagreement between the
Relictors and other, more conventional
Imperial organizations, but thus far open
conflict has been avoided.
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Gene-Seed

The source of the Relictors’ gene-seed
is largely based on gene stock taken
from the laboratorium on Mars and is
thought to be composed of that grown
from the Ultramarines and Dark
Angels. If this is the case, then it would
appear that the reluctance of the High
Lords of Terra to sanction the usage of
Dark Angels’ gene-seed in the creation
of new Chapters has relaxed
somewhat. There are no recorded
instances of unacceptable levels of
mutation in the Relictors’ gene-seed,
though given their work with the
powers of the Warp, the Apothecaries
and Librarians maintain close watch on
the purity of their Battle Brothers for
any signs of aberration. It is rumored
that zygotes that display mutation are
allowed to mature before implantation
into a host organism in order that the
Apothecaries might better study the
workings of Chaos on the flesh and
how best to defeat it. The source and
veracity of these rumors are unclear. In
all likelihood, they are the product of a
fevered imagination.

THE THIRD WAR FOR ARMAGEDDON

| When the Ork Warlord Ghazghkull Mag
¢ Uruk Thraka led the largest Ork invasion in

! many centuries against the Hive world of

Armageddon, the Relictors were among the
first of the more than 20 Space  Marine
Chapters to rush to its aid. Commander Dante
of the Blood Angels took overall command of
the Chapters present, and each was used to the
best of its abilities towards the goal of
pushing back the millions-strong Ork horde,

Alone of all the Chapters, the Relictors did
not acknowledge  the authority  of
Commander Dante or of any. other Imperial
leader. Dante was far more forgiving in this
regard than General Kurov and others, who
publicly decried the Relictors s oath-
breakers, after the majority of the Chapter
spent  most their time on Armageddon
engaged in operations of their own in the
vicinity of  Apgron's Monolith.  The
cquatorial jungle in this arca is dark and
twisted. The only living creatures [requenting
it are the Feral Ork tribes who were said to
perform dark ceremonies beneath the gloomy
jungle canopy.

cease fire of sorts was achieved, with both

sides digging in to weather the coming |

storms. Many Space  Marine Chapters
withdrew, as their lightning attack style of
warfare was of less relevance in this new
stage of the war. First to withdraw were
the Relictors, who, with no explanation
whatsoever, emerged from  the jungle,
boarded their Thunderhawk gunships and
simply left. Imperial Navy picket ships in
orbit challenged them, and 2 violent

confrontation between supposed allies was |

only narrowly avoided when Commander
Dante ordered the pickets to stand down
and allow the Relictors' ships to rendezvous
with their fleet.

The next time the Relictors were seen was | |
month later, when they arrived at the orbital |

shipyards of Belis Corona and demanded 1
complete resupply of their entire fleet. After
some tense  altercations  with  officious
Departmento - Munitorum officials.  the
Chapter's demands were acceded to, and their
ships  were resupplicd. With no  further

explanation, the Chapter Ieft in the direction

of the Cadian Gate.

As the first phase of the campaign drew to
Battle-cry a close and the Season of Fire approached, a
“Strength of will, courage of willl” e — :

 USING R RELICTORS ARMY IN WARHAMMER 40,000 |

A Relictors force is selected from Codex: Space Marines, with the following additions and amendments.
You will also need Codex: Chaos Space Marines to use the wargear options.

SPECIAL RULES

Outcasts: A Relictors force may not take allies (such as DeathWatch, Assassins, etc), with the exception of Radical
Daemonhunters from Codex: Daemonhunters.

thing has been heard of them since.

DAEMON WEAPONS

One character in the army may be designated the bearer of a
single Daemon Weapon at a cost of 25 points, which counts
against his wargear limit. Note that the rule requiring a character
to bear a specific Mark of Chaos is waived in this case. Daemon
Weapons come in many forms. Their effects may vary a great
deal, but the weapons described in Codex: Chaos Space
Marines are a good cross-section and can be used to represent
the type of weapon the Relictors might use. Roll a D6 before the
game begins to determine what type of weapon he carries. Rules
for these items can be found in Codex: Chaos Space Marines.

D6 ROLL WEAPON

Dark Blade
Dread Axe

Axe of Khorne*
Pandemic Staff
Needle of Desire
Warp Blade

OUHAWN =

\

“The Axe of Khorne counts as a Daemon Weapon in the hands of a Belictor.
““The Jcon of Chaos Undivided cenfers no Daemon Summoning ability, but any unit or.model within 6" becomes Fearless. )

CHAOS RELICS

Just as the senior members of the Relictors bear Daemon
Weapons to war, so too does the Chapter make use of captured
banners, icons, and standards. Its members believe that the
unholy powers bound within these relics can be turned upon
their erstwhile masters. A single Standard Bearer (i.e, a
member of a Command Squad) may be equipped with a Chaos
standard, at the cost of +50 points. Roll on the following table
before the game to determine which relic is available.

D6 ROLL RELIC

Icon of Chaos Undivided**
lcon of Chaos Undivided**
Banner of Rage

Plague Banner

Rapturous Standard
Blasted Standard
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Current Imperial reports estimate over twenty Space
Marine Chapters present in the Armageddon sub-
sector. Exact numbers cannot be confirmed as more

Chapters are still arriving in response to General
Kurov’s call for reinforcements. The following report

details some of the Space Marine Chapters’ roles
within this war-torn system.

Upon hearing of the invasion, the Blood Angels Third Company
immediately re-routed to Armageddon. After the events of the
Second War, Chapter Master Dante realised that it would be
futile to deny Tycho his vengeance against the Orks. The
Salamanders Chapter, also veterans of the last war, had sworn
to defend Armageddon should the shadow of Ghazghkull ever
again fall upon the planet's surface. Joined by the Storm Giants
and Marines Malevolent, elements of these Chapters are
stationed on the outskirts of Hive Tempestora in preparation to
retake it from the Orks.

The Black Templars Chapter had embarked on a crusade some
years earlier in an effort to eradicate the Orks’ dominance of the
Golgotha system. As the dire news of the massive Ork offensive
spread, Marshal Actoan redirected his forces to Armageddon.
Since then their numbers have been bolstered by two more
Black Templars crusades. One of these is led by none other
than High Marshal Helbrecht, Chapter Master of the Black
Templars. Latest intelligence reports suggest that the combined
crusades have stormed several Ork space hulks drifting across
the Armageddon sector. |

Tactical recommendations within the Index Astaries state the
best form of defence is offence. In accordance with this, many
of the Space Marine Chapters can be found taking the fight
directly to the Orks. The lron Champions are preparing for a
massed drop pod assault on the Ork forces at Hive Volcanus.
This is welcome news to the Celestial Lions Chapter, who have
suffered heavy losses defending the hive and are reported to be
down to a fraction of their original strength. The destroyed
Hades Hive is once again the scene of heavy fighting. Space
Marines from the Silver Skulls Chapter are engaged in fierce
battles in an attempt to prevent Orks looting valuable metals
from the shattered hive for use in the construction of their
gargantuan war machines.

The Storm Lords have secured Death Mire to use as a major
staging point for an assault deep into Ork-held territory. The
renegade Hive of Acheron has also gained the attention of the
Space Marines. Wolf Lord Logan Grimnar himself is leading the
Space Wolves in a strike to depose the heretic von Strab and his
corrupted Armageddon aristocracy. At this critical time in the
conflict many of the Space Marine Chapters have yet to find
strategic positions from which to bring their might to bear upon
the Ork forces. The White Scars Chapter is manoeuvring its
brotherhoods into tactical positions throughout the Deadlands.
Their role in destroying a large contingent of Kult of Speed
warbands is crucial. The Ork plan to cut off water supplies to the
Imperial forces could prove disastrous. Huge numbers of Orks
have landed virtually uncontested at drop sites within the Fire
Wastes. In response to these threats the Black Dragons
Chapter have coordinated a large squadron of Thunderhawk
gunships to deploy their troops at the Ore mine on Phoenix
island before the Orks can reach it.

The ravaged surface of Armageddon is but one of the locations
in which the Orks have made substantial gains. The Exorcists,
a fleet-based Chapter, are involved in fierce space batiles
around the warp jump points in an attempt to stem the flow of
Ork reinforcements pouring into the sector. Dark Angels
successor Chapter the Angels of Redemption can be found
quelling the rebellion on the Ogryn mining world Monglor.
Reports of an Eldar Craftworld sighted in this region are also
being investigated by the Second Company of the Chapter.

With more Chapters arriving all the time, the battle for
Armageddon is still in its early stages. As many of the Imperial
forces are in retreat it is up to the Space Marines to turn the lide.
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