SPAGE MARINES ARMAY LIST

ill need in order to fight battles with your S :

S5 ins all of the datasheets that you wi i ‘ s Pace Marines mj
‘This seclmll: ‘;ni::;:des the characteristics profiles of the unit it descrlbfs, as well as any wargear and abili!ics?‘l
Each ‘::llcss :" common to several Space Marines units - these are described below and referenced on the datag|
s()l e

WARGEAR

Many of the units you will find on the following pages reference one or more of the wargear lists below. When this is the case,
the unit may take any item from the appropriate list below. The profiles for the items in these lists can be found in the appendix

Niatureg

may haye.
heets,

KEYWORDS :
‘Throughout this book you will come across a keyword that is
within angular brackets, specifically <CHAPTER>. ‘This is shorthand
for akeyword of your own choosing, as described below.

<CHAPTER>

All Space Marine units are drawn from a Chapter. Some datasheets
specify what Chapter the unit is drawn from (e.g. Marneus

s Calgar has the ULrramaRings keyword, so is drawn from the
Ultramarines Chapter). If an Adeptus Astartes datasheet does

ot specify which Chapter it is drawn from, it will have the
<CuapTeR> keyword, When you include such a unit in your army,
you must nominate which Chapter that unit is from. You then

-~ simply replace the <Crapren> keyword in every instance on that
‘unit's datasheet with the name of your chosen Chapter.

For example, if you were to include a Captain in your army,

ind you decided he was from the Blood Ravens Chapter, his
<Cuartin> Faction keyword is changed to BLoon RAvens and
his Rites of Battle ability would then say ‘You can re-roll hit rolls of
1 made for friendly BLoob Ravins units within 6" of this model;

Note that Aperrus Astawtes Psykirs cannot be from the Black
Templars Chapter.

While this section of the book provides rules for all Space Marine
Chapters, those that are more unique - such as the Blood Angels
(pg 88) or Space Wolves (pg; 128) < have certain restrictions,
datasheets and army special rules that can be found in their own
sections later in the book. The Lucion os 1is Damgn keyword
can only be k:km l:z‘[jnlmmd Legionnafres, while the other

are described later in this book, with each description
M%ﬂ)th:r({l’l- can be part of each Chapter, If you wish to see

ich Chapte I

e o pter can include, we recommend reading the

’ ABILITIES
o The following, ability is common to seyeral Adeptus Astartes units:

And Thcy Shall Know No Fear
You can re-roll fajled Morale tests for this uniy,

LIBRARIUS DISCIPLINE

Before the battle, generate the psychic
use powers from the Librarius discipl
can either roll a D3 to generate their
duplicate results), or you can select 1
the psyker to have.

Powers for Psyk g t
ne using the table belg
powers randomly (
he psychic powers

hat gy
OW. Yoy
Te-roll apy
You wish

Veil of Time
Veil of Time has a warp charge value of 6,

If manifested, pick
an ADEPTUS ASTARTES unit within 18" of the psyker. Until

the start of your next Psychic phase, you can re-roll charge

rolls and Advance rolls for that unit and they always fight v
in the Fight phase, even if they didn't charge, If the enery ayo
has units that have charged, or that have a similar ability, then
alternate choosing units to fight with, starting with the ;)]:lyrr

~

whose turn is taking place.

Might of Heroes

Might of Heroes has a warp charge value of 6, If manifested,
select an ApEpTUS AsTARTES model within 127 of the psyker.
Until the start of your next Psychic phase, add 1 to that
model’s Strength, Toughness and Attacks characteristics,

Null Zone

Null Zone has a warp charge value of 8. If manifested, then
until the start of your next Psychic phase, while they are within
6" of the psyker, enemy models cannot take invulnerable saves
and must halve the result of any Psychic tests (rounding up)
that they take,

of

and paragon to his brothers, I shall tell thee.

all manner of weapon and strategy, With combat blade,
boltgun and grenade he shall assail the foe.

weapons are his courage, his wits and his dedication to
his brothers,

x choosing, never himself caught unready or ill-prepared
for the task at hand, In defence he shall be stalwart as

or fear,

‘Of the Tactical Space Marine, bedrock of his Chapter

He shall be steeped in the lore of battle and schooled in

But these are mere tools; a Tactical Space Marine's true

He will bring his foe to battle in a manner and time of

mountain, a bulwark stood firm against the enemies

Man. In attack he shall strike with the wrath of the |

rial Emperor, felling the foe without mercy, remorse ‘

4 f

“ Prom the teachings of Roboute Guilliman as laid down in |
i the Apocrypha of Skaros

}

(pg206-209).

SERGEANT EQUIPMENT
Up to two weapons can be chosen from
the following list:

« Bolt pistol

« Grav-pistol

« Plasma pistol

« Chainsword

« Power sword

« Power axe

« Power maul

« Lightning claw

« Power fist

« Thunder hammer *

One weapon can be chosen from the
following list:

« Boltgun

« Combi-flamer

« Combi-grav

» Combi-melta

« Combi-plasma

« Storm bolter

1 Cannot be taken by a Sternguard
Veteran Sergeant

PISTOLS

« Bolt pistol

« Plasma pistol
« Gray-pistol

OMBI-WEAPONS
« Storm bolter
+ Combi-plasma
« Combi-flamer
+ Combi-melta
» Combi-grav

MELEE WEAPONS
o Chainsword

« Power sword

« Power axe

« Power maul

« Power lance

« Power fist

« Lightning claw

« Thunder hammer

SPECIAL WEAPONS
« Flamer

o« Plasma gun

« Meltagun

o Gray-gun

HEAVY WEAPONS

« Missile launcher

« Heavy bolter

« Multi-melta

« Lascannon

« Grav-cannon and grav-amp
« Plasma cannon

TERMINATOR
MELEE WEAPONS
« Lightning claw

« Power fist

« Thunder hammer

« Storm shield

TERMINATOR
COMBI-WEAPONS
« Storm bolter

« Combi-plasma

» Combi-flamer

+ Combi-melta

TERMINATOR
HEAVY WEAPONS
 Heavy flamer

« Assault cannon

« Cyclone missile launcher and
storm bolter

DREADNOUGHT
HEAVY WEAPONS
« Twin heavy flamer

« Twin autocannon

« Twin heavy bolter

« Twin lascannon

« Assault cannon

« Heavy plasma cannon

» Multi-melta




Captain

ol e

4 5 4 ol

A Captain is single model arm:t‘lvwilh a chairghprord: a’mas(tr-craﬁtd boltgun, frag grenades and krak grenades.

BEREAR D
Rapid Fire 2

Melee 1 Each time the bearer fights, it s

attack with this Weﬂpni it can make | additiony
Grenade D6 1 -
Grenade 1 6 D3 =

+ This model may replace its master-crafted boltgun with an it %
o s g1 item from the Pistols, ombi-weapons or Melee
« This model may replace its chainsword with a storm shield, relic blade i
i : e 3 oran it >
« This ‘model may take a jump pack (Power Rating +1). If it does, its Move c:al:cl: ﬁ'orf\-l'he' elee Weapons
gains the Jump Pack and FLY keywords. e

4 list.
ncreased to 12" ang i,

And They Shall Kn Fear
ey ow No Fear (pg 10) Jump Pack Assault: During deployment, if this mog
A mode]

bns a jump pack, you can set it up high in the sk;
instead of placing it on the battlefield. At the end ;

of your Movement phases this model can J\\mll‘ll ;ﬂ =
above - set it up anywhere on the battefield th i
than 9" away from any enemy models. e

Rites of Battle: You can re-roll hit rolls of 1 made for
friendly <CHAPTER> units within 6" of this model.

Iron Halo: This model has a 4+ invulnerable save.

Storm Shield: A model equipped with a storm shield
hasa3+i le save.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

Captain in Terminator
Armour

(CHARACTER, INFANTRY, CAPTAIN

CAPTAIN

TERMINATOR ARMOUR

5" 24+ 2+ 4 4 6

A Captain in Terminator i
= Armou is a single model armed with a power sword and storm bolter.

When attacking with this weapon, you must subtract 1
from the hit roll.
1 <
D3 =

an item from the Termi Combi

spons or Terminator Melee

relic blade, chainfist, storm shield or an item from the Termiria'?"

wer fist can also be equipped with a wrist-mounted grenade Jauncher.
w Strike: During deployment, you can set UP this
model i a teleportarium chamber instead of placin it
‘on the battlefield. At the end of any of your Movement
ases this model can teleport into battle - set it uP
anywhere on the battlefield that is more than 9" aW3Y

®)8 CAPTAIN
- IN CATAPHRACTII ARMOUR
NAME M WS Al

Captain in Cataphractii

4" 2 / 2
N 2+ + 4 1 6 4 9 2+

A Captain in Cataphractii Armour is a single model armed with a power sword and combi-bolter.

WEAPON RANGE  TYPE ABILITIES
Combi-bolter 24" Rapid Fire 2
cking with apon, you must subtract 1
Chainfist Melee Melee When attacking with this weapon, you must su tract
from the hit roll.
Power sword Melee  Melee
Relic blade Melee  Melee
WARGEAR DPTIONS -~ This model may replace its combi-bolter with an item from the Combi-w
Weapons lists. 7
+ This model may replace its power sword with a relic blade, 2 chainfist or an item
Weapons list.
ABILITIES And They Shall Know No Fear (pg 10)
Cataphractii Armour and Iron Halo: This model
has a 3+ invulnerable save, but you must halve the ph
result of the dice rolled when determining how far this 20y
model Advances.

Rites of Battle: You can re-roll hit rolls of 1 made for
friendly <CHAPTER> units within 6" of this model.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

CHARACTER, INFANTRY, TERMINATOR, CAPTAIN

CAPTAIN
IN GRAVIS ARMOUR
NAME ws BS W

Captain in Gravis
Armour

. JIN
‘¥

A Captain in Gravis Armour is a single model armed “with a master-crafted power sword and a boltstorm gauntlet.

WEAPON RANGE  TYPE S AP0 RBWTES
Boltstorm gauntlet

r Pistol 3 0 1
(shooting) 1 istol 4

When attacking with this weapon, you must subtract 1

Melee 2 3 D3 pomthehitroll

Boltstorm gauntlet (melee) Melee

Master-crafted power Melee  Melee User -3 2

sword

ABILITIES And They Shall Know No Fear (pg 10)
Iron Halo: This model has a 4+ invulnerable save.

Rites of Battle: You can re-roll hit rolls of 1 made for friendly <CHAPTER> units within 6 of this model.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

CHARACTER, INFANTRY, MK X GRAVIS, PRIMARIS, CAPTAIN




Captain on Bike

A Captain on Bikeisa

single model armed with 3

W2k
hainsword, 8 ‘master-crafted b

is equipped with 2 twin boltgun-

Twin boltgun
Chainsword

Frag grenade
Krak grenade

Librarian

Rapid Fire 1 2
Rapid Fire 2 e
5 Each time the bearer fights, it can make 1 additiona)

Melee  Melee attack with this weapon.

¢ Grenade D6 (Pl
6 Grenade 1 6 -1 D3 5
- This model may replace its ‘master-crafted boltgun with an item from the Pistols, Combi-weapons or Melee
lists.
- m‘::dgl ‘may replace its chainsword with a storm shield or an item from the Melee Weapons list.
And They Shall Know No Fear (pg 10) Rites of Battle: You can re-roll hit rolls of 1 made for
friendly <CHAPTER> units within 6" of this model.
Tron Halo: This model has a 4+ invulnerable save.
Turbo-boost: When this model Advances, add 6" to its
Storm Shield: A model equipped with a storm shield  Move characteristic for that Movement phase instead of
has a 3+ invulnerable save. rolling a dice.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

oltgun, frag grenades and krak grenades. His Space Mariy, bik
€ bike

e LIBRARIAN
IN TERMINATOR ARMOUR
NAME M ws A= LS Y

Librarian in Terminator 5
Armour D5 E g O 4 5 3 6 %

2
ows

BIKER, CHARACTER, CAPTAIN
- ==

LIBRARIAN

6" 3 M 4 4 4 3 9

A Librarian is a single model armed with a force stave, a bolt pistol, frag grenades and krak grenades.

Bolt pistol
Boltgun.
Force axe
Force stave
Force sword
Frag grenade
Krak grenade

|
Pistol 1
Rapid Fire 1
Melee
Melee
Melee
Grenade D6
Grenade | 6 i

+ This model may replace its bolt i i
H pistol with a boltgun or an item from the Pistols or Combi-weapons lists.
‘Ihis model may replace its force stave with a force sword or a force axe. 4

« This model .
gains the 1“2Y;A‘cbllnix‘:“&¥'¢ ( Rating +1). If it does, its Move characteristic is increased to 12" and it

And They Shall Know No Fear (pg 10) 5

Psychic Hood: Y q
ou can add 1 to Deny the Witch tests you take for this model against enemy PsykERs within 12"

Jump Pack Assault: Dy :

of placing it on the n-m“lf'lii‘{.“’.,’,‘“"‘ U, if this model has a jump pack, you can set it up high in the skies instead

itup anywhere on the batlefield m.'f;d ofany of your Movement phases this model can assault from above - set

“This model can Al!emp( more than 9! away from any enemy models.

. 2 to manifest two i .
S ~ =
S,z:h llfnpeo(vm in each enemy Pyychi psychic powers in each friendly Psychic phase, and attempt to deny one

A i Y isor:
FACTION KEYWORDS 10). ic phase. It knows the Smite power and two psychic powers from the Librarius

IMPERIUM,

CnAnc'r::l;“ws ASTARTES, <CHAPTERS
> INFANTRY, Pgy
2 — KER, LIBRARIAN

‘A Librarian in Terminator Armour is a single model armed with a force stave and storm bolter.
WEAPON RANGE  TYPE § AP D ABILITES
Storm bolter 24" Rapid Fire 2 4 0 1

Force axe Melee  Melee I D3

Force stave Melee  Melee +2 -1 D3

Force sword Melee  Melee User -3 D3 -
WARGEAR DPTIONS

. Thgs ‘model may replace its storm bolter with a storm shield or an item from the Terminator Combi-weapons list.
+ This model may replace its force stave with a force sword or a force axe.

ABILITIES And They Shall Know No Fear (pg 10) Psychic Hood: You can add 1 to Deny the Witch

tests you take for this model against enemy PSYKERS
within 12",

Crux Terminatus: This model has a 5+

invulnerable save.

Teleport Strike: During deployment, you can set up this

model in a teleportarium chamber instead of placing it

on the battlefield. At the end of any of your Movement

phases this model can teleport into battle — set it up

anywhere on the battlefield that is more than 9" away

from any enemy models.

PSYKER “This model can attempt to manifest two psychic powers in each friendly Psychic phase, and attempt to deny one
psychic power in each enemy Psychic phase. It knows the Smite power and two psychic powers from the Librarius
discipline (pg 10).

Storm Shield: A model with a storm shield has a 3+
invulnerable save.

FACTION KEYWORDS
KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

CHARACTER, INFANTRY, TERMINATOR, PSYKER, LIBRARIAN /

88 LIBRARIAN
= ON BIKE

NAME Moous oW 1

Librarian on Bike 14" 3+ 3+ 4 5 5 3 9 3+

A Librarian on Bike 1s a single model armed with a force stave, a bolt pistol, frag grenades and krak grenades. His Space Marine bike is equipped
with a twin boltgun.

WEAPON RANGE _ TYPE

Boltgun 2" Rapid Fire 1 A
Twin boltgun 24" Rapid Fire 2
Force axe Melee Melee D3
Force stave Melee Melee - D3
Force sword Melee Melee D3
Frag grenade 6" Grenade D6 1
Krak grenade 6" Grenade 1 DE =
WARGEAR OPTIONS « This model may replace its bolt pistol with a boltgun or an item from the Pistols or Combi-weapons lists.

+ This model may replace its force stave with a force sword or a force axe.
ABILITIES ‘And They Shall Know No Fear (pg 10) Turbo-boost: When this model Advances, add 6" to its
Move characteristic for that Movement phase instead of
rolling a dice.

§

Bolt pistol 12" Pistol 1 4
4

4

] ABILITIES
1
1
1

Psychic Hood: You can add 1 to Deny the Witch
tests you take for this ‘model against enemy PSYKERS
within 12",

PSYKER “This model can attempt to manifest two psychic powers in each friendly Psychic phase, and attempt to deny one
psychic power in each enemy Psychic phase. It knows the Smite power and two psychic powers from the Librarius
discipline (pg 10)-
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

BIKER, CHARACTER, PSYKER, LIBRARIAN




| Servo-arm

Techmarine
Tmarine is a single mod ;

I
Bolt pisto! Rapid Fire i
Boltgun Attacks tt:mm a conversion beamer that target ener,
i Nies
. D3 over half its range are resolved at Strength 8 at
Conversion beamer i D) gth 8, AP -] 4ng
Assault D6 4 0 1 This weapon automatically hits its target.
Plasma cutter When attacking with this weapon, choose one of the profiles below.

. 7
s 12 Assault 1 3
an e el 3 2 On a hit roll of 1, the bearer is slain.
Mlee + L
Each servo-arm can only be used to make one attack
each time this model fights. When a model attacks with
this weapon, you must subtract 1 from the hit roll

Flamer

Power axe Melee
Melee Melee

6 Grenade D6
6" Grenade 1

. This model may replace its bolt pistol with a boltgun or an item from the Pistols or Combi-weapons lists.

+ This model may replace its power axe with an item from the Melee Weapons list.

+ This model may replace its servo-arm with a conversion beamer.

+ This model may take a servo-harness (Power Rating +1), which comprises an additional servo-arm, a plasma
cutter and a flamer. If it does this, neither servo-arm may be replaced with a ¢ ion beamer.

Techmarine on Bike

TECHMARINE
ON BIKE
M WS BS W RN

e gy 2 4 5 5 3 SN 2T

Ami'theySh:lleNoPur(pg 10)

Blessing of ﬂu Onfmmnh At the end of your Movement phase this model can repair a single <CHAPTER>
VenicLE within 1”. That model regains D3 lost wounds. A model can only be repaired once per turn.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

(CHARACTER, INFANTRY, TECHMARINE

SERVITORS

Servitor 5% 5+ 5+ 3 3

| This unit contains 4 Servitors. Each model is armed with a servo-arm.

Heavy bolter 36 Heavy 3 -
3 [t
1f the target is within half range of this weapon, roll
Plasma L2 }”"di“ when inflicting damage with it and discard the
cannon When attacking with thi lowest result.
with thi

- Standard 36 H:vy — is weapon, ;hoosc one of the profiles below.
|

- Supercharge 3 @ 1 %

| Multi-melta 2" iy . .

& :
eavy D3 8 1 2 On a hit roll of 1, the bearer is slain after all of this
weapon's shots have been resolved.
Fach servo-arm can only be used to make one attack.
.U each time this model fights. When a model attacks Wit
U v Sy e this weapon, you must subtract 1 from the hit roll
xmdlodc Servitors improve both their W arm with a heavy bolter, plasma cannon or multi-melta.
are within 6" of any fri Weapon Skill and. : i i

e friendly T, - and their Leadership t0 9, whilst

RIUM, ADEPTUS ASTARTES, <cm ‘
INFANTRY, SERVITORS L

Melee  Melee - 3
& 3

WEAPON
Bolt pistol
Boltgun

Conversion beamer

Flamer
Plasma cutter
- Standard

- Supercharge
Twin boltgun

Power axe
Servo-arm

Frag grenade
Krak grenade
WARGEAR DPTIONS

ABILITIES

FAGTION KEYWORDS

KEYWORDS

A Techmarine on Bike is a single model armed with a pow rm, i g gr enades. His Spac
 Tec i E er axe, a servo-arm, a bolt , a b S
e ! Dt e LT P Tvo-arm, a bolt pistol, frag grenades and krak grenades. His Space Marine

RANGE  TYPE S AP0 ABILTES

12" Pistol 1 4 1
24" Rapid Fire 1 4 1 s
1 Attacks from a conversion beamer that target enemies at
@ Heavy D3 over halfts range are resolved at Strength 8, AP -1 and
Damage 2.

8" Assault D6 4 0 1 This weapon automatically hits its target.
When attacking with this weapon, choose one of the profiles below.

123 Assault 1 7 -3 1 =

12" Assault 1 8 -3 2 On a hit roll of 1, the bearer is slain.

24" Rapid Fire 2 4 0 1 -
Melee Melee +1 -2 1 =
Each servo-arm can only be used to make one attack
cach time this model fights. When a ‘model attacks with
this weapon, you must subtract 1 from the hit roll.

Melee Melee x2 -2 3

6" Grenade D6 0 1
6" Grenade 1 6 -1 D3 =
- This model may replace its bolt pistol with a boltgun or an item from the Pistols or Combi-weapons lists.
" This model may replace its power axe with an item from the Melee Weapons list.
" This model may replace its servo-arm with a conversion beamer.
* Ihiv model may take a servo-harness (Power Rating +1), ‘which comprises an additional servo-arm, a plasma
cutter and a flamer. If it does this, neither servo-arm may be replaced with a conversion beamer.
‘And They Shall Know No Fear (pg 10) Blessing of the Omnissiah: At the end of your
Movement phase this model can repair a single
Turbo-boost: When this model Advances, add 6" to its <CHAPTER> VEHICLE within 1", That model regains
Move characteristic for that Movement phase instead of D3 lost wounds. A model can only be repaired once
rolling a dice. per turn.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>




A Chaplain is a single model armed with a crozius arcanum,  bolt pistol, frag g

grenades and krak grenades.
WEAPON RANGE  TYPE ABILITIES
Bolt pistol 12 Pistol 1

Rapid Fire 1

Melee

Boltgun 24"

Crozius arcanum Melee

Power fist Melee Melee 3 . When attacking with this weapon, you must subtract |
from the hit roll.

Frag grenade " Grenade D6

Krak grenade (eret g

WARGEAR OPTIONS This model may replace its bolt pistol with a boltgun, power fist or an item from the Pistols or
ombi-weapons lists.

« This model may take a jump pack (Power Rating +1). If it does, its Move characteristic is increased to 12" and it

gains the Jump PACK and FLY keywords.
ABILITIES And They Shall Know No Fear (pg 10) Rosarius: This model has a 4+ invulnerable save.
Litanies of Hate: You can re-roll failed hit rollsin the _ Jump Pack Assault: During deployment, f this model
Fight phase for friendly <CHAPTER> units within 6" of ~ has a jump pack, you can set it up high in the skies
this model. instead of placing it on the batt d. At the end of any

of your Movement phases this model can assault from

Spiritual Leaders: All friendly <CHAPTER> units — set it up anywhere on the battlefield that is more
within 6" of this model can use the Chaplain's away from any enemy models.
Leadership instead of their own.

ACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

H
KEYWORDS CHARACTER, INFANTRY, CHAPLAIN

S e

R

Chaplains stir the spirits of their fellow battle-brothers with
rousing litanies of righteous hatred.

T




Chaplain in ‘Terminator S 21

Armour

A Chaplain in Terminator ATmour 53

" CHAPLAIN

i~ TERMINATOR ARMOUR

3+ 4 4 o ¢

9 2+

Sgle del “armed with a cmzi\l

ou ~ RapidFire2 4 i
o
Melee _ Melee = -
3 nismoddmxymplmitsswrmboltermth
“And They Shall Know No Fear (pg 10)

Litanies of Hate: You can re-roll failed hit rolls in the
Fight phase for friendly <CHAPTER> units within 6" of
this model.

Leaders: Al friendly <CHAPTER> units
within 6" of this model can use the Chaplain's
Leadership instead of their own.

arcanum and a storm bolter.

an item from the Terminator Combi-weapons list.

Rosarius: This model has a 4+ invulnerable save.,

Teleport Strike: During deployment, You can
model in a teleportarium chamber instead of plac;

on the battlefield. At the end of any of your Mm‘,:lng :
phases this model can teleport into battle - set it :1 o
anywhere on the battlefield that is more than 9" awll .
from any enemy models. )

Set up hig

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

S

Y ™
Chaplain on Bike

PB4

Apothecary

2,
7

APOTHECARY
M Wws B g W A sy

6" By g 1 4 1 3 8 3+

An Apothecary is
WEAPON
Bolt pistol

Chainsword

Frag grenade
Krak grenade
ABILITIES

2 single model armed with a bolt pistol,chainsword, frag grenades and krak grenades

RANGE  TYPE [T
12" Pistol 1 4 0 1

Each time the bearer fights, it can make 1 additional

Melee  Melee 1
attack with this weapon.

6" Grenade D6 3 0 1
6' Grenade 1 G___il B
And They Shall Know No Fear (pg 10)

Narthecium: At the end of any of your Movement phases, the Apothecary can attempt to heal or revive a single
model. Select a friendly <CHAPTER> INFANTRY or BIKER unit within 3" of the Apothecary. If that unit contains a
wounded model, it immediately regains D3 lost wounds. If the chosen unit contains no wounded models but one
or more of its models have been slain during the battle, roll a D6. On a 4+ a single slain model is returned to the
unit with 1 wound remaining. If the Apothecary fails to revive a model he can do nothing else for the remainder of
the turn (shoot, charge, fight, etc.) as he recovers the gene-seed of the fallen warrior. A unit can only be the target
of the Narthecium ability once in each turn.

CCHARACTER, INFANTRY, TERMINATOR, CHAPLAIN

F T

CHAPLAIN

ON BIKE

16023, 4 5 5 B

e v

9

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

A Chaplain on Bike is a single model armed with a crozius
quipped with a twin boltgun.

/ 3
‘ Bolt pistol
Boltgun

Twin boltgun
Crozius arcanum
Power fist

Frag grenade
Krak grenade
{ wanGEAs oo
|
| ABILTIES

 FAGTION Kevwag

Rs within 6" of this model can use the Chaplain's
Leade
DLFTUS Astarys, rship instead of their own.

KEYWORDS

Pistol 1 4
Rapid Fire | 4
Rapid Fire 2 4
Melee +1
Melee X2 D3
6 Grenade D6 3 1
" Grenade | 6 IRED3

arcanum, a bolt pistol, frag grenades and krak grenades. His Space Marine bike is

When attacking with this weapon, you must subtract |
from the hit roll.

6
* This model may rep|
Combi-weap ,: u,l;‘

ace ts bolt pistol with a boltgun, power fist or an item from the Pistols or

And They Shall Know No Fear (pg 10)

Litanies of Hate: You cap re-roll failed hit rolls in (he

Fight phase for
T rfriendly <CuAPTER units withip 6 of

<CHAPTER>

Bikex, ClMlACTHl, ClAPLAIN

Turbo-boost: When this model Advances, add 6" o its
Move characteristic for that Movement phase instead of
rolling a dice.

Spiritual Leaders: All friendly <CuapTER> Units

\KEYWORDS

CHARACTER, INFANTRY, APOTHECARY

Apothecary on Bike

APOTHECARY
ON BIKE
M WS ES T WA sy

14" 3+ 3+ 4 5 5 3 8 3+

An Apothecary on Bike s a single model armed with a bolt pistol, chainsword, frag grenades and krak grenades. His Space Marine bike is
equipped with a twin boltgun.

RANGE  TYPE s

Bolt pistol
Twin boltgun

Chainsword

Frag grenade
Krak grenade

ABILITIES
128 Pistol 1 4 -
24" Rapid Fire 2 4 -
Each time the bearer fights, it can make 1 additional
attack with this weapon.

6" Grenade D6 3 -
6" Grenade 1 6

Melee Melee

ABILITIES

And They Shall Know No Fear (pg 10)

Narthecium: At the end of any of your Movement phases, the Apothecary can attempt to heal or revive a single
model. Select a friendly <CHAPTER> INFANTRY or BIKER unit within 3" of the Apothecary. If that unit contains a
wounded model, it immediately regains D3 lost wounds. If the chosen unit contains no wounded models but one
or more of its models have been slain during the battle, roll a D6. On a 4+ a single slain model is returned to the
unit with 1 wound remaining. If the Apothecary fails to revive a model he can do nothing else for the remainder of
the turn (shoot, charge, fight, etc.) as he recovers the gene-seed of the fallen warrior. A unit can only be the target
of the Narthecium ability once in each turn.

Turbo-boost: When this model Advances, add 6" to its Move characteristic for that Movement phase instead of
rolling a dice.

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

\Kiﬁlﬂﬂs

BIKER, CHARACTER, APOTHECARY

D




Primaris Licutenant

This unit contains 3
master-crafted aut

Bolt pistol
Master-crafied
auto boltifle
Power sword
Frag grenade
Krak grenade
WARGEAR DPTIONS
ABILITIES

D
7 5 4 8 3+
G eenant (Power Rating +4). Each
e P Tewenant It anin ,ﬁ,f"“"‘"‘l primars Licutenan! B model iz
bol rife,a bolt P f"!ﬂ‘“‘bmd B
e
o Pisdll LB
u Assault 2 4 3 2 =
Melee  Melee User -3 1 #
¢ GrenadeD6 S cumre
¢ Gremdel S T
e may ‘his master-crafted auto bolt rifle with a power sword.
- Any model may replace
“And They Shall Know No Fear (pg10) Company Heroes: During deployment, all models in

this unit must be set up at the same time, though they
do not need to be set up in unit coherency. From that
point onwards, each Primaris Lieutenant is treated as 3
separate unit.

Tactial Precision: You can re-rol wound rolls of |
hrkhﬂymmmthtmwi:hinG" of
this model.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
(CHARACTER, INFANTRY, PRIMARIS, LIEUTENANTS

W) (4,

Company Ancient

M Ws BS § TR W LTSy

6" 3+ 3+ 4 4 4 3 8 3+

"A Company Ancient is a single model armed with a bolt pistol, frag grenades and krak grenades.

RANGE  TYPE s AP ] ABILITIES

Bolt pistol 12" Pistol 1 4 0 1 -

Boltgun 24" Rapid Fire 1 4 0 1 -

Frag grenade 6" Grenade D6 3 0 1 -

Krak grenade 6 Grenade 1 S T D3 e

WARGEAR OPTIONS + This model may replace its bolt pistol with a boltgun, or an item from the Pistols, Combi-weapons or Melee

Weapons lists.
ABILITIES And They Shall Know No Fear (pg 10)

Astartes Banner: <CHAPTER> units within 6" of any friendly <CHAPTER> AncCIENTS add 1 to their Leadership.
In addition, roll a D6 each time a <CHAPTER> INFANTRY model is destroyed within 6" of any friendly
<CHAPTER> ANCIENTS, before removing the model as a casualty. On a 4+ that model musters one last surge of
strength before succumbing to its wounds; it can either shoot with one of its weapons as if it were the Shooting
phase, or make a single attack as if it were the Fight phase.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

FACTION KEYWORDS
t KEYWORDS

CHARACTER, INFANTRY, ANCIENT, COMPANY ANCIENT

NAME

Bike

Company Ancient on

COMPANY ANCIENT
ON BIKE
M WS T w A 4 Sv

14" 3+ 3+ 4 5 5| 3 8 3+

with a twin boltgun.
WEAPON

Bolt pistol

Boltgun

Twin boltgun

Frag grenade

Krak grenade
WARGEAR DPTIONS

ABILITIES

FACTION KEYWORDS

A Company Ancient on Bike i a single model armed with a bolt pstol, frag grenades and krak grenades. His Space Marine bike is equipped

RANGE  TYPE § AP D ABLTES
12" Pistol 1 4 0 |
24" Rapid Fire 1 4 0 T
24" Rapid Fire 2 4 0 1 -
6 Grenade D6 3 0 1 =
6" Grenade 1 G I 1F

s model may replace ifs bolt pistol with a boltgun, or an item from the Pistols, Combi-weapons or Melee
Weapons lists.

"And They Shall Know No Fear (pg 10)

Astartes Banner: <CHAPTER> units within 6" of any friendly <CHAPTER> ANCIENTS add 1 to their Leadership.
In addition, roll a D6 each time a <CHAPTER> INFANTRY model is destroyed within 6" of any friendly
<CHAPTER> ANCIENTS, before removing the model as a casualty. On a 4+ that model musters one last surge of
strength before succumbing to its wounds; it can either shoot with one of its weapons as if it were the Shooting
phase, or make a single attack as if it were the Fight phase.

Turbo-boost: When this model Advances, add 6" to its Move characteristic for that Movement phase instead of
rolling a di¢
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

BIKER, CHARACTER, ANCIENT, COMPANY ANCIENT




ARIS ANCII ! 5 ComPANY CHAMPION
- . ON Bike
R [ WS oBs s u s

. = 4 5
Primaris Ancient ol Company Champion on

14" -
X Primmars Ancient i sigle nodel srmed with o bt rifl, bolt pistol, frag grenades and krak grenades. -4 < 4 3 s 3 3

A Company Champion on Bike is a single model armed with a bolt pistol, master-crafied power sword, frag grenades and krak grenades. His
Space Marine bike is equipped with a twin boltgun.

= WEAPON RANGE  TYPE

Bolt pistol 12 Pistol 1

Balt pistol 2 Pistol 1 !
Baolt rifle - Rapad Fire 1 1
Frag grenade Grenade Do 3 1
Krak grenade s Grenade | . D3

- Master-crafted power

T 08 And They Shall Know No Fear (pg 10) practe
‘ Astartes Banner; <CHAPTER> units within 6 of any fricadly <CHAPTER> ANCIENTS add 1 10 their Leadershiy, g Frag grenade 6 Grenade D6
In addition. roll 4 D6 each time & <Coarrams INFANTRY miodel s destroyed within 6° of any friendly i Krak grenade 6 Grenade 1
“Cnarres Ancients, before removing the model as a casualty. On a 4+ that model musters one last surge of } ABILITIES And They Shall Know No Fear (pg 10)
strength before succumbing 10 its wounds; it can either shoot with one of its weapons as if it were the Shooting
. phasc, oc make a single attack as If t were the Fight phase. | Honour or Death: This model must make a Heroic Intervention if itis able to do so. In addition, you can re-roll
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER> i any failed hit rolls for this model in the Fight phase when targeting a CHARACTER.

CHARACTER, INFANTRY, PRIMARIS, ANCIENT Combat Shield: This model has a 5+ invulnerable save.

Twin boltgun 2 Rapid Fire 2

Melee Melee

Turbo-boost: When this model Advances, add 6” to its Move characteristic for that Movement phase instead of
rolling a dice,
FACTION KEYWDRDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
\ KEYWORDS BIKER, CHARACTER, COMPANY CHAMPION

& 4

CoMPANY CHAMPI

Company Champion 2+ 3 4 4 4

§ A Company Champion isa single model armed with a balt pistol, master.
Pistol |
Melee
Grenade D6
Grenade 1
And They Shall Know No Fear (pg 10)

Hmwnmmmmoammhnmmmﬁhh
mwmmhmmmmmmmw
Combat Shield: This model has a 5+ invulnerable save,
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
CHARACTER, INFANTRY, COMPANY CHAMPION




WEAPON
Bolt pistol
Boltgun

Chainsword

Frag grenade
Krak grenade
WARGEAR DPTIONS

ABILITIES

FACTION KEYWORDS
\K!YVII]IWS

Space Marine Veteran

Veteran Sergeant

“This unit contains 1 Veteran Sergeant and 1 Space Marine Vet
Each model is armed with a bolt pistol, chainsword, rag gre

eran. It can include up to 3 additional Space Marine Veterans (Power Rating +5)_
des and krak grenades. REE
RN ABITES

Pistol 1
Rapid Fire 1 =
Fach time the bearer fights, it can make 1 additional

Melee  Melee attack with this weapon.

6" Grenade D6
i Grenade 1
- The Veteran Sergeant may replace his bolt pistol and chainsword ‘with items from the Sergeant Equipment list.
« Any Space Marine Veteran may replace their bolt pistol ‘with a storm shield or an item from the Melee Weapons or
Pistols lists.
. Any Space Marine Veteran may replace their chainsword with  storm shield, a boltgun, or an item from the
Melee Weapons, Pistols, Combi-weapons ot Special Weapons list.

‘And They Shall Know No Fear (pg 10)

Command Squad Bodyguard: Roll a dice each time a friendly <CHAPTER> CHARACTER loses 2 wound whilst
they are within 3" of this unit; on a 2+ a model from this squad can intercept that hit ~ the character does not lose
a wound but this unit suffers a mortal wound.

Storm Shi ‘model equipped with a storm shield has a 3+ invulnerable save.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

INFANTRY, COMPANY VETERANS

¥Bd) (6, COMPANY VETERANS
e ON BIKES
NAME M WS BS

Space Marine Veteran

Biker 14 3+ 3+

Veteran Biker Sergeant 14 3+ 3+ 4

This unit contains 1 Veteran Biker Sergeant and 1 Space Marine Veteran Biker. It can include up to 3 additional Space Marine Veteran Bikers
(Power Rating +8). Each model is equipped with a bolt pistol a chainsword, frag arenades and krak grenades. Each of their Space Marine bikes
is equipped with a twin boltgun.

WEAPON RANGE  TYPE 0 ABILITIES

Bolt pistol 123 Pistol 1 1 -

Boltgun 24" Rapid Fire 1 TR

Twin boltgun 24" Rapid Fire 2 1 -

Each time the bearer fights, it can make 1 additional

(G Bl Nk attack with this weapon.

Frag grenade 6" Grenade D6 1 -

Krak grenade 6" Grenade 1 6 TR D3 -
WARGEAR OPTIONS Ihe Veteran Biker Sergeant may replace his bolt pstol and chainsword with items from the Sergeant
Equipment list.
« Any Space Marine Veteran Biker may replace their bolt pistol with a storm shield or an item from the Melee
Weapons or Pistols lists.
«+ Any Space Marine Veteran Biker may replace their chainsword with a storm shield, a boltgun, or an item from
the Melee Weapons, Pistols, Combi-weapons or Special Weapons list.
ABILITIES And They Shall Know No Fear (pg 10) Turbo-boost: When this model Advances, add 6" toits
Move characteristic for that Movement phase instead of
Biker Bodyguard: Roll a dice each time a friendly rolling a dice.
<CHAPTER> BIKER CHARACTER loses a wound whilst
they are within 3" of this unit; on a 2+ a model from __ Storm Shield: A model equipped with a storm shield
this squad can intercept that hit - the character does has a 3+ invulnerable save.
not lose a wound but this unit suffers a mortal wound.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

BIKER, COMPANY VETERANS




Space Marine ()

Space Marine Sergeant " -
This anit contains 1 Space Marine Sergeant and 4 Space Marines. It can include up to 5 additional Space Marines (Power Rating +4). Each
rmodel is armed with a boltgun, bolt pistol, frag grenades s'nd)gak gm\ndes. ¢ 4 L
WEAPON -
Bolt pistol 12° Pistol 1
Boltgun w0 Rapid Fire 1
Frag grenade 5 Grenade D&
Krak grenade 6 Grenade 1
WARGEAR DPTIONS « The Space Marine Sergeant may replace his bolt pistol and boltgun with items from the Sergeant Equipment list.
+ If the unit contains fewer than ten Tmodels, one Space Marine may replace his boltgun with an item from the
Special Weapans or Heavy Weapons list.
. It the unit contains ten models, one Space Marine may replace his boltgun with an item from the Special Weapons
Jist and one other Space Marine may re olace his boltgun with an item from the Heavy Weapons list.
“And They Shall Know No Fear (pg 10)
Combat Squads: Before any models are deployed at the start of the game, a Tactical Squad containing 10 models
‘may be split into two units, each containing 5 models.
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

INFANTRY, TACTICAL SQUAD

Tactical Squa

Lows¥
NAME BS Sv

Scout 3+ 4

Scout Sergeant 34 7

“This unit contains 1 Scout Sergeant and 4 Scouts. It can include up to 5 additional Scouts (Power Rating +4). Each ‘model is armed with a
boltgun, bolt pistol, frag grenades and krak grenades.

WEAPON RANGE  TYPE s ] ABILITIES

If the target is within half range, add 1 to this
weapon's Strength.

Bolt pistol 02 Pistol 1 -

Boltgun 24 Rapid Fire 1 4 -

Heavy bolter 36" Heavy 3 1

Missile launcher

Astartes shotgun 12" Assault 2

When attacking with this weapon, choose one of the profiles below:

- Frag missile 48" Heavy D6 4 0 1 e

- Krak missile 48" Heavy 1 8 -2 D6 =

This weapon may target a CHARACTER cven if it is not
the closest enemy unit. If you roll a wound roll of 6+ for
this weapon, it inflicts a mortal wound in addition to its
normal damage.

Sniper rifle 36" Heavy 1

Fach time the bearer fights, it can make 1 additional
attack with this weapon.
Frag grenade 6" Grenade D6 -

Combat knife Melee Melee

Krak grenade 6 Grenade 1

WARGEAR DPTIONS

+ The Scout Sergeant may replace his bolt pistol and boltgun with items from the Sergeant Equipment list.
+ Any model may replace his boltgun with a sniper rifle, an Astartes shotgun or a combat knife.

« One Scout may replace his boltgun with a heavy bolter or a missile launcher.

+ Any model may take a camo cloak.

ABILITIES ‘And They Shall Know No Fear (pg 10)

Concealed Positions: When you set up this unit during
deployment, it can be set up anywhere on the battlefield
Combat Squads: Before any models are deployed at the  that is more than 9" from the enemy deployment zone.
start of the game, a Scout Squad containing 10 models.
may be split into two units, each containing 5 odels,  Camo Cloaks: If every model in a unit has a camo cloak
you can add 2 to saving throws made for models in the
unit when they receive the benefits of cover, instead of 1.
FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, SCHAPTER>

INFANTRY, SCOUT, SCOUT SQUAD

-3

Space Marine Scouts are trained in guer illa warfare and sabotage, and sow fear and confusion ahead of the main advance.



Intercessor

Intercessor Sergeant

6" 3+ 3+ 4 4 2 3 8 3+

“This unit contains 1 Intercessor Sergeant and 4 Intercessors. Each model is armed with a bolt rifle, a bolt pistol, frag grenades and krak gre, d
e e g ades,

WEAPON RANGE  TYPE

Bolt pistol 123 Pistol 1

Bolt rifle 30" Rapid Fire 1 4 -1 1 -

Frag grenade 6 Grenade D6 3 0 1

Krak grenade 6" Grenade 1 6 -1 D3 -

ABILITIES And They Shall Know No Fear (pg 10)

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
\KEWI)IIIIS INFANTRY, PRIMARIS, INTERCESSOR SQUAD

M

Imperial Space Marine

Lows

6" 3+ 3+ 4 4 4 3 8 3+

IMPERIAL SPACE MARINE

‘The Imperial Space Marine is a single model. He is armed with a disi fon combi
grenades. Only one of this model may be included in your arm

Disintegration combi-gun

m
When attacking with this y
Ve choose one or both of the profiles below. If you choose both, subtract 1 from al

- Boltgun 24" Rapid Fire 1 4 0 1 -
- Disintegration gun 18" Rapid Fire 1 5 -3 8 E Do et
Disintegration pistol 9" Pistol 1 5 3 Do R
Frag grenade 6" Grenade D6 3 0 1 -
Krak grenade 6" Grenade 1 6 e T D3 s
ABILITIES And They Shall Know No Fear (pg 10)

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
\ KEYWORDS INFANTRY, CHARACTER, IMPERIAL SPACE MARINE

R T

M WS B S W A U S

Honour Guard 6" 3+ 3+ 4 4 2 2 9 2+

“This unit contains 2 Honour Guard. Each model is armed with a boltgun, bolt pistol, power axe, frag grenades and krak grenades.

WEAPON RANGE  TYPE S AP D ABILTES
Boltgun 24" Rapid Fire 1 4 0 1 -
Bolt pistol 12" Pistol 1 4 0 1
Power axe Melee  Melee 1 2 1
Power lance Melee  Melee 2 -l 1
Power maul Melee  Melee Zr2 | 1
Power sword Melee  Melee User -3 1 -
Relic blade Melee  Melee 2 D3
Frag grenade 6" Grenade D6 3 0 1
Krak grenade 6" Grenade 1 6 E1 D
WARGEAR DPTIONS « Any model may replace his power axe with a power sword, power lance, power maul or relic blade.
ABILITIES And They Shall Know No Fear (pg 10)

Honour Guard: Roll a D6 each time a friendly <CHAPTER> CHARACTER loses a wound whilst they are within
3" of this unit; on a 2+ a model from this unit can intercept that hit — the CHARACTER does not lose a wound but

this unit suffers a mortal wound.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

FACTION KEYWOROS
KEYWORDS

INFANTRY, HONOUR GUARD

AN

at the forefront of their advance.

bion and Chapter Ancient



2+
Chapter Ancient 3 ek -
The Chapter Ancient 1s a single model armed with a power sword, frag grenades and krak grenades. Only one of this model may be inclugeq m Centurion

your army, : Centurion Sergeant

WEAPON . = R This unit contains 1 Centurion Sergeant and 2 Centurions. It can include o
Power sword Melee Melee - armed with siege drills, two flamers and Centurion assault launchers,

Frag grenade 6 Grenade D6 L‘“’", RANGE  TYPE H 0 ABILMES

Krak grenade 6 Grenade 1 % Farer 8" Assault D6 4 1 ‘This weapon automatically hits its target.
ABILITIES And They Shall Know No Fear (pg 10) Hurricane bolter 24" Rapid Fire 6 4 1 2

P to 3 additional Centurions (Power Rating +15). Each model is

i If the target is within half range of this weapon, roll
Meltagun 12 Assault 1 -4 D6 two dice when inflicting damage with it and discard the

<CHAPTER> ANCIENTS, before removing the model as a casualty. On a 4+ that model musters one Jast surge of e
strength before succumbing to its wounds; it can either shoot with one of its weapons as if it were the Shootin, Siege drills Melee  Melee X204 3 Z
phase, or make a single attack as if it were the Fight phase. J WARGEAR OPTIONS + Any model may replace its two flamers with two meltaguns.
+ Any model may replace its Centurion assault launchers with a hurricane bolter.

Astartes Banner: <CHAPTER> units within 6 of any friendly <CHAPTER> ANCIENTS add 1 to their Leadershiy,
In addition, roll a D6 each time a <CHAPTER> INFANTRY model is destroyed within 6" of any friendly

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

KEYWORDS ABILITIES And They Shall Know No Fear (pg 10) Centurion Assault Launchers: If a model with
Nethele CHARACTER, INFANTRY, ANCIENT, CHAPTER ANCIENT Centurion assault launchers finishes a charge move

- - Combat Squads: Before any models are deployed at the - within 1" of an enemy unit, roll a D6 - on a 4+ that unit
start of the game, a Centurion Assault Squad containing suffers a mortal wound.
6 models may be split into two units, each containing

i§4 4 7 | 3 models. Omniscope: Enemy units do not receive the benefit to
fows? CHAPTE their saving throws for being in cover against attacks

made by a unit that includes a Centurion Sergeant.

NAME ,“ Ws Bs e | T FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

Chapter Champion 6 4 1 4 5 - T KEYWORDS INFANTRY, CENTURION, CENTURION ASSAULT SQUAD
4

4 power sword, frag grenades and krak grenades, Only one of this

The Chapter Champion is a single model armed with a boltgun, a bolt pistol
model may be included in your army.

Bolt pistol y Pistol 1
Boltgun ] Rapid Fire 1

STERNGUARD VETERAN
SQuAD
”l ,,!‘,,,,,, l.l’ Sv

Champion’s blade Srey Each time the b
- S 6 e | i . TEE
- \pon. S Marine Veteran 4 4 1 +
- pace Marine Vetera

; : Veteran Sergeant 4 4 1 3 9 3+

‘This unit contains 1 Veteran Sergeant and 4 Space Marine Veterans. It can include up to 5 additional Space Marine Veterans (Power Rating +7).
Each model i ipped with a special issue boltgun, a bolt pistol, frag grenades and krak grenades.

RANGE  TYPE S 0 ABILTIES

Bolt pistol 12' Pistol 1 4

Power axe Melee 1
Power lance Melee +2 1
Power maul Melee +2 z 1
Power sword Melee 1
Relic blade Melee +2 D3

Thunder hammer Melee 233 Whenatiacking Wity h tomatically hits its target
is weapon automat &

E 1

from the hit roll, YOU must subtrac f
Frag grenade G2 (ercnrriers 3R ? ! | Heavy flamer 8 Heavy D6 5 :
1

Krak grenade 6% Grenade l 6 Bl D3 o g | Special issue boltgun 30" Rapid Fire 1 4
WARGEAR DPTIONS + This model may replace his boligun with a Champions blade, . Jing prenade & Grenads e : D3
+ This model may replace his power sword with a power axe, power lance, poy T Krak grenade 6" Grenade | - - RS

relic blade. : - nder hammey o : WARGEAR OPTIONS « The Veteran Sergeant may replace his bolt pistol and special issue boltgun with items from the Sergeant
ABILITIES And They Shall Know No Fear (pg 10) = s ' Equipment list.
¥ F « The Veteran Sergeant may replace his bolt
Honour or Death: 'This model must make a Heroic Intervention if it s able 1o n « Up to two Space Marine Veterans may replacet list.
any failed hit rolls for this model in the Fight phase when targeting a CHARACTER, n i the Special Weapons, Heavy Weapons or Combi-weapons list. ith on from the Combi-weapons list.
FACTI — £ Any Space Marine Veteran may replace his special issue boltgun with a weap
CTION KEYWDRDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER> SaATYIOp
And They Shall Know No Fear (pg 10)

i i i list.
istol with an item from the Sergeant Equipment .
ll:ce their special issue boltgun with a heavy flamer or an item from

&wnnns CHARACTER, INFANTRY, CHAPTER CHAMPION 3
“ i s J ; F | ; Combat Squads: Before any models are deployed. at
p 10 models may be split into two units, each containing 5 models.

FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
KEYWORDS INFANTRY, STERNGUARD VETERAN SQUAD

the start of the game, a Sternguard Veteran Squad containing




Space Marine Veteran

MW 55
6" 3+ 3+ 4

6 3ty 4 4

Veteran Sergeant

This unit contains 1 Veteran Sergeant and 4 Space Marine Y
Each model is armed with a bolt pistol, chainsword, frag grena

Veterans. It can include up to 5 additional Space Marine Veterans (Power Rating )

des and krak grenades.
RANGE  TYPE

Bolt pistol
Chainsword
Relic blade
Frag grenade

Krak grenade
Melta bomb

12" Pistol 1 = 5
Each time the bearer fights, it can make 1 additiona]
Melee Melee attack with this weapon.
Melee Melee =
6" Grenade D6 5
6" Grenade 1 6
4" Grenade 1 8 =

WARGEAR OPTIONS

« The Veteran Sergeant may replace his bolt pistol and chainsword with two items from the following list: a storm
shield, a relic blade, or an item from the Pistols or Melee Weapons lists.

« Any Space Marine Veteran may replace his bolt pistol and chainsword with a storm shield and an item from the
Pistols or Melee Weapons lists, or with two items from the Pistols and/or Melee Weapons lists.

+ One model may take melta bombs.

« The entire unit may take jump packs (Power Rating +1 for a 5-strong unit, or +2 for a 10-strong one). If they do,
their Move characteristic is increased to 12" and they gain the Jump Pack and FL keywords.

ABILITIES

And They Shall Know No Fear (pg 10) Jump Pack Assault: During deployment, if the entire
unit has jump packs, you can set them up high in

Combat Squads: Before any models are deployed at the  the skies instead of placing them on the battlefield.

start of the game, a Vanguard Veteran Squad containing At the end of any of your Movement phases this unit

10 models may be split into two units, each containing  can assault from above - set them up anywhere on

5 models. the battlefield that is more than 9" away from any
enemy models.

Storm Shield: A model equipped with a storm shield

has a 3+ invulnerable save.

Dreadnought

DREADNOUGHT
M WS BS W ey

6 3t G 7 8 4 8 3+

A Dreadnought is a single model equipped with an assault cannon, a storm bolter and a Dreadnought combat weapon.

v

RANGE  TYPE § AP D ABIITIES

Assault cannon
Heavy flamer
Missile launcher
- Frag missile

- Krak missile
Storm bolter
Twin autocannon

Dreadnought
combat weapon

24" Heavy 6 6 -1 1
8" Heavy D6 5 -1 1
When attacking with this weapon, choose one of the profiles below.
Heavy D6 4 0 1
Heavy 1 8 2 D6
Rapid Fire 2 4 0 1
Heavy 4 7 -1 2

This weapon automatically hits its target.

Melee Melee x2 3 3 2

WARGEAR OPTIONS

+ This model may replace its assault cannon with an item from the Dreadnought Heavy Weapons list.

« This model may replace its Dreadnought combat weapon and storm bolter with a missile launcher or a
twin autocannon.

« This model may replace its storm bolter with a heavy flamer.

ABILITIES

‘Smoke Launchers: Once per game, instead of shooting  Explodes: If this model s reduced to 0 wounds, roll
any weapons in the Shooting phase, this model can use a D6 before removing the model from lhi battlefield;
its smoke launchers; until your next Shooting phase on a 6 it explodes, and each unit within 3" suffers D3
your opponent must subtract 1 from all hit rolls for mortal wounds.

ranged weapons that target this vehicle.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

\ KEYWORDS

INFANTRY, VANGUARD VETERAN SQUAD

FACTION KEYWORDS
@vwms

VEHICLE, DREADNOUGHT

By piloting these walking tanks, severely injured and

crippled battle-brothers continue to serve their Chapter.




| venerable

A Venerable

‘Assault cannon

| Heavy flamer

Missile Jauncher
-Frag missile
_Krak missile
Storm bolter
“Twin autocannon

Dreadoought
WARGEAR DPTONS

Dreadnought
Dmdnonghli&lsil‘&"

2+

2t
O e

6 - astorm bolter and a Dreadnought combat weapon.
canno 2

%
-1 1

u Heavy 7 :
¥ D6

- nukiﬂ:‘:zilh s weapon, choose one of the profiles below.
When at :

48 Heavy D6 4 0

&  Havyl

¢ Rapdfirl

4 Heavy4
Melee  Melee
~This model may replace ts
. This model may replace its Di

ek eplace s storm boler wih ahes

This weapon automatically hits its target.

2

unuhannonwidi a weapon from the Dreadnought Heavy Weapons list.
readnought combat weapon and storm bolter with a missile launcher or a

flamer.
Smoke Launchers: Once per game, instead of shooting
any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase your
opponent must subtract 1 from all hit rolls for ranged
weapons that target this vehicle.

WHMAMMIDGeld\ﬁmedliimodzl
bsulwmd;mIGdlcdamaﬁehi@oredmdthlt
wound is not lost.

Wﬁd:itnwddixmdmdmmeds,mﬂ
nDﬁHmmnvhmﬁ\emoddfmmdubm\del&
mnéi&aylodu.mdu&unitwi!hin 3" suffers D3
‘mortal wounds.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

Contemptor
Dreadnought

VEHICLE, DREADNOUGHT, VENERABLE DREADNOUGHT

-
P Lo

Ironclad Dreadnought
“An Ironclad Dreadnought i

WEAPON

Heavy flamer
Hunter-killer missile

Hurricane bolter
Meltagun

Storm bolter
Dreadnought chainfist

Dreadnought
combat weapon

Seismic hammer

WARGEAR DPTIONS

ABILITIES

CONTEMPTOR NAMAGE
DREADNOUGHT

it suffers damage, as shown below:
 —

* 4 Bk 7 R e 3

A Contemptor Dread:
and a Dreadnought combat: weapon,

Combi-bolter
Multi-melta

Kheres pattern
assault cannon
Dreadnought
combat weapon
 WARGEAR OPTIONS
ABILITIES

KEYWORDS

FACTION KEYwoRgs

ight i 2 sing]

Ingle

del equipped with a multi-melta, a combi-bolter

Rapid Fire 2

H P
eavy | If the target is within half range of this weapon, roll

two dice when inflicting damage with it and discard the

Heavy 6 lowest result,

i-melta wi
p 1}h A Kheres pattern agsauly cannon,
R 525+ invulnerable save, :
: 15 mode i .
ool 5 reduced
S it i e "0 D6
Sl Dy efore removing the .
Vi ASTARTES, o al wounds, model from the battlefield; on @ 61t
EHICLE, DRgpy =l
"ADNOUG T, () >
) Cony

M
PTOR DRP.ADNOUGHT

Some of this model’s characteristics changes

FACTION KEYWORDS
(kerwonos

5 a single model equipped with a scismic hammer, a meltagun, & storm bolte

TYPE
Heavy D6

RANGE
Heavy 1
Rapid Fire 6
Assault 1

Rapid Fire 2
Melee

Melee

Melee

+ This model may replace its seismic hammer with a Dreadnought chainfist.

+ This model may replace its Dreadnought combat weapon and storm bolter with a hurricane bolter.
+ This model may replace its storm bolter with a heavy flamer.

« This model may replace its meltagun with a heavy flamer.

« This model may take up to two hunter-killer missiles.
+ This model may take ironclad assault launchers.
Wrecker: You can re-roll hit rolls of 1 for this model if
it is equipped with two melee weapons.

Ironclad Assault Launchers: If this model is equipped
with ironclad assault launchers and finishes a charge
move within 1" of an enemy unit, roll a D6. On a 4+
that unit suffers D3 mortal wounds.

and a Dreadnought combat weapon.

ABILITIES

“This weapon automatically hits its target:

A model can only fire each of its hunter-killer missiles
once per battle.

If the target is within half range of this weapon, roll
two dice when inflicting damage with it and discard the
lowest result.

When attacking with this weapon, you must subtract 1
from the hit roll.

Smoke Launchers: Once per game, instead of shooting
any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase your
opponent must subtract 1 from all hit rolls for ranged
weapons that target this vehicle.

Explodes: If this model is reduced to 0 wounds, roll
a D6 before removing the model from the battlefield;
on a 6 it explodes, and each unit within 3" suffers D3
mortal wounds.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, DREADNOUGHT, IRONCLAD DREADNOUGHT

|
|
|




Terminator

Terminator Sergeant Sy 3+
This anit contains 1 Terminator Sergeant and 4 Terminators. It can include up to 5 additional Terminators (Power Rating +13).
+ The Terminator Sergeant is armed with a storm balter and power sword.

+ Each Terminator is armed with a storm bolter and power fist

TYPE S A D ABWMES

Rapid Fire 2 4 0 1

When attacking with this weapon, you must subtract |

Mcee  Melee 242 fomthehitroll
e Melce -3 3 D3 \)’hcn uugkmg with this weapon, you must subtract |
from the hit roll.
Power sword Melee Melee User -3 1 -
WARGEAR DPTIONS « For every five models in the unit, one Terminator may replace his storm balter with a weapon from the
Terminator Heavy Weapons i
+ Any Terminator may replace his power fist with a chainfist.
« The unit may take a teleport homer.
ABILITEES And They Shall Know No Fear (pg 10) Teleport Homer: If this unit has a teleport homer, place
it anywhere in your deployment zone when your army
Combat Squads: Before any models are deployed at  deploys. If an enemy model is ever within 9" of the
the start of the game, a Terminator Squad containing  teleport homer, it is deactivated and removed from the
10 models may be split into two units, each containing  battlefield. Whilst there are any friendly <CHAPTER>
5 models. teleport homers on the battlefield, this unit can
perform an emergency teleport instead of moving in its
Teleport Strike: During deployment, you cansetup  Movement phase, At the end of the Movement phase,
this unit in a teleportarium chamber instead of placing remove this unit and then set it up with all models
them on the battlefield. At the end of any of your within 6" of a friendly <CHAPTER> teleport homer. That
Movement phases this unit can teleport into battle - set  teleport homer is then removed from the battlefield.
them up anywhere on the battlefield that is more than
9" away from any enemy models. Crux Terminatus: All models in this unit have a 5+
invulnerable save.
FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

- ——— —

\ KEYWORDS INFANTRY, TERMINATOR, TERMINATOR SQUAD

TERMINATOR
ASSAULT SQUAD

Terminator 5 3+ 1 1 2 2 8 2+
Terminator Sergeant 5" 3+ 3+ 1 4 2 3 9 2+
This unit contains 1 Terminator Sergeant and 4 Terminators. It can include up to 5 additional Terminators (Power Rating +13). Each model is
armed with two lightning claws.
RANGE  TYPE s AP ] ABILITIES
You can re-roll failed wound rolls for this weapon. If a
Lightning claw Melee  Melee User -2 1 model is armed with two lightning claws, each time it
fights it can make 1 additional attack with them.
Thunder hammer Melee Melee %2 A 3 \\'l\c|\ attacking with this weapon, you must subtract |
from the hit roll.
WARGEAR OPTIONS « Any model may replace its two lightning claws with a thunder hammer and storm shield.
« The unit may take a teleport homer.
ABILITIES And They Shall Know No Fear (pg 10) Storm Shield: A model with a storm shield has a 3+
invulnerable s
Combat Squads: Before any models are deployed
at the start of the game, a Terminator Assault Squad Teleport Homer: If this unit has a teleport homer, place
containing 10 models may be split into two units, each it anywhere in your deployment zone when your army
containing 5 models. deploys. If an enemy model is ever within 9" of the
teleport homer, it is deactivated and removed from the
‘Teleport Strike: During deployment, you can set up battlefield. Whilst there are any friendly <CHAPTER>
this unit in a teleportarium chamber instead of placing  teleport homers on the battlefield, this unit can
them on the battlefield. At the end of any of your perform an emergency teleport instead of moving in its
Movement phases this unit can teleport into battle - set  Movement phase. At the end of the Movement phase,
them up anywhere on the battlefield that is more than  remaove this unit and then set it up with all models
9" away from any enemy models. within 6" of a friendly <CHAPTER> teleport homer. That
teleport homer is then removed from the battlefield.
Crux Terminatus: All models in this unit have a 5+
invulnerable sav
FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
\K[VWI]HI!S INFANTRY, TERMINATOR, TERMINATOR ASSAULT SQUAD )

ER-d




Cataphractii Tern

Cataphractii Serge

CATAPHRACTII
TERMINATOR ©
[

sinator ‘

e € Je b 4 ‘4 e e—_—

Tartaros Terminator

Tartaros Sergeant

TARTAROS
TERMINATOR SQUAD

‘Cataphractii Terminators (Power | - - - -
e Termimaors T can ncude up o 3 ddtionl e comtains 1 Tartaros Sergeant and 4 Tartaros Terminators It can nclude up 1o 5 additional Trtaros Terminators (Power Rating +13)
» The Tartaros Sergeant is armed with a combi-bolter and power sword

 Tartaros Terminator is armed with a combi-bolter and power fist

This unit contains 1 Cataphract Sergeant and 4 Catap

Rating +13)

» The Cataphracti

« Lach Cataphracti

Chainfist

Lightning cla

Power fist

Power sword

WARGEAR OPTIONS

ABILITIES

ant is armed with & combi-bolter and power sword.
Terminator s armed with a combi-bolter and power fist
.
i Raj Fire 2
12 Assault D6 >
This weapon automatically hits its target.
When attacking with this weapon, you must subtract |
from the hit roll.
You can re-roll failed wound rolls for this weapon. If a
model is armed with two lightning claws, each time it
fights it can make 1 additional attack with them.
‘When uuuld'ﬁwﬂthhwupon.you must subtract 1
from the hit

Heavy D6

Melee Melee

Melee Melee 2 3 D3

Melee Melee User 3 1
+ For every five models in the unit, one Cataphractil Terminator may replace his combi-bolter with a heavy flamcr. ]
« Any model may replace his combi-bolter with a lightning claw.

+ Any Cataphractii Terminator may replace his power fist with a chainfist or a lightning

claw.
« The Cataphractit Sergeant may replace his power sword with a chainfist, a power fist or a lightning claw.
« The Cataphractii Sergeant may take a grenade harness.

And They Shall Know No Fear (pg 10)

‘Teleport Strike: During deployment, you can set up this
unit in a teleportarium chamber instead of placing them
Combat Squads: Before deployment at the start of the — on the battlefield. At the end of any of your Movement
game, a Cataphractii Terminator Squad containing 10 phases this unit can teleport into battle - set them up
models may be split into two units, each containing anywhere on the battlefield that is more than 9" awa

5 models. from any enemy models, 4
Cataphractii Armour: Models in this unit have a

4+ invulnerable save, but you must halve the result

of the dice rolled when determining how far this

model Advances.

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

 KEYWIRDS

INFANTRY, TERMINATOR, CATAPHRACTII TERMINATOR SQUAD

Combi-bolter
Grenade harness
Heavy flamer
Plasma blaster

- Standard

- Supercharge

Reaper autocannon

Volkite charger
Chainfist

Lightning claw

Power fist

Power sword

WARGEAR OPTIONS

FACTION KEYWORDS

24 Rapid Fire 2 4
123 Assault D6 4
8 Heavy D6 5
When attacking with this weapon, choose one of the profiles below.
18" Assault 2 - =
On a hit roll of 1, the bearer is slain after all of this
weapon's shots have been resolved.

This weapon automatically hits its target

18" Assault 2

Heavy 4

15 Heavy 2 %
When attacking with this weapon, you must subtract 1
from the hit roll.

You can re-roll failed wound rolls for this weapon. Ifa
model is armed with two lightning claws, each time it
fights it can make 1 additional attack with them.
When attacking with this weapon, you must subtract 1
from the hit roll.

Melee Melee
Melee Melee

Melee Melee

Melee Melee User -3 -

« For every five models in the unit, one Cataphractii Terminator may replace his combi-bolter with a heay
or a reaper autocannon.

« Any Tartaros Terminator may replace his combi-bolter and power fist with two lightning claws.

« The Tartaros Sergeant may replace his combi-bolter and power sword with two lightning claws.

« Any Tartaros Terminator may replace his power fist with a chainfist.

+ The Tartaros Sergeant may replace his power sword with a chainfist or a power fist.

+ ‘The Tartaros Sergeant may replace his combi-bolter with a plasma blaster or a volkite charger.

« For every five models in the unit, one model may take a grenade harness.

“And They Shall Know No Fear (pg 10) Teleport Strike: During deployment, you can set up this

unit in a teleportarium chamber instead of placing them

on the battlefield. At the end of any of your Movement

phases this unit can teleport into battle - set them up

anywhere on the battlefield that is more than 9" away

from any enemy models.

vy flamer

Combat Squads: Before deployment at the start of
the game, a Tartaros Terminator Squad containing 10
models may be split into two units, each containing
5 models.

Tartaros Armour: Models in this unit have a 5+
invulnerable save.
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

INFANTRY, TERMINATOR, TARTAROS TERMINATOR SQUAD




Tl

4 1 1

6" 3 3 4

Space Marine

[nceptor

8 3+
Inceptor Sergeant

4 1 e
ot S Jditional Space Marines (Power Rating +4). Fach,

Space Marine Sergeant 6"

s, 1t can include up to 5 a
and krak grenades.

ains 2 Inceptors and 1 Inceptor Sergeant, Each model is equipped with two assault bolt
assault bolters,

S M0 pBumes

This unit contains 1 Space Marine Sergeant and 4 Space Mari

[ it cont
el is armed with a bolt pistol, chainsword, frag grenades This unit

WEAPON RANGE  TYPE 5w Assaul
' VA Pistol 1 40T . $¥ault 3 ST 5 SN 1|
8 Assault D6 Ll 0 1 ‘This weapon automatically hits its target. And They Shall Know No Fear (pg 10) R
o
When attacking with this weapon, choose one of the profiles below. Crushing Ch 7
shing Charge: Roll a D6 each time an Inceptor finishes a charge move within 1 g
12 Pistol 1 7 3 1 . R T Ak Sy plor finishes a charge move within 1" of an enemy unit; on a 6, that
12 Pistol 1 8 -3 2 On a hit roll of 1, the bearer is slain.
tach time the bearer fights, it can make 1 additional Meteoric Descent: Dur ¢ e . sl it 5 5
Chainsword Melee Vol Uiee 0 1 Each urq:hl e og 4 A nfg deployment, you can set up this unit in high orbit instead of placing it on the
attack with this weapon. attlefield. At the end of any of your Movement phases this unit can use a meteoric descent - set it up anywhere
* fel Mel, 2 4 D3 When attacking with this weapon, you must subtract | on the battlefield that is more than 9" away from any enemy models.
Eviscerator Melee Melee X. » L 1 =
from the hit roll # IMPERIUM, ADEPTUS ASTARTES, <CHAPTER> 4

INFANTRY, JuMP PACK, MK X GRAVIS, PRIMARIS, FLY, INCEPTOR SQUAD

g grenade 6 Grenade D6 3 0 1

Krak grenade 6 Grenade 1 6 gk ekl
Melta bomb 1 Grenade 1 8 4 D6 -
WARGEAR DPTIONS + The Space Marine Sergeant may replace his bolt pistol with an item from the Melee Weapons or Pistols lists.

« “The Space Marine Sergeant may replace his chainsword with an item from the Melee Weapons list.

« The Space Marine Sergeant may take a combat shield.

+ The Space Marine Sergeant may take melta bombs.

+ Up to two Space Marines may replace their bolt pistol and chainsword with a flamer, o with a plasma pistol and
a chainsword.

ScouTt BIKE SQUAD
IAME Mz WS BS 5 T WA ldeehy

+ For every five models in the unit, one model may replace its bolt pistol and chainsword with an eviscerator. s 6 3 3
. I}:u.- entire unit may take jump packs (Power Rating +1 for a 5-strong unit, or +2 for a 10-strong one). If they do, Scout Biker R + 4 5 2 1 o 4+
their Move characteristic is increased to 12" and they gai "
ncreased to 12" and they gain the Jump PAck and Fry keywords. Scout Biker Sergeant 16 3+ 3+ 4 5 2 2 8 4+

ABILITIES And They Shall Know No Fear (pg 10) Jump Pack Assault: During deployment, if the entire
unit has jump packs, you can set them up high in
Combat Shield: A model with a combat shield has a 5+  the skies instead of placing them on the battlefield.
invulnerable save. At the end of any of your Movement phases this unit
) can assault from above - set them up anywhere on
Combat Squads: Before any models are deployed at the battlefield that is more than 9" away from any

“This unit contains 1 Scout Biker Sergeant and 2 Scout Bikers. It can include up to 3 additional Scout Bikers (Power Rating +4) or up to 6

additional Scout Bikers (Power Rating +8). Each model is equipped with a bolt pistol, an Astartes shotgun, a combat knife, frag grenades and
krak grenades. Each of their Scout bikes is equipped with a twin boltgun. %
FAPD RANGE  TYPE S AP 0 ABILITIES ]

Astartes grenade launcher ~ When attacking with this weapon, choose one of the profiles below.

the start of the game, an Assault Squad containing 10 enemy models. "
models may be split into two units, each containing - Frag grenade 24 Assault D6 & 0 1
Sl - Krak grenade 24" Assaultl G 4 B -
is withi 3 to thi
FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER> P tiEs shotgun 12" Sl 4 0 get}a:; ;‘:;rsg;trnesn\g:;‘hm half range, add 1 to this
KEYWORDS INFANTRY, ASSAU] :
N - L5SQUAD Bolt pistol 12 Pistol 1 a w0
Twin boltgun 24" Rapid Fire 2 4 0 1 -
. 0 Each time the bearer fights, it can make 1 additional
Combat knife Melee Melee User attack with this weapon;
Frag grenade 6" Grenade D6 3 0 1 -
1 Krak grenade 6" Grenade 1 6 -1 D3 -
WARGEAR OPTIONS + The Scout Biker Sergeant may replace his bolt pistol with an item from the Sergeant Equipment list.
1 « Up to three Scout Bikers may replace their bikes twin boltgun with an Astartes grenade launcher.

F"m,’y ) ABILITIES And They Shall Know No Fear (pg 10)
- - " J
s

d at the start of the game a Scout Bike Squad containing 6 models

2 15 are deploye: o
Combat Squads: Before any models are deploy! et — S litinto

may be split into two units, each containing 3 models. A Scout Bike Squad cos
three units, each containing 3 models.

/: A\

Turbo-boost: When this unit Advances, add 6 to its Move characteristic for that Movement phase instead of

rolling a dice.
FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

KEYWORDS BIKER, SCOUT, SCOUT BIKE SQUAD

K;‘- T g

Assault Squads relish the frenzy of close combat, where their dead!



[‘ 1478083
Space Marine Biker 14 3+ 3+ 4 5 2 { Attack Bike — 3+ 3+ . -
3+ ! = anit contains 1 Attack Bike. 1t can include 1 additional Attack -
v 5 2 2 8 i 2 : 3 : ttack Bike (Pow 3
Biker Sergeant 3 3¢5 54 ! Each model is equipped with a twin boltgun and a heavy bolter, and is cfe\?:de ;‘3“‘“5 +3) or 2 additional Attack Bikes (Power Ratl
s 4 R ! krak grenades. Y two Space Marines armed with bolt pi e,
Attack Bike 14 StREOL & s e Bikers (Power Rating +5) or ! it TR olt pistols, frag grenades and
This anit contains | Biker Sergeant and 2 Space Marine Bikers. It can include up t0 3 addigonzl szctlhﬁ:s ar up o i IMW ! 5 [T ) T
. additional Space Marine Bikers (Power Rating +8). It can also include 2 single Attack Bike (Pa:;“: R bk grenades. POt their Space 2 Pistol 1 A 0 ; :
+ The Space Marine Bikers and the giker Sergeant are each equipped witha bolt pistol, frag gren Heavy bolter 36 Heavy 3 5 i ;
Marine bikes is equipped with a twin boltgun. ; Space Marines armed with bolt pist .
+ ‘The Space Marine Attack Bike is equipped with a twin boltgun and a heavy bolter, and is crewed by tWO 5P Pistols, B eneia 2 T ] e et e Vg f R et
e Dol s dice b e R e e
b " . lowest res 5 :
| weAPON RANGE  TYPE H '1 fwin boltgun 24 Rapid Fire2 e
Bolt pist 12 Pistol 1 4 0 2 E de & Enitis)
L rag grena ade D6 3 0 1
Boltgun 24 Rapid Fire 1 4 0 1 - 6 - i
Heavy bolter 36 H:,:w 3 5 -1 1 - p ,,J‘—Kr*km;".;;m « Any mod::‘e:i 11 : g L8 o
1f the target is within half range of this weapon, roll g WAR y replace its heavy bolter with a multi-melta. 1
Multi-melta 24" Heavy 1 4 D6  twodicewheninflicting damage with it and discard the | aBiLMES And They Shall Know No Fear (pg 10)
lowest result. BT
rbo-boost: en thi i ",
Tt boligun 24 Rapid Fire 2 4 0 1 g : 4 e s is unit Advances, add 6" to its Move characteristic for that Movement phase instead of
C e ou ) Each time the bearer fights, it can make 1 additional L7 5
“hainsword Melee  Melee User 0 1 with this weapon. FACTION KEYWORD: IMPERIUM, ADEPTUS ASTARTES, <CH.
attack o , 3 [APTER>
Frag grenade 6 Grenade D6 R - g BIKER, ATTACK BIKE SQUAD
Krak grenade 6 Grenade 1 6 -1 -
WARGEAR DPTIONS + The Space Marine Sergeant may replace his bolt pistol with an item from the Sergeant Equipment list. 2
lace his bolt pistol with a chainsword.

+ Any Space Marine Biker may rep]
« Up to two Space Marine Bikers may
. ‘The Attack Bike may replace its hea

replace their bolt pistol with an item from the Special Weapons list.
bolter with a multi-melta.

MoWs B S5 T W A W %

ABLTIES And They Shall Know No Fear (pg 10)
3
Combat Squads: Before any models are deployed at the start of the game a Bike Squad containing 6 models may s 3 F
be split into two units, cach containing 3 models. A Bike Squad containing 9 models may be split into two units, B Land Speeder Storm 18 By & 4 5 7 2 70504
one of which has 4 modelsincluding the Attack Bike: A Land Speeder Stormis a single model equipped with. heavy balter and a cerberus launcher.
Turbo-boost: When this unit Advances, 2dd 6" to its Move characteristic for that Movement phase instead of VA 31 RANGE  TYPE ] AP ] ABILITIES
2 rolling a dice. et Assault cannon @ 1
FACTION KEYWDRDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER> Cerberus launcher 4 1
\KEVWHRHS BIKER, BIKE SQUAD Heavy bolter 36" Heavy 3 5 1 1 E
Heavy flamer 8 Heavy D6 5 -1 1 This weapon automatically hits its target.
i 1f the target is within half range of this weapon, roll
Multi-melta 24" Heavy 1 ¢ 4 D6 twodice wheninflicting damage with it and discard the
lowest result.

- This model may replace its heavy bolter ‘with 2 multi-melta, a heavy flamer or an assault cannon.

Open-topped: Models embarked on this vehicle can shoot in their Shooting phase. They measure range and
draw line of sight from any point on the vehicle. When they do so, any restrictions ot modifiers that apply to this
model also apply to its passengers; for example, ¢ if this model has Fallen Back in the

the passengers cannot shoo!
same turn, cannot shoot (except with Pistols) if this model is within 1" of an enemy unit, and so on. Note that the
passengers cannot shoot if this model Fal

1ls Back, even though the Land Speeder Storm itself can.

g it from the Pattlefield and before any

roll a D6 before removin|
ound.

Explodes: If this model is reduced to 0 wounds,
d each unit within 3" suffers a ‘mortal w

embarked models disembark. On a 6 it explodes, an¢
This model can transport 5 <CHAPTER> SCoUT INFANTRY models.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
VEHICLE, TRANSPORT, LAND SPEEDER, Scour, Fry,

LAND SPEEDER STORM

h a hail of fire, outfl

Space Marine Bikers weave and jink throug



bolter

Assault cannon
Heavy bolter

Heavy flamer

Multi-melta

Frag missile

Krak missile

Land Speedet :

N Specder, It can include 10 2 additional Lan
s unit contains 1 Land Speedet: I p s
his

Typhoon missile launcher

6 2 i

16"
d Speeders (Power Rating +6 per model). Each mode] i C(]”‘I’[d\
ed wiry

—.

Heavy 3

Heavy D6 ‘This weapon automatically hits its target,

If the target is within half range of this Weapon, ro]]
i i ictis . ) TO]
Heavy 1 D6 two dice when inflicting damage with it ang e
sl lowest result.  discard th,
When attacking with this weapon, choose one of the profiles below.
4 Heavy 206 4 1
48" Heavy 2 8 -2 D6 -

+ Any model may replace its heavy bolter with a multi-melta or a heavy flamer.
+ Any model may take an assault cannon, a heavy flamer, a typhoon missile launcher, a heavy bolter or
a multi-melta.

‘And They Shall Know No Fear (pg 10) Explodes: If a model in this unit is reduced o o
wounds, roll a D6 before removing it from the
battlefield. On a 6 it explodes, and each unit within 3

suffers a mortal wound.

Anti-grav Upwash: Models in this unit have a Move
characteristic of 20", instead of 16", whilst the unit
contains 3 models.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, FLY, LAND SPEEDERS

4

Rhino

DAMAGE
Some of this model’s characteristics chang:
it suffers damage, as shown below:
! pum——
MAINING W

* 6+ * 6-10+

ARhino is  single model equipped with a storm bolter, 35

Hunter-killer missile
Storm bolter

1-2

43 Heavy 1 ‘This weapon can only be fired once per battle.

FACTION KEYWORDS

v of shooting any weapons in the Shooting phase, this model can use
Ise your opponent must subtract 1 from all hit rolls for ranged

 wounds,rolla D6 before removing it from the battlefield and before any
oo and each unit within 6 suffers D3 mortal wounds.
ANTRY models. It cannot transport Jump PACK, TERMINATOR,

b"“l"u.r ADIPW[ e
Venice, Tluupom Rumo

Lo/

Rhino Primaris

* 6+ * 6

A Rhino Primars i a single model equipped with a twin plasma gun and an orbital sy

WEAPON

Hunter-killer missile
Orbital array
Twin plasma gun

- Standard

 Supercharge

DAMAGE
Some of this models characteristics change as
it suffers damage, as shown below:

|1/ I REMAINING W M
S 6-10+ 12"

RANGE VP SRR

L 3-5 6"
1-2 »
ABILITIES E

48" Heavyl R R

72 Heavy D3 100 T el

When attacking with this weapon, choose one of the profiles below.

24" Rapid Fire 2 7R 1
24" Rapid Fire 2 8 57

‘This weapon can only be fired once per battle.

‘This weapon can only be fired once per battle. This
weapon can target units that are not visible to the
bearer. When targeting units with 10 or more models,
change this weapon's Type to Heavy D6.

On a hit roll of 1, the bearer is slain after all of this
weapon's shots have been resolved.

WARGEAR OPTIONS

+ This model may take a hunter-killer missile.

ABILITIES

Self-Repair: Roll a D6 at the start of each of your turns;
on a6, this model regains one lost wound.

Smoke Launchers: Once per game, instead of shooting
any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase
your opponent must subtract 1 from all hit rolls for
ranged weapons that target this vehicle.

Explodes: If this model is reduced to 0 wounds, roll a
D6 before removing it from the battlefield and before
any embarked models disembark. On a 6 it explodes,
and each unit within 6" suffers D3 mortal wounds.

Servo-skull Hubs In each of your Shooting phases,
choose one of the following effects:

Targeting Data Skull: Add 1 to hit rolls made for a single
friendly <CHAPTER> unit within 12" of this model until
the end of the phase.

Repair Skull: Choose a single <CHAPTER> VEHICLE
within 12" of this model. That model regains 1
lost wound.

Vox Skull: Subtract 1 from Morale tests taken for
friendly <CHAPTER> units within 12" of this model
until your next Shooting phase.

TRANSPORT

This model can transport 6 <CHAPTER> INFANTRY models. It cannot transport Jump PACK, PRIMARIS,

TERMINATOR or CENTURION models.

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

KEYWORDS

VEHICLE, TRANSPORT, RHINO PRIMARIS
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NAMAGE

:§()me of this model’s chary
it suffers damage, ag sl\uw"&:(‘
be

REMAINING W
6-10+

e model equipped with a twin heavy bolter.

3-5
1-2

)

&8 Heavy 1 8 D6
Heavy 1 9 D6
Rapid Fire 2 4 1
Heavy 12 6 1
Heavy 6 5 Al 1

Heavy 2 (o

Assault 2D6 5 -1 1

‘This weapon can only be fired once per battle,

This weapon automatically hits its target.

When attacking with this weapon, choose one of the profiles below.

247 Rapid Fire 2 7, -3 1

247 Rapid Fire 2 8 -3

On a hit roll of 1, the bearer is slain after all of this
weapon’s shots have been resolved.

« This model may replace its twin heavy bolter with a twin lascannon, twin assault cannon,

lascannon and twin plasma gun.
« This model may take a hunter-killer missile.
« This model may take a storm bolter.

twin heavy flamer or

Explodes: If this model is reduced to 0 wounds, roll a
D6 before removing it from the battlefield and before
any embarked models disembark. On a 6 it explodes,
and each unit within 6" suffers D3 mortal wounds.

Smoke Launchers: Once per game, instead of shooting
any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase your
opponent must subtract 1 from all hit rolls for ranged
weapons that target this vehicle.

This model can transport 6 <CHAPTER> INFANTRY models. It cannot transport Jump PACK, TERMINATOR,

PrimMARIS or CENTURION models.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, TRANSPORT, RAZORBACK

Deathwind launcher
Storm bolter

Assault D6
Rapid Fire 2

WARGEAR DPTIONS

« This model may replace its storm bolter with a deathwind

ARILITIES

Drop Pod Assault: During deployment, you can set up
orbit instead of placing it on the battlefield. At the end

a drop pod assault - set it up anywhere on the-battlefield
Any models embarked inside must immediately disembay

enemy models. Any models that cannot be set up bﬁﬂ

Immobile: After this model has been set up on the b: td
embark upon it,

‘This model can transport 10 <CHAPTER> INFANTRY m
PRIMARIS or CENTURION models.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>.

VEHICLE, TRANSPORT, DROP POD

stics . B
ap,
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i'ﬁ /12»‘
NAME

Elnrmhawk Interceptor

STORMHAWK INTERCEPTOR

WOLWE sy

* 6+ * 6

7 10 *

S

DAMAGE
Some of this model's characteristics chay
it suffers damage, as shown below:

SR 6-10+ 2060" 3+

and an Icarus stormcannon.

feil_
Assault cannon

Heavy bolter

Jcarus stormcannon

Las-talon
Skyhamme!

4

missile launcher

Typhoon missile launcher
- Frag missile

- Krak missile

WARGEAR DPTIONS

ABILITIES

Stormhavk Interceptor isa single model equipped with two assault cannons, two heavy boherL 225

RANGE  TYPE

20-40" 4+
1-2 20-25" 5+

24 Heavy 6
36" Heavy 3

Heavy 3
Heavy 2

Heavy 3 D3

Add 1 to all hit rolls made for this weapon against
targets that can FLy. Subtract 1 from the hit rolls made
for this weapon against all other targets.

Add 1 to all hit rolls made for this weapon against
targets that can FLy. Subtract 1 from the hit rolls made
for this weapon against all other targets.

When attacking with this weapon, choose one of the profiles below.

48" Heavy 2D6 4 0 1
48" Heavy 2 8 -2 D6

+ This model may replace its two heavy bolters with a skyhammer missile launcher or a typhoon missile launcher.
« This model may replace its Icarus stormcannon with a las-talon.

Airborne: This model cannot charge, can only be
charged by units that can FLy, and can only attack or
be attacked in the Fight phase by units that can Fry.

Crash and Burn: If this model is reduced to 0
wounds, roll a D6 before removing the model from the

Supersonic: Each time this model moves, first pivot it
on the spot up to 90° (this does not contribute to how
far the model moves), and then move the model straight
forwards. Note that it cannot pivot again after the initial
pivot. When this model Advances, increase its Move
characteristic by 20" until the end of the phase — do not

battlefield; on a 6 it crashes and explodes, and each unit roll a dice.

within 6" suffers D3 mortal wounds.

Infernum Halo-launcher: You can re-roll save rolls of
1 for this model.

Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the
Shooting phase.

Interceptor: You can add 1 to hit rolls for this model
when targeting an enemy in the Shooting phase that
can FLy.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, FLY, STORMHAWK INTERCEPTOR

f eriority craft;
Stormhawk Interceptors are deadly air superiortty

swift, agile and bri




DEVASTATOR SQUAD
M B8 3 1

6" 3+ 3+ 4 4

model’s cha
as shown bel

M
20-50"

20-35"
20"

DAMAGE
Some of this
it suffers damage

Stormtalon Gunship x o * o 6 0 8

space Marin¢

Marine Sel
m Cherub

" ‘Marine Sergeant and 4 Space Marines. It can include up to 5 add;
contains | Space : 3 p additional Space Marines (Power Rati
srmed with a boltgun, bolt pistol, frag grenades and krak grenades. The unit may be accompanied by an Armorium 'Sﬁciﬁl iﬂh is

with any weapons.

rgeant 6" 3+ 3+ 4 4

i a single model equipped with a twin assault cannon and two heavy boliers. o 3 2 “

0 ABLTES N | Amori
| This unit

| modelis
potarmed

Heavy 3 3
Heavy | : e -
c § weapon agains

all it rolls madle for this we
AL Subtract 1 from the hit rolls made

inst all other targets.

ABILITIES

Heavy 3 7 D3 Pistol 1

Rapid Fire 1
Grenade D6
Grenade 1 6 D3 -

« The Space Marine Sergeant may replace his boltgun with items from the Sergeant Equipment list.
» Up to four Space Marines may replace their boltguns with an item from the Heavy Weapons list.

“And They Shall Know No Fear (pg 10)

targets that can FLY
for this weapon g "
Boltgun

Frag grenade
Kk grenade
WARGEAR OPTIONS
ABILITIES

assault cannon A

TYPE 1
1
1
!

Heavy 12 6 1 1

When attacking with this weapon, choose one of the profiles below.

18 Heavy 2D6 1 0 1

18 Heavy 2 8 2> D6

T This model may replace 1 two heavy boliers with two Tascanons a skybammer mise auneher or 2 typhoon

missile launcher

N saile
WARGEAR DPTIONS
Armorium Cherub: Once per game, after a model in

this unit has fired, an Armorium Cherub can reload

Alrborne: This model cannot charge a1 1o hit rolls for this model

ABILITIES 1 only be Interceptor You can a

\K[YNURIIS

when targeting an enemy in the Shooting phase that

cannot FLy.

charged by units that can Fry, and can only attack or
be attacked in the Fight phase by units that can FLy.

Hover Jet: Before this model moves in your

ach time this model mov
Movement phase, you can declare it will hover. Its

Supersonic: first pivot
it on the spot up to 90° (this does not contribute to
how far the model moves), and then move the model  Move characteristic becomes 20" until the end of the
straight forwards. Note that it cannot pivot again after — pls nd it loses the Airborne, Hard to Hit and
the initial pivot. When this model Advances, increase  Supersonic abilities until the beginning of your next
its Move characteristic by 20" until the end of the phase - Movement phase.

do not roll a dice.

Crash and Burn: If this model is reduced to 0

wounds, roll a D6 before removing the model from the
battlefield; on a 6 it crashes and explodes, and each unit
within 6" suffers D3 mortal wounds.

Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the
Shooting phase.

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, FLY, STORMTALON GUNSHIP

FAGTION KEYWORDS
KEYWIRDS

Combat Squads: Before any models are deployed at
the start of the game, a Devastator Squad containing
10 models may be split into two units, each containing
5 models.

Signum: Before this unit shoots in the Shooting phase,

you can choose one model from this unit that is within

3" of its Sergeant; you can add 1 to hit rolls made for
our chosen model’s weapons this phase.

that model’s weapons. When it does so, remove the
Armorium Cherub and that model can immediately
shoot again. The removal of an Armorium Cherub (for
any reason) is ignored for the purposes of morale.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
INFANTRY, DEVASTATOR SQUAD

b




Centurion Sergeant

Hellblaster

Hellblaster Sergeant

This unit contains 1 Hellblast

krak grenades.

Plasma incinerator
- Standard

- Supercharge

Frag grenade

Krak grenade
ABILITIES

FACTION KEYWORDS
KEYWORDS

Sergeant and 2 Centu
nd a hurricane balter.

rions. It can include up to 3 additional Centurions (Power Rating +17) f;

ach mg, N

Assault D3
Heavy 4

Heavy 3
Rapid Fire 6
SIS Houvyd

+ Any model mat

Combat Squads: Before
the start of the g

containing 3 models.

IMPERIUM, ADEPTUS

INFANTRY, CENTURION,

eplace his hurricane bolter with a Centurion missile launcher.

ame, a Centurion Devastator Squad
containing 6 models may be

If the target has a Save characteristic of 34

or better 1
weapon has a Damage characteristic of D3, " s

< his two heavy bolters with either two lascannons, or a gray cannon and gray

Decimator Protocols: Models in this unit do ot
suffer the penalty to hit rolls for moving and firin
any models are deployed at  Heavy weapons. J

split into two units, each Omniscope: Enemy units do not receive the benefit 1,

their saving throws for being in cover against att

ack
made by a unit that includes a Centurion Sergean,

nt.

ASTARTES, <CHAPTER>

CENTURION DEVASTATOR SQUAD

3+ 3+

3400 Y 4 2

§20T
4 4 2 2 TS

3 8 34+

ter Sergeant and 4 Hellblasters, Each model is armed with a plasma ing

RANGE  TYPE

12" Pistol 1

When attacking with this weapon, choose one of the

30" Rapid Fire 1
Rapid Fire 1

Grenade D6
Grenade 1

LRI
4 0 1
profiles below,

7

On a hit roll of 1, the b
‘weapon's shots have beep

A THUNDERFIRE CanNoON
AME MW IS Ty U]

‘Thunderfire Cannon ) S R e A B

Techmarine Gunner G ks Ser 4 253 [y o

“This unit contains 1 Thunderfire Cannon and 1 Techmarine Gunner.

. The Thunderfire Cannon shoots using the thunderfire cannon profile below,

+ The Techmarine Gunner is armed with two servo-arms, a bolt pistol, a plasma cutter and a flamer.
RARGE TYPE S0 e

Bolt pistol 12" Pistol 1 4 0 1

Assault D6 4 0 1

Flamer 8
Plasma cutter

This weapon automatically hits its target.
When attacking with this weapon, choose one of the profiles below.
_ standard 12" Assault 1 7 3 1

- Supercharge 12" Assault 1 8 On a hit roll of 1, the bearer is slain

5 ‘This weapon can target units that are not visible to the

Thunderfire cannon 60 e,

Heavy 4D3
Each servo-arm can only be used to make one attack
each time this model fights. When a model attacks with
this weapon, you must subtract 1 from the hit roll.

Servo-arm Melee Melee x2

ABILITIES Techmarine Gunner: A Thunderfire Cannon and its
Techmarine Gunner must be deployed as a single group
with each model within 3" of the one other. From that
point on the Thunderfire Cannon and the Techmarine

Gunner act as separate units.

And They Shall Know No Fear (pg 10)

Artillery: A Thunderfire Cannon can only fire its
ranged weapon if a friendly <CHAPTER> Techmarine
Gunner is within 3". A single Techmarine Gunner
cannot operate multiple Thunderfire Cannons in

this way in a single turn. If, at any point, there are

no Techmarine Gunners within 6" of a Thund
Cannon, it immediately shuts down and is removed
from play.

Blessing of the Omnissiah: At the end of your

phasea ine Gunner can repair a
single <CHAPTER> VEHICLE within 1". That model
regains D3 lost wounds.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

KEYWORDS
(THUNDERFIRE CANNON)

'VEHICLE, ARTILLERY, THUNDERFIRE CANNON

KEYWORDS

CHARACTER, INFANTRY, TECHMARINE

L (TEGHMARINE GUNNER)




DAMAGE
Some of this model
it suffers damage,

hown belo,

REMAINING W LU
6-11+
3-5

0

IS

w o

! = 36" 3 Heavy 3 g ‘This weapon can only be fired once per battle.
Heavy bolter R 8

ler missile 4 S38 Dosir
IH""'","“":’" - & Hayl : T
Lascanno % 23
Predator autocannon 2 HmZF. 2 4 =
Gorm bolter LR 3 :
i il et 2 its Pred: ?or autocannon with a twin Jascannon.

 This model may replace its Predat two lascannons.

5 | may take two heavy bolters or

‘[T:;ss :Zg:l :a; take a hunter-killer missile.
i bolter. : .
« This model may take 3 sw'““me instead of shooting any weapons in the Shooting phase, this model can use
s:uol“kl:r n:bd:c:‘n(:::ﬁl};:xf next Shooting phase your opponent must subtract 1 from all hit rolls for ranged
its smoke laus 3

weapons that target this vehicle.

If this model s reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6 it
Explodes:

blodes, and each unit within 6" suffers D3 mortal wounds.
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, PREDATOR

DAMAGE
WHIRLWIND

oL u N

1 * 8 3+

it suffers damage, as shown below:

6-11+ 12" 3+

3-5 6"
L 1-2 B4 5+

| Whirlwind

A Whirlwind is a single model equipped with a Whirlwind vengeance launcher.

Some of this model’s characteristics change s

| [ 5w 0 AR

Hunter-killer missile 18 Heavy | 8 -2 D6 'This weapon can only be fired once per battle.
Storm boher U Rapid Fire2 VOGS ST
Whirlwind A " f Jisible to the
caelan luncher 72 Heavy 2D6 6 0 | |{Im weapon can target units that are not visible to the
ring model.
Whirwind
venggance auncher 7 Heavy 23 7 3 2 ghvix wcupim can target units that are not visible to the
T —re g nodel
* This model may replace its Whirlwin
i y nd vengeance launcher with « Whirlwind castellan er.
* This model may ake a hunter-Killr missil. RTgilin auncher
T « ‘This model may take a storm bolter,
Smoke Launchers; Once I
; er game, inste 3
i ke Voot IHlIvl‘ytrut ::v::( ::\u.xq of shooting any weapons in the Shooting phase, this model can use
5 d ext Sh 3 : . N
e3P ha gt i vl 0ting phase your opponent must subtract 1 from all hit rolls for ranged
Explodes If this g,
s model s reduced 10
: explodes, and eqcl (410 0 wounds, roll a 16 before repn, e model fr e battlefield; on a 61t
FAETION Ko anng = ach unit within 6" sufers 1y e o oving the model from the battlefield; o
PLIIUM, Apyp . 3 e L N S
SEWg U8 Auwum,((,nm.,,m;,

Vinicry, Witiiww g

Vindicator

A Vindical
pemolisher cannon
Hunter-killer missile

Storm bolter

DAMAGE
Some of this models characteristics change as
it suffers damage, as shown below:

MW REMAINING W m o Bs
* * 6 8 11 * £y ge 6-11+ To 3
- 3 : 35 5" 4+
tor is a single model equipped with a demolisher cannon. L 5 3 By
RANGE  TYPE S AP D ABILITES
24" Heavy D3 10 3 D6 W_hen a\lnclfxng units with 5 or more models, change
i this weapon’s Type to Heavy D6.
48" Heavy 1 8 2 D6  This weapon can only be fired once per battle.
24" Rapid Fire 2 4 0 1 o

WARGEAR DPTIONS

« This model may take a hunter-killer missile.
« This model may take a storm bolter.

ABILITIES

Smoke Launchers: Once per game, instead of shooting any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase your opponent must subtract 1 from all hit rolls for ranged

weapons that target this vehicle.

Explodes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6 it

explodes, and each unit within 6" suffers D3 mortal wounds.

FAGTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

\K[Wllll'(lls

VEHICLE, VINDICATOR

DAMAGE
Some of this model’s characteristics change as
it suffers damage, as shown below:

NAME M WS BS S T REMAINING W ] BS A
Hunter * 6+ * 6 8 11 * 8 3+ 6-11+ 10" 3+
- 35 53 4+
A Hunter is a single model equipped with a skyspear missile launcher. l = 5 o
WEAPON RANGE  TYPE b AP ] ABILITIES
Hunter-killer missile 48" Heavy 1 3 2 D6 This weapon can only be fired once per battle.
Add 1 to all hit rolls made for this weapon against
Skyspear missile launcher 60" Heavy 1 9 -3 D6 targets that can FLy. You can re-roll failed hit rolls for
this weapon.
Storm bolter 24" Rapid Fire 2 4 0 1 =
WARGEAR DPTIONS « This model may take a hunter-killer missile.
« This model may take a storm bolter.
ABILITIES Smoke Launchers: Once per game, instead of shooting any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase your opponent must subtract 1 from all hit rolls for ranged
weapons that target this vehicle.
Explodes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6 it
explodes, and each unit within 6" suffers D3 mortal wounds.
FACTION KEYWDRDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
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\KEYWORDS

VEHICLE, HUNTER
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‘Smoke Launchers: Once pef game,
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weapons that target this vehicle.

Explodes: 1 this ‘model

explodes, and each unit within & suffers D3 mortal wounds.
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

Jnstead of shooting any weap
Shoating phase your oppone

VEHICLE, STALKER

LITIES
“This weapon can only be fired once per battle,

Add 1 toall hit rolls made for this weapon agains

4 : for this weapon against all other targets,

1 is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6 it

DAMAGE
Some of this model’s ¢ terlst]
it suffers damage, as shown beloy, |
REMAINING W
G114
35

1-6

hange,,

that can Fiy. Subtract 1 from the hit roll my g,

ons in the Shooting phase, this model can use
nt must subtract 1 from all hit rolls for ranged

.

B -
¥ unleashing ceaseless blasts from ghe;

15

Low¥

e ’
gtormraven Gu nship

* 6+ * 8

ers damage, as shown belo

REMAINING W M
8-14+ 20-45"

~Sarmraven Gunship

and two stormstrike mis
Hurricane bolter

stormstrike
missile launcher
Twin assault cannon
‘Tin heavy bolter

Twin heavy plasma cannon

- Standard
 Supercharge
Twin lascannon

Twin multi-melta

Typhoon missile launcher
- Frag missile

- Krak missile

WARGEAR DPTIONS

2 single model equipped with a twin assault cannon, a twin heavy bolter
ile launchers.

RANGE  TYPE 1

4-7 20-30"
1=3) 20"

1 Rapid Fire 6 4 1
72" Heavy 1 3

24" Heavy 12 £ 1
36

Heavy 6 5 Al |

When attacking with this weapon, choose one of the profiles below.

Heavy 2D3 7 3 1

Heavy 2D3 £ P

Heavy 2 D6

Heavy 2 Y g D6

ABILITIES

For each hit roll of 1, the bearer suffers 1 mortal wound
after all of this weapon’s shots have been resolved.

If the target is within half range of this weapon, roll

two dice when inflicting damage with it and discard the
lowest result.

When attacking with this weapon, choose one of the profiles below.

48" Heavy 2D6 4 0 1 -

48" Heavy 2 8 -2 D6 -
« This model may replace its twin assault cannon with a twin lascannon or a twin heavy plasma cannon.
« This model may replace its twin heavy bolter with a twin multi-melta or a typhoon missile launcher.

« This model may take two hurricane bolters.

Airborne: This model cannot charge, can only be
charged by units that can FLY, and can only attack or
be attacked in the Fight phase by units that can Fry.

Supersonic: Each time this model moves, first pivot

it on the spot up to 90° (this does not contribute to
how far the model moves), and then move the model
straight forwards. Note that it cannot pivot again after
the initial pivot. When this model Advances, increase
its Move characteristic by 20" until the end of the phase
— do not roll a dice.

Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the
Shooting phase.

Hover Jet: Before this model moves in your
Movement phase, you can declare it will hover. Its
Move characteristic becomes 20" until the end of the
phase, and it loses the Airborne, Hard to Hit and
Supersonic abilities until the beginning of your next
Movement phase.

Crash and Burn: If this model is reduced to 0 wounds,
roll a D6 before removing the model from the battlefield
and before any embarked models disembark. On a 6 it
crashes and explodes, and each unit within 6" suffers D3
mortal wounds.

Power of the Machine Spirit: This model does not
suffer the penalty to hit rolls for moving and firing
Heavy weapons.

This model can transport 12 <CHAPTER> INFANTRY models and 1 <CHAPTER> DREADNOUGHT. Each Jume
PAcK or TERMINATOR model takes the space of two other infantry models and each CENTURION takes the space
of 3 other infantry models. It cannot transport PRIMARIS models.

IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

VEHICLE, TRANSPORT, FLY, STORMRAVEN GUNSHIP

=




DAMAGE
Some of this model’s cly

{Epuffecs dimage, as shov & - \ DAMAGE
sters damage, s show g, [ (VA LAND RAIDER CRUSADER |

it suffers damage, as shown below:

REMAINING W M §

H]
916+ - i e NEEWMERES Y W REMAINING W mooBs A

34
§ . 9-16+ 0" 3+ 6
Land llder ey and two twin lascannons. a4 Jand Raider Crusader R s s e I /51‘; ‘5_ .

an holter & d - "
. ele model equipped ¥ith & i it g ABILTIES . ~Tand Raider Tromader is a single model equipped with a twin assault cannon and two A ; 4
e Raider s - 7 o - -
T ‘cane bolters.
D6 This we per batt] o hurri TYPE

T battl

only be fired onc

T .
Heavy ’ hin hal
Hunter-killer nssile I the target is within half range of this weapon, ;) T g
s 4 D6 twodicewhen inflicting damage with tand disc - Hunter cavy
Multl melts w Byl Jowest result. ard the urricane bolter 24 Rapid Fire 6 4 0 1 3
4 0l If the target is within half range of this weapon, roll
torm bolter b7} Japid Fire 2 i i Multi-melta 24" Heavy 1 8 -4 D6 two dice when inflicting damage with it and discard the
Twin heavy bolter W Heavy 6 5 lowest result.
win heavy bo . p o S
Twin lascannon Myl L — - storm bolter Rapid Fire 2 3
WARGEAR OPTIONS < This model may take & buntep l“|”rr pecy fwinassaultcannon 24 Heavy 12
« T model maytake o sorm L WARGEAR DPTIONS This model may take a hunter-killer missil.
+ This model may take o oult) melta, - — - - « ‘This model may take a storm bolter.
LTS Explodes; If this model s reduced 1o 0 wounds, roll a - Smoke l.nlllll..llt; nce per game, instead of shootin This model may take a multi-melta.
4 before removing 1 from the batleield and before  any weapons in the Shooting phase, this model can yse Smoke Launchers: Once per game, instead of shooting_ Power of the Machine Spirit: This model does not
ooting phase, this model can use ~suffer the penalty to hit rolls for moving and firing

any weapons in th
its smoke launchers; until your next Shooting phase Heavy weapons.
pponent must subtract 1 from all hit rolls for

its smoke launchers; until your next Shooting phase yo,
J phase your

opponent must subtract 1 from all hit rolls for ranged

weapons that target this vehicle, ’

any embarked models disembark. On a 6 it explodes,

and each unit within 6° suffers D6 mortal wounds.
your o)

ranged weapons that target this vehicle. Explodes: If this model is reduced to 0 wounds, roll a

D6 before removing it from the battlefield and before
any embarked models disembark. On a 6 it explodes,
and each unit within 6" suffers D6 mortal wounds.

Power of the Machine Spirit; This model does not

sufler the penalty to hit rolls for moving and firing

< _ Heayy weapons. I

THANSPONT s model can transport 10 <CHAPTER> INFANTRY modcls, Lach Jump PACK or TermiNATOR model takes
{he spuce of two other models and each CENTURION takes the space of three other models, It cannot transport

odels,

Frag ault Launchers: Roll a D6 each time this
model finishes a charge move within 1" of an enemy
unit; on a 4+ that unit suffers D3 mortal wound
This model can transport 16 <CHAPTER> INFANTRY models, Each Jump PACK or TERMINATOR model takes
ce of two other models and each CENTURION takes the space of three other models. It cannot transport

TRANSPORT

the s

_ IMPEIIUM, ADLPTUS ASTARTES, <CHAPTER>
Primaris models.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
LIIVWIIR[IS VEHICLE, TRANSPORT, LAND RAIDER, LAND RAIDER CRUSADER

Vimicry, TRANSPOIT, LAND RAIDER




DAMAGE
DAMAGE Some of this modefs characteristic
" el's cha i it suffers damage, as show, bel
some of this model’s characterisyjc, chay, s n below:
. REMAMMGW g

it suffers damage, as shown beloy;
9-16+

s change a

Excelsior : . - -
Tand Raider Excelsior. Itis equipped with two twin lascannons and o grav- 5-8 3 4

ins 00¢ 14
mp.
e T e camnon a0 40 AANGETYPE J
Py When attacking with this weapon, choose one or both of the profiles below, If you choose both, subtract 1 fr I}
hit rolls for this weapon. 4 4 wingl
HANGE  TYPE c conbiPH™ ET
, 2" Rapid Fire 1 : 1 -
Heavy [ ¢ 5
’ only be fired once per battle. 1
—* |[h1‘)l “:‘lP"l"I“::mmYm” range of this weapon, roll gt .!}“S w??p,(‘m C;n be supercharged by the bearer before
f the targe ; ) e iring. If they do so, increase the Stren th and Daj
two dice when Inflicting damage with it and discard (h Rapid Fire 1 3 of_lhc weapon by 1 this turn, On any hgit rolls orln‘::ahg:n
firing slfpercharge, the bearer is slain after all of the
2 Rapid Fire 2 4 . weapon’s shots have been resolved.
w - Heavy 4 If the target has a Save characteristic of 3+ or better, this
v-amp Weapon has a Damage characteristic of D3.
A model can only fire each of its hunter-killer missiles
once per battle,

ABILITIES Smoke Launchers: Once per game, instead of shooting  Power of the Machine Spirit: This model du‘i‘ not 24 Rapid Fire 2 A :
any weapons in the Shooting phase, this model can use  suffer the penalty to hit rolls for moving and firing orm bolter e ) s s .
it smoke launchers; until your next Shooting phase Heavy weapons. fvinascannon T e e
your opponent must subtract 1 from all hit rolls for llﬂ'm“ 7 1 ke bolt
ranged weapons that target this vehicle. Explodes: If this model is reduced to 0 wounds, roll a o Th,s model may take a storn_m olter.
D6 before removing it from the battlefield and before 1 « This model may take a mulu:melta.
any embarked models disembark. On a 6 it explodes, « This model may take a combi-plasma.
Aquila Aegis Field: This model has a 5+ Rites of Battle: You can re-roll hit rolls of 1 made for
invulnerable save. friendly <CHAPTER> units within 6" of this model,

Land Raider Redeemer

der Redeemer is a single model g

Hunier-killer missile
lowest result. asmagen

Storm bolter

i Heavy 12 6

s ral
WARGEAR DPTIONS + This model may take 4 hunter-killer missile. nnon and g
« This model may take a storm bolter.

« This model may take a multi-melta.

S Heavy 1 "
yunter-killer missile

Frag Assault Launchers: Roll a D6 each time this

model finishes a charge move within 1" of an enemy  and each unit within 6" suffers D6 mortal wounds,

__uniy + that unit suffers D3 mortal wounds,
TRANSPORT This model can transport 12 <CHAPTER> INPANTRY models, Each Jump PACK or TERMINATOR model takes A
the space of two other models and each CENTURION takes the space of three other models. It cannot transport Data Augurs: While this model is within 24" of any Power of the Machine Spirit: This model doesnot
PrIMARIS models friendly <CHAPTER> Rhinos Primaris, add 1 to its hit ~ suffer the penalty to hit rolls for moving and firing
rolls for shooting attacks. Heavy weapons.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>
KEYWORDS VEMICLE, TRANSPORT, LAND RAIDER, LAND RATDER REDEEMER

i - Smoke Launchers: Once per game, instead of shooting  Explodes: If this model is reduced. to 0 wounds, roll a
any weapons in the Shooting phase, this model can use D6 before removing it from the battlefield and before
its smoke launchers; until your next Shooting phase any embarked models disembark. On a 6 it explodes,
your opponent must subtract 1 from all hit rolls for and each unit within 6" suffers D6 mortal wounds,
ranged weapons that target this vehicle.
‘This model can transport 10 <CHAPTER> INFANTRY models. Each Jump PACK or TERMINATOR model takes
the space of two other models and each CENTURION takes the space of three other models. It cannot transport
PRIMARIS models.
IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>

CHARACTER, VEHICLE, LAND RAIDER, TRANSPORT, LAND RAIDER EXCELSIOR

The ‘ 5
he Land Raider Redeemer’s fearsome flamestorm cannons scour en




' 18 el LE e TR TS
P N - Qg .
L] s D MW Single odel armed with the Gauntlets of Ultramar and a relic blade. Only one MARNEUS CALGAR may be imnch - '
Roboute Guilliman 8 2+ 2+ 6 6 TR o.ﬂyontnﬂhiﬁ model may be includeq = MCI'&“"‘ e may be included in
Roboute Guilliman is a single model armed with the Emperor’s Sword and the X army- QANGE  TYPE ] AP I} ABILITIES o8
w your army 7 24" Rapid Fire 2 4 4l 2R B
G i
& Hand of £ = o 6 e W““'](shoonng) \
24 Rapid Fire . : Melee  Melee g Y s
o on (shooting ifyou oll a wound roll of 6+ for this weapon, it inflict Wo{ ) ES
‘The Emperor’s Sword Melce  Melee +2 4 3 D3mortal wounds in addition to its normal damage. Ultrama (meled Melee  Melee 2 0 3 S D3
Hand of Dominion (melee) Melee  Melee X2 -3 %A‘ And They Shall Know No Fear (pg 10) Master Tacvai::;;z.n: I:ly;aarmy is Battle-forged, you
= — - = receive an addition: mmand Points if Marne
ABILITIES And They Shall Know No Fear (pg 10) Armour of Antilochus: Marneus Calgar has a 4+ Calgar is your Warlord. i
Armour of Fate: Roboute Guilliman has a 3+ invulnerable save.In addition, the first time RohouteAGuillim‘nn invulnerable save. In addition, a]l.damage suffered by
4 is reduced to 0 wounds, rol a D6, On a 4+ set him up again at the end of the phase, as close as possible to his Marneus Calgar is halved (rounding up). Teleport Strike: During deployment, you can set up
o previous position and more than 1” from any enemies, with D6 wounds remaining. Marneus Calgar in a teleportarium chamber instead of
X - i Y Il failed it rol Jacing him
S R Chapter Master: You can re-roll failed hit rolls placing him on the battlefield. At the end of any of your o
% Author of the Codex: If your army is Battle-forged, you receive an additional 3 Command Points if Roboute for friendly ULTRAMARINES units within 6" of Movement phases Marneus Calgar can teleport -mz
Guilliman is your Warlord. Marneus Calgar. battle - set him up anywhere on the battlefield that is
i more than 9" away fro; odels.
- Master of Battle: You can add 1 to Advance and charge rolls for friendly IMPERIUM units within 12" of Roboute Y O, 20y enemy m
I Guilliman, and re-roll hit rolls of 1 and failed Morale tests for these units. TN KEYWORDS IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES
4 XII Primarch: You can re-roll any failed hit and wound roll for friendly ULTRAMARINES units within 6" of YEYWORDS GHARACIERAIN=ANSRG CHARL KL MA e T ERMINATORIMARNEUSICALGA v,
' Roboute Guilliman, 7 4 ?
"7 l FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES 5
e KEYWORDS CHARACTER, MONSTER, PRIMARCH, ROBOUTE GUILLIMAN 3 AR 2 AR
3 T AW S 2
Marneus Calgar in @ & & 4 6 5 9 2+
Artificer Armour
‘Marneus Calgar in Artificer Armour is a single model armed with the Gauntlets of Ultramar and a relic blade. Only one MARNEUS CALGAR
be included in your army. L : b NS Ot e 3 5
k- 4 TYPE § AP [} ABILITIES ;
£ G“"‘n D (‘:fmﬁn 9 24 Rapid Fire 2 4 0 2 B
T 3 ; of
. A ar (melee) Melee Melee x2 -3 D3 -
A 6»\ Relic blade Melee Melee +2 = D3 =
And They Shall Know No Fear (pg 10) Tron Halo: Marneus Calgar in Artificer Armour has a
4+ invulnerable save.
Chapter Master: You can re-roll any failed hit rolls
* for friendly ULTRAMARINES units within 6" of Master Tactician: If your army is Battle-forged, you
Marneus Calgar. receive an additional 2 Command Points if Marneus
I Calgar is your Warlord.
> IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES
iz by CHARACTER, INFANTRY, CHAPTER MASTER, MARNEUS CALGAR
o R T, g
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Captain

Plasma pistol
Standard

- Supercharge
Talassarian Tempest Blade

Frag grenade

‘Captain Sicarius is a single mo
¢ included in y R

del armed with the Talassarian Tempest Blade, a plasma pistol, frag grenades and krak grenades. Only one of o
s

rm)

12° Pistol 1 %
On a hit roll of 1, the bearer is slain.

Any wound rolls of 6+ made for this weapon cayse D3
mortal wounds instead of the normal damage.

123 Pistol 1
Melee Melee
6" Grenade D6
6" Grenade 1

Krak grenade
ABILITIES

And They Shall Know No Fear (pg 10)

Iron Halo: Captain Sicarius has a 4+ invulnerable save.

Rites of Battle: You can re-roll hit rolls of 1 made for ULTRAMARINES units within 6" of Captain Sicarius.
Battle-forged Heroes: Friendly ULTRAMARINES Tactical Squads within 6" of Captain Sicarius can always fight

first in the Fight phase, even if they didn't charge. If the enemy has units that have charged, or that have a simi lar
ability, then alternate choosing units to fight with, starting with the player whose turn is taking place.

FACTION KEYWDRDS

IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES

\ KEYWORS

CHARACTER, INFANTRY, CAPTAIN, SICARIUS

e (7
o

Chief Librarian Tigurius

6" 3+ 3+ 4 3 9 34

Chief Librarian Tigurius is

a single model armed with the Rod of ‘Tigurius, a bolt pistol, frag grenades and krak grenades. Only one of this model

may be included in your army.

Bolt pistol

Rod of Tigurius
Frag grenade
Krak grenade
ABILITIES

PSYKER

FACTION KEYWORDS
KEYWORDS

RANGE  TYPE
3 Pistol 1
Melee
Grenade D6
Grenade 1
And They Shall Know No Fear (pg 10)

Hood of Hellfire: You can add 1 to Deny the Witch tests i
llfire: Yo de you take for Chief Librarian Tigurius against
PSYKERS within 12 In addition, you can re-roll failed Psychi : o E2i0st Y
) sychic tests taken for Chief Librarian T 3
L ‘Tigurius.

Master of Prescience: Your opponent must subtract 1 i attacks .
Librarian Tigurius, g e b
Chief Librarian Tigurius can attem] i i
pt to manifest two psychic powers in each frj
to deny two psychic powers in each enem i
c 1y Psychic phase. He kne i
from the Librarius discipline (pg 10). W e

ic phase, and attempt.
sychic

IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES

CHARACTER, INFANTRY, LIBRARIAN, PSYKER, TIGURIUS
e R

CHAPLAIN Cassiusg

M WS BS § Tas AW 2y
el 3 5 4 3

chaptain 12
sius is @

TYPE LT )
128 Pistol 1 4 0 1

in Cas! A
ch,plam included in your army.
odel may be 2 T e

Bolt pisto!
T

Flamer
ster-crafied DoIEUT

hit rolls for this weapon.
Assault D6 4
Rapid Fire 1 4
Melee 5
Grenade D6 2
Grenade 1 6

Crozius arcanum

| Frg grenade

When attacking with this weapon, choose one or both of the profiles below, If you choose both, subtract 1 from all
- mal

This weapon automatically hits its target.

W sy
9

3+

single model armed with Infernus, a bolt pistol, a crozius arcanum, frag grenades and krak grenades. Only one of thi
- is

ABILITIES

Krak g renade

And They Shall Know No Fear (pg 10)
Rosarius: Chaplain Cassius has a 4+ invulnerable save.

Inspired Retribution: Roll a dice each time a friendly
'ULTRAMARINES model within 6" of Chaplain Cassius
is slain in the Fight phase. On a 6, the unit that made
that attack suffers a mortal wound after it has finished
‘making its attacks.

L.ilanies of Hate: You can re-roll failed hit rolls in the
Fight phase for friendly ULTRAMARINES units within 6"
of Chaplain Cassius.

Spiritual Leader: All friendly ULTRAMARINES units
that are within 6" of Chaplain Cassius in the Morale
phase can use his Leadership instead of their own.

IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES

{ FAGTION KEYWORDS

CHARACTER, INFANTRY, CHAPLAIN, CASSIUS

{erwons

\ B
H

g Lows%

T L L

Sergeant Telion 78 3+ 2+ 4 4 4 2

SERGEANT TELION

WS

8 4+

Sergeant Telion is a single model armed with Quietus, a bolt pistol, frag grenades and krak grenades. Only one of this model may be included in

your army.

TYPE

Bolt pistol Pistol 1
Heavy 2

Grenade D6 3
Grenade 1 6

‘When Sergeant Telion fires this weapon he may target
an enemy CHARACTER even if it is not the closest
enemy unit.

And They Shall Know No Fear (pg 10)

Voice of Experience: In each of your Shooting

phases, you can add 1 to all hit rolls made for a single

friendly ULTRAMARINES SCOUT unit within 3" of
Sergeant Telion.

Infiltrator: When you set up Sergeant Telion during
deployment, he can set up anywhere on the battlefield
that is more than 9" from the enemy deployment zone.

Camo Cloak: You can add 2 to saving throws made for
Sergeant Telion when he receives the benefits of cover,

instead of 1.

IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES

CHARACTER, INFANTRY, SCOUT, TELION
i g % P




As vehide 2+ As vehicle

6 3ttt 4 4 4 2 8 3+

Frag grenade
| Krak grenade

A single ULTRAMARINES Rhino, Razorback, Predator, Vindicator, Whirlwind, Hunter, Stalker, Land Raider, Land Raider G,
Rader Redeemer in your army can take Sergeant Chronus as an upgrade. Your army may only include one Sergeant Chm"l‘;‘lsader or Lang

s.

127 Pistoll A ULt
Each servo-arm can only be

; v ly be used t
em_ch time this model fights. When: =
this weapon, you must subtract 1 fro

ake one g
model atachag,
m the hit o],

Melee  Melee Sy

6 Grenade D6 3 0 1
6 Grenade 1 6 D e

And They Shall Know No Fear (pg 10)

Tank Commander: Sergeant Chron !

commanding the vehicle, e always begins the game commanding a vehicle (sce abo i
il the exceplicaloris B“;Esﬁ Shnvgludes normal profile, weapons, abilities, keywords ve). Whilst
instead 1 Serpeint Chr T i o Sergeant Chronus' Ballistic Skill of 2+ whe:
has suffered. 8

ag::haraclerislics,
e n g with the veh;
at the start of your turn, he can restore one lost wour:filit

If Sergeant Chronus' vehicle has been
duced to 0 i .
from the batlefeld. He i treated as a passny md,-sw““md", sethim up within 3" before removi i
Sergeant Chronus then uses the In.l:;P e barking from a destroyed transpo:tmx’s‘s"ur:sit:ge I"l’:}:de'
J urvives,

e itry profile above
servo-arm, and frag and krak grenades. P! and the keywords below. He is equipped with a bolt pistol,

IMPERIUM, ADEPTUS ASTARTES, 'ULTRAMARINES

CHARACTER, INFANTRY, CHRONUS

TYRANNIC
T

Bolt pistol

Special issue boltgun
Frag grenade

Krak grenade
ABILITIES

30" RapidFire 1 :

6" Grenade D6 3

6" Grenade 1 6
And They Shall Know No Fear (pg 10)

Combat Squads: Before deployed
containing 10 models m;ngefpmm units, ead]

each

Avenge the Fallen 1. - -

2 “m";:‘,‘ st: You can re-roll failed hit and w

IMPERIUM,

ADEPTUS ASTARTES, ULTRAMARY —

INFANTRY, TYRANNIC WAR VETERANS

EAPY_
‘Hunter-Ki
Lascannon

Multi-melta

Storm bolter
Twin lascannon

[ WARGEAR OPTIONS

ABILITIES

FACTION KEYWORDS

ller missile

DAMAGE
Some of this model’s characteristics change as
it suffers damage, as shown below:

916+ 0 3+

‘model equipped with three twin lascannons and two lascannons.

58 5" 44
L 14 3 5+

RANGE  TVPE § AP0 ABITES
Heavy 1 8 2 D6 Thisweapon can only be fired once per battle.
Heavy 1 9 Do
If the target is within half range of this weapon, roll
24" Heavy 1 8 4 D6  twodice when inflicting damage with it and discard the
lowest result.
24" Rapid Fire 2 a0 TS
48" Heavy 2 i -3 D6 =

~ This model may take a hunter-killer missile.

+ This model may take a storm bolter.

+ This model may take a multi-melta.

Smoke Launchers: Once per game, instead of shooting
any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase
your opponent must subtract 1 from all hit rolls for
ranged weapons that target this vehicle.

Power of the Machine Spirit: This model does not
suffer the penalty to hit rolls for moving and firing
Heavy weapons.

Power Overload: If you roll three or more hit rolls of

1 for this model’s lascannons or twin lascannons in the
same phase, it experiences a power overload and suffers
6 mortal wounds.

Explodes: If this model is reduced to 0 wounds,
roll a D6 before removing it from the battlefield; on
26 it explodes, and each unit within 6" suffers D6
mortal wounds.

IMPERIUM, ADEPTUS ASTARTES, ULTRAMARINES

VEHICLE, LAND RAIDER, TERMINUS ULTRA

KEYWORDS




| FISTS

fortifications, an implacable and utterly unyielding Chapy
er

IMPERIA

dr‘",ufmmi“‘"“ ucting rotectors of Mankind and th
Ihe Sons of Dorn are masters of o long millennia. They are the “""f‘“g;l:‘_‘; © Buardiap,
who v defended e ‘:,',,.,,.1 Ty the ultimate price 0 secure
n are
Holy Terea itsell, (5 Terra, the cradle of Humanity and lh]c centre of his powe, Whep
for resolut : se up in rebellion against his fathe,

| Fists carned their reputation the Primarch Horus rose up in is father, 1},
::‘:(.:“m':::nn and stubborn refusal to accede d::l:‘ 3:"“{"(5"& Fists were one of the few loyalist Chapters not to suffer lnd..,:S
the glorious Great yapu n :he co‘mp‘ilME loss of life in the opening CXCha.nges of the Heresy. As Teporty
wnrivalled skill at siege warfare was uuilised to “:1 A fltered through to Dorn regarding the true horror of the iy,
of countless worlds. Under the command of ?:g mh&e oter that was now engulfing the Imperium, the Fists began to U“’rgt:’
stoic and unshakeable Primarch. ll}r Fists f; e the practorians of the fortification of Terra, knowing full well that the Arch-Trajtop
accolade, and were chosen by the Emperor fleets and armies would cleave a bloody path through the galaxy

with the ultimate goal of assaulting the throneworld.

The Siege of Terra was undoubtedly the Imperial Fists’ fines
Tour, and though their eventual victory came at appalling
cost, it perfectly showcased the fighting style of these resolyse
warriors. When afforded the time to construct their own
fortifications and lace their kill-zones with mines, trip-wires
and overlapping fields of fire, the Imperial Fists can hold their
ground against a force many times their size. Where other
Chapters specialise in the lightning assault, the Fists prefer
to pin the enemy in place with artillery bombardments and
hefvywenpon fusillades, before dispatching any survivors
witha punishing storm of precision bolter fire.

iperial Fists do not seek adulation or glory for their
ess battle honours, To the Sons of Dorn, the true
rth is to be found in the performance of such deeds,
in their recounting. Pride is a dangerous thing, and in
past the Chapter has suffered terribly due to the innate
bornness inherited from their Primarch, and their utter
to retreat. The Fists face a constant battle of will to
this psychological flaw, and it is a testament to their
hat wfml times in their history they have recovered
t a  would have destroyed any other Chapter. Indeed,
tinacy has led to many astonishing victories
ningly impossible odds.

SN0 ABUmES
+6 ESER

| W= 7
Fist of DOT° ‘And They Shall Know No Fear (pg 10)

Iron Halo and Storm Shield: Captain Lysander has a 3+ invulnerable save.

Rites of Battle: You can re-roll hit rolls of 1 made for friendly IMPERIAL F1STS units within 6" of

Captain Lysander.

Teleport Strike: During deployment, you can set up Captain Lysander in a teleportarium chamber instead of
placing him on the battlefield. At the end of any of your Movement phases Captain Lysander can teleport into

battle — set him up anywhere on the battlefield that is more than 9" away from any enemy models.

Icon of Obstinacy: Add 1 to the Leadership of all friendly ImPERIAL FISTs units within 6" of Captain Lysander.

IMPERIUM, ADEPTUS ASTARTES, IMPERIAL FISTS

CHARACTER, INFANTRY, CAPTAIN, TERMINATOR, LYSANDER

ﬂdg of Chaos. None shall
shall batter themselves

as smashed the life from
mpions with the artefact weapon known
as the Fist of Dorn.

Captain Darnath Lysander b

countless Chaos chan

e
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' | CRIMSON FISTS

ave inherited their progenitor’s grim resolve and unwijj|

5 i Fists h:
perial Fists, the Cr\ms*"“cd their Chapter’s s

the name of the Emperor.

Chapter of the Imp e
;‘ s-‘;‘x:‘i:‘::fnl.“[’)‘cspilt suffering 3 u;gedy that crip]
f:vm the abyss, and continué to fight on in
i ed during the Second

T)‘Faundc C@wn;fu (I)-“Aypm“f:nf;m the trauma a_( the Horus

e thge‘ ars of reunification and reparation lhaf o
Hmzd?;n ninwey: themselves true descendants of the Pru-ns %
m Dom.efyighring in dozens of campaign D;cm:ss :‘: cgsa:ha::cm:y

i d rigid adherence to the Codex
beamew“ ﬂw‘;ﬁy‘;ur:fi agents of the Imperium, and were often

tasked with missions of particular importance.

trength, these warriors have clawed thej, w_\‘yngn:g,
Y bag

It was many years later, when the Ork horde of Wagy b Sng
fell upon their home planet of Rynn's World, that the €5ty :m(?
would face their greatest test. As the greenskin armieg de: Sc‘en';Flsu
upon their fortress-cities, the Chapter unleashed its f,)) might ed
fighting with a furious determination and courage that would 3
have stirred the heart of Dorn himself. Led by their legendsy,
Chapter Master Pedro Kantor, the Crimson Fists slaughleredyﬂ]
Orks by the thousand, and it seemed that this would be i 3
glorious victory to be recorded in the Chapter’s histories 1, ;
was at this moment of apparent triumph that tragedy struck, A
‘malfunctioning plasma warhead struck the Pprimary Munitiong
magazine of the Crimson Fists’ fortress monastery. The resuli,
detonation was cataclysmic, a billowing explosion of White-hoy g
fire that annihilated six entire companies of Crimson Fists ip,
an instant.

It was only due to the Chapter’s innate refusal to give in and the
charismatic leadership of Pedro Kantor that this disaster dig
not become the crux point of the Crimson Fists’ defeat. Instey

they rallied, gathering the remnants of their brotherhood
alongside Rynn's World’s surviving militia regiments,
and staging a heroic defence. This resistance lasted for
eighteen months of bitter fighting. Finally, the Crimson
Fists emerged triumphant, though their numbers were
N tragically few. Yet self-pity and defeatism is not in the
 nature of the descendants of Rogal Dorn. The Chapter
* has risen from the ashes of the disaster at Rynn's World,
slowly rebuilding their numbers and embarking upon
new campaigns of conquest and xenocide. This display
 of stoicism and willpower has earned the Chapter much
respect within the Adeptus Astartes. The furious hatred
that the Crimson Fists bear towards the greenskins
that laid them low will always burn hot, and Pedro
Kantor has used the fire of that hatred to forge his
Chapter anew.

; t!ze th;unnd, or by the tens of

s! for them. This world is the
not d we shall wash it clean with
1 2 = ~ 7

~A ; 29k
Kantor, Chnpfer !tlastzt of the Crin}san Fists

iz

: ,"\,g-:J

‘Dorn's ArroW
power fist

Frag grenade

FAGTION KEYWORDS

. de
| Krakgren “And They Shall Know No Fear (pg 10)

[ ABLTIES

J Iron Halo: Pedro Kantor has a 4+ invulnerable save.

P { S VI
fex o T
vy,
i
3 9 PEDRO A OR
M WS BS § T W
= TN 2 TR 2 4 4
pedro Kantor S : - 0 & 9. 2+
< Kantor is @ Single model armed with Dorn's Arrow, a power fist, frag grenades and krak grenades. Only one of this model may be included
Pe
inyour S TPE 5

0 ABILTIES
Assault 4 =

When attacking with this weapon, ‘You must subtract 1

lee Melee x2 -3 D.
Mele 3" from thehitroll
6 Grenade D6 9 ©

P Grenade 1 G &l Py -

Chapter Master: You can re-roll any failed hit rolls for friendly CRimson FisTs units within 6" of Pedro Kantor.

Oath of Rynn: All friendly CRiMsoN Fists models add 1 to their Attacks characteristic whilst they are within 6"
of Pedro Kantor.

IMPERIUM, ADEPTUS ASTARTES, CRIMSON FIsTS

CHARACTER, INFANTRY, CHAPTER MASTER, PEDRO KANTOR

st




BLACK TEMPLARS

Driven ever onward to righteous battle, the ze:lhol'ls ;:l::lo:d
destruction decp into enemy lem't?ry. Unlike their
belief in the God-Emperor asa divine being.
one of the Imperial Fists' original
ﬂltf’l:;k e m the majority of the Adeptus Astartes
;w:pud the limitations and demands of the Codex Astartes,
the first High Marshal of the Black Templars - the legenéary
~ saw the document as a slight against the Pr::ard\
Rogal Dorns teachings. Refusing to adhere to its deman_ 3
ymund led his warriors into the depths of space, taking the war
10 the enemies of ‘Mankind.

In the centuries since their founding, the Black Templars have
ever further from the core tenets of Guilliman's grand
Their fanatical devotion to the cult of the God-Emperor
them an iron will and ferocious strength, but also alienates
from their fellow Space Marines, many of whom find their
otry distasteful. That the Black Templars venerate the Emperor
(2 literal deity i seen by many other Chapters as a blinkered and

T
RS

of the Black Templars launch crusades of conquest apg
eptus Astartes brotherhoods, the Templars maintaj;, an ap,
absoy,

Following the example of High Marshal Sigismunq an up,
v Malchey

swordsman and the former First Captain of the Imperiy]
Legion, the Black Templars specialise in close comlyy 2 ‘]{sls
the majority of Space Marine Chapters, they main - Unlike
Company. Instead, their Neophytes are each assig,
battle-brother, who trains his apprentice in the art of the sy

the time these Neophytes are ready to join the Chapters bazgrd By
squads, they wield their blades as an extension of their bodi eline
‘masters of the form who have proved themselves upon hun ;s. Tn
battlefields are granted ascension to the Marshals Sworg Bret’:wf
elite warriors who are deployed to the most viciously S en,
zones upon a battlefield.

tain ng Scoy
ned to an Initjyy

‘The Black Templars fight with a merciless, focused aggressiop,
launching themselves upon the foe while bellowing their y
battle-oaths and prayers to the divine Emperor. The Chapters
single-minded fanaticism has granted them strong ties with the
Ecclesiarchy, and it is common to see marching ranks of Black
‘Templars battle-brothers accompanied by frenzied flagellant

iors and mad-eyed priests spitting creeds of eternal hatred

retic and the alien.

tiéd for the mutant and the heretic,
ce the vengeful wrath you feel within
éﬁl'es of war we shall honour the
or, praise be his name.”
% farshal Montfort, Excorius Crusade

- Meltagun

[ oumes

| Frag grenade

Moows S WET
[ igh Marshal Helbrecht @ & B 8 a6
e Tibrechtis a single model armed with the Sword of he Figh Marshal, & combrmee T
High M2 el may be included in your army. ,fra

g grenades and krak grenades. Only
one of thi

= RANGE _ TYPE § AP 0 pBwTES
£ When attacking with this weapon, choose one or both of the profiles bel
hit rolls for this weapon.

24" Rapid Fire 1 4 0 1

s low. If you choose both, subtract 1 from all

_ Boltgun

If the target is within half range of this weapon, roll
two dice when inflicting damage with it and discard the
lowest result.

Helbrecht can make D3 additional attacks with this
weapon if he charged in his turn.

12" Assault 1 0 Dc
gword of the High Melee
Marshals
Frag grenade

Melee ST D3

6" Grenade D6 3 1
Grenade 1 6 - D3 =

| Roakgrenade 6
"And They Shall Know No Fear (pg 10)

Crusade of Wrath: All friendly BLACK TEMPLARS

models add 1 to their Strength characteristic whilst they
Chapter Master: You can re-roll any failed hit rolls for  are within 6" of High Marshal Helbrecht.
friendly BLACK TEMPLARS units within 6" of High
Marshal Helbrecht. Iron Halo: High Marshal Helbrecht has a 4+

invulnerable save.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, BLACK TEMPLARS

(EYWoRDS

CHARACTER, INFANTRY, CHAPTER MASTER, HIGH MARSHAL HELBRECHT

Q LowsS

THE EMPEROR’S CHAMPION
M WS BS A su

The Emperor’s Champion 6" 2+ 3+ 4 4 4 4 S+

[ "The Emperor’s Champion is a single model armed with a Black Sword, a bolt pistol, frag grenades and krak grenades. Only one of this model

may be included in your army.

P TYPE ABILITIES

| Bolt pistol Pistol 1 -
You can re-roll any failed wound rolls when attacking
with this weapon if the target is a CHARACTER or a
MONSTER.

Black Sword

Melee

Grenade D6 3
Grenade 1 6 - -

And They Shall Know No Fear (pg 10) Slayer of Champions: You can re-roll any failed hit rolls
‘made for this model in the Fight phase when attacking
enemy CHARACTERS.

Sigismund’s Honour: Add 1 to the Emperor’s
Champion’s Strength and Attacks characteristics whilst

he is within 1" of any enemy CHARACTERS. Armour of Faith: The Emperor’s Champion has a 4+

invulnerable save.

| FAETION KEYWORDS
\REYWORDS

IMPERIUM, ADEPTUS ASTARTES, BLACK TEMPLARS
CHARACTER, INFANTRY, EMPEROR’S CHAMPION




CRUSADER SQuap

9 3 TR
+ i : ;

T 6 ‘ » e 4 l

Chaplain Gnm-’d“s. ingle model armed “with a crozius arcanum, plasma pistol, frag grenades and krak grenades. Only one T ‘ T ;

“Chaplain Grimaldus is a s : V :

may pbe included in your arm ) e

3+

3+ 41 4 1 1 4+

3+ 4
choose one of the profiles below. sword Brother 4 1 2 o

‘When attacking with ¢

Plasma pistol

- Standard
 Supercharge
Crozius arcanum

——————ates. It can include up to 5 additional Initiates (Power Rati :
g P 4 1 s it contains 5 Initiates. A T Rating +4). It can also include up to 5 Neophytes (Power
127 Pistoll . This 10 Neophytes (Power Rating +6). A Sword Brother can take the pl it > 2
_ 2 On a hit roll of 1, the by . " 3 ing +3) or up to P n take the place of one Initiate. Each model is armed with a b
2 Piswll 8 e SR Ret ol fag grenades and krak grenades. with boligun,
Melee  Melee bl * RANGE  TYPE s ABILITIES

. 1

Frag grenade L Gy - 5 - W e A 1f the target is within half range, add 1 to this

Krak grenade ¢ Grenadel 0 - — weapons Strength.

ABILITIES ‘And They Shall Know No Fear (pg10) ::“”:‘n“: Chaplain Grimaldus has a 4+ invulnerap), Bolt pistol Pistol 1 4 =

g j Rapid Fire 1
Litanies of Hate: You can re-roll any failed hit rolls in - | Boltgun P! &
the Fight phase for any friendly BLACK TEMPLARS Unmatched Zeal: If you roll a hit roll of 6+ in e Chainsword
units within 6" of Chaplin Grimaldus. phase for a friendly Brack TEmpLaRs unit wi & | |
of Chaplain Grimaldus, you can immediately makn £

Spiritual Leader: All friendly BLACK TEMPLARS units  additional attack with that model. These bonus at\: lk
e ihin 6 of Chaplain Grimaldusin the Morale do not themselves generate further bonus atachs -

phase can use his Leadership instead of their own. g = Melee ; When attacking with this weapon, you must subtract 1
ADEPTUS ASTARTES, BLACK TEMPLARS B Fover from the hit roll.

| Astartes shotgun

Melee Each time the bearer fights, it can make 1 additional

attack with this weapon.

) Each time the bearer fights, it ke 1 additional

] NIee ights, it can make itional
Combat knife attack with this weapon.

rm—— Melee

(CHARACTER, INFANTRY, CHAPLAIN, GRIMALDUS | Power maul it
YR e T | power sword Melee
Frag grenade 6" Grenade D6

Krak grenade 6" Grenade 1 D3N

WARGEAR DPTIONS « A Sword Brother may replace his bolt pistol and boltgun with items from the Sergeant Equipment list.
« Any Initiate may replace his boltgun with a chainsword.
« One Initiate may replace his boltgun with an item from the Special Weapons list.
« One Initiate may replace his boltgun with an item from the Heavy Weapons list, or a power sword, power axe,

power maul or power fist.

« Any Neophyte may replace his boltgun with an Astartes shotgun or a combat knife.

5% 5+ 5+ 3 3 1 1 6 4+

4
= 4
“This unit 3 Cenobyte Servitors. Each model is armed with a close combat weapon. Only one unit of Cenobyte Servitors may be | ABILITIES Aid They Shall KnowNo Fear (pg 10

included i army,
papad et < FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, BLACK TEMPLARS

- KEYWORDS INFANTRY, CRUSADER SQUAD

esolve and

i sht of the Black Templars.
High Marshal Helbrecht embodies the uncompromising d martial might of the Black T
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RAVEN GUARD

The Raven Guard are & solemn brothe

strikes from the shadows with a speed

rt they adhere to the Codex Astartes, the

Though for the most pa : A
Raven Guard have always remained distant from their fellow

Adeptus Astartes. They are by nature a cold and aloof brecd..

‘This reserved attitude often draws suspicion from more bellicose

Chapters, but the Raven Guard care litle. Their keen minds are

ever fixed upon their next mission. They watch and they wait, as
and lethal as death itself, seizing upon the slightest opening

in their enemy’s defence before falling upon them in a swift,

explosive assault.

Raven Guard warriors inherit the pale skin and coal-black hair

of their Primarch, the enigmatic Corvus Corax. Where the
majority of his brothers sought the most glorious victories and
prestigious deeds to impress their gene-father the Emperor, Corax
‘put his unique talents to use in the field of covert operati

rhood of patient hunters, true masters of the sudden ambush. They launc|
and grace that should be impossible for those clad in full battle-plate,

h thejy Stealy

To better suit this style of warfare, Raven Guard detach

contain large numbers of scouts, jump troops and air Mentg
with the speed and manoeuvrability to quickly Cncirdldﬁ ~ Unitg
overwhelm the foe. Under the command of one of the (f‘:d
fiercely independent Shadow Captains - such as the fah} :Plev‘s
Kayvaan Shrike, recently promoted to Chapter Master afcl

death of his predecessor during the Damocles Crusade - :rllhe
Guard company can harry and misdirect a far larger forc. (ave.n
relentlessly from all sides and inflicting horrific casuahieg’bﬂfnk'“ﬁ
fading into the shadows once more. Not for the Raven G‘un:d?"
drawn-out war of attrition. They pluck the eyes from their cnc‘sa
cripple its supply lines and leave it stranded and vulnerable, o:rf
then will the final assault be unleashed, and the prey Eliminated)
with cold fury.

and subterfuge. Whilst his father’s favoured sons ~ Guilliman,
Sanguinius and Horus - were showered with accolades, Corax
went about his grim business in the shadows without complaint.
Without his Legion's bloody work, numerous wars of compliance
would have stalled in their tracks, and countless billions of
Imperial lives would have been lost.

To lhu.dzy .lhe Sons of Corax continue to fight from the shadows,
launching lightning assaults upon the enemies of the Imperium.

)
:1 IIHF jnu;lned something so huge could move so fast,
One mor t that T’au machine was blasting us to hell,
‘and nextit was in pieces, great gouges torn through its

cen up arms against the xenos. We didn't
that day”
- Guardsman Heibler, 37th Verdane Sabres

Kayvaan Shrike

vaal
L4 ded in your army.

Bolt plsml
Raver's Talons
Frag grenade
Krak grenade

FAGTION KEYWORDS

KEYWORDS

12" 2+ 2+

— o 2 single model armed with the Raven' Tlons, boltpistol. fag grenades and kiak grenades. Ol oneof s mode

RANGE  TYPE

12" Pistol 1

Melee - You can re-roll failed wound rolls for this weapon.
Grenade D6
6 Grenade 1
‘And They Shall Know No Fear (pg 10)

Jump Pack Assault: During deployment, you may set up
Kayvaan Shrike high in the skies instead of placing him
on the battlefield. At the end of any of your Movement
phases, he can make a sudden assault to arrive on the
battlefield; set him up anywhere that is more than 9°
from any enemy models.

Winged Deliverance: You can re-roll failed charge rolls

for friendly RAVEN GUARD Jump PACK units within 6" Iron Halo: Kayvaan Shrike has a 4+ invulnerable save.
of Kayvaan Shrike.

Chapter Master: You can re-roll failed hit rolls
for friendly RAVEN GUARD units within 6" of
Kayvaan Shrike.

IMPERIUM, ADEPTUS ASTARTES, RAVEN GUARD

CHARACTER, INFANTRY, CHAPTER MASTER, JumP PACK, FLY, SHRIKE

pter Maste vaan Shrike is dary figure -2
aan Shrike i ndar
Chapter M K: al gadaryoR
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SALAMANDERS

the battlefield, and i
masters in the crafting of destruction upon the I:y o and experts in the artg

The are

Mwmvyiutklnp«ium‘tmm‘uhonly
'..gn‘uhaunpubl
Wmmmm war against the darkness
mﬁdnﬂﬂtndudwm,mwuuwdblcwilhin
:dmxmpd.m&quwnchedbylhcblood
dkaﬁ.myhidwmmknmo(th:irfounder.the
h-dvhmcimmomllegwyofvdourmdum:n

—wshnt-lhpridg

2 ‘populated with murderous butchers and dangerous
:.a:f even amongst the ranks of Humanity, the Salamanders
hine out 25 a beacons of virtue. Yet even the common citizens they
save from disaster view these armoured saviours with suspicion
and fear. The constant fires and radioactive sun of their home
world, Nocturne, have reacted with their gene-seed to give the
‘Salamanders coal-black skin and strange red eyes. They wear the
scaled skins of the draconic lizards and saurian mega-predators
that prow] the mountains of Nocturne, and - having a legendary
‘affnity with fire - stride undaunted through fierce conflagrations
2 they mow down their enemies. To the ill-educated and
superstitious peoples of the Imperium, the appearance of the

may be Angels of Death, but they
Ive only to ensure Humanity's survival i "ththhq;ﬂ:Z

f the f,
1o protect thosey, orre
e

for heroism that is very much at odds with their intimidating appearance.

battle-brothers known as the Firedrakes
points in the Imperiun's military histar;r,
trained in the ways of the smith, the bette:
the works of art that are their favoured v,
say, the exceptionally well-crafted tools o

experienced Salamanders are deadly in the extye,,, |, the mgg
enemy battle line has melted away to boiling sy, ol
bone under the fire and fury of an assault from

Whose dee, ds

Every Salam, nder
Ti

T 10 create and :
< ntgy
€apons, Needlegs to p
fwar useq p,

Ty and
) e
the :

THE LEGACY OF THE PRIMARCH
The treasured relics detailed in the Tome of Fir

! lamand,
prove skilled enough to find them all and gather !;:mci:
omphnqthcfnmarch will return to them. As 2 result, the
Chapter has t them out across the galaxy on a series of

endeavo ¢ that have seen traitor worlds burnt to cinders
lien enclaves reduced to ash. The former Captain of
- 4th Company, Forgefather He'stan, wields the Gauntll
he I‘oxgeand the Spear of Vulkan, and wears upon his
he scaled cloak known as Kesare’s Mantle. Dogged and
efatigable, he will not cease in his crusade of retrieval urtl

e higy §

Sons g [

5 o = e were f¢
by Vulkan himself. It is said that should the Sapr.. 1" |

vulkan Hestan

6" 2+ 2+ 4 4

2+

Julkan He'stan isa s :
:me of this model may be in

Bolt pistol

Gauntlet of the Forge
Spear of Vulkan

Frag grenade

ABILITIES

FAETION KEYWORDS

ingle model armed with the Gauntlet of the Forge, t!
cluded in your army.

RANGE  TYPE

12" Pistol 1

8" Assault D6
Melee Melee

6" Grenade D6

6" Grenade 1

1
1
D3
1

D3

‘This weapon automatically hits its target.

| Krakgrenade =
‘And They Shall Know No Fear (pg 10)

Rites of Battle: You can re-roll hit rolls of 1 made
for friendly SALAMANDERS units within 6" of

Vulkan He'stan.

Kesare’s Mantle: Vulkan He'stan has a 3+
invulnerable save.

Forgefather: You can re-roll failed hit and wound

rolls for friendly SALAMANDERS models within 6" of
Vulkan He'stan that are firing melta or flame weapons.
For the purposes of this ability, a melta weapon is any
weapon profile whose name includes the word ‘melta’
(e.g- meltagun, multi-melta etc.) and a flame weapon
is any weapon profile whose name includes the word
‘flame’ (e.g. flamer, heavy flamer, flamestorm cannon,
flamestorm gauntlet etc.). Vulkan He'stan’s Gauntlet of
the Forge is also a flame weapon.

IMPERIUM, ADEPTUS ASTARTES, SALAMANDERS

\IEWIIRIIS

CHARACTER, INFANTRY, CAPTAIN, VULKAN HE'STAN

od entire worlds to

ashes in his quest to recover the treas

ures of his lost Primarch.




KOR’SARRO KHAN

WHITE SCARS

S Stars en beyond compare. They r i NS B 8T
( but noble to the core: the White m: x‘;::l;:\ o’;' the win: on their{ve“:l‘: hele quarry to 1, o Lo
Pierce of aspect ing the thrill of the chase and the 8 their weather-beaten g, 1 Brouyg sarro Khan 6 2+ 2+ 4 4 5 4 .
with lightning charges relish they hail from a warrior culture that prizes bravery and joy in battle most higp, ey, L3 s TRl VI MOTIE - e
. ® ithpride, for they ghly, t Torsarro Khan is 2 single model armed with Moonfang, a bolt pistol, frag grenades and krak grenades. Only one Ki
" 1 my. 3 one Kor’s,
s the tribal noma ds of Chogoris. strength the night before war is to commenc, included in your army. T T ARRO KHAN may be
While Scars are ecruited from o i f martial hmence, these |, Wl S A D AsumE e
The White Codex-adherent Chapter that willingly in contests of martial prowess or physical streng), Aers g 7 PRI 5
‘Though they are 3 e gt the Horus Heresy, they value who has the honour of leading the charge ot ‘hfd to dc\e,,m"?ﬁe Bolt pisto! s 4 0 1 2 .
embraced Guilliman angy other. The vast majority will go Once t!’le enemy has l?een bested, the decapitateq ?\‘:n Of bay, Moonfang Melee  Melee User .3 p3  Thisweapon has Strength x2 if the target is
ing but rugged vehicles that bear dents and  champions will be stripped of flesh, dipped in o «‘ds. Of thej, E' 5 & T . " 2 CHARACTER.
: from many centuries of conflict. It i said the White Scars returned to the grand bastions of their fortress m <0 silver gy : Frag grenace 6 Gy - !
o thesadle and tha they are never truly contentunless a8 Quanzhougheie et in'silence upon the SOTSW gy K — And They Shall Know No e
% 3 . 0
 areb o gh.otane ranning batle warning for all to see. Piked g, ABILITIES 4 ear (pg 10) For the Khan': Add 1 to the Strength o friendly Witrre
fghing it of Battcs You e el eIy o1 R T e
‘White Scars have a singular appearance. “Their armour of white Beneath the barbaric practices of these battle-scarr, d oA B AV AT O off ot U s
ed Space Korsarro Khan.
3 Iron Halo: Kor'sarro Khan has a 4+ invulnerable save.

ceramite is emblazoned with stylised scars that echo those carved Marines lies a rigid code of honour. They give the;
ove their helms to singular duty of protecting the Imperiumihiu};;” all to the

“into their flesh upon inception. ‘When they rem ! s
‘etter savour the sensations of the battlefield, long topknots whip they will pursue their enemy through the most hostile :;Ed arise,
A 20ng5

 out from shaved scalps as their triumphant laughter is carried on for years on end, and charge without fear into the t,

the wind. Those who have heard of their legendary reputation enemy guns. eeth of the
cower in fear at the sight of white armour glinting in the dawn

{, for it usually means they are already encircled and as good
dead.

IMPERIUM, ADEPTUS ASTARTES, WHITE SCARS

FACTION KEYWORDS

CHARACTER, INFANTRY, CAPTAIN, KOR’SARRO KHAN
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KOR’SARRO KHAN

ON MOONDRAKKAN

‘Though the White Scars are ferocious on the attack, they use their f M Ws BS § i WS A | G688 Sy,

‘natural flair for lightning assault as a precision tool. They are y ‘sarro Khan on

experts in fieldcraft and the use of the environment against the 8 5 - mros:;:kkan L3 2 25 2 8 O & v &4 "

b& ’ ] ae : R O 4 i % n n

oc. When they level their well-honed !>low it s not as a reckl 4 Korsarro Khan on Moondrakkan is a single model armed with Moonfang, a bolt pistol, frag grenades and krak grenades. His Space Marine bike,
Moondrakkan, is equipped with a twin boltgun. Only one KOR’SARRO KHAN may be included in your army.

el
your
u can

=S =
urround yourself with the greatest warriors at

g .
mand, or cower in the deepest darkest hole yo,

WEAP! RANGE  TYPE S AP 0 ABIITES
Bolt pistol 12" Pistol 1 4 0 1 - 3
Twin boltgun 24" Rapid Fire 2 4 0 1

ocnmn Nielee Melee TS D3 This weapon has Strength x2 if the target is
8 a CHARACTER.

aﬂwwmd;‘knmwshhixvehidewmeﬁmit 1
Ew- s e hamous fog Frag grenade 6 Grenade D6 R
i Krak grenade 6 Grenade 1 G4 g

ABILITIES ‘And They Shall Know No Fear (pg 10)

For the Khan!: Add 1 to the Strength of friendly WHITE
ScARS units within 6" of Kor'sarro Khan when they
Rites of Battle: You can re-roll hit rolls of 1 made attack in the Fight phase if they charged that turn.

for friendly WHITE SCARS units within 6 of

Kor'sarro Khan. Iron Halo: Kor'sarro Khan has a 4+ invulnerable save.

Turbo-boost: When Kor'sarro Khan on Moondrakkan
Advances, add 6" to his Move characteristic for that
Movement phase instead of rolling a dice.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, WHITE SCARS

BIKER, CHARACTER, CAPTAIN, KOR'SARRO KHAN
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'LEGION OF THE DAMNGD|

helmed figures wreathed in ethereal flames, their bolters Spitting ecto,
It trom nORhCIS i .W:l“‘ d;lm\:;t:':lse. Ifl“asﬁng enemies who have taken cover to ash. On battlefielq,
e m“g}.' d“:k ml::;nvmﬁ to reverse the course of battle for the Imperium, only to disappear withe,
spectral warriors have

Over the millennia of war since the end of (?1:
Horus Heresy, strange reports have ﬁher«} in
from across the vast expanse of the Imperium.
Multiple accounts have been mordfd of

silent, ghostly Space Marines emerging from
the mists, bolters spitting white-hot fusillades
of death into the enemies of the Imperium.
Each of these warriors’ armour is covered with
bleached bones and flame motifs, the macabre
iconography of the angry dead, and they inspire
a potent terror in those heretics and xenos
against whom they march. This eldritch force
appears only when all hope seems lost, and
though they do not speak a word, the hearts
of all who witness their righteous fury are
emboldened with a heady mix of dread fear
and fresh hope. Those who whisper such tales
name these phantasmal saviours the Legion of
the Damned.

Countless inquests into these strange warriors
have been launched by the Inquisition, but
while they have generated dozens of different
theories, none have ever been proven. Some
believe the Legion are a psychic phenomenon
summoned into being by the collective faith of
Humanity; others insist that they are the spirits
of those loyalist Astartes slain during the Horus
Heresy, drawn forth from beyond the veil of

Whatever the truth may be, it cannot be denied
that the Legion of the Damned has prevented
countless costly defeats for Imperial forces by
virtue of their inspiring presence and merciless
attacks, and their wraith-light has brought
illumination to the blackest of circumstances.

Due to their shrouded origins and mysterious
- mature, it is impossible to ascertain much about
the organisational structure of the Legion,
if indeed it even has one; the Legionnaires
make no sound at all in battle, and have never
communicated in any conventional way with
those they have rescued, ‘They simply march
forth in the traditional gun lines of the Adeptus
Astartes, ignoring the volleys of enemy fire
that pass harmlessly through their armour, and
unleashing an apocalyptic thunderstorm of bolt
rounds in return. When the killing is done and
the armies of the Emperor are victorious, the
Legion of the Damned depart as mysteriously
as they arrived. The scattered, charred bodies of
the dead and the tales of wild-eyed survivors are
the only clues that they were ever there,

Plasmic i
S uncoyy,
Ut atrace,

death to wreak retribution on their ancient foes.
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re thy
ted theg,

3

| - Supercharge

Legionn™i"®

sergeant
Leglonnair® -
- ontains 1 Legion!
o a boltgun:

Jwith 8

This
arme
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plasma gun
standard

 upercharge

{ istol
{ Plasma pisto!

storm bolter

5" 3+ 3+ 4 4 1

ST 3 4 4 1

; des and krak grenades,
1t pistol, frag grena

bolt p! N »
Pistol 1 4 0

24" Rapid Fire 1 4 0

8" Assault D6 4 0

8" Heavy D6 g

12" Assault 1 B

24" Heavy 1 8 -4

When attacking with this weapon, choose one of the profiles below.

24" Rapid Fire 1 7 -3
24" Rapid Fire 1 8 B
When attacking with this weapon, choose one of the profiles below.
12" Pistol 1 7 -3
123 Pistol 1 8 =3
24" Rapid Fire 2 4 0
Melee Melee User 0
Melee Melee +1 -2
Melee Melee x2 -3

Melee Melee +2 -1 1

Melee Melee User -3 1 -
6" Grenade D6 3 0 1
6" Grenade 1 6 I D3 -

ire Sergeant and 4 Legionnaires. It can include uj
na

DAMNED LEGIONNAIREg

P to 5 additional Legionnaires (Power Rating +7

]
1
1
1
1

D6

D6

1

1
2]

10 34

Each model is

ABILITIES

This weapon automatically hits its target.

This weapon automatically hits its target.
If the target is within half ran
two dice when inflicting
lowest result.

ge of this weapon, roll
g damage with it and discard the

If the target is within half range of this weapon, roll

two dice when inflicting damage with it and discard the
lowest result.

Ona hit roll of 1, the bearer is slain after all of this
weapon's shots have been resolved.

On a hit roll of 1, the bearer is slain.

Each time the bearer fights, it can make 1 additional
attack with this weapon.

When attacking with this weapon, you must subtract 1
from the hit roll.

+ One Legionnaire may replace his boltgun with a flamer, meltagun or p.lasmlz gun.
« One Legionnaire may replace his boltgun with a heavy ﬂamcr. or multi-mel (a.ﬁ i
The Legionnaire Sergeant may replace his boltgun with a chainsword, power fist, power axe, p:

power maul.

‘The Legi ire Sergeant may replace his bolt pistol with a plasma pistol or storm bolter.

And They Shall Know No Fear (pg 10)

Aid Unlooked For: During depl

Flaming Projectiles: Enemy units do not gain any bonus to their saving throw.

by shooting attacks made by this unit.

you can set up this unit in the aether instead of placinghil onoglfhe
i iali ere
battlefield. At the end of any of your Movement phases this unit can materialise — set it up anyw]
al L
battlefield that is more than 9" away from any enemy models.

Unyielding Spectres: All models in this unit have a 3+ invulnerable save.

NED
IMPERIUM, ADEPTUS ASTARTES, LEGION OF THE Dam

s for being in cover when targeted

INFANTRY, DAMNED LEGIONNAIRES
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SHAPTER
ANG ELS CHA
¢ es datasheets can be from the B
Space Marines om the Blood Angels ¢} -
e follow™ s keyword on their datasheet j 568 L apter, Those
 the <CHAPTER> KCY' on their datasheet in all instances WA
the hallmarks of all Adeptus Astartes, and no Chapter embodies these i, that “"'"Frg;m Marines unit does not appear on the list I.L-‘l.‘,w‘::&::‘::ln'z v ;(")1‘ oo M"'Yl:?:t‘-l:m
£ se ideals v L5 N o4 e'the % A be from the
Nobility. Sarifce.Glory. These e 10 alimarks o4 e, and thy srike without mercy. et deals i o st 8P s so cannot have the Bioon Axcers Facton ey el o7 fpnet ot tring
: Swift and sure, they are the Enp 3 Y- Yet for all thj ler plood AN (e their psychic powers from the Sz eyword, BLoon Ing pages
than the Blood Angels { Crusade, the Blood Angels suffer from a fatal flaw. T accompg 15 PSYKERS BENCTE P i Sanguinary discipline (beloy reference one or more war
and deeds of hervism since the Greal hing A ad of the Librarius discipline. e uu-.m..mmm'i'l
e r inste unit may take
¢ . the Blood Angels have fought After the devastation of their home woy STt f ,"'Yﬂlmhomuu
Since the dawn of the Imperiurt ‘es. Again and again overwhelming invasion of Tyranids f; orld O Baal by . Assault squad (pg 42) Primaris Ancient (pg 24) appropriate list on pg 11, with the
sthe vngard ofthe BRI ll"mxh;mfclvcs exemplars the Blood Angels have rebuilt thei crhom Hive Fle * ack Bike Squad (pg45) + Primaris Licutenants (pg 22) following amendments,
the front, proving y eir Chapt ; ©Viay & + Raz g #
:h[‘cyv::):‘h:; g;:e Marines sphou.ld be. These fast-striking aid of the Ultramarines Primarch, Roboztiréw"l?]y With lﬂ )\an‘ » Bike Squ(a 3 (ff)ﬂ) . i}::::r,b(a ;: 4(::’ £ The Blood Angels favour diffe
! g 4 : uillj in (pg 46 our different
elite forces can launch coordinated amck{ D Sweep away foes, organisation of their bﬁ“_ley—brothers, the Bloogd A"“an, In e > Captﬂ{n is Gravis Armour (pg 13) « Rhino Primaris (pg 47) weapons (o other Space Marine
regardless of ground or atmospheric conditions, and. seize follow the lchcta‘(es of Guilliman’s text, the o ngels largg, ¢ Cay“fn ‘i Terminator Armour (pg12) oty Nota i med Chapters. Add the following
victory even when vastly outnumbered. Despite having won a fe\n{ modifications. They have many more ijX Astarteg. b'% . szn on Bike (pg 14) Apothecary! datasheet (PZ 2]‘) weapons 1o the Pistols and Sergeant
many laurels, the Blood Angls continue to strive for perfection,  warriors than a standard Chapter, as befits theirpapnck'“quipm o gl’gplﬂi n (pg19) « Scout Bike Squad (pg 43) r?“"”" nent lists when equipping
ever eager to win further renown. In(ﬂf:s. they lake_zﬁer of war, and t}le legendary Baal Predator tank s fi, ressive gy, ; Chaplain in Terminator Armour (pg20)  + Scout Squad (pg 29) Blood Angels units:
their Primarch, the legendary Sanguinius. Angel-winged and charged engines that enable it to speed after the ed with tur s, Chaplain on Bike (pg 20) « Servitors (pg 16)
beautiful, Sanguinius was arguably the greatest of his lfat.hers angelic aggyy . Company Ancient’ (pg23) + Sternguard Veteran Squad (pg 33) + Inferno . Hand
sons. A mighty warrior and inspiring Iea.der, Sangulr.nus glory Blood Angels Apothecaries are known as Sangy; . P oy Champion ' (pg 24) « Stormraven Gunship (pg 57) pistol G
was that o{a defni»god, anq !h-e Legion .su'ed from his blood and' are adept at handling the unique gene—sefd :fafg Prieg, | : Company Veterans ! (pg 26) « Tactical Squad (pg 28) AT
followed him with unquestioning devotion. while Blood Angels Chaplains are trusted not on]. t € Chaptey " Devastator Squad (pg 51) « Techmarine ' (pg 16) & L :’ol lowing weapon to the
: . y spiritual well-being of their battle-brothers, but a]y With the " Dreadnought (pg 35) « Techmarine on Bike (pg 17) Bli:c)l, A‘ Cp L:m I wheRcRSvog
It was duﬂflg. the epic blattlcs a4t the close of the Horus Heresy of the Death Company, whom they guide into bansl" the fate . Drop Pod (pg 48) « Terminator Assault Squad (pg 39) gt
that Sanguinius fell, slamlb).' his brother Primarch, the respected are these offices that should a Chapter Me‘ £ . Hellblaster Squad (pg 52) « Terminator Squad (pg 38) = Herew it
f\:.V:nm-st:r Horus. Sanguinius ar{d the SPI“. Marir?es made the Black Rage, temporary joint command 0}; the C;s'er fall tg . Imperial Space Marine (pg 30) « Vanguard Veteran Squad (pg 34) vy flamer
i r::!; gene-seed shared a special bond. His tragic death to often be undertaken by the Sanguinary High Priest il o Ml S Tadenleg) T
Lb:t o5 :::Z);‘l:rf: :, T}frfm lscﬂr :pzn tl?e (;‘hapter, a f:dgut; High Chaplain. and the . Intercessor Squad (Eg 30) « Whirlwind (pg 54) e L mep:pp e:dnm
eir glory. A flaw in the gene-seed that . Land Raider (pg 58 (pg2
- k i pg 207 and 213).
:lgzzs;dn dalwn from tl}l:e Pnu{srch to each new generation of Resplendent in their winged armour, the Sanguinary G + Land Raider Crusm_ier (pg59) ! These units may take jump packs (Power i )
et ge s caus:: evumofs t_o struggle constantly with serve as an honour detail, each one a direct desce; dy s 1 o LI pes) Ratine (D Lo e iior
e excessive rage that dwells within them. The Blood Angels who once guarded Sanguinius himself. To ih GacnL of those . Land Raider Redeemer (pg 60) characteristic is increased to 12" and they
w:ofe a]'f‘)’s aggressive, for to attack was their nature, but this is to glimpse the glory that has mainka;nedste}f tl;l:rn Lo - Land Spesders (pg 46) G R G T
rmﬁm;y Em beyo.nd b ] assa RS s B S esioms fo ton e Zod Angels + Librarian (pg 14) and the Jump Pack Assault ability (pg 88). BLOOD ANGELS
£ t‘:hs broey t‘;:glve T e 1 ousand years, . Librarian in Terminator Armour (pg 15) A Techmarine that takes a jump pack no SUCCESSOR CHAPTERS
ut the most dire circumstances. Only with rigid discipli = + Librarian on Bike (pg 15 ¥ : - 3
can the Blood Angels keep d:zmsel::s in Zhv::ltt l;;l: ‘;odlsaplme Although doomed by their own tragic legacy, the Sons of ;":Z:t‘oa? (‘;“ 54)e e R S L ST G e
even their mental fortitude is enough to prevent the rsome ot Sanguinius remain steadfastly loal in their service to the : 5 (¥ o 0 i S BT
of their decline - the Black Rage. P next stage tI‘imperf)r. Th‘ey remain hopeful that one day a cure will be fourd ‘: B cesd ol .Blood
: : ;:rth their aﬁhct:ionf. I;nlil that day they will continue to fight - SANGUINARY DISCIPLINE T:lgfil:‘ :‘:::; :'Zf:;:‘m:: le]Sh
site the pI y e vanguard of the I fum , X 3 e ing Angels
:?m ::.st efforts of | inaris su has Bl Gt viving togbe remem§ e:g?jm}llms most deadly bau.ks, ever. j@m'the bafd;, generate the psychic powers for PSYKERS that can use powers from the Vermillion, all share the martial
ad Chapl .IgmA“;nu there s no escaping the curse that in honour rather than disgrace. §m‘gumry discipline using the table below. You can either roll a D3 to generate their prowess and fiery blood-lust of
hmmm Sangnhpmm: sons. 'nm,e Blof:d | Angels that succumb to powers randomly (re-roll any duplicate results), or you can select the psychic powers you their forefather Sanguinius. If you
7 ”“d‘” Rage re quranined offinto their own company; ABILITIES R iepsy ket 0 bave. wish to theme your army as a Blood
Gagiaint A D“‘hA Company, and carefully guided by The following abilities are ? 1 Angels successor Chapter, use
e ﬁ“;" 13 omdxe evfnth the Black Rage becomes common to several Blood Angels uni SANGUINARY DISGIPLINE the rules presented in this section
Jonger  slurring the past into the present so that he no And They Shall Know No Fear o but substitute the BLoOD ANGELS
3 keyword in all instances on the
datasheets and rules presented

recognizes his own comrades. Instead, those affli
P afflicted You can re-roll failed Morale tests for this unit.

Black Rage

,»Y"“] can add 1 to this unit’s Attacks characteristic in the Fight

} i3 c‘harged in the preceding Charge phase. In addition. wal
D6 each time this unit loses a wound. On a roll of 6 the damé¢¢

Blood Boil

Blood Boil has a warp charge value of 5. If manifsted, select a visible enemy unit In e el e

within 18" of the psyk i of your Blos gels success
psyker and roll three dice. The target suffers a mortal wound for Chapter. Note, however, that named

each result that equals or exceeds i isti -
d S S characters that can only be included
in your army once cannot be from

- any oth

ius has a warp charge value of 6. 1f manifested, select a friendly ;‘zn“‘c :r‘h

unit within 12" of the psyker. Until the start of your next Psychic Blood Angels Chapter, and not any
has a 4+ invulnerable save. successor €

e ———

nent, if this model has a jump pack, you 4% setit
in the skies instead of placing it on the batlefield. At e
‘ R Seren: phases this model can assault fom
here on the battlefield that is mor than.

Unleash Rage

3 Unleash Rage has a warp charge value of 6. If manifest
ANGELS unit within 12" of the psyker. Until the start of your next Psychic

that unit has +1 Attack.

ed, select a friendly BLOOD

il
phase,




Commander Dante

4 ‘ O 6 9 24+

Commander Dante i$
¢ included I

Inferno pistol

‘The Axe Mortalis

Frag grenade

Krak grenade

a single model armed with the Axe Mortalis, an inferno pistol, frag grenades

and krak gren

ades, ()
nly one of ™
gy
logy

If the target is within hg
two dice when inflictiy,
lowest result,
You can re- i
ouca re-roll failed woup rolls f

Tgetis a CHARAGCTER, ) g
: ™ Onifihy

Pistol
foll lf range

e Of g
apon,

g ;
8 damage i, o4

1
ddisy

Melee

Grenade D6 3
Grenade | 6

| Asmes

And They Shall Know No Fear (pg 88)
+ Enemy unitg
Lendershlp while thy”mb

wearing a death mask,

ifera -1

p " odif
are within 3 of gy et

Chapter Master: You can re-roll failed hit ]
any mogel,

rolls for friendly BLoon AN,
0 8 within 6" of
Commander Dante,
Iron Halo: Comma,
g ander Dante has ;
Jump Pack Assault; During deployment, E i
nlp (?nm]ulmndcr Dante high in the skies ir
placing him on the battlefield. At the
h end of an

:\:)zvcmem p!)nxcs Commander Dante can nm{llolrﬁ):r:r
3 ve ;‘scl l:m\ up anywhere on the battlefield tha is

ore than 9" away from any enemy models,

you can set
nstead of

FLY, COMMANDER DANTE

gt

Captain Tycho
Captain Tycho i 3 sing
your army,

Blood Sang

- Maste-crafed bolgyp
- Meltagun

Bolt pisto]

Frag 8renade
renade

le model armeq With Blood §

When attack;
hit rolls for this Weapon,

attle;
for fiendly
Captain Tych,,

Dreemoy, 45
CHaRy,

I
6" 2+ 2
oy 4
5 4 9

ong, a bolt pistol,
Pistol, frag grenades and krak grenades. Only one Tycro may be included in

g With this weq, ~ LITIE prge
pon, ch s i
v eapan, cose one or both of the profiles below. If you choose both, subtract 1 from !
Rapid Fire | 4 i
= 2) &
Ass: p
al If the target is within half range of this weapon, roll
two dice when inflicting damage with it and discard the |
lowest result.

D6
Pisto] |
Grenade Dg

Abhor the Beast: Caj
R, : Captain Tycho may make D3
additional close combat attacks if he is within 1" of 27

You can re.,
oD Ll
enemy ORKS after he has piled in during the Fight P

hit rolls

0 of

: ANGELS unifs y; ;'mide
Iron Halo: Captain Tycho has a 4+ invulnerable sav¢.

LS

EPTY,
e 'S AnAxnn, BLOOD AncE
— ,, oy o 2

E Meltagun

|
| Meltagun

TYCHO THE LosT
M WS BS WA

2+

Ld

or e e e

he Lost 6"

2+

1ycho
t is a sing!

“Tycho the Los!

inycludzd in your army-

TYPE 08 Nl

le model armed with Blood Song, a bolt pistol, frag grenades, krak grenades and an iron halo. Only one TycHo may be

When attacking with this weapon, choose one or both of the
hit rolls for this weapon.

Blood Song
24" Rapid Fire 1 4 -1 2

Maslcr-cmﬁcd boltgun :
H If

Assault 1 D6

Pistol 1
Grenade D6
Grenade 1

Bolt pistol
Frag grenade

profiles below. If you choose both, subtract 1 from all

he target is within half range of this weapon, roll

two dice when inflicting damage with it and discard the
lowest result.

Krak renade
‘And They Shall Know No Fear, Black Rage (pg 88)

Tron Halo: Tycho the Lost has a 4+ invulnerable save.

‘Abhor the Beast: Tycho the Lost may make D3
additional close combat attacks if he is within 1" of any
enemy ORKs after he has piled in during the Fight phasi

< IB

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS, DEATH CoMPANY

CHARACTER, INFANTRY, TYCHO

LIBRARIAN DREADNOUGHT

2+

B s 1 W oA

Librarian Dreadnought 6" 3+ 6 7 8 3

L

9 3+

A Librarian Dreadnought is a singl

RANGE  TVPE A0

@ model armed with a Furioso force halberd, a Furioso fist and a storm bolter.

Rapid Fire 2 1
Heavy D6

Storm bolter
Heavy flamer

Assault 1

Melee Melee
Melee Melee

Furioso fist
Furioso force halberd
WARGEAR OPTIONS + This model may replace its storm bolter with a heavy [i
| ABILITIES Psychic Hood: You can add 1 to Deny the Witch
| tests you take for this model against enemy PSYKERS
within 12",

Explodes: If this model i reduced to 0 wounds, roll

a D6 before removing the model from the battlefield;
ona 6 it explodes, and each unit within 3" suffers D3
mortal wounds.

This model can attempt to manifest two psychic powe
psychic power in each enemy Psychic pha
Sanguinar, discipline (pg 89)-
IMPERIUM, ADEPTUS ASTARTES,

CHARACTER, VEHICLE, DREADNOU

7 in each friendly Psychic phase,
se. It knows the Smite psychic power

This weapon automatically hits its target.

If the target is within half range of this weapon, roll
two dice when inflicting damage with it and discard the
lowest result.

Jamer or a meltagun.
Smoke Launchers: Once per battle, instead of shooting
any weapons in the Shooting phase, this model can use
its smoke launchers; until your next Shooting phase your
opponent must subtract 1 from all hit rolls for ranged
weapons that target this vehicle.

and attempt to deny one
and two psychic powers from the

BLOOD ANGELS
GHT, LIBRARIAN, PSYKER, LIB!




AN
CHIEF LIBRARI
MEPHISTON

ma pistol, the Sanguine Sword, frag grenades and krak grenades. Opy

On a hit roll of 1, the bearer is slain,

Meclee

6 Grenade 1 D3 )
And They Shall Know No Fear (pg 88) -

Lord of Death; 1 time Chief Librarian Mephiston suffers an unsaved wound or a mortal wound roll 3 pg

On

Psychic Hood: You can add 1 to Deny the Witch tests you take for Chief Librarian Mephiston against enemy
PSYKERS with 2
ar 7 attempt to manifest two psychic powers in each friendly Psychic phase, and
powers in each enemy Psychic phase. He knows the Smife psychic power and three
psychic winary discipline (pg 89).
IMPERIUM, ADEPTUS ASTARTES, Broop AngEeLs

CHARACTER, INFANTRY, LIBRARIAN, PSYKER, CHIEF LIBRARIAN MEPHISTON

< armed with an encarmine broadsword, frag grenades and krak grenades. Only one of this model may be

TYPE

6

And They Shall Know No Fear (pg 88) Death Mask: Enemy units suffer -1 modifier to their
Leadership while the are within 3"

Aura of Fervour: You can add 1 to the Attacks wearing a death maslz o oo

cteristic of friendly BLoob ANGELs INFANTRY

ts within 6 of the Sanguinor. Iron Halo: The Sanguinor has 4+ invulnerable save.

Avenging Angel: The Sanguinor can charge even if he Jump Pack Assault: Dyj,
Fell Back in the preceding Movement phase. the Sanguinor high in mﬁi:‘:ﬁ@;ﬁ}ﬁ;ﬁ;;;np
°: the bameﬁdil Atthe end of gy of your Movement
B s the Sanguinor can assaul from above - set him
uP anywhere on the battlefield tha i more than 9" away
——— from any enem models,
liﬂl@l}g’ﬂﬂs IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS
KEYWORDS RACTER

CHARACTER, INFANTRY, Jump PAck, Fry, THE SANGUINOR

Pistol 1
Melee

Grenade D6
(3 Grenade 1
And They Shall Know No Fear (pg 83)

Redeemer of the Lost: All friendly BLoon ANGELs
units within 6" of Astorath can use his Leadership
instead of their own. In addition, friendly DEaTH
COMPANY units automatically pass Morale tests lf(hey
are within 6" of Astorath.

Jump Pack Assault: During deployment, Yyou can set
up Astorath high in the skies instead of placing him
on the battlefield. At the end of any of your Movement
phases Astorath can assault from above - set him up
anywhere on the battlefield that is more than 9" away
from any enemy models.

Litanies of Hate: You can re-roll failed hit rolls in the

unit within 6" of Asto,

" BLOOD ANgers INFANTRY

Result

Frenzied Death Throes: The unit
mortal wound.

Dark Wrath: You can add 1 to hit rolls made
for this unit in the Fight phase until the end of
your turn.

Vessel of Sanguinius: You can add 1 to hit rolls
made for this unit in the Fight phase until the
end of your turn. In addition, the unit has a 4+
invulnerable save until the end of your turn,

Fight phase for friendly BLOOD ANGELS units within ~ Rosarius: This model has a 4+ invulnerable save,

6" of Astorath.

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

CHARACTER, INFANTRY, CHAPLAIN, Jump Pack,

FLY, ASTORATH




Sanguinary Priest

pistol 1
Rapid Fire 1 :
Boltgun Each time the bearer fights, it can make 1 additio

Chainsword Melee attack with this weapon.

Frag grenade Grenade D6 -

Grenade 1 =
+ This model may replace his bolt pistol with a boltgun or an item from the Pistols or Combi-weapons list,
. This model may replace his chainsword with an item from the Melee Weapons list.
» This model may replace his bolt pistol with an item from the Melee Weapons list.
» This model may take a jump pack (Power Rating +1). If it does, its Move characteristic is increased to 12"
ords.

gains the JuMP PACK and FLY keyw!

ABILITIES ‘And They Shall Know No Fear (pg 88)

Krak grenade

WARGEAR OFTIONS

"and it

Blood Chalice: Friendly BLoop ANGELS INFANTRY and BIKER units increase their Strength characteristic by |
whilst they are within 6" of any SANGUINARY PRIESTS.

Narthecium: At the end of any of your Movement phases, the Sanguinary Priest can attempt to heal or revive a
single model. Select a friendly BLOOD ANGELS INFANTRY OF BIKER unit within 3" of the Sanguinary Priest. If that
unit contains a wounded model, it immediately regains D3 lost wounds. If the chosen unit contains no wounded
‘models but one or more of its models have been slain during the battle, roll a D6. On a4+ a single slain model is
returned to the unit with 1 wound remaining. If a Sanguinary Priest fails to revive a model in this manne

do nothing else for the remainder of the turn (shoot, charge, fight etc.) as he recovers the gene-seed of the fallen
warrior. A unit can only be the target of the Narthecium ability once in each turn.

Jump Pack Assault: During deployment, if this model has a jump pack, you can set it up high in the skies instead
of placing it on the battlefield. At the end of any of your Movement phases this model can assault from above - sel
it up anywhere on the battlefield that is more than 9" awa from any enemy models.

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

CHARACTER, INFANTRY, SANGUINARY PRIEST

SANGUINARY PRIEST

ON BIKE
§ TN

14" 4 5 5

single ‘model armed with a bolt pistol, a chainsword, frag grenade
ke is equipped with a twin boltgun. g grenades, krak grenades, a blood chal

§ 0 ABILITIES
1 -
)t
1

sang? n Bi
Priest 0!

gl Marine b

A ]Eudum.ﬂlssvl“ Gt T

pistol 1 4
Rapid Fire 1 4
Rapid Fire 2 4

Melee!  Melee User | Eachtime the bearer fights, it can make 1 additions|

attack with this weapon.
6" Grenade D6 & 1
(3 Grenade | 6 A D3
- This model may replace his bolt pistol with a boltgun or an item from the Melee, Pistols or Combi-weapons list
+ This model may r¢ lace his chainsword with an item from the Melee Weapons list. ey \
And They Shall Know No Fear (pg 88)

Blood Chalice: Friendly BLOOD ANGELS INpANTRY and BIKER units increase their Strength characteristic by 1
whilst they are within 6" of any SANGUINARY PRIESTS,

Narthecium: At the end of any of your Movement phases, the Sanguinary Priest on Bike can attempt to heal or
revive a single model, Select a friendly BLoop ANGELS INFANTRY Or BIKER unit within 3" of the Sanguinary
Priest on Bike. 1f that unit contains a wounded model, it immediately regains D3 lost wounds. If the chosen unit
contains no wounded models but one or more of its models have been slain during the battle, rolla D6. Ona 4+ a
single slain model is returned to the unit with 1 wound remaining. 1f a Sanguinary Priest on Bike fails to revive a
model in this manncr he can do nothing else for the remainder of the turn (shoot, charge, fight etc) as he recovers
the gene-seed of the fallen warrior. A unit can only be the target of the Narthecium ability once in each turn,

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

GUINARY PRIEST

¥



< a r
e 5
“oms®
NAME

Brother Corbulo

Heaven's Teeth

Frag grenade

FACTION KEYWORDS
\KEWIIK[IS

- 5 4
6

U}

je model arm

Melee
Grenade D6
Grenade 1
“And They Shall Know No Fear (pg 88)

Far-Seeing Eye: Once per turn you can re-roll a single
dice roll made for Brother Corbulo.

The Red Grail: Friendly BLOOD ANGELS INFANTRY
and BIKER units increase their Strength characteristic
by 1 whilst they are within 6" of any SANGUINARY
priesTs. In addition, each time you make a hit

roll of 64 in the Fight phase for a friendly BLOOD
ANGELS unit within 6" of Brother Corbulo, that

unit may immediately make another close combat
attack using the same weapons. These bonus attacks
cannot themselves generate any additional close
combat attacks.

o with Heaven's Teeth, a bolt pistol, frag grenades and krak grenades. Only one of this mog,
el

Narthecium: At the end of any of your Moveme
phases, Brother Corbulo can attempt to heal ::W i

a single model. Select a friendly BLoon Arow.n_mvlve
INEANTRY or BIKER unit within 3" of Bruthercs b
1f that unit contains a wounded model, it immed(‘n i
regains D3 lost wounds. 1f the chosen unit conta\:(:ly
no wounded models but one or more of its models
have been slain during the battle, roll a D6. On a ,;,
single slain model is returned to the unit with 1 wou:d
remaining. If Brother Corbulo fails to revive a modelin
this manner he can do nothing else for the remainder
of the turn (shoot, charge, fight etc.) as he recovers the
gene-seed of the fallen warrior. A unit can only be the
target of the Narthecium ability once in each turn.

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

CHARACTER, INFANTRY, SANGUINARY PRIEST, BROTHER CORBULO

plasma pistol
_standar
supercharg®
jine axe

SANGUINARY GUARD
ANCIENT

Ts a single model armed with an angelus b >
ntisasice gelus boltgun, an encarmine sword, frag grenades and krak gremad
ades.

S AP ] ABILITIES
Assault 2 4 1 1

I the target is within half range of this weapon, roll

two dice when inflicting damage with discar:
g g6 it and discard the

‘When attacking with this weapon, choose one of the profiles below.

12" Pistol 1 7 3 1

12 pistol 1 8 =5 2 On a hit roll of 1, the bearer is slain.
Melee  Melee T )
Melee ~ Melee 3 D3

Pistol 1 8 -4 D6

Melee D3 When attacking with this weapon, you must subtract 1
from the hit roll.
Grenade D6 1
Grenade 1 D3 2
- This model may take a death mask.
+ This model may replace his angelus boltgun with an inferno pistol or a plasma pistol.
+ This model may replace his encarmine sword with an encarmine axe or a power fist.

‘And They Shall Know No Fear (pg 88)

Death Mask: Enemy units suffer a -1 modifier to their
Leadership while they are within 3 of any models

Blood Angels Chapter Banner: Friendly BLoOD wearing a death mask.
ANGELS units within 6" of a Blood Angels Chapter
banner do not need to take Morale tests and re-roll

wound rolls of 1 in the Fight phase.

Heirs of Azkaellon: You can re-roll failed hit
rolls for this model if it is within 6" of a BLooD
AnGELs Warlord.
Jump Pack Assault: During deployment, you can set
up this model high in the skies instead of placing it on
the battlefield. At the end of any of your Movement
phases this model can assault from above - set it up
anywhere on the battlefield that is more than 9" away
from any enemy models.
ERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

ANCIENT, JUMP PACK, FLY, SANGUINARY GUARD




Mlee d wound rolls for t} pon, ]

‘When attacking with this weapon,
o 3 from the hit mﬁ. PO, You must subtr |

- This model may replace his lightning claw with a thunder hammer. —1

And They Shall Know No Fear (pg 88) Terminator Armour: This model has a 5+ ==
invulnerable save.

Teleport Strike: During deployment, you can set

up this unitina teleportarium chamber instead of Archangel Standard: Friendly BLOOD ANGELS units
placing iton the battlefield. At the end of any of your within 6" of an Archangel standard add 1 to their ‘
Movement phases this unit can teleport into battle - set  Leadership characteristic, and you can re-roll failed hit

it up anywhere on the battlefield thatis more than®  rolls for them in the Fight phase.

away from any enemy models.

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

CHARACTER, INFANTRY, ANCIENT, TERMINATOR

R
Marine 6" & 7
MP‘”’ ines. It may include up to 5 additi
T Company Marines. y p additional Death Co;
=5 Deal pany Marines (Power Rating +18). Each model is armed with 2 mmpf;iy‘;‘nf:r‘mf Pow
peath Com! stol, a chainsy

3+

Rapid Fire 1

Pistol D3

If the target is with
two dice when inf
lowest result.
When attacking with this weapon, choose one of the profiles below

6" Pistol 1

12" pistol 1

B On 2 hit roll of 1, the bearer i sl
g

Melee B

Melee =

Melee

When attacking with this wezpon, you must subtr:
iclee from the hit roll. st e

Grenade D6
6" Grenade 1

+ Any model may replace his bolt pistol with a boltgun, hand flamer, inferno pistol, plasma pistol, power zxe,
1 fist, power maul or power sword.
« Any model may replace his chainsword with a power axe, power fist, power maul or power sword.
« Any model may replace his chainsword and bolt pistol with a thunder hammer.
+ The entire unit may take jump packs (Power Rating +1 per 5 models). If they do, their Move characteristic is
increased to 12" and they gain the Jump PACK and FLy keywords.
‘And They Shall Know No Fear, Black Rage (pg 88)

 Jump Pack Assault: During deployment, if the entire unit has jump packs, you can set them up high in the skies
instead of placing them on the battlefield. At the end of any of your Movement ‘phases this unit can assault from
above — set them up anywhere on the battlefield that is more than 9" away from any enemy models.

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS, DEATH COMPANY

INFANTRY




Lemartes

Bol pistol
The Blood Crozius
Frag grenade

Krak grenade
ABILITIES

FAGTION KEYWORDS &
(KEYWORDS

Temartes is a single model

included in your army

g mom it

12t 2+ N 4 4

TYPE N

Tarmed with the Blood Crozius, a bolt pistol, frag grenades and krak grenades. Only one of this model . T
\ g - ay be

Pistol 1 R 0 1
Melee 2 D3
Grenade D6 3 0 1

6" Grenade 1 o 1 D3

nd They Shall Know No Fear, Black Rage (pg 88)

Fury Unbound: You can re-roll failed charge rolls and
failed hit rolls in the Fight phase for friendly DEATH
CoMPANY units within 6" of Lemartes.

Guardian of the Lost: All friendly DEATH COMPANY
units within 6" of Lemartes can use his Leadership
instead of their own.

Jump Pack Assault: During \lcplnyn\a::v(\ cns
Lemartes high in the skies instead of ]‘L\n‘nu Iu;n o
battlefield. At the end of any of your Movement ph
Lemartes can assault from above - set him up .n:\\‘
on the battlefield that is more than 9" away from any
enemy models.

Rosarius: Lemartes has a 4+ invulnerable save.

IMPERIUM, ADEPTUS ASTART

, BLOOD ANGELS, DEATH COMPANY

CHARACTER, INFANTRY, CHAPLAIN, JUMP PACK, FLY, LEMARTES

ary Guard -
ains 4 Sanguin:
angel

us boltgun, ence rmine sword, frag grenades and krak grenades

] T | T

4 4 2 2 8 3

ary Guard. It may contain up to 6 additional Sanguinary Guard 0

ower

TYPE SN0 aums
ault 2 4 1 o

1 the target is with
6" Pistol 1 405G 5 JAgetis within

lowest result

profiles below

When attacking with this weapon, choose one of the p

12" Pistol 1 1
125 Pistol 1

Melee Melee

Melee Melee

On ahit roll of 1, the be

When attacking with this weapon, you must
from the hit roll.

Melee Melee
6" Grenade D6

6" Grenade 1 -1

« Any model may take a death mask.
« Any model may replace his angelus boltgun with an inferno pistol or a plasma pistol.
« Any model may replace his encarmine sword with an encarmine axe or a power fist.
And They Shall Know No Fear (pg 88)

Jump Pack Assault: Duri
this unit high in the skies
battlefield. At the end of any of your Movement pha:

deployment, you can set up

Heirs of Azkaellon: You can re-roll failed hit rolls for
models from this unit if they are within 6" of a BLooD
AngeLs Warlord.

this unit can assault from above - set them up anywhere
on the battlefield that is more than 9" away from any
enemy models.

Death Mask: Enemy units suffer a -1 modifier to their
Leadership while they are within 3" of any models

wearing a death mask.
IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

INFANTRY, JuMP PACK, FLY, SANGUINARY GUARD




DeATH COMPANY
DREADNOUGHT
MW R LE

A \ %
Death Company o 6 ; s
Dreadnought

readnought is  single model

A Death Compar T s N I

Heavy D6

equipped with two Furioso fists, a storm bolter and a meltagun,
‘This weapon @ atically hits i
This weapon automatically hits its targe

If the target is within half range of this ye,
two dice when inflicting damage with it Y
lowest result.

i
ird the

Meltagun 12 Assault 1 and dj
2 Rapid Fire 2
Blood talons Melee  Melee
1fa model is equipped with two Furi 2
s Hee b 1050 fi .

oso fis Mel s roll failed hit rolls when attacking with theny. " "
T This model may replace its two Furioso fists with blood talons. T
+ “This model may replace its storm bolter with a heavy flamer.
+ ‘This model may replace its meltagun with a heavy flamer.

+ This model may replace its smoke launchers with a magna-grapple.

Black Rage (pg 88) Smoke Launchers: Once per battle, instead of :hxm(,’,'\

s g

WARGEAR OFTIONS

Explodes: I this model is reduced to 0 wounds, roll
2 D6 before removing the model from the battlefield;
ona 6 it explodes, and each unit within 3" suffers D3
mortal wounds.

Insatiable: This model may move up to 6" when
consclidating at the end of the Fight phase.

any weapons in the Shooting phase, this model can yse
smoke launchers if it is equipped with them; until \‘nu:
next Shooting phase your opponent must subtract | fron
all hit rolls for ranged weapons that target this vehicle, i

Magna-grapple: If a model with a magna-grapple targets
a VEHICLE in the Charge phase, you can add 2 to its
charge roll.

FACTION KEYWORDS

4

(00 pread!

1050 pread

B A fur

[ ragann”
|

| sorm polter

Meltage?
plood talons

oo fis
iR FTINS

JBLITES

nought
oughts & ingle model equipped with two Furioso fists, a storm bolter and

FURI080O DREADNOUGHT
m WS GBS H T W A

8" 3+ 3+ 6 7, 8

&

A BN S 3

a meltagun,
ABILITIES

This weapon automatically hits its arget

AANGE TYPE 5w
f Assault 2D6 G 3

Heavy D6 .

“This we: : :

Rapid Fire 2 s Weapon automatically hits its target,

1f the is withi
Pl ] € target is within half range of this weapon, roll

two dice when inflicti
[ icting damage with it and discard the
Melee Melee X2 3

clee X2 4 1fa model is equipped wi g

e 2 rolfuled it rolls when ‘al(k:a\:ll((:nlgu\:l\::}\\‘,(::rlr\ B
- This model may replace one Furioso fist and either its storm bolter or its meltagun with a f =

. This model may replace its two Furioso fists with blood talons. e SRR CINnOn,

+ This model may replace its storm bolter with a heavy flamer.

. This model may replace its meltagun with a heavy flamer.

« This model ma; replace its smoke launchers with a magna-grapple.

Explodes: If this model is reduced to 0 wounds, roll

2 D6 before removing the model from the battlefield;
on a 6 it explodes, and each unit within 3" suffers D3
mortal wounds.

Magna-grapple: If a model with a magna-grapple
targets a VEHICLE in the Charge phase, you can add 2
to its charge roll.

Smoke Launchers: Once per battle, instead of shooting
any weapons in the Shooting phase, this model can use
smoke launchers if it is equipped with them; until your
next Shooting phase your opponent must subtract 1 from
all hit rolls for ranged weapons that target this vehicle.

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS, DEATH COMPANY

IMPERIUM, ADEPTUS ASTARTES, BLOOD ANGELS

\KEYWORDS VEHICLE, DREADNOUGHT, DEATH COMPANY DREADNOUGHT

VEHICLE, DREADNOUGHT, FURIOSO DREADNOUGHT

BAAL PREDATOR
S 1 W A

* 6 7 11

DAMAGE
Some of this model’s character
it suffers damage, as shown belo

Ld REMAINING W n
611+ ¥

or is a single model equipped with a twin assault cannon.

TVPE
Assault D6
Heavy 3
Heavy D6
Heavy 12
« This model may replace its twin assault cannon with

+ This model may take two heavy bolters or two heavy flamers.
Overcharged Engines: When this model Advances roll Smo

2 dice and pick the highest result.

Explodes: If this model is reduced to 0 wounds, roll
a D6 before removing the model from the" battlefield;
on a 6 it explodes, and each unit within 6" suffers D3
mortal wounds.

IMPERIUM, ADEPTUS ASTARTES,

VEHICLE, PREDATOR, BAAL PREDATOR

35
1-2

on automatically hits its target

‘This weapon automatically hits its target

a flamestorm cannon.

ke Launchers: Once per battle, instead of shoum?g
any weapons in the Shooting phase, this m.oz\el ;\Jl: flbsm
its smoke launchers; until your next .Shuom!g p‘ a:z"
opponent ‘must subtract 1 from all hit rolls for range

weapons that target this vehicle.

BLOOD ANGELS
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T FLESH TEARERS

* veracity of many

rers have inherited the most drastic {1

the Flesh Tea
frenzied blood-lust, tearing t

aws of thejy Benct
nselves entirely to a netic

he ene . i h Blood Reaver, a bolt pistol, frag grenades a =
¢ enemy lip,, from ), k and krak g
il

Blood Angels,

L armed wit
arriors lose then T odel art

renades. Only one of this model mavt 1
del may be included

Of all the successor Chapters of the

heritage. In battle these berserker W
" v 2 T.
in a horrific orgy of slaughtes RANGE TIPERES o i B AR T _ ABILTIES
e Chapters have as dark a reputation as the than his lmlnchbrntu;r_s l&clh has gone some way towarg, ol 12" Pistol 1 \ 0 1 ———— i
ow Space Marine A P o strained relations betwee J ards jistol
Saas -‘bvcr has the eye of the Inquisition and the TS the i1 ‘“““ relations between the Flesh Teqyep, 0l Melee Melee X2 1 3 Each time you roll a hit roll of 6+ for this weap \
Flesh I"“;nf Il p;m these brutal killers, for such is the their progenitors the Blood Angels. Armed with hig "¢ plood Reaver 1 additional hit on the target e
:cclesiarchy fallen u ¢ % od chains S Colosgy { srenade D6 3 s
Ecclesiarc Y recrot they leave n their wake that many believe two l\andu.d ch \-msword N.nud Reaver, Seth leads | ‘\\,\“ -nade 6 Grenade D6 3 0 1
carnage an “{“b inted by the touch of Chaos. The tales of into the thick of battle, as far away from any civiliay, =0 rag 8™ i 6" Grenade 1 6 1 D3
ust surely be tainted bY 3 p R Thara Wi e Jen. Y AN Z0neg 4 , nade - - = S e RO
(:CY :“ cities wZuughl by the Flesh Tearers grow increasingly possible. There, with only the enemy in sight, can th | \«‘\\\i s Krak g1 ‘And They Shall Know No Fear (pg 88) Whirlwind of Gore: Roll a D6 each time a friendly |
the m:h >Ch Gl anly the devastation Tearers truly embrace their lust for slaughter. h JBLITES 2 ; ; FLESH TEARERS unit finishes its move within 6 of
grimauitieach PES S erium that has Lord of Slaughter: You can re-roll failed hit rols Gabriel Seth when it consolidates; on a 6 that unit can
\dly FLesi TEARERS units within 6" of immediately fight for a second and final time.

upon the enemies of the Imp

they have inflicted g
r scrutinised.

kept them from being furthe iy

Iron Halo: Gabri

d of Cretacia is a tropical death

The Flesh Tearers' home worl . ‘
world that teems with savage life, and contains some of the most : ; = b el b e :
fe § ¢ species i alaxy. Itis hard to imagine T A ‘

ferocious predatory species n the galaxy g w B s INFANTRY, CHAPTER MASTER, CHARACTER, GABRIEL SETH

a more fitting planet for the Chapter to call home. The Flesh

Tearers have inherited the fighting, skill and courage of their
progenitors the Blood Angels, but have also been afflicted with
the very worst excesses of the Black Rage, the mindless need to
slaughter that threatens to claim cach son of Sanguinius. Where
many of the Blood Angels’ successor Chapters seek to suppress
the savagery that boils within their blood, for many years the
Flesh Tearers embraced it, exhibiting preference for close assault
actions. Indeed, there are few finer melee combatants in all the
galaxy than a Flesh Tearer Assault Squad, yet many Imperial
Commanders remain reluctant to call upon their skills.

There is good reason for such reticence. Several times in their
history, the Flesh Tearers have succumbed entirely to the Black,
Rage in the midst of combat, and when out of enemies to kill,
have turned upon their own allies. There are rumours that entire
Astra Militarum regiments and countless civilians have been
torn and hacked apart by the chainblades of blood-

crazed Flesh Eaters. Some say that during the
Chapter’s worst excesses, the Red Thirst

has combined with the Black

Rage, resulting in truly
monstrous acts

of cannibalism.
While the {

of these reports is
questionable, it cannot
be denied that the Flesh
Tearers are prone to losing themselves
to their slaughter-lust. Even fellow Ad. tartes

. 2 o
have fallen victim to this madness - themsl;:
Wolves hold a long-standing grudge againstthe
Flesh Tearers as a result of a particular act of
barbarism during the Eclj {

ipse Wars that

known as Honour’s End. b .
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i ¢ Dark els were
At the very d.mnul'llwlmpcnum the Dark Angels
At the ver oS e
their long history of lnumph.\‘in .«ctl."\l i
obsession, for the Dark Angels are

ice to mankind. H

rk Angels stubbornly refuse
aciturn character,

No matter the foe or the odds: the Da
ogenitor, the

toaccept defeat “This tenacity, along with (hc}rl ¢
are traits the Dark Angels inherited from their p\tm\ I 2
Priuurch Lion ElJonson. Between their grim mien, sombre an

often hooded countenance: and the gothic symbolism rife upon
lh:ir banners and gear of war, it is o Surprise that the Dark Angels
are feared not only by their enemies but often by their allies as well.

of the many glories won by the Chapter, the Dark
tudes and avoid the vainglorious. The Sons of the
Angels are called, seek only to complete e.uch task
assigned to them as swiftly and efficiently as possible. ’Ih'{s‘xs not
purely through a dour ‘monastic outlook and selfless nobility, but
something more nefarious. ‘The Inner Circle of the Dark Angels -a
secret group composed of the Chapter Master, his hand-chosen
officers and veterans of the 1st Company = covertly wage their own

secret war.

Although proud
Angels shun plati
Lion, as the Dark

To outside observers, the Dark Angels are an exemplary Chapter
of Adeptus Astartes. They strike switly, coordinating assaults with
superhuman precision. The battle line advances under cover of
fire support, and at the crucial tipping point, rapid deployment of
close combat squads breaks all resistance before finishing off the
foe, Enemies receive no mercy, yet the Dark Angels do not revel in
bloodshed or excess. In the midst of battle they remain stoic, filled
not with howling exultations but instead with solemn battle chants
and hymns.

Eager not to draw attention, the Dark Angels follow the guidelines
of the Codex Astartes, and yet they have petitioned to maintain
their two unique fighting companies - the highly mobile 2nd
Company (known as the Ravenwing) and the Terminator-
ar}noured squads of the 1st Company (known as the Deathwing).
Gl;ren the desperate ci of the torn and benighted ;
galaxy, as well as the aforementione jes"service
e?mellence. the returned Primarch Rmzm“ mt:;ds u:lf\
rights evenas the Dark Angels and their successor Chag:c:s b:gpn
 reorganising themselves to fit the dictates of the Ultima. Founding.

THE RAVENWING T
The 2nd Company is not clad in the dark green. nfthéﬂl{pm‘:‘

but rather in black. They are a hi

hi pecialised formati .
gfm exclusively from fas(-n:w‘iiz] z:hdc& ‘The :
X h\:;mng. including the elte Black Knights, i :
3 ebl.kesfl‘htyuemppomdby h 2
Mm of Land Speeder and swify
#0¢ reconnaissance are their trademarks,
s unmatiched by any other Imperial for
Great Hunt of the Whit >

the first founded of all the Adeptus Astarte;

owever, behind the fagade of their steady dig
ted by failings from the distant past. 2Pos]

THE DEATHWING

‘The 1st Company of the Dark Angels is oy, {
S 1S one of (],

fighting forces. in the galaxy. Known as the p, 1€ MO8 pe,
veteran formation is outfitted in bone white ']L-d”'” g, the :\m‘d
The Deathwing is an assault force, able to 1 e;‘” ator gy ¢
arch th, oy
Hirough

ir.\(er.lsc storms of enemy fire or teleport stra; ghi
ripping the heart from the enemy army wilhl’a tinto the fray
Precision g
Strike

THE HUNT FOR THE FALLEN

As effective as they are at destroying the B, 3

the Inner Circle alone knows that the Ravenae-‘wrs foes,
Peat.hwing hone their battle skills with a ver :ng ﬂ.nd

in mind. It is those known as the Fallen lhal)l]};gsi‘lf;ﬁﬁ

During the Horus Heresy, the Dark A;

Chapter’s home world ofy Caliban fell :f;‘:rl:::;c ?"?g 2
Chaos. The battle that occurred upon the return g;{.of
El'Jonson resulted in the destruction of the planet, a lgn
in the ensuing cataclysm many of the Fallen DarkvA: el
were swallowed by the warp and scattered across Spn:gg ?
and time. All knowledge of their treacherous brethren has
been covered up by the leaders of the Chapter, a secret the
keep even from those they would call allies. For 10,000 i
years since, the Dark Angels and their successor Chapters
have sought redemption by hunting the Fallen. Usinga
mountainous shard of their shattered
home world - the asteroid fortress
known as the Rock — the Dark Angels
 have continued this secret war,
always seeking an opportunity
to hunt down those that have
thus fai justice.

DARK ANGELS CHAPTER

S ;
BlLIIix‘S abilities are common to The following Sp
e i Angels U0t e r:lf‘lztch:ll;:f
: - : n
verd 4 Ghall Know No Fear
e

Aﬂd re-roll failed Morale tests for
You cn

s
« Apothecary (pg21)

(pg 13) datasheet

it gains a 5+
I nit Advances it gains a5+
2 :rn:blc save against all shooting
until the start of your next

nt phase:

+ Dreadnought (pg 35)
+ Drop Pod (pg 48)

R
y of the units you
¢ following pages reference one
or more wargear lists. When this is
the case, the un! it may take any item
from the appropriate liston pg 11.
The profiles for the weapons in these
Jists can be found in the appendix
(pg 206-209)-

+ Land Raider (pg 58)

« Librarian? (pg 14)

« Predator (pg 54)

INTERROMANCY DISCIPLINE
ttle, generate the
discipline using
y (re-roll any duplicate results), or you ca
T to have.

Mind Worm
Mind Worm has a warp charge value of 6. If manil
within 12" of the psyker. That unit suffers a morta

attacks. This effect lasts until the end of your turn.

charge value of 6. If manifeste:
. Until your next Psychic phase,

Engulfing Fear

Engulfing Fear has a warp charge value of 6.
roll2 dice and discard the lowest result whe
that is within 6" of the psyker in the Morale phase.

i

PsYKERS generate their psychic
of the Librarius discipline,

fested, select an enemy unit |
1 wound and may only be

chosen to attack in the Fight phase after all other eligible

1f manifested, y
1 taking Morale tests for any

powers from the Int

e I S + Primaris Li
= tomatically passes Morale « Assault Squad (pg 42) acis Lieutenans (pg22) 4
is M:l'(ion you can reroll failed hit = Chaplain (pg 19) * Razorback (pg )
s J‘d i:ighl’Phase for this unit if it is « Chaplain on Bike (pg 20) o z:{no (pg 46) s
j # . : f 3
i 2 FALLEN unit « Company Master ? - use the Captain s ino Primaris (pg 47)
rgeting (pg 12), Captain in Terminator Armour SC0u| Squ(ad (pg29) 8
(pg 12) or Captain i ; + Servitors (pg 16)
Pg ptain in Gravis Armour + Tactical Squad (pg 28) :

« Company Ancient (pg 23) 5
+ Company Champion ' (pg 24) 3
« Company Veterans * (pg 26) .
« Devastator Squad (pg 51) .

i

« Hellblaster Squad (pg 52)

« Imperial Space Marine (pg 30)
« Inceptor Squad (pg 43)

« Intercessor Squad (pg 30)

« Land Raider Crusader (pg 59)
« Land Raider Excelsior (pg 61)
« Land Raider Redeemer (pg 60)

« Librarian in Terminator Armour ? (pg 15)
« Librarian on Bike (pg 15)

« Primaris Ancient (pg 24)

psychic powers for PSYKERS that can use powers from the
the table below. You can either roll a D3 to generate their
n select the psychic powers you

ANGELS factios

n keyword. Dark Axcers

erros y di
mancy discipline (below) instead

Techmarine (pg 16)

Techmarine on Bike (pg 17)
Venerable Dreadnought  (pg 36)
Vindicator (pg 55)

Whirlwind (pg 54)

‘This model replaces his master-
crafted power sword with a blade of
Caliban (pg 215). He cannot take any’
other options.

‘These units gain the DEATHWING
keyword and the Unforgiven ability.

* Any model in this unit may take a combat
shield (pg 209).

DARK ANGELS
SUCCESSOR CHAPTERS

There are many esteemed Space

units have made their

d, select an enemy unit
your opyonen! must

our opponem must
unit

Marine Chapters that trace their
origins to the gene-seed of the
Dark Angels. From the mysterious
Consecrators to the ferocious
Disciples of Caliban, all uphold
the grim legacy of Lion EFJonson.
If you wish to theme your army as
a Dark Angels successor Chapter,
use the rules presented in this
section but substitute the DARK
AngeLs keyword in all instances
on the datasheets with the name
of your Dark Angels successor
Chapter. Note, however, that named
characters that can only be included
in your army once cannot be from
any other Chapter = Azrael is the
Su‘preme Grand Master of the
Dark Angels Chapter, and not any
successor Chapter:




mows B
. 2 2+ 4
ets, the Lion's Wrath, a bolt pistol, frag grenades and krak grenades, Only one .
 thig Mgy

6

Azracl ——
Sword of $

Azracl is a single ‘model armed with the Sword ©

. ed in your army:

may be includ
WEAPON ange  TYPE

12 pistol 1

ABILITIES

It pistol \
Bolt pistol
When attacking with this weapon, choose one or both of the profiles below. If you choose both, suby,
hit rolls for this weapon. 1 frop, al
20 Rapid Fire 1 4

Lion’s Wrath
-1 2 =
This weapon can be supercharged by th
firing. If they do so, increase the Stang(ehb:::E
the weapon by 1 this turn. On any hit rolls of |
supercharge, the bearer is slain after all of the When firing
shots have been resolved. Weaporis

_ Master-crafted boltgun
before
Plasma gun u Rapid Fire 1 e

Each time you make a wound roll of 6+ for this v,
the target suffers a mortal wound in addition tg o< "™
damage. Ay
6 Grenade D6 3 .

Grenade 1 G ab )

Krak grenade 6" =
ABILITIES Unforgiven (pg 107) Lion Helm: Azrael is accompanied by a relic bearer yhy

Sword of Secrets Melee Melee

Frag grenade

carries the Lion Helm, an artefact that gen

force field. As a result, all friendly D.u\i A:Z‘zi: rTnvr,ltlrM
within 6" of Azrael have a 4+ invulnerable save. The relfs
bearer model must always remain as close to Azrael as ;
possible, but is otherwise ignored for all gaming purposes
Remove the relic bearer if Azrael is slain.

Chapter Master: You can re-roll failed hit rolls for
friendly DARK ANGELS units that are within 6"
of Azrael.

Supreme Tactician: If your army is Battle-forged,

you receive 1 additional Command Point if Azrael is
our Warlord.

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

FACTION KEYWORDS

(KEYWORDS

CHARACTER, INFANTRY, CHAPTER MASTER, AZRAEL
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Sorm polter

s

goordof silence

meer
i 10
[

‘med with the Sword of Silence and a storm bolter. Only one of this mod, 1
= odel m:

TYPE
ABILI
Rapid Fire 2 MES

2y be included in your army,

YO“dCTn re-roll failed wound rolls for
S =
ﬁghi: ‘:sc:rmed with two lightning claws, each time it
o= n make 1 additional attack with ther, :

is weapon always w g
Mg ounds on a 2+, unless the target is

Melee  Melee his weapon. I a

Melee Melee

e 5 3 When attacking with this we
. M migl w1 this weapon, you must subtract 1
. Belial may replace his storm bolter and the Sword of Silence with two lightning claws or a thunder b

under hammer and

storm shield.

Melee

Unforgiven (pg 107) Parrying Blade: If Belial is armed with the Sword of

Silence, your opponent :
Rites of Battle: You can re-roll hit rolls of 1 for friendly attacks that tarl;El hie:\ :\“\:2 SF\{b:‘!aci‘l okt
DARK ANGELS units within 6 of this model. Bl PR
Tron Halo: Belial hasa 4+
Grand Master of the Deathwing: You can re-roll SoAT
failed hit rolls for friendly DEATHWING units within 6"

il Teleport Strike: During deployment, you can set up
of Belial.

Belial in a teleportarium chamber instead of placing him
on the battlefield. At the end of any of your Movement
phases Belial can teleport into battle - set him up
anywhere on the battlefield that is more than 9" from any
enemy models.

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

Storm Shield: A model equipped with a storm shield
has a 3+ invulnerable save.

1
v

CHARACTER, INFANTRY, GRAND MASTER, TERMINATOR, BELIAL

the galaxy:

astery of the

natched by few inall
-

Y 4 bladeis ™
Belial is the Lord of the Deathwing, a warrior whose m



SAMMAEL
oN CORVEX
poEWaE T
NAME T TETTE

4% 2% 2+

9 3+

cammacl on Corvex :
Seges i e Raven Sward,  bolpistol rag grenades and krak grenades. Fis

: jetbike .
bolter. Only one SAMMAEL may be included in your army. 1ke Coryey 1o

<is a single model

Sammael on Corve :
iz n and a twin storm

sma cannon
cquipped with a plasma cannc

RANGE  TYPE H AP ] ABILITIES
: Pistol 1 40 ;

x‘:f',]:n)\.. cannon When attacking with this weapon, choose one of the profiles below.

- -\'.Lllld-“'d 2t e % 2 : ;)n a hit roll of 1, the b is slai

- Supercharge 36" Heavy D3 8 -3 2 weapon'’s shots h;veebe::r:s‘:lifd‘f‘ il this

Twin storm bolter 24" Rapid Fire 4 4 0 1 2 :

Raven Sword Melee Melee +1 -3 2 g?e‘i::"l?ralgo(?h};;f :l::sg;.h AP charged in the

ABILITIES And They Shall Know No Fear, Jink (pg 107) grand Maste{r of the Ravenwing: You cap re-roll
it rolls for friendly RAVENWING units within ¢ o

Rites of Battle: You can re-roll hit rolls of 1 for friendly ~ this model.
DARK ANGELS units within 6" of this model.
Swift Judgement: When this model Advances, 44
Iron Halo: This model has a 4+ invulnerable save. 2D6" to its Move characteristic for that Movement ph,
instead of rolling a dice. L

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, RAVENWING

T is a single model armed with a crozius arcanum, a bolt pistol, frag

\KEWIIIRHS BIKER, CHARACTER, GRAND MASTER, FLY, SAMMAEL

SAMMAEL

IN SABLECLAW

Sammael in Sableclaw 16% " 2+ 2+ 4 6 7 5 9 3+

'g grenades and
RANGE TP 5w W s
12" Pistol 1 4 1 =
24" Rapid Fire 1 4 1
Melee +1 2

Melee 55 When attacking with thi
D5 from thehivra | ePO Yo mustsbiract
6" Grenade D6 3 1
6" Grenade 1 6 D3 &
+ This model may replace his bolt pistol with a boltgun, or an item from either the Pistols, Comby
Melee Weapons list. Al
. This model may take a power fist.
« This model may take a jump pack (Power Rating +1). If it does, its Move characteristic i .
gains the Jump Pack and Fry keywords. eristic is increased to 12" and it
Unforgiven (pg 107) Spiritual Leaders: All friendly DRk ANGELS units
within 6" of this model can use his Leadership i
Rosarius: This model has a 4+ invulnerable save,  their own. e ol

weapons or

Litanies of Hate: You can re-roll failed hit rollsin  Jump Pack Assault: During deployment, i this model has
the Fight phase for friendly DARK ANGELS units a jump pack, you can set it up high in the skies instead
iz 6 of this model. of placing it on the battlefield. At the end of any of your

Movement phases this model can assault from above - set
Aura of Dread: Enemy units within 6" of this model it up anywhere on the battlefield that is more than 9" away
subtract 1 from their Leadership characteristic. from any enemy models.

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

CHARACTER, INFANTRY, CHAPLAIN, INTERROGATOR-CHAPLAIN

Sammacl in Sableclaw is a single model armed with the Raven Sword. His Land Speeder Sableclaw is equipped with a twin assault cannon and 2
twin heavy bolter. Only one SAMMAEL may be included in your army.

WEAPON RANGE  TVPE ;

Twin assault cannon 24" Heavy 12 6. 9 1 -

Twin heavy bolter 36" Heavy6 5 s T

Raven Sword Melee Melee a5y 3 2 This weapon has Strength x2 if Sammael charged in the
preceding Charge phase.

ABILITIES And They Shall Know No Fear, Jink (pg 107) Sableclaw: Enemy units can target this model in the

: Shooting phase even if it is not the closest model despite
Rites of Battle: You can re-roll hit rolls of 1 for friendly it being a CHARACTER.
DARK ANGELS units within 6" of this model.

Iron Halo: This model has a 4+ invulnerable save.
Grand Master of the Ravenwing: You can re-roll failed
hit rolls for friendly RAVENWING units within 6" of Explodes: If this model is reduced to 0 Wounds, roll adDé
this model. before removing it from the battlefield; ona 6t explodes
\ and each unit within 3" suffers a mortal wound.

FA
[::::nlslmllmls IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, RAVENWING
\ CHARACTER, 'VEHICLE, GRAND MASTER, LAND SPEEDER, FLY, SAMMAEL

crets:

ver their darkest ¢



¥ X

Terminator Armour

] An In!trmgdlobch.lphin

Storm bolter
g Crozius arcanam

T ERROGAT()R-CHAPLAIN

1N TERMINATOR

Intcrrogator-Chaplainin = 2¢ 3

mTermimmrAmoutisam@tmoddarmedwith-cm

3 B
Rapid Fire 2 4
Melee +1

Melee

Melee  Melee 2 D3

You can re-roll failed wou

n ind rolls for th;
model is armed with two lighming(:-r [\}lu weapon. Ify
fights it can make 1 additional ;\tmck‘\vnl‘)c&d‘ timek
When amngking with this weapon, you v
from the hit roll. st sublracy

« This model may replace hs storm bolter with a lightning claw, a power fist, or an item from either th
€ Termingry

Combe-weapons O

Melee Weapons wargear list.

Unforgiven (pg 107)
w‘hknddm:“inmhﬂiﬂestm
M‘hhﬂl@nﬂﬁi\t&ﬁlmﬂsin
twmhmmmm
within & of this model

Aura of Dread: Enemy units within 6 of this model
SRR TR, T TR

Spiritual Leaders: All friendly Dark Ax

within 6” of this model can use l\::‘:_:.\(x\i::}? s
T SOIp instead of
Tel-e?on Strike: During deployment, you can set yp 1
unit in a teleportarium chamber instead m'pl.\;; s
on the battlefield. At the end of any of your Mm"?g :
phases this unit can teleport into battle - set it unmem
anywhere on the battlefield that is more than 9" Fm
enemy models. G

w,.chaphin

equipP<

INTERROGATOR-CHAPLA N

ON Bike

T Bike is a single model armed with a crozius arcanu i
T m, a bolt pistol, fra

Pistol 1
Rapid Fire 1
Rapid fire 2
Melee

Melee E When attacking

with this w -
from the hit roll Weapon, you must subtract |

Grenade D6
Grenade 1

- This model may replace his bolt pistol with a bolt i -
gun, or an it ; >
e em from either the Pistols, Combi-weapons or Melee
. This model may take a power fist.

Unforgiven (pg 107)

Al:’rla of ll)l;ead: Enemy units within 6" of this model
subtract 1 from their L¢ i isti
Rosarius: This model has a 4+ invulnerable save. i i
Spmma{ Leaders: All friendly DARK ANGELS units
within 6" of this model can use his Leadership instead of
their own.

Litanies of Hate: You can re-roll failed hit rolls in
the Fight phase for friendly DARK ANGELS units

within 6" of this model.

DARK ANGELS, DEATHWING
TERMINATOR, INTERROGATOR-CHAPLAIN

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

lldl

4 4 5 3 9 3+

Al

a single model armed with the Blades of Reason, a crozius arcanum, a bolt pistol, frag grenades and krak grenades. Only one of this

Pistol 1
Melee
Melee
Grenade D6
Grenade 1

: 3 - iled hit rolls in the
Unforgiven (pg 107) ‘Exemplar of Hate: You can ¢ roll faile

i its that are
Fight phase for friendly DARK Achus unil
wﬁu}: 6" of Asmodai. In addition, increase the Amcﬁd
characteristic of friendly DARK ANGELS [“m?::;::d oy
BikeR units by 1 whilst they are within 6°©

Rosarius: This model has a 4+ invulnerable save.

Spiritual Leaders: Al friendly DARK ANGELS units
within 6" of Asmodai can use his Leadership instead
of their own.

s ’ N
Aura of Dread: Enemy units within .6 of Asmodai subtrac
1 from their Leadership characteristic-

(WING
IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATH
'HAPLAIN, ASMODAI

T

CHARACTER, INFANTRY; C




Fzekiel

Ezekiel is 2 singl

The Deliverer
Traitor's Bane
| Frag grenade

| Deathwing Apothecary

e model armed with Trait

9 2+

or's Bane, the Deliverer, frag grenades and krak grenades. Only one of this mode]
may be oy
Wdeg
i

ABILITIES
pistol 1 =
Melee Add 1 to this weapon’s damage if the .
Grenade D6 : rBetisa pey
Grenade 1
Unforgiven (pg 107)

Ky,

Psychic Hood: You can add 1

take for Ezekiel against enemy(;sz:(“!kthe Witch oo
Book of Salvation: Any friendly DARK ANGELS S within 13 '
INEANTRY OF BIKER models within 6" of Ezekiel that Keeper of the Keys: Ezekiel has a 4+ j,

are slain in the Fight phase may pile in and make a nvulnerable g,
single close combat attack before being removed.

Ezekiel can attempt to ‘manifest two psychic powers in each friendly Psychic phase, and attempt 1, g,

psychic powers in each enemy Psychic phase. He knows the Smite power and three psychic POF;EYD fen)’ two
Interromancy discipline (pg 107). S from the

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

(CHARACTER, INFANTRY, LIBRARIAN, PSYKER, EZEKIEL

5" a3t 4 4

i ADmhwingApMyisumﬂzmdzlamcdwithastormbohen

Storm bolter

24 RapidFire2

Narthecium: At the end of any of your Movement
phases, the Deathwing Apothecary can attempt o heal
or revive a single model. Select a friendly DARK ANGELS
& INFANTRY or BIKER unit within 3" of the Apothecary.

If that unit contains a wounded model, it immediately
d:iil ms;fh: Duang ‘!‘P"’Ymm‘r RO es Do rcgains D3 lost wounds. If the chosen unit contains
S ateleportarium chamber instead of 0 wounded models but one or more of its models
Wmm the battlefield. At the end "f’FY ofyour  have been slain during the battle, rollaD6.Ona4+d
P ‘model can teleport into battle ~ single slain model i returned o the unit with 1 wourd
etit up anywhere on the battlefield that is more than 9" ining. If a Deathwing Apoth ary fails to revve

2 model in this manner he can do nothing else for (¢

from any enemy
remainder of the turn (shoot, charge, fight etc) ashe
recovers the gene-seed of the fallen warrior. A unit an

only be the target of the Narthecium ability once i®

Unforgiven (pg 107)

Crux Terminatus: This model has a 5+
invulnerable save. R

i each turn.
DARK ANGELS, DEATHWING
ARY, TERMINATOR

Rapid Fire 2
e 2 When attacking
from the hit rol
You an ol e wound
model is armed with two lightni
ightning cl: i
fights it can make 1 additional attok wiy g "

When attacking with thi:
g with th
from the hit roll. is weapon, you must subtract 1

with this ‘weapon,

You must subtract |
Melee Melee olls for this w
Lightning claw s

Melee Melee X2 3
pover fis

Melee Melee X2 B3 ‘When attacking with this weapon, you must subtract 1
) ac

i = from the hit roll.

« This model may replace is power fist and storm bolter wi iehtni

i er with two lightning claws or a thunder hammer and.
. This model may replace his power fist with a chainfist.

Unforgiven (pg 107)

hander hamme”

JARGEAR DPTIONS

Storm Shield: A model equi i
quipped with a st i
a3+ invulnerable save. e

JBILTIES

Deathwing Company Banner: Friendly DEATHWING
units have +1 Attack while they are within 6" of any

Teleport Strike: Duri i
Deathwing company banners. uring deployment, you can set up this

model in a teleportarium chamber instead of placing it
on the battlefield. At the end of any of your Movement
phases this model can teleport into battle - set it up
anywhere on the battlefield that is more than 9" from any
enemy models.

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

Crux Terminatus: This model has a 5+
invulnerable save.

TAGTON KEYWORIS

CHARACTER, INFANTRY, ANCIENT, TERMINATOR

DEATHWING CHAMPION
Euiniia s 1w b0 N

Deathwing Champion 54 2+ 3+ 4 5 3 8 2+
‘The Deathwing Champion is a single model med with a halberd of Caliban. Only one ‘of this model may be included in your army.
RANGE T

Each time the bearer fights, it can make D3 additional
attacks with this weapon if the target unit contains 50r
more models.

Terminator Armour: This model hasa 5+
invulnerable save.

Halberd of Caliban Melee Melee

Unforgiven (pg 107)

Honour or Death: You can re-roll failed hit rolls
for this model in the Fight phase if it targets @
CHARACTER. In addition, this model must always
perform a Heroic Intervention when possible.

cike: During deployment, YOU can set up l?us
1[':‘1)3}:1’2?’ te\eponariufn chamber instead of placing 1:
on the battlefield. At the end of any of your Movemen!
phases this model can teleport in.w battle - sc; :‘f\rl:m
anywhere on the battlefield thatis more than
models.

DARK ANGELS, DEATHWING

AMPION
CHARACTER, INFANTRY, TERMINATOR, DATHWING Cit

Y Ty ——




Deathwing Terminator

Deathwing Sergeant

“This unit contains 1 Deatl

 Standard
- Supercharge
Storm bolter

Chainfist
Lightning claw

Power fist
Power sword

Thunder hammer

hwing Sergeant an

Terminator is arm¢
Sergeantis armed W

wING TERMINATOR
SQUAD

5
dd Deathwing ‘Terminators. It can include up to 5 additional Dc:\lhwins i
B Termingjop,
s

storm bolter.

ith a power fist anda
R 'm bolter.

ith a power sword and is
ABILITIES

choose one of the profiles below.

attacking with this weapon,
3 1

Heavy D3 7
8 - 2

= i
e jven
On a hit roll of 1, the bearer is slain | i of the Unfer®

weapon’s shots have been resolved

Heavy D3 after all of i

his

l Mace of absolution

|

|

Rapid Fire 2 4 |
!i WATGEAR OPTIONS

|

1

|

2 ,  Whenattacking with this weapon,

Melee from the hit roll. YOU mUst subyry
at ]

Yo 1l failed “lm!s
u can re-roll failed wound roll i
BTt i o ightain s P

fights it can make 1 additional attack wifi\eq\ch timeiy
5 G €1

W A

from the hit roll. st subtra|

Melee &
‘When attacking with this we %
from the hit roll Weapon, YOu must subira
+ Any model may replace all of its weapons with two lightning claws or a thunder ‘hammer and storm shield
+ Any model may replace its power fist with a chainfist. ield.
« For every five ‘models in the squad, one Deathwing Terminator may take a plasma cannon or an item from the

Melee

Melee

Melee

[ AGTON ETWORS

4 Deathwing Knights and 1 Knight Master. It can includ 5 addie:
il . lude up to 5 additional Deathy
er is armed with @ flail of the Unforgiven and a storm shield.

ht is armed with a mace of absolution and a storm shield. Wing Knights (Power Rating +12)

TYPE S AP D ABILMES
Excess damay
s ige from this weay
Pt E pon is not lost; inst
keep alocaig damage o another model n me::fge(
er all the damage h:
) ge has been allocated or the

Melee Melee
Melee
- This unit may be accompanied by a Watcher in the Dark.
Unforgiven (pg 107)

Melee S

Watcher in the Dark: Once per game, if an enem
psychic power affects a unit of Deathwing nghxz that i
accompanied by a Watcher in the Dark, roll a dice. oi\ .
3+ the power has no effect on this unit (all other (in el:
are affected normally). Remove the Watcher in the Sark
model from play after this roll has been made, whether

Storm Shield: Models in this unit have a 3+
invulnerable save.

Teleport Strike: During deployment, you can set
up this unitina teleportarium chamber instead of succes:

frelt sful or not. The Watcher in the D;
placing it on the banlgﬁek}. At the end of any of your  must always remain as close to this ‘em“a ;‘: mmd‘ill
Movemem phases this unit can teleport into battle - set but is otherwise ignored for all other m_pOSSl &
(¢ up anywhere on the battleield that is more than 9" Remove the Watcher in the Dark f e
from any enemy models. LR

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

INFANTRY, TERMINATOR, DEATHWING KNIGHTS

Terminator Heavy Weapons list. 7 FEWORDS
« This unit may be accompanied by a Watcher in the Dark. 2
Unforgiven (pg 107) Terminator Armour: Models in this unit have a5+
invulnerable save.
‘Watcher in the Dark: Once per game, if an enemy
‘psychic power affects a unit of Deathwing Terminators
that is accompanied by a Watcher in the Dark, roll
adice. On a 3+ the power has no effect on this unit
(all other targets are affected normally). Remove the
Watcher in the Dark model from play after this roll has
been made, whether successful or not. The Watcher
in the Dark model must always remain as close to this
unit as possible, but is otherwise ignored for all other
gaming purposes. Remove the Watcher in the Dark if
this unit s slain.

Storm Shield: A model equipped with a storm shield
has a 3+ invulnerable save.

Teleport Strike: During deployment, you can setup thi
unit in a teleportarium chamber instead of placingit
on the battlefield. At the end of any of your Movemétt
phases this unit can teleport into battle - st itup
anywhere on the battlefield that is more than 9" from
any enemy models.

ADEPTUS ASTARTES, DARK ANGELS, DEATHWING

INFANTRY, TERMINATOR, DEATHWING TERMINATOR SQUAD

tha cold, vengeful %



Navenwing Apathecary

A Ravenwing Apath

4 ol |\m.\l
Plasma talan

studand
Nuperharge

Ravenwing grenade
Jawncher

Frag shell

Kok shell
Corvis hammer
Trag grenmle

Nk

UTIONS + This model may replace his plasma talon with & Ravenwing grenade Jauncher, ok

ovary 1%
asma falon

12 Pistol 1 4
When attacking with this weapon, choone one of the profiles below,
W Assault 2 7 3 |

w At W Y 2 On a hit roll of 1, the bearer fs ofaf;,

weapon’s shots have been resolyed after a)) of this

When attacking with (his weapan, choose one of the profiles below,

o mwin“""’d‘
W,uhcr
,mphell

ik shell
Corvus hammer
g pensde

Assault D6 ) 0 |
Assault 2 0 1 Dy

Melee ] sl

0o Grenade DO 0 |
o Crenade | 0 1 Dy

Each wound roll of 64 made for this w
) e

damage instead of 1, PON Cauges [y

And They Shall Know No Tlear, Jink (pg 107)

mml When this model Advances, add 6" (o its Move characteriatic for that Movement phase instead of

Narthechum At the end of any of your Movement phases, the Ravenwin ,
) g Apothecary can attempt o heal
vevive o slngle model, Selecta friendly DARK ANGELS INVANTRY OF Brscusc unit within 3" of if,'l'A,'ﬂ'.('{,,;".,"y

15 asingle model aym.ed with a Corvus hammer, a bolt pistol, frag
talon. Only one of this model may be included in your army_’
. 5 1

12" pistol 1 .
When attacking with this weapon, choose one of the profiles below,
18" Assault 2 7 2y 1 -

% grenades & ice Ma ‘2
des and krak gre 2des. His Space Marine bik,
s

18 Assault2 8 3 2 On a hit roll of 1, the bearer is slain after all of th
of this

weapon's shots have been resolved.
When attacking with this weapon, choose one of the profiles below.
21" Assault D6 3 0 1
u Assault 2 6 CISR D3

Melee Melee +1 -1 1

6" Grenade D6 3 0 1
6" Grenade | 6 -1 D3 e
+ “This model may replace his plasma talon with a Ravenwing grenade launcher.
And They Shall Know No Fear, Jink (pg 107)

Each wound roll of 6+ made for thi
T ade for this weapon causes D3

158

’;\'rrbo‘:oosl: When this model Advances, 2dd 6" toits
. ove characteristic for that M i
Sacred Standard: Friendly RAVENWING units have +1 rolling a dice. i

Attack while they are within 6" of any sacred standards.
IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, RAVENWING

Biker, CHARACTER, ANCIENT

1 that unit contabng o wounded model, it immediately regaing D3 Jost wounds, If the chosen unit

wounded models but one or more of its models have been slain during the battle, roll a Im.“( )::\:. ; |”,I.‘ ',,,,,4;::, i

snodel 1s returned 1o the unit with 1 wound remaining, If a Ravenwing Apothecary fails to revive s .MMMM 1|?uu
smanner he can o nothing else for the remainder of the turmn (whoot, charge, fight ete.) as he recovers the geneseed
of the falen warriot, A unit can only be the target of the Narthecium abilit o

IMPRIIUM, ADERTUS ASTARTES, DARK ANGILS, RAVENWING

ce In each turn,

B, CHARACTIR, APOTHECARY

R

N LSy

4 5 5 3 8 3+

fhe Ravenwing Cha
h

mpion is a single model armed with a blade of Caliban, a bolt pistol, frag grenades "and krak grenades. His Space Marine bike
Jasma talon, Only one of this model may be included in your army. 5 T s

Pistol 1 4 0 1 -
When attacking with this weapon, choose one of the profiles below.

18" Assault 2 7 -3 1 & .
Onahitroll of 1, the bearer is slain after all of this

18" Assault 2 weapon's shots have been resolved-

Melee Melee
6" Grenade D6 z
6" Grenade 1 -

And They Shall Know No Fear, Jink (pg 107)

e-roll failed hit rolls for this
2 CHARACTER-
‘m a Heroi¢

Honour or Death: You cnrf\ o
model in the Fight phase 1 it targets

it i lways perfor
Turbo-boost: When this model Advances, 2dd 6 toits 10 addition, \}x: ;:o::::t‘;‘li‘a yS P
Move characteristic for that Movement phase instead of Intervention

rolling a dice.
RAVENWING
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gpud 9o T wiid # wyy biher, wd 1o crened by dwis Dmk Ay

riins

Vst |
awry ¥
1 the barget bs within half rangse of
davy 1o dice when inflicting damag i
Jowest resull %

Thapid e 1
Wales

“ LCirenade 16 ] |
14

Wl thine thie bearer fight

it can make | ad
allack with this weapon et

i Lypenade | 0 |
' A;:‘y Wavsnwing Wker may peplace hiv iolt pistad with u chiainoword
o (e Wayenwing Sergeant iy yepilice i bl plstal with an dtern from the b
wrgent Pigil 5
' Ur W b Wavenwiing Hikers may (ake an lem Srom (e S dal Waeapons st P
' lwumgwyu‘Mw‘» ke iy !Ijihullllwnvyhullw with w il melta
And ey Shall Koy Mo Vewr, 1k (g 107) Combist Squadsi efore any models are deployed at i
shart of the game i tavenwing ke ',qumluun,uu;n,r"f
models may b split into two units, one of which has 4
ey ineluding e avenwing Attack Tk

Turba bkt Whien Hiis unit Advanees, el 0 1ay 1tn
Mave sharacter ot far hal Maveiment phase Istead of

TUB ARTARTES, DARK ANGELS, RAVENWING

Winn, HAYENWING IR BOUAD

w
6 Crenade 16

4 Grepade )

Ay modc may teptace s heavy boltes wih 3 sk

And They Shall Know No Fear, ]3,,; %

Turbo-boost:

[mpERIUM, ADEPTUS ASTARTES,

Biken, RAVENWING ATTACK Bike SQUAD

ikfé,\'(.i.l_s, RAVENWING

RAVENWING LAND SPEEDERS

lﬂlllll‘l

16" 3+ 34 4 5 6 2 7

S

3+

fuvening Land Speeder

s unit contains | Ravenwing 1.
ol Is equipped with a heavy bolter,
~ RANGE  TYPE

Awault cannon 24"
y 36" Heavy 3
8" Heavy D6

]

Heavy 6 1
1

1

24" Heavy | - D6

Typhoon missile launcher When attacking with this weapon, choose on
~Frag missiles 48" Heavy 2D6 1
48" Ieavy 2 D6

« Any model may replace its heavy bolter wit
« Any model may take an assault cannon, heavy flamer,

a multi-melta.
And They Shall Know No Fear, Jink (pg 107)

Anti-grav Upwash: Models in this unit have @ Move
characteristic of 20", instead of 16", whilst their unit
contains 3 or more models.

IMPERIUM, ADEPTUS ASTARTES, DARK
VEHICLE, LAND SPEEDER, FLY, RAVENWI

two dice when inflicting damag
lowest result.

and Speeder. It can include up to 4 additional Ravenwing Land Speeders (Power Rating +6 per model). Each

‘This weapon automatically hits its target.
1f the target is within half range of this weapon, roll

 with it and discard the

¢ of the profiles below:

th a multi-melta or a heavy flamer.

a typhoon missile launcher, a heavy bolter or

Explodes: 1fa model in this unit is reduced to 0 wounds,
roll a D6 before removing it from the k'mld“eﬁeld

Ona 6 itexplodes, and each unit within 3" suffers
mortal wound.

ANGELS, RAVENWING
NG LAND SPEEDER




w
T

RAVENWING
nows 2t 1 w A

o 9 3
oud 12

DARKSHROUD
o Sv

8 RYl

1 a heavy bolter.

e o

W
A Ravenwing D Ashroud is a single mod ol equipped Wi
Raven) hrowd

N Heavy 6
Heavy 3

Jink (pg 107)

Explodes: 1f a model in this \;|\i(_\l( \
3 BICd
roll a D6 before removing it from the batt
a

ed 00 Woupgg

Jcon of Old Caliban: Your opponent must subtract a6 it explodes, and each unit withiy Des, vlc!\l On
l‘imm any hit rolls they make for shooting attacks mortal wounds. iffers 3
that target friendly DARK ANGELS units within 6" of
this model.
IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, RAVENWING
VEHICLE, LAND SPEEDER, FLY, RAVENWING DARKSHROUD
)

DAMAGE
Some of this model’s characterj
it suffers damage, as shown belo

tics Changey

' s 6-10+
8 3
Nephilim Jetfighter * 6+ * 6 6 10 3 . + e
A Nephilim Jetfighter isa single model equipped with an avenger mega bolter, a twin heavy bolter, L 5
and two blacksword missile launchers.
— - - Al

Avenger mega bolter Heavy 10

Blacksword missile
1 7 -3 2
{ launcher & 120
Twin heavy bolter 36" Heavy 6 5 4l 1

Twin lascannon 48" Heavy 2 9 -3 D6

+ This model may replace its avenger mega bolter with a twin lascannon.

ABILITIES Jink (pg 107)

Supersonic: Each time this model moves, first pivot

it on the spot up to 90° (this does not contribute to

how far the model moves), and then move the model
straight forwards. Note that it cannot pivot again after
the initial pivot. When this model Advances, increase
its Move characteristic by 20" until the end of the phase
- do not roll a dice.

Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the

Strafing Run: You can 2dd 1 to hit rolls for this model
when targeting an enemy in the Shooting phase that
cannot FLY.

Crash and Burn: If this model is reduced to 0 woum_isid
roll a D6 before removing the model from the battefeld
on a 6 it crashes and explodes, and each unit within 6
suffers D3 mortal wounds.

TYPE

Rapid Fire 6
18" Heavy D3 10 -3 3

Jink (pg 107)

Stasis Bomb: Once per game, this model can drop

a stasis bomb as it flies over an enemy unit in its
Movement phase. After the Ravenwing Dark Talon has
moved, pick one enemy unit that it flew over. Then,
roll a D6 for each model in the enemy unit (up to a
maximum of 10 dice). For each roll of a 4+, the target
unit suffers a mortal wound.

Hover Jet: Before this model moves in your
Movement phase, you can declare it will hover. Its
Move characteristic becomes 20" until the end of the
phase, and it loses the Airborne, Hard to Hit and
Supersonic abilities until the beginning of your next
Movement phase.

Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the
Shooting phase.

IMPERIUM,
VEHICLE, FLY, RAVENWING DARK TALON

RAVENWING DARK Taron

odel equipped with two hurricane bolters and a rify cannon,

ADEPTUS ASTARTES, DARK ANGELS, RAVENWING

L oamnge

Some of

i vmn'th:\lxs model’s ¢
REMAINING
610+
35

ABILITIES

1f a unit suffers any damage

and consult the ;3’::;‘ iﬁ’;\?‘:{a:ih“uw L
o bets therelevant number in the R U
e e Rift Vortex column,

get unit suffers a further D3 mortal wounds,

Supersonic: Each time this model moves, first pivot it
on the spot up to 90° (this does not contribute to how
far the model moves), and then move the model straight
forwards. Note that it cannot pivot again after the \mﬁa\
pivot. When this model Advances, increase its Move
characteristic by 20" until the end of the phase - do not
roll a dice,

Crash and Burn: If this model i reduced to 0 wounds,
roll a D6 before removing the model from the battlefield;
ona 6 it crashes and explodes, and each unit within 6'
suffers D3 mortal wounds.

Airborne: This model cannot charge, can only be
charged by units that can FLy, and can only attack or be
attacked in the Fight phase by units that can Fry.

Strafing Run: You can add 1 to hit rolls for this model
when targeting an enemy in the Shooting phase that
cannot FLy.

Airborne: This model cannot charge, can 1onl‘{l ::k i
charged by units that can Fuy, an§ can only aF“‘
attacked in the Fight phase by units that can

Shooting phase.

ADEPTUS ASTARTES, DARK ANGELS, RAVENWING

VEHICLE, FLY, NEPHILIM JETFIGHTER

 energy from 1

~aring beams ¢
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Plasma talon

- Supercharge

| Corvus hammer

| Power axe

| Frag grenade
| Krak grenade 6"
1 Melta bomb 4"

WARGEAR DPTIONS

RAVENWING BLACK
KNIGHTS
s T W A i Sv

4 5 2 2 8 3+

3¢ 3

ck Knight

avenwing Bl
R A6 p o RS

3¢ 3t
“ne Black Knights. It can include up to 2 addi
—— ng Huntmaster and 2 Ravenwing L 1 P additional Ravenwi
51 sj\d‘clr:x:):gal Ravenwing Black Knights (Power Rating +17). Each model is armed with a Corve\:;‘:;‘“g S
LYo Each of their Space Marine bikes is equipped with a plasma talon. ammer,
WNGE R g AP D MBIUTIES

Ravenwing Huntmaster 14
}\nigh\3 o~

“This unit contain
3 A bol i

is
Pisto], “ag

Rating +5) or WP
grenades and krak grenades
- 4 0 1
choose one of the profiles below.
7 -3 1 -
On a hit roll of 1, the bearer

‘ ) er is slai el
weapon's shots have been rcsol:'gén e

© Pistol 1
Bolt pistol 12 Pistol :
When attacking with this weapon,

standard Assault 2
n 8 -3 2
18 Assault 2 all of g

Ravenwing gn‘“"dl‘ When attacking with this weapon, choose one of the profiles below.
launcher
24" Assault D6

- Frag shell
24" Assault 2

- Krak shell

6 =
Each wound roll of 6+ made for this weapon
apon ¢

damage instead of 1. Auses D3

Melee  Melee +1

Melee Melee +1

Melee  Melee +2

Power maul Melee Melee +2

Power sword Melee  Melee

6" Srenade DO 3

Grenade 1 6 -1 D3
Grenade 1 8 -4 D6
« For every 3 models in the unit, one Ravenwing Black Knight may replace his plasma talon with a Ravenying

Power lance

grenade launcher.

+ The Ravenwing Huntmaster may replace his Corvus hammer with
power lance.

+ The Ravenwing Huntmaster ma take melta bombs.

a power sword, power axe, power maul or

And They Shall Know No Fear, Jink (pg 107) Turbo-boost: When this unit Advances, add 6" toits
Move characteristic for that Movement phase instead of

rolling a dice.

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, RAVENWING

BikER, RAVENWING BLACK KNIGHTS

awiné Land speeder
el
ce
Jengess
[aRa wing Land 5P
|

canno?
ol

jter
eary O
psma o™ pattery

4 S“tharge

i OPINS
NS

HGTION KEYWORDS

RAVENWING LAND §

P
ENGEANCE  DER
Wt 1 ow ooy

124 36 3+ 4 6 9 3

eeder Vengeance is single model equipped with a heavy bolter
- and a plasma stor;
m battery.

TYPE ] 1
Heavy 6 6 I: ': ABILITIES
Heavy 3 5 i 1
‘When attacking with this weapon, choose one of the profiles below.
36" Heavy D6 R 3

1f you make or
ne or more hit rolls of 1

: s of 1, the bea

ier::rrml \lmudnds after all of this \\enpqn'i s}:;:frhmm“
esolved, and the plasma =
1 v

: : used for the rest of the battle, s
~This model may replace its heavy bolter with an assault cannon ;

And They Shall Know No Fear, Jink (pg 107)

36" Heavy D6

Explodes: If this model is reduced to 0 wounds, roll a D6 beft .
explodes, and cach unit within D6" suffers D3 mortal Wcu“d:re elisne o Debtdiald. On st

IMPERIUM, ADEPTUS ASTARTES, DARK ANGELS, RAVENWING

VEHICLE, LAND SPEEDER, FLY, RAVENWING LAND SPEEDER VENGEANCE

g stor! er-heated M@
ncinerating storm of super-heate matter:
an incinerd
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NAMAGE
Some of this model’s
it suffers danlugc,cal:scf{‘«?\:“:\( l). |i\
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REMAINING w
21-30+
11-20
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W (ha,\gw

[
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Fortress of Redemption

A Fortress of Redemption is a single model equipped wi

Redemption missile silo
- Fragstorm missile
- Krakstorm missile

ith a twin Icarus lascannon and a

1-10

Heavy 3 5 2l 1

When attacking with this weapon, choose one of the profiles below.

Heavy 2D6 0 1

18-96"
Heavy D6 8 -3 D3

18-96"

96" Heavy 2D6 £3 D6

Add 1 to all hit rolls made for this weapon again
targets that can FLy. Subtract 1 from the hit m“,

. - % S ma
for this weapon against all other targets e

« This model may take up to four heavy bolters.

Immobile: This model cannot move for any reason,
nor can it fight in the Fight phase. Enemy models
automatically hit this model in the Fight phase - do
not make hit rolls. However, this model can still shoot
if there are enemy models within 1" of it, and friendly
units can still target enemy units that are within 1" of
this model.

Automated Weapons: Unless a friendly unit is
embarked inside this model, each of its weapons can
only target the nearest visible enemy:. If two units are
equally close, you may choose which is targeted.

Fire Points: 15 models embarked in this model can
shoot in their Shooting phase, measuring and drawing
line of sight from any point on this model. They can do
this even if enemy models are within 1" of this model.

Magazine Explosion: If this model is reduced o0
wounds, roll a D6 before removing it from the battlefiel
and before any embarked models disembark, Op 5 6its
magazine explodes, and each unit within 2D6" suffers
D6 mortal wounds.

Designer’s Note: If you cannot physically remove this
model from your battlefield when it is destroyed (because,
Jfor example, it is glued to the surface) then regardless of
whether its magazine explodes or not, it is wrecked - from
that point on, models can no longer embark inside it, it
can no longer shoot etc.

This model can transport any number of INFANTRY CHARACTERS and one other INFANTRY unit, uptoa

maximum of 30 models.

Designer’s Note: When you embark models onto a Fortress of Redemption, you may find it useful to place some of
them on the battlements to remind you which unit(s) are inside the fortification.

UNALIGNED

BUILDING, VEHICLE, TRANSPORT, FORTRESS OF REDEMPTION

-

=/
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This section contai
datashect includes U
Some rules ar¢ comma!

of the datasheets that yo!
cs profiles of the
eral Space Wolves units,

m have us outaumbered

2 hundred to on¢- Their
darken the skies, their u:ub churn
d to mud, and all we
:::::‘::luts and our ill temper.
Hardly a fair fight, is it my Wolves?
Let them pray their weakling gods
have pity on them, for we shall not”
- Logan Grimnar

unit it describes, as well a

ABILITIES

The following ability is common to several Spa

And They Shall Know No Fear

You can re-roll failed Morale tests for this unit.

SPACE WOLVES CHAPTER

The following Space Marines datasheets can be

2 y wargear
and are described below and referen,

5 ARMY LIS

u will need in order to fight battles with your Sy
Sp

! ace Wol,
and specig) ab

zvim.m
ar ”\’S.
ced on the daty :

o !
\”""l»h g
ets, O

e Wi
ce Wolves units;

from the Space W

that do replace the <CHAPTER> keyword on their datasheet in a]]‘lvcs Chapter, Thyq,

Worves. If a Space Marines unit does not appear on the list bel
Space Wolves Chapter, and so cannot have the SPACE Worves ]0

« Dreadnought (pg 35)
» Drop Pod (pg 48)
« Hellblaster Squad (pg 52)
« Imperial Space Marine (pg 30)
« Inceptor Squad (pg 43)
« Intercessor Squad (pg 30)
« Land Raider ’ (pg 58)
+ Land Raider Crusader ' (pg 59)
« Land Raider Excelsior ' (pg 61)
« Land Raider Redeemer ' (pg 60)
« Land Speeders (pg 46)
« Predator (pg 54)
« Primaris Ancient (pg 24)
« Primaris Lieutenants (pg 22)
« Razorback (pg 48)
« Rhino (pg 46)
« Rhino Primaris (pg 47)

Instances ity Seacy
Lz i

W, it cannot be from g

action keyworq i

« Servitors (pg 16)

« Venerable Dreadnou, )

« Vindicator (pg 55) D

» Whirlwind (pg 54)

« Wolf Lord - use the Captain (pg12)
Captain in Gravis Armour (pg 13) d;:;h

« Wolf Lord in Terminator Armour - us:'}:ﬂ
Captain in Terminator Armour dalashee‘vl
(pg 12) ‘

« Wolf Lord on Bike - use the Captain on
Bike datasheet (pg 14)

! These vehicles can also transport Wulfen
Each Wulfen model takes the space oftvo
other models.

i wol
yf\“’" of

hea¥y
1 .Mﬂdofa

~ SPACE

VES DREADNOUGHT WARGEAR

and Venerable Dreadnoughts wield

oACE ughts :
A s Dr:;':'(' :,lg “are unique to their Chapter.
weap

) gt options 0N these da
the
mault cannon,
3 jasiesd ofan non or @ Weapon
B alist (cha;ln)l;“ght combat weapon and a storm bolter,
- Wd oh:.:bc cquiPPCd with a missile launcher or a twin
his MO°
cannon-
! of a storm bolter,
er.
Ja Dm,dnoughl comba
at wolf claw.

tasheets with the following:

this model can be equipped with
from the Dreadnought Heavy

this model can be equipped with a

.
t weapon, this model can be

equ'w’d with a gre
following wargear option and ability to the datasheet for
b mWol.vBS Venerable Dreadnoughts:

, Instead of an assault cannon, : ¢
,tm:nnboller. this model can be equipped witl

axeand blizzard shield:

Blizzard Shield: A m
34 invulnerable save-

WARGEAR

Many of the units you will find on the
case, the unit may take any item from t!
appendix (pg 206-209 and 218-219).

SPACE WOLVES
COMBI-WEAPONS

+ Storm bolter « Flamer

« Plasma gun

+ Combi-plasma
« Meltagun

ombi-flamer
ombi-melta

SPACE WOLVES
MELEE WEAPONS

+ Chainsword
+ Frost axe
» Frost sword
| - Lightning claw
E© Power axe
8+ Power fist
i * Power maul
+ Poy word
+ Thunder hammer
+ Wolf claw

« Multi-melta

Dreadnought combat weapon and
h a Fenrisian great

odel equipped with a blizzard shield has a

following pages refere
he appropriate list bel

SPACE WOLVES
SPECIAL WEAPONS

SPACE WOLVES
HEAVY WEAPONS

TEMPESTAS DISCIPLINE

Before the battle,
attle, generate the psychic pov
e ; ¥ powers for Psyxeas that
B ;:Ulcn\pt\r.u discipline using the table below, You can n:h:m
a D3 to generate their powers randomly (re-roll any duplic; ule

s "
results), or you can select the powers you wish the psyker to hav
P y e.

MPESTAS DISCIP!

then until the start of your ne:
and any friendly SpAcE Wor
the benefit of being in cover.

— Bt
Tempest's Wrath
Tempest's Wrath has a warp charge value of 6. If manifested,
pick an enemy unit within 18" of the psyker. Your opponent
must subtract 1 from any hit rolls they make for that unit
until the start of your next Psychic phase.

Jaws of the World Wolf

Jaws of the World Wolf has a warp charge value of 7. I
manifested, pick an enemy unit within 18" of the psyker,
other than a VEHICLE. Roll 2D6 and subtract the targets
Move characteristic - the target unit suffers a number of

mortal wounds equal to the result.

wargear lists. When this is the

of the following
nce one Or more st canbe foundn =

ow. The profiles for the items in

SPACE WOLVES
TERMINATOR
MELEE WEAPONS
« Chainfist

« Frostaxe

« Frost sword

« Lightning claw

« Power axe

« Power fist

« Power maul

« Power sword

« Thunder hammet

« Wolf claw

« Plasma cannon
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Axe Morkatand a storm bolter. Your army can only inclu

le one 1
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. r = Lok e
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M Rapid e 2

e nnled &t el with the

S veapon, choose one of the profiles below.

\‘ AN \».A. When attacking with this w

O hamind Melee Melee +2 -3 D3
When attacking

from the hit roll.

Belt of Ry

-3

w vei
Melee 2 ith \]\I\\\x.lpun, YOUu mugy g
it

Melee

T hamial
And They Shall Know No Fear (pg 130)

ARRITRS

Logan Grimnar has a 44 invyl,
neral),
'€ baye

Chapter Master: You can re-roll failed hit rolls for
{riendly Spacn WoLvES units that are within 6" of
Logan Grimnar,

Teleport Strike: During deploymen;
Logan Grimnar in a teleportarium cl,

of placing him o the batlefield, At (e, "
your Movement phases he can use o u“l v‘\m

to arrive on the battlefield  set him yy oo K¢
e DA R el Ehat 1 more than 0" Larrere
enemy models.

YU can ey

Lof any of
High King of Fenris: You do not need to take Morale e
Lests for friendly WoLr GUARD units within 6" of

Logan Grimnar.
IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

9" aw
9" away from any

CHARACTER, INFANTRY, CHAPTER MASTER, TERMINATOR, WOLE LORD, LOGAN (iil{m:f” En
NAR

DAMAGE
Some of this model
it suffers damage,

Logan Crimnar 2 7-12+ 10"
irts art o ider 4-6 o

c istics chang
hown below: 3

ADDITIONAL AT

Tgan (o om Wormrider 16 4 singde model, Logan Grimnar rides atop Stormrider and is armed L 13 4"
it the Aose M ands & enm Leser Stormpider 1s drawn into battle by the High King's trusty -
Tinondarmitves, Fypra 4wsd Fentve, whes attack with a flurry of teeth and claws. Your army can only
il ot LA A S CAIRIAR.

et i bdaq 3 Kaghd Fire 7 4 0 | =
T Ave Mok When attaciing with this weapon, choose one of the profiles below.
(it handed Méies  Maiae +2 ] (2] .

Tt henéed Malee  Meles When attacking with this weapon, you st subtrict1
from the hit roll

After Logan Grimnar mak

et
ks wi

! s,,,,Azrd
{ suvﬂth“g‘

Thunde rwolf

Crushing (eeth and claws

HGEA DFTIONS

1o a single model armed with a chainsword, bolt pisto, frag
ith cru\hlnglcclh and claws. , frag gr

WoLF Lorp

ON THUNDERWOLF
o s 3 TN

10" 24 24 4 5 7 4

L
175 Pistol 1 ST o A
2 RapidFire] £ (T

When attacking with this weapon, choose one of the profies belon
12" pistol 1 : |
12 Pistol 1 3 2 Onabhitroll of 1, the bearer

Each time the bearer fights, it can make 1 244 ttional

Melee 1
attack with this weapon.

Melee
Grenade D6 1
Grenade 1

After a model on this mount makes its close combat

attacks, you can attack with its mount. Make 3

additional attacks, using this weapon profile.

. This model may replace its chainsword with an item from the Space Wolves Melee Weapons list

" Ihis model may replace its bolt pstol with a boltgun, plasma pistol,storm shield oran tem from the §
Wolves Combi-weapons or Space Wolves Melee Weapons lists. s

Melee Melee

And They Shall Know No Fear (pg 130) Belt of Russ: This model has a 4+ invulnerable save.

Jarl of Fenris: You can re-roll hit rolls of 1 for friendly ~ Storm Shield: A model equipped with a storm shield
SpACE WOLYES units within 6" of this model. has a 3+ invulnerable save.

IMPERIUM, ADEPTUS ASTARTES, SPACE WoLVES

CAVALRY, CHARACTER, THUNDERWOLF, WOLF LORD

Melee  Malee

Chwpter ateor; Vo o

bpivifs Il

(130

fitted it gl
Mha ate within ll"::f

f VWQMW e 1ol fo

I‘A]tll;u m

CHeRG o4, § Waix

you can attack with Tyrnak and
of additional attac own in the dan:
above, using this weapon proft

el of Russ: Logan Grimuar hasa 1+ nvulnerable i

Hilgh King of Fenris: You do not need © ke Monle

Joats for flendly WoLR Guakw uaits within ¢ <
Lo Grimnar

— MARER KA, Wotr Loxn Log

b

Fenris into battle.

is C pions ot
hoan Grimnar leads his € hampio



HARALD DEATHWOLE
Mo e

Y v 4 s 7,

Blackman< >
Ragnar past armed with Glacius, a bolt pistol, frag grenades and &

teeth and claws. Only one of this model may be inc ra
| Ulfgir =

5 Tanc 1s 4 singhe ")
Ragnar Black 2y be d Pistol 1

u;l.:f{ :n u::ﬂ m"”";" his two loyal Fenrisian Wolves, Svangir and Ulfgir (Power Rating +1). Svangir and Ulfgir attacy, .,
3 e ! Melee

and claws.

luded

Tmodel armed with Frostfang, a bolt pistol, frag grenades and krak grenades. Only one of this m

Grenade D6

Pistol 1
Melee +1 Grenade 1

Teeth and claws Melee User

Frag grenade Grenade D6 3 -
Krak grenade 3 Grenade 1 6 - - andclaws  Melee Melee
‘And They Shall Know No Fear (pg 130) Jarl of Fenris: You can re-roll hit rolls of | 7 7|

o

SPACE WOLVES units within 6" of Ragnar m: (: ! And They Shall Know No Fear (pg 130)

SPACE WOLVES units within 6" of Harald Deathwols

Belt of Russ: Ragnar Blackmane has a 4+
invulnerable save. Insane Bravado: Ragnar Blackmane can perf

Heroic Intervention if he is within 6" m’m: e o
‘War Howl: You can re-roll failed charge rolls instead of only 3", and if he does so he can
for friendly SPACE WOLVES units within 6 of rather than 3".

Expert Hunter: During deployment, you can set up
Harald Deathwolf ready to outflank his prey instead of ~ Lord of the Wolfki -
: ald De y to y instex n: Al friendly Tav
nemy unjp placing him on the battlefield. At the end of any of your and friendly units of Fenmurr: \:'u\:(;::é::m-i \un o
move g Movement phases he can join the battle ~set himup  within 6" in the Morale phase can use b i
so that he is within 12" of any battlefield edge of your  Deathwolf’s Leadership instead of their own.
i e than 9" away f y

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES choice and more than 9" away from any enemy models.

: Mantle of the Troll King: Add 1 to any saving
CHARACTER, INFANTRY, Storm Shield: Harald Deathwolf has a 3+ throws you make for Harald Deathwolf against
— — invulnerable save. shooting attacks. 5

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CAVALRY, CHARACTER, THUNDERWOLF, WOLF LORD, HARALD DEATHWOLE

Krom Dragongaze 6" 2+ 4 5 5 9

Krom Dragongaze is a single model armed with bolt pistol, frag grenades and krak grenades. Only one of this model may be
included in your army. il )

Bolt pistol
Wyrmclaw
Frag grenade

The Fierce-eye: Enemy units that are within 3" of Krom
Dragongaze at the start of the Morale phase must reduce
their Leadership by 1 for the duration of the phase.

Belt of Russ: Krom Dragongaze hasa 4+
invulnerable save.

«ad of his warriors:

g he b
Krom Dragongaz¢ advances at the



e 8 CANIS WOLFBORN

‘o

T U AL

T e 5 6 4

Sy

8 3+

Canis Wolfborn

od
Canis Wolfborn is 3 single mo " )
II::AI\Jcrut\l|, Fangir, who attacks with crushing l‘eclh ;Iaw_

Canis Wolfborn
D
Bolt pistol Pistol 1

Walf claw Melee

Frag grenade Grenade D6
| krak grenade Grenade 1

8 Fangir

e
B Crusing tecth and claws Melee Melee

e woll s,  bol o, frag grenades, and krak grcnades. He rides
d claws. Only one of this model may be included in your army‘ :

attle a1,

You can re-roll failed wound rolls
A model armed with two wolf cly
additional attack with this weapos

for this Weapon
WS Can make |
n.

After a model on this mount makes its close
attacks, you can attack with its mount \hkL combat
additional attacks, using this weapon P’ro‘ﬁ]: 3

‘And They Shall Know No Fear (pg 130)

Born of Wolves: You can make 1 additional teeth and
claws or crushing teeth and claws attack in the Fight
phase for all friendly models in THUNDERWOLF,
Fenrisian Wolves or Cyberwolves units that are within
6" of Canis Wolfborn at the start of the phase.

‘Alpha Predator: You can re-roll failed
T roll failed charge rols i

R p S HELhe D eathwolves: You

SYoutan rehral
B el Srics Worves ity o
within 6" of Canis Wolfbor. &

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CAVALRY, CHARACTER, THUNDERWOLF, ‘WOLE GUARD, CANIS WOLFBORN

i

i fsﬂ

RUNE PRIEST
o LR e R BT

6" 2+ 3+ 4 4 4 3 9 2

odel armed with a runic axe, bolt pistol, frag grenades and krak grenad,
es.

L3 Y
12" Pistol 1 4 0 1

When attacking with this weapon, choose one of the profiles below,
12" Pistol 1 7 iy 1
12" Pistol 1 8 P 2

Melee Melee +1 D3

Melee Melee +2 DIl

Melee  Melee 5
6" Grenade D6 3 1 £
ok Grenade | 6 D3

. This model may take a psychic hood.

. This model may take runic armour.

« This model may repllace its rurllic axe with a runic stave or a runic sword.

. This model may replace its bolt pistol with a plasma pist i v

« This model maz la&e ajump pafk (Power Rapting +1‘)’. 1?;11‘3;2\\a‘;ri\\/:‘;::‘c:;erfgzﬂ‘.\:\?foif""";.“ Eapons h‘sL
the Jump PAck and Fry keywords. es 12" and it gains

‘And They Shall Know No Fear (pg 130)

On ahit roll of 1, the bearer is slain

]\l:]p Pack Assault: If this model has a jump pack,

when you set it up duri

Runic Armour: A model equipped with runic armour  high e e

has a 5+ invulnerable save. on the battlefield. If it is, it can make a sudden aizul(
to arrive on the battlefield at the end of any of your

Pychic Hood: You can add 1 to any Deny the Witch  Movement phases;when it doessose i up anywhere

tests you make for a model equipped with a psychic that is more than 9" from any enemy models. /

hood against an enemy PSYKER within 12",

This model can attempt to manifest two psychic powers in each friendly Psychic phase, and attempt to deny one
psychic power in each enemy Psychic phase. It knows the Smife power and one psychic power from the Tempestas
discipline (pg 131).

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INFANTRY, PSYKER, RUNE PRIEST

1nleash the powers of the storm U on their foes:
e powers the n up
unlea



RUNE PRIEST ; RUNE PRIEST

TERMINATOR ARMOUR 3 ON BIKE

Rune Pri
“Terminator
A Rune Priest in Terminator Ar!

Storm bolter ;‘:Td FicZ S
elee : - -

Rugicais iso. When attacking with this weapon, choose one of th
Melee Melee - 4 of 1: profiles below,

Melee 5 Pistol 1 2
~ This model may take a psychic hood.
» This model may take Runic Terminator armour.
+ This model may replace its runic axe with a runic stave or a runic sword. i g Melee D3
+ This model may replace its storm bolter with an item from the Space Wolves Combi-weapons ;. e E D3

i
“And They Shall Know No Fear (pg 130) Runic Terminator Armour: A mode| < Melee D3
Runic Terminator armour has a 4+ j; cpped vy 3 Grenade D6 1

Psychic Hood: You can add 1 to any Deny the Witch nVulnerable s, e =
tests you make for a model equipped with a psychic Teleport Strike: During deployment,
hood against an enemy PSYKER within 12", ‘model in a teleportarium chamber in

Runic stave

Onahit A
Rapid Fire 2 . it roll of 1, the bearer is slain,

YU can set yp i - This model may take a psychic hood.
stead of placiry s . This model may take runic armour.
on the battlefield. At the end of any of your pr - 5" ; ot . : :
Crux Terminatus: This model has a 5+ phases this model can use a tele, 1 Of your Moverer; I o/This model may replace its runic axe with a runic stave or a runic sword.
Port strike to arrive o, [ . This model may replace its bolt pistol with a plasma pistol or an item from the Space Wolves Combi: o
i-weapons list.

invulnerable save. the battlefield - set it up anywh |
- a ywhere on the b; i
AR A R e m:d:]fslzﬁcld tha — "And They Shall Know No Fear (pg 130) Runic Armour: A model equipped with runic armour

‘l‘l’:iihmodel can nw;rt to ma;ife‘s;‘ twohpcycllﬁcl:(ﬁower'; in each friendly Psychic phase, and attempt to deny on Psychic Ho;)d- You can add 1 to any Deny the Witch has a 5+ invulnerable save.
5.?‘.’“ ":nl:;;‘lﬂ)a enemy Psychic phase. It knows the Smife power and one psychic power from the Tempes | tests you make for a model equipped with a psychic  Turbo-boost: When this model Advances, add 6 toits
g hood against an enemy PSYKER within 12", Move characteristic for that Movement P}(ase instead of

FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES rolling a dice.

KEYWORDS (CHARACTER, INFANTRY, TERMINATOR, PSYKER, RUNE PRIEST 3 This model can attempt to manifest two psychic powers in each friendly Psychic phase, and attempt to deny one
e e - - ) psychic power in each enemy Psychic phase. It knows the Smite power and one psychic power from the Tempestas
= i discipline (pg 131).

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

BIKER, CHARACTER, PSYKER, RUNE PRIEST




w A S

4 5 3 ) 2+

0 St i Tangle model armed with nl\e .\‘m\(r?( the \;:)::\l\‘u;\:nl;; :| 2:\:‘ SS;OL frag grenades and krak grenades, Njaliss
DM TR g, Your can only include iR, accom,
SRS A\\\l\\\fu\n \«H\ amy ¢ Y . Py

12 Pistal 1
Nghtwing n Assault D6

Saf of the Starmeatier Melee Melee

Frag grenade o Grenade D6

Nrak grenade o

Grenade | 6

: ey - And They Shall Know No Fear (pg 130) E\:’:}f‘ Armour: Njal Stormealler has q 5,
erable save,

Lord of Tempests: You can add 1 to any Psychic tests
you make for Nal Stormealler. Staff of the Stormcaller: You can re-roll gpe 11
] Deny the Witch test for Njal Stormcaller “:". failed

Paychic Hood: You can add 1 to any Deny the Witch — opponent’s Psychic phases. <ach of yoy
tests you make for Njal Stormealler against an enemy
Paykur within 12

v PSYKER Njal Stormealler can attempt to ‘manifest two psychic powers in each friendly Psychic pl
two prychic powers in each enemy Psychic phase, He knows the Smite power and three

et Tempestas discipline (pg 131),
| FAGTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INPANTRY, RUNE PRIEST, PSYKER, NJAL STORMCALLER

s and attempg 10 deny
chic powers from (he

b

NJAL STORMCALLER

IN RUNIC TERMINATOR ARMOUR

Njal Starmealler in lunie
Termbnator Armour

‘model armed with the Staft of the Stormcaller and a bolt pistol, Njal is accompanied by
[JAL STORMCALLER.

ol phatol 12 Pistol |
Nighiwing 1
Stalt of e Starmealler Melee

Stafl of the Stormealler: You can re-rollone
Deny the Witch test for Njal Stormealler in each of your
opponents Prychic phases.

port Strike: During deployment, you can setup
fjal Stormealler in a teleportarium chambet instead
him on the battlefield. At the end of any of
Movement phases he can use a telepart strike
¢ on the battlefield - set him up anywhere
Dattlefield that is more than 9" avay from any
models,

deny
Pyychic phase, and attempt 10
e power and !hr:\mdlic powers from e

Pistol 1 -

When attacking with this weapon, choose one of the profiles below,
Pistol 1 7 =3 1
Pistol 1
Melee
Grenade D6
Grenade 1

~ “This model may replace its bolt pistol with a plasma pist

On ahit roll of 1, the bearer is slain,

: ol or an item fr >
Thia model may {ake a jump pack (Pawer Rating +1).Ifitdoes, om the Space Wolves Combi-weapons list.

its M !
the Jump PACK and FLy keywords. its Move characteristic becomes 12"
‘And They Shall Know No Fear (pg 130)

and it gains

S?'ui‘uni Leader: Al friendly SpAce Worves units
within 6" of this model in the Morale phase can use its

Jump Pack Assault: If this model has a jump pack, Leadership instead of their own.

when you set it up during deployment, it can be set
up high in the skies, ready to strike, instead of being
placed on the battlefield. If it is, it can make a sudden
assault to arrive on the battlefield at the end of any Healing Balms: At the end of your Movement phase a
of your Movement phases; when it does so set it up ‘Wolf Priest can attempt to heal a single model.?rn dosso,
anywhere that is more than 9" from any enemy models. ~select a SPACE WOLVES INFANTRY, BIKER or CavaLRY

unit within 3" of him. If that unit contains a wounded
Oath of War: You can re-roll failed hit rolls in the Fight model, it is healed and immediately regains up to D3
phase for friendly SPACE WOLVES units within 6"of  lostwounds. A unit can only be the target of Healing
this model. Balms once in each turn.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

Wolf Amulet: This model has a 4+ invulnerable save,

CHARACTER, INFANTRY, WOLF PRIEST

L1

i
A
¥




Wolf Priest in

Terminator Armour

A Wolf Priest in Terminatort Armour 1s a sin,

Storm baolter

Crozius arcanum

WOLF PRIEST
IN TERMINATOR ARMOUR

gle model armed with a crozius arcanum

AL 2
Rapid Fire 2 4

Melee Melee +1

and storm bolter,

+ This model may replace its storm bolter with an item from the Space Wolves Combi wcu/;;

And They Shall Know No Fear (pg 130)

Teleport Strike: During deployment, you can set

up this model in a teleportarium chamber instead

of placing it on the battlefield. At the end of any of
your Movement phases this model can use a teleport
strike to arrive on the battlefield - set it up anywhere
on the battlefield that is more than 9" away from any
enemy models,

Oath of War; You can re-roll failed hit rolls in the Fight
phase for friendly SPACE WOLVES units within 6" of
this model.

Spiritual Leader: All friendly Spacn
pruss y Srace
within 6" of this model in the Mencp. ™"
Leadership instead of their own

B8 uni
le phase cap g, -

Healing Balms: At the end of your Moy,

a Wolf Pricst in Terminator Armour cop 1™ P14
heal a single model. To do so, select 3 $ppr 7"
INFANTRY, BIKER Or CAVALRY unit withi; vr.anw,\
If that unit contains a wounded model, it "
immediately regains up to D3 Jost w(:u’nds bl

only be the target of Healing Balms once i SR

each turp

Wolf Amulet: This model has a 4+ inyulnersble sz,
save

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INFANTRY, TERMINATOR, WOLF PRIEST

Wolf Priest on Bike

WOLF PRIEST

ON BIKE

14" 2+ 3+ 4 5

When attacking with this weapon, choose one of the profiles be

12 pistol 1 Th i
12" Pistol 1 e 2
Melee Melee
6" Grenade D6
6" Grenade 1
‘And They Shall Know No Fear (pg 130)

Healing Balms: At the end of your Movement phase,
Ulrik the Slayer can attempt to heal a single model. To
do s0, select a SPACE ‘WOLVES INFANTRY, BIKER or
CAVALRY unit within 3 of him. If that unit contains a
wounded model, it is healed and immediately regains
up to D3 lost wounds. A unit can only be the target of
Healing Balms once in each turn.

‘Wolf Amulet: Ulrik the Slayer has a 4+
invulnerable save.

Slayer's Oath: You can re-roll fa

F:g\t pf‘\ase for friendly Space. ‘l'l;:'.:isf f;‘:z" =

6 f this model. I Ulrikthe Slayer kil
CHARACTER or MONSTER, then for the rest r»h;\
battle, you can add 1 to any wound rolls you mzk:m

€ Fight phase for any friendly Sea Vi
the Fight SPACE W
e h: friendly SpACE WoLvES units

Wfolf‘ He}m of Russ: All friendly Space Worves units
within 9" of Ulrik the Slayer in the Morale phase can
use his Leadership instead of their own.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INFANTRY, WOLF PRIEST, ULRIK THE SLAYER

2 :V:li:':: Zrzl:;: y;;na\‘z ;:d;n u;llc with a crozius arcanum, bolt pistol, frag grenades and krak grenades. He rides into battle ona

Bolt pistol
hid Plasma pistol

- Supercharge

Twin boltgun

Crozius arcanum

Frag grenade

Krak grenade

12" Pistol 1 4

When attacking with this weapon, choose one of the profiles below.
7

12 Pistol 1 3

127 Pistol 1 fy R )
Rapid Fire 2 0 1
Melee 2
Grenade D6 1

EE S Grenade TBERIE5v o1 D3

On a hit roll of 1, the bearer is slain.

=0 mn/ & ﬁﬁ__w__;'mmﬂm pistol or an item from the Space Wolves Combi-weapons list

(pg130)

Healing Balms: At the end of your Movement phase2
Wolf Priest on Bike can attempt to heal a single model

To do 50, select a SPACE WOLVES INFANTRY, BIKER O |

CAVALRY unit within 3" of him. If that unit contains @
wounded model, it is healed and immediately re62"
up to D3 lost wounds. A unit can only be the target O
Healing Balms once in each turn.

Turbo-boost: When this model Advances, adz‘l 6 “’;L;[
Move characteristic for that Movement phase ¢

rik the Slayer is 30 ent and Wi but no less de dly

N isand 3 ok

' warrior for all his centuries © fe.
2

i




WoLE GUARD : Bwqu: GUARD
BATTLE LEADER ‘ ATTLE LEADER

ON Bixe

walf Guard

Batthe Lewde?

4 armed with a chainsword bolt pistol, frag grenades and krak grer

On & hit roll of 1, the b

Each time the bearer fig

Meee  Melee attack with this »\-n,x,,)ff)m‘ s

6 Grenade D6 3

6 Grenade | 6 -1 -
s model may replace its chainsword with an ftem from the Space Wolves Melee Weapon,
" s model may replace ts bolt pistol with a boltgun, plasma pistol, storm shield, or an iern

Wolves Combi-weapons or Space Wolves Melee Weapons lists. 3
+ This model may take a jump pack (Power Rating +1). If it does, its Move characteristic becomes

the Jusr Pack and FLy keywords 3
‘And They Shall Know No Fear (pg 130) Jump Pack Assault: If this model has »
when you set it up during dep]u\'mtm. ;
Storm Shield: A model equipped with a storm shield  high in the skies, ready to strike, in\(ta‘d of be:
has & 3+ invulnerable save. on the battlefield. If it is, it can make a sudd ',
to arrive on the battlefield at the end of any
Movement phases; when it does so set it up
that is more than 9" from any enemy models

Huskarl to the Jark: You can re-roll wound rolls of 1
for friendly SPACE WOLVES units that are within 6" of
this model.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INFANTRY, WOLF GUARD, BATTLE LEADER

equd

on Bike is 2 single model armed with a chainsword, be
".gd with a twin boligun.

17 Pistol 1

7y Rapid Fire 1
When attacking w

12 Pistol 1

12 Pistol 1

o Rapid Fire 2
Melee  Melee

6" Grenade D6

6" Grenade 1

~ This model may replace its chainsword with an item from the Spa

« This model may replace its bolt pistol with a boltgun, plasma pistol, storm shield, or w‘( : f h
Wolves Combi-weapons or Space Wolves Melee Weapons st TR

‘And They Shall Know No Fear (pg 130) Storm Shield: A model equipped with 2 1

has a 3+ invulnerable save

Huskarl to the Jark: You can re-roll wound rolls of

for friendly SPACE WOLVES units that are within 6" of  Turbo-boost: When this model Ad: 2dd 6 o its

el Move characteristic for that Move i

rolling a dice.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

nt phase instead of

BIKER, CHARACTER, 'WOLF GUARD, BATTLE LEADER

h the bitter snows of a frozen world

WoOLF GUARD
BATTLE LEADER

IN TERMINATOR ARMOUR

or Armour is a single model armed with a power sword and storm bolter

24" Rapid Fire 2
Melee Melee £ 5

« This model may replace its power sword with an item from the Space M}lw; Melee Weu\):u‘v:; i"c‘;;mbrwmpum
+ This model may replace its storm bolter with a storm shield or an item from the Space Wol
or Space Wolves Melee Weapons lists. T

(T del equipped with a st
0 Storm Shield: A mo
And They Shall Know No Fear (pg 13 ) e imlnerable s

Crux Tcn:linmu: This model has a 5+ Teleport Strike: During deployment. youdc.\? ;l!nlc:fg‘::h
invulnerable save. »h;mbcr instead 0l
model ina tleportarih f your Movement
Huskarl to the Jarl: You can re-roll wound rollsof 1 o the battle s ke to rtiveon
for friendly SPACE WOLVES units that ar¢ within 6 of p:ﬂ‘;;‘i‘i i efield that
i the 3
thiz modd. s more than 9" a3}




Wall Gnard Pattle

i Thundery

A Wall Guand

Wattle atop & Thunder

Wall Guard I
talt piatol
Holtgun
Plasma pistol
Standard

uperharge
{ Chainswond

Jrag grenade
Krak grenade

WoLF GUARD
BATTLE LEADER
ON THUNDERWOLF
womu s

1 ender 10 24 3 4

all
Twoll Is & single Todel armed with 4 chainsword, bolt pistol, frag grenad
d g grenades and kyy

Vaitle Leader on Thunde
wall, who attacks with crushing teeth and claws.

attle Leader
12 Pistol | 4 0 1

u' Rapid Fire | 4 0 1
when attacking with this weapon, choose one of the profiles below,
v 3 |

2 On a hit roll of 1, the bearer is

12' Pistol 1 7
12 Pistol |
Fach time the bearer fi =
Melee  Melee 1 earer fights, it can make | 44
attack with this weapon. S ke 1 a4

Grenade D6
CGirenade |

After a model on this mount makes
Melee 1 attacks, you can attack with its mou
|

Melee
additional attacks, using this weapon

ARGEAR DPTIONS T, this model may replace its chainsword, with an item from the Space Wolves Melee Weapons list pe

: Wolves Combl-weapons or Space Wolves Melee Weapons lists.

+ ‘This model may replace its bolt pistol with a boltgun, plasma pistol, storm shield, or an item from the p
e Space

Huskarl to the Jarl: You can re-roll wound rolls of |
for friendly SPACE WOLVES units that are within 6" of

Storm Shield: A model equipped with a storm shield  this model.
fyas 4 3+ Invulnerable save.
IupLrIUM, ADEPTUS ASTARTES, Space WOLVES

And They Shall Know No Fear (pg 130)

When z12cking with this wezpon, choose one

his weapon but is pot sizin, roll 2 D& 5 26, the tarpet sufers 2
26 Hezvy D3

24 Heavy 1

e Heavy 2

twin lascannon-

AndIthlnﬂKnGV.\'on(pglso,

Ancient Tactician: 1f your army is Battle-forged. you
receive 1 additional Command Point if it incindes Bjorn
the Fell-Handed-

amy weapons &

Last of the Company of Russ: You can re-roll hit rolls Handed can

of 1 for friendly SPACE WOLVES units that are within 6" Shooting phase your opponent mest
of Bjorn the Fell-Handed. hit rolls for

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, VEHICLE, DREADNOUGHT, BJORN THE FELL-HANDED

CAvaLIY, CHARACTER, T ¥, WOLF GUARD, BATTLE LEADER

A,

\‘zccmd\.

e Daemons of

o against th
jent brother: into battle ainst

Bjorn the Fell-Handed leads his anc



Broop CLAWS
BS W A Sv

4+ 1 1 3+

Blood Claw
4+ 1 2 3+

Blood Claw Pack Leader
1 2

Wolf Guard Pack Leader 3+ 4 4 8 o
Wolf Guard Pack Leader o 4 A 3 3 i 3
in Terminator Armour
T Blood Claw Pack Leader a
10 additional Blood Claws (Power Rating TB).
Leader in Terminator Armour (Power Rating +3).
. ‘The Blood Claws, Blood Claw Pack Leader and Wolf Guard Pack Leader are each armed with a chainsword, bolt pistol, frag g

% renades ang

krak grenades.
| . A Wolf Guard Pack Leade:
WEAPON
Bolt pistol
Plasma pistol
- Standard
- Supercharge
Storm bolter

34 Blood Claws. It can include up to 5 additional Blood Claws (Power Ratj
It can also include either a Wolf Guard Pack Leader (Power Rating +2) 0:“:‘5 ?) Orup tg
2 Wolf Guarg p,
ack

“This unit contains

 in Terminator Armour i armed with a power sword and storm bolter.
ST 0 AmE
12" Pistol 1 4 0 1 -
When attacking with this weapon, choose one of the profiles below.
Pistol 1 1 -
Pistol 1 2) On a hit roll of 1, the bearer is slain.
Rapid Fire 2 1

T BT T o e P
attack with this weapon, g etend
Melee g 2

When attacking with this weapon, you
Power fist Melee 1 you must subtract |

Chainsword Melee 1

Power axe

Power sword Melee
Frag grenade Grenade D6 =
Krak grenade Grenade 1 -
: - One Blood Claw may replace his chainsword with an item from the Space Wolves Special Weapons list. If the
unit includes 15 models, one additional Blood Claw may also do this.
+ One Blood Claw may replace his bolt pistol with a plasma pistol.
+ The Blood Claw Pack Leader may replace his chainsword with a power sword, power axe or power fist
+ The Wolf Guard Pack Leader may replace his chainsword with an item from the Space Wolves Melee
Weapons list; he may also replace his bolt pistol with a plasma pistol or an item from the Space Wolves
Combi-weapons list.
+ The Wolf Guard Pack Leader in Terminator Armour may replace his power sword with an item from the Space
Wolves Terminator Melee Weapons list; he may also replace his storm bolter with a storm shield or an item from
the Space Wolves Combi-weapons list.
'And They Shall Know No Fear (pg 130) Headstrong: Unless this unit contains 2 Wolf Guard
Pack Leader or Wolf Guard Pack Leader in Terminator
Berserk Charge: On 2 turn in which they make a Armour, or is within 6” of a friendly WOLE GUARD, it
successful charge, you can make 1 additional attack in must declare a charge in its Chargephascifmsposiﬂﬂf
the Fight phase with all models in this unit. to do so.

Storm shield: A model equipped with a storm shield ~ Crux Terminatus: A Wolf Guard Pack Leader in
e S Terminator Armour has 2 5+ invulnerable save-

INFANTRY, BLOOD CLAWS

ed with the Claw of the Jackalw -
olf, a plasma Pistol, frag grenades ang |,
. 12K grenades,
nly one of
s

‘ange_ TYPE (SRR

When attacking with this weapon, choose one of the profiles be]
12" Pistol 1 P i o
12" Pistol 1

Melee Melee You
6" Grenade D6 can re-roll faled wound rollsfor this Weapoy
% n.

6" Grenade 1 n
‘And They Shall Know No Fear (pg 130)

On a hit roll of 1, the bearer is slain,

The L: -

m geh : ;sht:s.:uf:h If {.ukas the Trickster is slain in the

Blood Claws Hero: You can add 1 to hit rolls you makeyou rol lovest, 1::?’“ e

for friendly BLoOD CLAW units within 6" of Lukas the unit that l;nd:d :’}:ﬁ :;ppe'm;
low iy

the Trickster. o

e, re-rolling tes f
if you roll highest,
mediately suffers Dg

Master of Mischief: Subtract 1 from the Leadership of  Pelt of the Doy

N e s (friend or foe) ithin 3" of Lukas the Trickser 1 fromany e st
at the start of the Morale phase for the duration of Trickster in the Fight phase. sl e

the phase. 3

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INFANTRY, BLoop CLAW, LUKAS THE TRICKSTER

g grin
into the fight witha mocking &
| features-

rickster lunge*
u]

Lukas the T pon his fer?



A g )
v 3 — ;
RON Pr
4
¢ 7 WS BS - 5T p
5 4 L LiC T ¥
4 . t 6" 2+ 3+ 4 4 4 3 - 3
% + - +
Grey Hunter ogle ‘model armed with 2 thunder hammer, boltgun, servo-arm, frag grenades s
g & 3+ 3+ 4 4 1 2 i 3+ isa sin! - TYPE 5 AP 1 ind krak Srenades
Grey Hunter pack Leader ABILITIES .
rey pistol 1 4 0 4
ST A A Thgge:
Wolf Guard Pack Leader ngl Rapid Fire 1 4 0 2 " P
« 2 i
Wolf Guard P':t;:.d," R e [ L . 1£2 modelsuffers an 3
= Temm“of 1 Grey Hunter Pack Teader and 4 Grey Hunters. It can include up to 5 additional Grey Hunters (Power R y 12 g i’ D3 weapon but is nntdsl‘ai:n::\\led wounds from th
& This unit c::‘?:;olf(:dzrd Pack Leader (Power Rating +2) or a Wolf Guard Pack Leader in Terminator Armour (Power R:r 8 +5). It can P ndMPi’w] suffers a mortal ound. 2DSonas.d 1€ target
m-;;:‘d:;:iv Hrumcrs and Grey Hunter Pack Leader are each armed with a boltgun, bolt pistol, frag grenades and krak Z"ﬂade;ng +3). e . % 5 Each SETVo-arm can only be yseq
iy \r\' f Guard Pack Leader is armed with a chainsword, bolt pistol, frag grenades and krak grenades. ; g Melee each time this model fights thto make one attack
X A V\'Zl[ Guard Pack Leader in Terminator Armour is armed with a power sword and storm bolter. s this weapon, you must suht‘yac\\ f;m(:‘;\“;mcks with
= R £ 1If m the hit roll,
WEAPDN TYPE L AP ] ABILITIES 2 e ik 5 5 ; w:a:l::il Sl\l_ﬁm any unsaved wounds from thjs
Bolt pistol 123 ey = S . . 1 pammer suffers a r:\()‘riar;ov: Sla“;‘ roll a D6; on 2 6, the target
Boltgun 24 RapidFirel 40 T F G s g ) ‘:\;\(h
Plasma pistol ‘When attacking with this weapon, choose one of the profiles below. g e Melee 2 fomthehitrag PO You St sbtract |
- Standard 12" Pistol 1 7 =3 1 - : - 6 Grenade D6 3 0 1
| - supercharge 12" Pistol 1 8 =3 2 On a hit roll of 1, the bearer is slain. 3 mw‘“‘dt 6" Grenade 1 6 -1 D3 4
¥ Storm bolter 24" Rapid Fire 2 4 0 1 = X . This model may replace its lbhunder hammer with a tempest hammer, 4 &
: : i ‘um‘ i lace its boltgun with a bolt pistol i 4
Chainsword Melee  Melee TP DM B Ect timethe Beater fihts, it can make 1 additiona - This model may repa gun with a bolt pistol ora helfrost pistol
ains attack with this weapon. ‘And They Shall Know No Fear (pg 130)
| Poweraxe Melee  Melee R - JBUTES
When attacking with this weapon, § Battlesmith: At the end of your Movement phase, this model can repair a single SPACE WoLVES VERICLE within |
Power fist ks RER = % D3 from the hit roll bt i 1" of him. That model immediately regains D3 wounds lost earlier in the battle. A model can only be r:pak:i‘ " 1. !
| Powersword Melee  Melee e ! AT :
B Frc ocnade 6" Grenade D6 3 0 1 = £ M-m IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES j
iy 8
& | Krakgrenade 6 Grenade 1 o EUBIED B - Er CHARACTER, INFANTRY, IRON PRIEST 4)
- | WARGEAR DPTIONS + Any Grey Hunter may take a chainsword. b
« One Grey Hunter may take a wolf standard.
+ For each five models in the unit, one Grey Hunter may replace his boltgun with an item from the Space Wolves
Special Weapons list. | e
2 + One Grey Hunter may replace his bolt pistol with a plasma pistol. 7t
¥ « The Grey Hunter Pack Leader may take a chainsword, power axe, power fist or power sword. . ¥
¥ + The Wolf Guard Pack Leader may replace his chainsword with an item from the Space Wolves Melee
g Weapons list; he may also replace his bolt pistol with a plasma pistol or an item from the Space Wolves 3
Combi-weapons list. 8 3
+ The Wolf Guard Pack Leader in Terminator Armour may replace his power sword with an item from the Space b
Wolves Terminator Melee Weapons list; he may also replace his storm bolter with a storm shield or an item from 3 %
the Space Wolves Combi-weapons list. g 5
‘And They Shall Know No Fear (pg 130) Crux Terminatus: A Wolf Guard Pack Leader in 4 g
Terminator Armour has a 5+ invulnerable save. ¢ 5 g
Wolf_ Standard: You can re-roll any dice rolls of 1 when " i =
e making an Advance or charge move for a unit that has  Storm Shield: A model equipped with a storm shield |- :
2 wolf standard. has a 3+ invulnerable save. { : i i
FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES 3 z ‘
LETWERES INFANTRY, GREY HUNTERS 1
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WAVE

Iron Priest on Bike

"An Iron Priest on Bil
battle on a Spac
WEAPON

Bolt pistol

Boltgun

Helfrost pistol

Plasma pistol
| - Standard

e Supercharge

Twin boltgun

| Servo-arm

Tempest hammer

Thunder hammer

Frag grenade
Krak grenade
WARGEAR DPTIONS

1
| Apwmes

ke is a single ‘model armed
ine bike cquipqu‘yi(h

FReT

IRON PRIEST

ON BIKE
ST L

T S 852

“with a thunder hammer, boltgun, servo-arm, frag grenades and krak grenade
twin boltgun. - He rides

12" pistol 1

[} ABILITIES
0
24" Rapid Fire 1 0

1f a model suffer
P ot 4w e T
suffers a mortal wound. i S

‘When attacking with this weapon, choose one of the profiles below.

12" Pistol 1 7 ; ;

v P 9 2 On a hit roll of 1, the bearer is slain,

24 Rapidfire2 < TR
Each servo-arm ca
each time this mod‘;fgé}llmtbs? \‘;Vs}:‘:x:(; r\"r‘:)l:iec;)m Y
this weapon, you must subtract 1 from the l:ilx‘?zll(ls i
If a model suffers any unsaved wounds from this :

weapon but is not slain, roll a D6; on a 6,
8 ; , th
suffers a mortal wound. R

Melee Melee X2

Melee Melee x2

When attacking with this wea
pon, you
Melee x2 3 from the hit roll e i

6" Grenade D6 3 1 -

o3 Grenade 1 6 -1 D3 -
- This model may replace its thunder hammer with a tempest hammer.
« This model may replace its boltgun with a bolt pistol or a helfrost pistol.
And They Shall Know No Fear (pg 130)

Battlesmith: At the end of your Movement phase, if he
® didn’t move more than 6", this model can repair a single
Turbo-boost: When' “ model Advances, add 6" to its  SPACE WOLVES VEHICLE within 1 of him. That model
Move characteristic for that Movement phase instead of immediately regains D3 wounds lost earlier in the battl

rolling a dice. g 4 A model can only be repaired once per turn.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

BIKER, CHARACTER, IRON PRIEST

IRON PriEsT

ON THUNDERWOLE

is asingle model armed with a thunder hammer,
ushing teeth and claws.

pistol 1
Rapid Fire 1

1fa model suffe
o 4 e e fers any unsaved wounds from this
is not slain, roll a D; on a6, the
suffers a mortal wound. : e

When attacking with this weapon, choose one of the profiles below.
12 pistol 1 s

e pistol 1 8 Onahit roll of 1, the bearer is slain.
Each servo-arm can only b

: . ly be used to make one att
eth time this model fights. When a model anjckasct“h
this weapon, you must subtract 1 from the hit roll
1f a model suffers any unsaved wounds from this
v Melee ‘weapon but is not slain, roll a D6; on 6, the target

suffers a mortal wound.

Melee Melee X2

When attacking with this weapon, you must subt
3 11
Melee Melee oy ¥ subtract

6" Grenade D6 -
6" Grenade 1 -

After a model on this mount makes its close combat
attacks, you can attack with its mount. Make 3
additional attacks, using this weapon profile.

- This model may replace its thunder hammer with a tempest hammer.
+ This model may replace its boltgun with a bolt pistol or a helfrost pistol.

‘And They Shall Know No Fear (pg 130)

Battlesmith: At the end of your Movement phase, if he didnit move more than 6', this model can.ﬂp.air asingle
SpacE WOLVES VEHICLE within 1" of him. That model immediately regains D3 wounds lost earlier in the battle.
A model can only be repaired once per turn.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CAVALRY, CHARACTER, THUNDERWOLF, IRON PRIEST

rolls for this unit




WOLFE SCOUTS

Sv

44

Wolf Scout
4+
Wolf Scout Pack Leader
1 2 8

3+ 3+ 4 4 3+

Wolf Guard Pack Leader 6" : 2
Wolf Scout Pack Leader and 4 Wolf Scouts. It can include up to 5 additional Wolf Scouts (Power T
b - It can gl
i f Guard Pack Leader (Power Rating + . :
xn;;‘ud;\:)?]y;’:out:é;;d Wolf Scout Pack Leader are each armed with a boltgun, bolt pistol, frag grenades and krak grenades.
. A vevo]f Guard Pack Leader is armed with a boltgun, bolt pistol, frag grenades and krak grenades.

“This unit contains 1

WEAPON TYPE § AP D ABILITIES
% If the target is within half range, add
Astartes shotgun 12 Assault 2 4 W weapon’s Strength. L o
Bolt pistol 12" Pistol 1 4 0 il -
Boltgun 24" Rapid Fire 1 4! 0 1 -
Heavy bolter 3" Heavy3 g 4 e
Missile launcher When attacking with this weapon, choose one of the profiles below.
 Frag missile 48" Heavy D6 4 0 1
- Krak missile 48" Heavy 1 8 -2 D6 -
Plasma pistol When attacking with this weapon, choose one of the profiles below.
- Standard 125 Pistol 1 7 -3 1 -
B Supercharge 12" Pistol 1 8 -3 2 On a hit roll of 1, the bearer is slain.
‘This weapon may target a CHARACTER even if it s not
i 1 the closest enemy unit. If you roll a wound roll o 6+ f
Saipcafic SSEER e I e o it 1 111s almiortal sound in adliion fo |
normal damage. g
b Each time the bearer fights, it can make 1 additional
Chainsword WEL bets b o ! attack with this weapon.
Combat knife Nl Melee User 0 1 Each time lhe_bearer fights, it can make 1 additional
attack with this weapon.
Frag grenade 6" Grenade D6 3 0 1 -
Krak grenade 6" Grenade 1 6 -1 D3 -
WARGEAR OPTIONS + Any Wolf Scout or Wolf Scout Pack Leader may take a camo cloak.
+ Any Wolf Scout or Wolf Scout Pack Leader replace its boltgun with a chainsword, combat knife, sniper rifle or
Astartes shotgun.
+ One Wolf Scout may replace his boltgun with a heavy bolter, missile launcher or an item from the Space Wolves
Special Weapons list,
+ One Wolf Scout may replace his boltgun with an item from the Space Wolves Melee Weapons list, or replace his
bolt pistol with a plasma pistol.

« The Wolf Scout Pack Leader may replace his boltgun with an item from the Space Wolves Melee Weapons list, ot
replace his bolt pistol with a plasma pistol.
« The Wolf Guard Pack Leader may replace his boltgun with an item from the Space Wolves Melee Weapons list;he

up this unit behind enemy lines instead of placing it
on the battlefield. At the end of any of your Movement

Camo Cloaks: If every model in a unit has a camo

phases the unit can join the battle - setit up s0 that hc:: ‘
in the unit when they receive the benefits of cover, within 6" of any battlefield edge of your choice and mo
instead of 1, . than 9" away from any enem models.

doak you can add 2 to saving throws made for models

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES J

INFANTRY, SCOUT, WOLK SCOUTS

may also replace his bolt pistol with a plasma pistol or an item from the Space Wolves Combi-weapons list. 4
And They Shall Know No Fear (pg 130) Behind Enemy Lines: During deployment, you can set

W

peader
— wulfen

anns 1u with its Walfen claws.

WS 88 8§ 1

u Wy,
P . H : 2t
7" 34+ 5+ 5 4 2 4 . o

“Pack Leader and 4 Wulfen. It can include up to 5 additiona] Wulfen (Power R
ver Rating 413).

ed with frost claws.

ullen "8 " o der is arm
kLSS ange  TYPE S N1 g
T o Assault D3 4 O
to-lau
3:" Each time the beg s
:r Melee ~ Melee ST B e w;;ggh;s it can make | adions)
5 rolls for this weapon, - You can e-toll alled woung
A e Melee 41) 3 D3 The bearer can make | additional attack with th
e WEBPON O a turn in whic it hs charge.
2 When attacking with thi -
sl it x2 £} attacking with this we -
i e el from the hit m%l. PO, YOu must subtrac
rd Melee Melee User -1 1
jlen ¥ - Any model may take a stormfrag auto-launcher.

« Any Wulfen may replace their Wulfen claws with frost claws, a great frost axe or a thunder hammer and
storm shield.
‘And They Shall Know No Fear (pg 130)

Curse of the Wulfen (Hunt): You can re-roll failed
charge rolls for friendly SPACE WoLves INFaxTRY,
BIKER and CAVALRY units that are within 6" of this unit
at the start of the Charge phase. This range of this ability
is doubled to 12" for friendly BLoop CrAw units. Units
of Wulfen are never affected by this ability.

Bounding Lope: Models in this unit can Advance
and charge in the same turn, and can re-roll failed
charge rolls.

Death Frenzy: Roll a D6 each time a model in this unit

loses a wound; on a roll of 5+ that wound is not lost. If ~ Curse of the Wulfen (Kill): You can make 1 additional
a model in this unit is slain in the Fight phase, once the  attack for models in friendly SPACE WoLvEs

unit that slew them has made its attacks, you can attack INFANTRY, BIKER and CAVALRY units that are within
with them before removing their model as casualty, 6" of this unit when they make their attacks. This range
even if they have already attacked that phase. of this ability is doubled to 12" for friendly BLoop
CLAW units. Units of Wulfen are never affected by this
ability, nor are units that have already been affected by

St Shield: A model equipped with a storm shield
s a the Curse of the Wulfen (Hunt) earlier in the turn.

has a 3+ invulnerable save.
IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

INFANTRY, WULFEN
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Lone Wolf

Volf is a single m

Bolt pistol
Plasma pistol
- Standard
- Supercharge

Chainsword

] Frag grenade

odel armed with a chainsw

‘When attacking with this weapon, choose one of the prof

12% Pistol 1 7/ -3 1
12° Pistol 1 8 -3
Melee Melee 0
6" Grenade D6 3 0
6" Grenade 1 6 -1

ord, bolt pistol, frag grenades and krak grenades.

ABILITIES

below.
On a hit roll of 1, the bearer is slain
Each time the bearer fights,

5 2 it can make 1 4
attack with this weapon. ake 1 additiona)

~ This model may replace its chainsword with an item from the Space Wolves Melee Weapons list
» This model may replace its bolt pistol with a storm shield, plasma pistol or an item from the gl;a Wol
Space Wolves

Combi-weapons list.
And They Shall Know No Fear (pg 130)

A Glorious Death...: Roll a D6 each time this model
Joses his final wound; on a roll of 4+ that wound is

not lost. In addition, if this ‘model is slain in the Fight
phase, once the unit that slew him has made its attacks,
you can attack with him before removing his model as
casualty, even if he has already attacked that phase.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

.- Worthy of a Saga: You can re-roll

/ -roll failed

of 1 for this model when attacking a c;«i(nﬁ:nd o
MONSTER in the Fight phase. e

An Army of One: This model can never have a
Warlord Trait.

Storm Shield: A model equipped with a storm shield
has a 3+ invulnerable save.

Every Lone Wol

CHARACTER, INFANTRY, LoNE WOLF

le determ
le dete ined to aveng
k-mates, g

LoNE WoLr

IN TERMINATOR ARMOUR

Rapid Fire 2
Melee

- This model may replace its power sword with an item from the Space 1;
. This model may replace its storm bolter with 2 storm shield or ar}\"::: *\rolvcs Terminator
m from the Space Wo

Combi-weapons list.
ey Shall Know No Fear (pg 130)

Teleport strike: During deployment, you can set

up this model in a teleportarium chamber instead
of placing it on the battlefield. At the end of any of
your Movement phases this model can use a teleport
strike to arrive on the battlefield - set it up anywhere
on the pattlefield that is more than 9" away from any
enemy models.

Crux Terminatus: This model has a 5+
invulnerable save.

A Glorious Death. . : Ro| h
foss i ound m i
not lost. In addition, if this model is s‘m«m
phase, once the unit that slew him h::\ad it
You ca atack vith him before emoving s s
casualty, even if he has already attacked %ms ;:&d o

the Fight

.,EWorlhy- of a Saga: You can re-roll failed wound rolls
of 1 for this model when attacking a CHARACTER or
MoNsTER in the Fight phase. §

An Army of One: This model can never have a
Warlord Trait.

Storm Shield: A model equipped with a storm shield

has a 3+ invulnerable save.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

CHARACTER, INFANTRY, TERMINATOR, LoNE WOLE

MURDERFANG

2 storm bolter and a

Heavy D6
24" Rapid Fire 2
Melee Melee
And They Shall Know No Fear (pg 130)

heavy flamer. Only one of this model may be included in

ABILITIES

]

1 This weapon automatically hits ts target.
1

3

You can re-roll failed wound rolls for this wea|

charge rolls for Murderfang-




3+
Wolf Guard O

WOLF Guarp

ON BIikEs

Wolf Guard Ppack Leader 6"

This unit contains I Wolf Guard Pac

WEAPON

12"

armed with a boltgun, bolt pistel frag

3+
K Leader and 4 Wolf ‘Guard. It can include up to 5 additional Wolf Guard (Power Rati
grenades and krak grenades. Rating +9).

e 1
Pistol 1 4 0 1

Each mogpys

ABILITIES

; "")i;:/: win boltgY

— il Guard Pack. Leader on Bike and 4 YVoI(Guard on Bikes, It can
‘ mnﬂ“‘s odel is armed with 2 chainsword, bolt pistol, frag grenades and kraf
SN

N o

include Up 0 5 aday
addition
K grenades and rides ,m:‘bz"o!fc.uaxd on Bikes (Power

ttleona §
Pace Marine by,
ABILIIES i

Bolt pistol
Boltgun
Plasma pistol

24 RapidFirel 4 0 1
12 pistol 1 ) 1

- Standard
128 Pistol 1 8 -3 2

 Supercharge

Chainsword Melee Melee User 0 1

Frag grenade 6 Grenade D6 3 0 1
renade 6 Grenade 1 S D3

When attacking with this weapon, choose one of the profiles below.

On a hit roll of 1, the bearer is slain

Each time the bearer fights,

it can =
attack with this weapon. make 1 additiona|

ek premade B A R B e e e
WARGEAR DPTIONS

Weapons list.

+ Any model may replace its boltgun with an item from the Space Wolves Combi-weapons list
+ Any model may take an item from the Space Wolves Melee Weapons list. e
« Any model may replace its bolt pistol with a storm shield, plasma pistol or an item from the Space Wol
> olves Melee

+ The entire unit may take jump packs (Power Rating +1 per 5 models). If it does, its Move characteristic

¥ becomes 12” and it gains the JuMp PACK and Fry keywords.

And They Shall Know No Fear (pg 130)

Storm Shield: A model equipped with a storm shield
has a 3+ invulnerable save.

Jump Pack Assault: If this unit has jump packs, whe
you set it up during deployment, it can be set u;v hi }?
the skies, ready to strike, instead of being placed on 63
battlefield. If it is, it can make a sudden assault to anivec
on the battlefield at the end of any of your Movement
phases; when it does so set it up anywhere that is more
than 9" from any enemy models.

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

KEYWORDS INFANTRY, WOLF GUARD

aga-sung warrlors who fight with the

sapons
ir favoured weapon

Rapid Fire 1 4 0 1

‘When attacking with this weapon, choose one of the profiles below,
12" Pistol 1 7 ) 1
12" pistol 1 8 53 2

On a hit roll of
24 Rapid fire 2 4 0 - roll of 1, the bearer is slain,

Melee Melee 0 Each time the bearer fights, it can make | additional
na

attack with this
6" Grenade D6 3 0 . weapon.

6" Grenade 1 6 il D3N
+ Any model may take a boltgun or an item from the Space Wolves Combi-weaponslist
+ Any model may replace its chainsword with an item from the Space Wolves Melee We‘aponsl st
« Any model may replace its bolt pistol with a storm shield, pl s

Weapons list. plasma pistol or an item from the Space Wolves Melee
‘And They Shall Know No Fear (pg 130)

snrbo-boosl: When this unit Advances, add 6 to ts
Move characteristic for that Movement ph
Storm Shield: A model equipped with a storm shield  rolling a dice. R

has a 3+ invulnerable save.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

BIKER, WOLF GUARD

ARJAC ROCKFIST

Lis a single model armed with Foehammer. Only one of this model may be included in your army.

0 ABILITIES
When attacking CHARACTERS
weapon has a Damage of3
Teleport Strike: During deployment, you can set up
Arjac Rockfist in his Strike Cruisers \e]depon;numd

ing hi . At the en
‘The Anvil Shield: Arjac Rockfist hasa 3+ invulnerable instead of placing him on the battlefie

, e can use d teleport
save. In addition, reduce all damage suffered by Arjac  ofany of your Mm&T:::lll):hﬁa:l:-emhim up anywhere
T ike to arrive on i :
Rockfist by 1 (to a minimum of 1). ::lt(:c E:&Lﬁcl i thats more than " 8437 from any

enemy models.

Assault 1 x2 or MONSTERS, this

Melee x2
And They Shall Know No Fear (pg 130)

Champion of the Kingsguard: You can re-roll failed
hit rolls for Arjac Rockfist in the Fight phase when
targeting a CHARACTER. In addition, you can ™
additional attack in the Fight phase for all models it
friendly WoLr GUARD units within 6" of Arjac Rockfist
at the start of the phase.

ERIUM, ADEPTUS ASTARTES, SPACE WOLVES _—
WoLr GUARD: Arjac RoC!

aigt roll round rolls of
High King: You can re-roll W hin6"of

to the i
1 Thaneto snczWDL“s“"““hmm

1 for friendly
this model-

CHARACTER, INFANTRY, TERMINATOR,




WoLF GUARD

IN TERMINATOR ARMOUR

Wolf Guard in

Terminator Armour

Wolf Guard Pack Leader 5 o
in Terminator Armour

“This unit contains 1 Wolf Guard Pack Teader in Terminator Armour and 4 Wolf Guard in Terminator Armoum‘
Up 10 5 aq,

Wolf Guard in Terminator Armour (Power Rating +l_5)A ditiong
. Each Wolf Guard in Terminator Armour is armed with a power fist and storm bolter.
» The Wolf Guard Pack Leader in Terminator Armour is “"“‘,‘,i,wnh a power sword and storm bolter.

ANGE : § AP0 ABUTE
Cyclone missile launcher ~ When attacking with this weapon, choose one of the profiles below.
Heavy 2D3 4 1 -
Heavy 2 8 2
Rapid Fire 2

 Frag missile
| - Krak missile
Storm bolter

When attacking with this weapon, you must subty
ract |

Melee from the hit roll.

7 swiftcl

1d a heavy bolter.

Melee =
+ Any model may replace its power fist or power sword with an item from the Space Wolv .
es Te

Weapons list. P erminator Melee

+ Any model may replace its storm bolter with a storm shield or an item from the ]
space Wols i- W

Space Wolves Terminator Melee Weapons lists. ves Combi-weapons or
+ For each five models, one Wolf Guard in Terminator Armour may take a cyclone missile launcher or repl

their storm bolter with an item from the Terminator Heavy Weapons list. P

‘And They Shall Know No Fear (pg 130)

Tel.el?on Strike: During deployment, you can set up this

: R unit in a teleportarium chamber instead of placing it

Crux Terminatus: All models in this unit have a 5+ on the battlefield. At the end of any of your Movement

invulnerable save. phases this unit can use a teleport strike to arrive on the
; : battlefield - set it up anywhere on the battlefield thatis

Storm Shield: A model equipped with a storm shield  more than 9" away from any enemy models.

has a 3+ invulnerable save.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

INFANTRY, TERMINATOR, WOLF GUARD

= aw Pack Leader and 2 Swiﬁclaws. It can include up to 3 additional Swi
1). It can also include a single Swiftclaw Attack Bike (Power Ra(i:glf:cal)a ‘:s ‘;Pw" Rating +5) or up 10 7 240
n tional

 Wolf Guard Bike Leadey (Power

Rating +1
: h armed with a bolt pi
swiftclaw Pack Leader are eac] a bolt pistol, frag grenad
:::ippcd Vith a twin boltgun. grenades and krak grenades,
Bike is crewed by two Swiftclaws armed with bolt pistols, frag grenades and krak grenade:
t o

and rides into battle o 5

and isitself equipped with 3
sy e bolt pistol, frag grenades and krak grenades, and rides into battle on a Space Marine bik
arine bike equipped

Pistol 1
Heavy 3 =
If the target s within half range of this weapon, ol

24 Heavy 1 D6 two dice when inflicting damage with it and discard the
Towest result.

When attacking with this weapon, choose one of the profiles below.
123 Pistol 1 il -
2% Pistol 1 2 On a hit roll of 1, the bearer is slain.
24" Rapid fire 2 1 =
Each time the bearer fights, it can make 1 additional
Melee Melee L attack with this weapon.

Grenade D6 1

« Any model may replace its bolt pistol with a chainsword.

+ One Swiftclaw or Swiftclaw Pack Leader may replace their bolt pistol with a plasma pistol or an item from the
Space Wolves Special Weapons list.

« The Swiftclaw Pack Leader may replace his bolt pistol with an item from the Space Wolves Melee Weapons list.

+ The Wolf Guard Bike Leader may replace his bolt pistol with an item from the Space Wolves Melee Weapons or
Space Wolves Combi-weapons list.

+ The Swiftclaw Attack Bike may replace its heavy bolter with a multi-melta.

2 in which they makea
And They Shall Know No Fear (pg 130 Berserk Charge: On a turn in which they :
; Tt successful charge, you can make 1 additional attackin

Headstrong: Unless this unit contains a Wolf Guard  the Fight phase with all models ntheun

Bike Leader, or is within 6" of a friendly WOLF GUARD,
it must declare a charge in its Charge phase ifitis
possible to do so.

1 this unit Advances, 2dd 6" toits

- : Whes 7
Tuboyhoss” Movement phase instead of

Move characteristic for that
rolling a dice.

IMPERIUM, ADEPTUS ASTARTES, SpACE WOLVES

BIKER, BLOOD CLAW, SWIFTCLAWS

O




R
Swifidaw Attack Bike 14 3 4 -
| o tack Bike It can include 1 additional Swiftclaw Attack Bike (Power Rating +3) or 2 additional Syl

ontains 1 7 = ; additi 3
: . (Pulwﬂ' Rating +6). Each model is crewed by two Swiftclaws armed with bolt pistols, frag grenades and ;n:'é’r'x‘l ZWIIMM
5 ades, and g
Itself

ed with 2 twin boligun and a heavy bolter.

773 Heavy 1

e s A0 ABLTES e @

: - Pistol 1 4 0 " | y < " Heavy3 Add 1 to all hit ros
Heavy 3 5 -1 4 g lfa"gﬂf that can Fry,
or this weapon agai

made for thig
€2p0n againgy

Subtract [ from tpe hngranll :

nst all other targets, s

Heavy bolter
If the target is within half ran, i ! Heavy 6
. y 4 2 vithin half range of this we, 36
Mudti-melta Heavy 1 ;:‘:cti:u:cxllwlen inflicting damage with it :\I:S‘z;;;(’;‘l ‘When attacking with this weapon, choose one of the profiles beloy, 1f a mod
¢ Rapid fire 2 e i this weapon but is not slain, roll a D6; on a 6, the target suffers a m;:nalTvZuf\]dsuﬁm 1 unsaved wounds from
Twin boltgun g P 2 24" Heavy 2D3 6 1 &
Frag grenade y Grenade D6 0 . e s
ﬂmﬂ//é—cw G =
WARGEAR OPTIONS + Any model may replace its heavy bolter with a multi-melta.
ABILITIES And They Shall Know No Fear (pg 130) Headstrong: Unless this unit is within 6" of a fr;
3 e
; ) WOLF‘G.UAKD.' it must declare a charge in its Charr’ clta
Berserk Charge: On a turn in which they make a phase if it possible to do so. 8 s or a skyhammer missle auncher.
successful charge, you can make 1 additional attack in : Crash ﬂﬂs };““" 1 thi? m?leel is rehdu;edlmﬁ 0 wounds, ~ Airborne: This model cannot charge, can only be :
the Fight phase with all models in the unit. Turbo-boost: W] is unif ’ b : roll a D6 before removing it from the battle eldand  charged by units that !
8 Morv:ch:::cteris}t‘:cnf:)}:l;,:?‘l\l/[ﬁs:,?\ncf‘ ;dd Skl ¥ before any embarked models disembark. On a 6 it attacied ;z’. lhel ;ig;( ;;liz;:i;ﬁiy l‘:[k =
rolling a dice. Paace instcadEip crashes in a fiery explosion and each unit within 6" )

If the target is within half
0 Heavy 2 - D6 two dice when inflictin i

. | lowest result.
Y - This model may replace its twin heavy bolters with two twin multi

ge o this weapon, rol
g damage with it and discard the

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES suffers D6 mortal wounds. Hard to Hit: Your opponent must subtract 1 from
it rolls for attacks that target this model in the

Hover Jet: Before this model moves in your Shooting phase.
Movement phase, you can declare it will hover. Its
Move characteristic becomes 20" until the endofthe  Supersonic: Each time this model moves, first pivot it
phase, and it loses the Airborne, Hard to Hit and on the spot up to 90° (this does not contribute to how
Supersonic abilities until the beginning of your next far the model moves), and then move the model straight
Movement phase. forwards. Note that it cannot pivot again after the inital

pivot. When this model Advances, increase its Move
Power of the Machine Spirit: This model can move characteristic by 20" until the end of the phase - donot
and fire Heavy weapons without suffering the penalty  rolladice.
to its hit rolls. -
A Stormwolf can transport 16 SPACE WOLVES INFANTRY ‘models. Each TERMINATOR, JUMP PACK ot Wulfen
model takes the space of two other models. It may not transport PRIMARIS models.

BIKER, BLOOD CLAW, SWIFTCLAW ATTACK BIKES

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

VEHICLE, TRANSPORT, FLY, STORMWOLE




SKYCLAwWS

THUNDERWOLF CAVALRY

¥
; Ld
- * + 4 5 3 2 o 3
[hunderwolf Cav alry 10 3 3 :
Thunderwolf Cavalry SRRl : z ] ; .
Pack Leader : ‘ |
b This unit Thanderwolf Cavalry Pack Leader and 2 Thunderwolf Cavalry. It can include up to 3 additional Thundery, d 4 Skyclaws. It can include up to 5 addit;
» T nit contains 1 d with a chainsword, bolt pistol, frag grenades and krak grenade: underwolf Cyy, 1 7 ST ' L
el b0 B cing o : s grenades, and rides to battle atop a («.‘:,r ; t al rmed with a chainsword, bolt pis!’nl frag Z:::Ra(ing +4)
50me - e : : T

‘Thunderwolf, who attacks with crushing teeth and claws.

Thunderwolf Cavalry & Thunderwolf Cavalry

12" pistol 1 4 P
When attacking with this weapon, choose one of the profiles beloy,
127% Pistol 1 ; 4

ck Leader

o Bolt p\\!(ﬂ 12’ Plsf()l 1 - 2 :
. id Fire 1 4 0 1 ~
Boltgun 24 Repid Sl 12 Pistol 1 On ahit roll
’ Plasma pistol When attacking with this weapon, choose one of the profiles below. e ollof 1, the bearer is lzin,
B iandard 127 Pistol ] i M Miclesi Melee i f
4 Supercharge 12" Pistol 1 8 £3 2 On a hit roll of 1, the bearer is slain. @ Grenade D6 = .
& Each time the bearer fights, i
o 0 ghts, it can fre u
Chainsword Melee Melee User 1 Y T e res oo make 1 additiona] 6 Grenade 1 T - [?3 -
S, 6 Grenadene 3 0 1 B - 3 1‘1}; (;;’v:;o“rsr:adels may replace their bolt pistol with a plasma pistol or an item from the Space ¥ Special
6 Grenadel O D2 - o i i :
+ The Skyclaw Pack Leader may replace his chainsword with an item from the Space Wolyes Melee W li
A eapons

Krak grenade
. The Wolf Guard Sky Leader may replace his chainsword with an item from the Space Wolves Melee We: v

After a model on this mount makes its clos h 5o replace his bolt pistol with a pla istol i
s e combat e may also rep! p plasma pistol or an item from the Space Wolves Combi-weapons |
|| Crushing teeth and claws Melee Melee 5 -1 1 attacks, you can attack with its mount. Make - ipons list.
A additional attacks, using this wca;z: pm;lf: 3 ‘And They Shall Know No Fear (pg 130) Berscrl;Clh:rge: On  turn in which they make a
- - - - 3 successtul charge, you ke | i
WARGEAR OPTIONS + Any model may replace its chainsword with an item from the Space Wolves Melee Weapons list. Jump Pack Assault: When you set this unit up during  the Fight phasegwiZh aﬁa;:;:i:[:m aﬁfdmral A
+ Any model may replace its bolt pistol with a storm shield, boltgun or plasma pistol. i deployment, it can be set up high in the skis, ready to € unit.
. . . & ;
ABILITIES And They Shall Know No Fear (pg 130) Storm S},leld: A model equipped with a storm shield strike, instead of being placed on the battlefield. If itis, Headstrong: Unless this unit contains a Wolf Guard Sky
has a 3+ invulnerable save. it can make a sudden assault to arrive on the battlefield Leader, or is within 6" of a friendly WoLF Guaro, it
- | FACTION KEYWDRDS IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES at the end of any of your Movement phases; whenit — must declare a charge in its Charge phase if it i possible
¥ ¥ ; .‘
; \umm CAVALRY, WOLF GUARD, THUNDERWOLF CAVALRY does so set it up anywhere that is more than 9 from  todoso.
- any enemy models.
IMPERIUM, ADEPTUS ASTARTES, SpACE WOLVES

INFANTRY, BLOOD CLAW, JUMP PACK, FLY, SKYCLAWS

» A 0
Fenrisian Wolf 10" 3+ - 4 4 1 2
Cyberwolf 10" 3+ - 4 4 2 3 4 4+
“This unit contains 5 Fenrisian ‘Wolves. It can include up to 5 additional Fenrisian Wolves (Power Rating +2) or up to 10 additional Fenrisian
Wolves (Power Rating +4). It can also include 1 olf (Power Rating +1). Each model attacks with its teeth and claws.
WEAPDN 5 il
Teeth and claws Melee Melee User -1 1 2
RS = Mmhluy Add 1 to this unit’s Leadership if it Swift Hunters: You can re-roll failed charge rolls for
£ mm6mmmemod¢h,madd2inmﬁifthzunit this unit,
p = contains 10 or more models.
10N KEYWORDS '
IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES
BEAST, FENRISIAN WOLVES

T



Stormiang Gunship

A Stormiang Gunshi

and 2 two stor

Helfrost destructor
Dispersad beam
Focusad beam

Lascannon
Skyhammer missile
launcher
Stormtrike missile
launcher

Twin heavy balter

Twin multi-melta

DAMAGE
Some of this models ch

it suffers damage,

as show;
7 S = shown by,

M
x ot * 4 3 8 3+ 814+
20-50"

4-7

haracteriy:

Acteristicy g,
nge

g L

pisasingle odel armed with a helfrost destructor, two twin heavy bolters 20-35

1-3

ke missil S e — " 20"

8§ AP D ABIITES
When attacking with this weapon, choose one of the profiles below. If a model suffers an
this weapon but is not slain, roll a D6; on a 6, the target suffers a mortal wound.
i Heavy 3D3 6 2 2
bl Heavy 3 8 - D6
Heavy 1 9 D6 -
Add 1 to all hit rolls made for this Weapon against

(_urgc\:s that can Fry, Subtract 1 from the hit rol
for this weapon against all other targets s

Y unsaved woup s from

Heavy 3 D3

Heavy 1 :

Heavy 6 .
1f the target is within half range of this weapon, roll

two dice when inflicting damage with it and discard the

Heavy 2 8 D6
lowest result,

+ This model may replace its twin heavy bolters with two twin multi-meltas or a skyhammer missile launch
« This model may replace its ike missile | hers with two | auncher,

Crash and Burn: 1 this model is reduced to 0 wounds, -~ Airborne: This model cannot charge, can only be

roll a Dé before removing it from the battlefield and charged by units that can Fly, and can only ;m);ck orb
before any embarked models disembark, On a 6 it attacked in the Fight phase by units that can Fly, f
crashes in a fiery explosion and each unit within 6" -
suffers D6 mortal wounds. Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the
Hover Jet: Before this model moves in your Shooting phase.
Movement phase, you can declare it will hover. Its
Move characteristic becomes 20" until the end of the
phase, and it loses the Airborne, Hard to Hitand
Supersonic abilities until the beginning of your next
Movement phase.

Supersonic: Each time this model moves, first pivotit
on the spot up to 90° (this does not contribute to how
far the model moves), and then move the model straight
forwards. Note that it cannot pivot again after the initial
pivot. When this model Advances, increase its Move
characteristic by 20" until the end of the phase - do not

Power of the Machine Spirit: This model can move
roll a dice.

and fire Heavy weapons without suffering the penalty
10 its hit rolls,

“This model can transport 6 SPACE WOLVES IneANTRY models. Each TERMINATOR, Jump PACK or Walfen model i

takes the space of two other models. It may not transport PRIMARIS models. |
IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES |

'VERICLE, TRANSPORT, FLY, STORMFANG GUNSHIP

3+

3+
3+

3+ 3+ 4 4 1
3+

3+ Sy 4 4 2 2 S
+

- der and 4 Long Fangs. It can includ iti
D K Lea ! ude 1 additional Lo,
B Deader (Power Rating +2) or a ‘Wolf Guard Pack Leader in Termin:tgc!;a:g {Porres Rating +1); Itcanalsg
 the Long Fang Pack Leader are each armed with a boltgun, bolt pistol, frag rmour (Power Rating 43) HREE
dihe 0 o chains T : » 1rag grenades and krak [!,chdes..Thzm
* oader is armed with a chainsword, bolt pistol, frag grenades and krak grenade: e
Leader in Terminator A:mgour is armed with a power sword and storm boler. Z
. P S N0 mumg
120 Pistoll AT O
24" Rapid Fire 1 4 0 1 =
When attacking with this weapon, choose one of the profiles below.
12" Pistol 1 7 -3 1 E
12" Pistol 1 8 -3 2 On a hit roll of 1, the bearer s slain.
24" Rapid Fire 2 4 0 1 - .
Each time the bearer fights, it can make 1 addi
attack with this weapon. B
Melee ~ Melee -3 1t
6" Grenade D6 3 0 1 -
6" Grenade 1 6 L DI

Melee Melee 0 1

+ Any Long Fang may replace his boltgun with an item from the Space Wolves Heavy Weapons ist.

« The Long Fang Pack Leader may replace his boltgun and bolt pistol with a plasma pisol or an tem from the
Space Wolves Special Weapons list.

« The Long Fang Pack Leader may replace his chainsword with an item from the Space Wolves Melee Weapons st

+ The Wolf Guard Pack Leader may replace his chainsword with an item from the Space Wolves Melee
Weapons list; he may also replace his bolt pistol with a plasma pistol or an item from the Space Wolves
Combi-weapons list.

« The Wolf Guard Pack Leader in Terminator Armour may replace his power sword with an tem from the Space
Wolves Terminator Melee Weapons list; he may also replace his storm bolter ‘with an item from the Space Wobes

Combi-weapons or Terminator Heavy Weapons list.

And They Shall Know No Fear (pg 130)

“At the start of each of your Shooting
phases, pick one enemy unit on the battlefield. You can

re-roll hit rolls of 1 for any ‘models from this unit that

target the enemy. unit you picked that phase.

Fire Discipline:

Crux Terminatus: A Wolf Guard Pack Leader in
Terminator Armour has a 5+ invulnerable save.

IMPERIUM, ADEPTUS ASTARTES, SPACE WOLVES

 INFANTRY, LONG FANGS




font

This section contains all of the
PEach datasheet includes t

datasheets themselves.

ABILITIES

“The following abilities are common to several Deathwatch units:

And They Shall Know No Fear

You can re-roll failed Morale tests for this unit.

Special Issue Ammunition

When this unit fires a bolt pistol, boltgun, twin boltgun,
stalker pattern boltgun or a guardian spear, you can choose
for it to fire special issue ammunition. If you do so, choose
one kind of ammunition from the following list, and apply the
corresponding modifier.

SPECIAL ISSUE AMMUNITION
AMMUNTION  MODIFIER

Vengeance round

Add 1 to the ht rolls for this weapon when
targeting a unit that is in cover.

This weapon always wounds on a 2+ (except
against VEHICLES).

s weapon if it is a bolt
pistol, or 6” otherwise, and improve the AP of the
attack by 1 (e.g an AP of 0 becomes -1).

Subtract 3" from the range of this weapon if it is a ]

bolt pistl, or " otherwise, and improve the AP of |

the attack by 2 (e.g. an AP of 0 becomes -2). |

@t gy,

DEATHWATGH ARMY LIST

datasheets that you will need in order to fight battles with your Deathy,
he characteristics profiles of the unit it describes, as well as any wargear and
have. Some abilities are common to several Deathwatch units, in which case they are described below

atch Minjy
Special b
and referey,,

tureg,
ities it o
ced oy the

\THWATCH CHAPTER
£ Jowing Space Marines datasheets can be from the
h, Those that are replace the <CHAPTER> keyword
tasheet in all instances with DEATHWATCH, If 3 Space

WARGEAR

ghefol
Many of the units

thwatd

ir da n e
“”qlt:: unit does not appear on the list below, it cannot be ‘:’[I:;':::;ut:r =
£ is the case,
, and so cannot have the D, g 3
fom the Dealh‘;’a‘ﬁh ATHWATCH appropriate list below,
fution keywore: lists can be found in th

Chaplain (pg 19) + Razorback (pg 48)

, Dreadnought (P 35) + Rhino (pg 46) DEATHWATCH
" Drop Pod (75 48) + Venerable Dreadnought EQUIPMENT
. Land Raider (pg 58) (pg 36) Up to two items can
|, and Raider Crusader . Walch. Captain - use the be chosen from the
) Captain datasheet (pg 12) following list:
| Land Raider Redeemer + Watch Captain in + Bolt pistol
e Terminator Armour - use Chainsword

the Captain in Terminator
Armour datasheet (pg 12)

* Grav-pistol

« Inferno pistol
« Hand flamer

+ Lightning claw
+ Plasma pistol

« Power axe

« Power fist

« Power lance

(pg60)
+ Librarian (pg 14)
|, Librarian in Terminator

- Armour (pg 15)

DEATHWATCH WARGEAR

The Deathwatch favour different weapons to other Space
Marine Chapters.

« Power maul
+ Power sword

« Storm shield

« Thunder hammer
+ Xenophase blade

Add the following weapons to the Pistols st (pg 11) when
equipping DEATHWATCH uni
! Watch Sergeant only
« Inferno pistol
+ Hand flamer One weapon can be chosen
from the following list:
Remove the following weapon from the Combi-weapons lists « Boltgun
(pg11) when equipping DEATHWATCH units: « Combi-flamer
» Combi-melta
Combi-plasma
Deathwatch shotgun
Flamer

+ Combi-grav

Usethe Deathwatch Dreadnought Heavy Weapons lst
instead of the Space Marines Dreadnought Heavy Weapons
list when €quipping DEATHWATCH DREADNOUGH
iddition, DEATHWATCH DREADNOUGHTS cannot replace
Uheir Dreadnought combat weapon and storm bolter with a
tWin autocannon,

ay-gun
Meltagun

Plasma gun

Stalker pattern boltgun
Storm bolter

ADEATHWATCH Captain may replace his chainsword with a

Xenophase blade, DEATHWATCH

HEAVY WEAPONS
« Deathwatch frag cannon

The only ¢ Captain i in:
P ehar S : ator
y change a DEaATHWATCH Captain in Termin;  Heavy bolter

Amour can make to their default equipment s to replace
their power sword with a relic blade.

« Missile launcher
DE(‘T"WATCH Librarians and Chaplains may not be
“QUipped with jump p.

ADEATHWATCH Chaplain may not be equipped witha

Power fist. ;

}’v\DEAT“WATcH Librarian in Terminator Armour may not
“ “Quipped with a storm shield.

DEATHWATCH Razorback cannot be equipped with a twin
eavy
VY flamer or a lascannon and twin plasma gun.

you will find on the following Ppages
ore of the following wargear lists,

the unit may take any item from the
" The profiles for the weapons in these
'€ appendix (pg 206-209 and 221).

DEATHWATCH
VANGUARD
EQUIPMENT
« Bolt pistol
« Chainsword
* Grav-pistol
« Inferno pistol
« Hand flamer
+ Lightning claw
« Plasma pistol
« Power axe
« Power fist
» Power lance
= Power maul
» Power sword
» Storm shield
» Thunder hammer

DEATWATCH
TERMINATOR
MELEE WEAPONS
« Chainfist

« Power axe

« Power lance

» Power maul

« Power sword

« Power fist & meltagun

DEATHWATCH
TERMINATOR
HEAVY WEAPONS
« Heavy flamer
« Assault cannon
yclone missile launcher &
storm bolter

DEATHWATCH

DREADNOUGHT

HEAVY WEAPONS
Twin lascannon

« Assault cannon

« Plasma cannon




o 24 P23 4

e model armed with a guardi;

P Y
Hapid Fire |

Melee

Cunrdian spear (shooting) 24
Guardian spear (melee) Melee
Prag grenade

g, g Grenade D6

Kok preneis & Grenade |

And They Shall Know No I
Ammsaitlod RO L]

Tron Halo: This model has a 4+ invulnerable save,

Watch Master: You can re-roll f,

ey o ool ailed hit rofly

t or S
ofthis model, My

I
MIEIIUM, ADEPTUS ASTARTES, DEATHWATCI

INVANTIY, CHARACTER, WATCH MASTER

W

Watch Captain Artemis 6" 24

2 4 4 5 4

9

Watch Captain Artemis is a
single model armed with a
power sword, Hellfire Extremis,

nc of this model may be included in your army
I ded army,

Hellfire Extremis When attacking with this wea

hit rolls made for this weapon,

Hellfire flamer
8" Assault D6

Holtgun 2
Power sword Melee
Frag grenade -
Krak grenade &

Rapid Fire |
Melee
Grenade Do
Grenade |

Stasis bomb 6" Grenad
arenade 1

pon, choose one profiles below, If you choose 8
or both of the
profiles below, If
ubtract 1 from
all

fra
s grenades, krak grenades and a stasis bom, Only

“This we i
wlul:;"wlmpnn automatically hits its target, This w
. lly . This weap
ol h” on a4+, unless it is targeting a Vercrr 5
ich case it wounds on a 6+, by

‘This we f
dh Ic‘x‘\l]zo: c.\ln only be used once per battle, If the
s deal D6 mortal wounds to your targel.

IFit misses, Watch C;
3 el i !
ol wou"d:'th Captain Artemis suffers D6

And They Shall Kn
Armmusiion (g l;f;“o Fear, Special Issue

Rites of Battle: You can
e e re-roll hit rolls of 1 made
w}\!w mmnmucu units within 6" of Watch

Uy
Instoppable Champion: Roll a D6 whenever Waich

Captain Art
aptain At oses  wound. On 6, he docs ot ¢

Iron Hal
oo m:l‘? Captain Artemis hasa 4+

IMPERIUM, ADEPTUS ASTARTES, D

INFANTRY, CHARACTER, CAPTAIN, ARTEMIS

pesthwatch Terminator

Deathwatch Biker
MnMV:nsu-rd 127 3+ 3+ 4

4

2 8

2 8

e contains 5 Deathwatch Veterans, A Watch Sergeant can ke the place of one Deathwatch Veteran. A Black Shield can take the place of one

peathwatch Veteran, It can include up to 5 additional models in any combination of

Deathwatch Veterans (Power Rating +2 per model), Deathwatch

Terminators (Power Rating +3 per model), Deathwatch Bikers (Power Rating +2 per ‘model) and Deathwatch Vanguard Veterans (Power Rating +2

model).
P #h Deathvatch Veteran, Watch Sergeant and Black Shicld is equipped with a boltgun, frag grenades and krak grenades.

, Each Deathwatch Terminator is armed with a storm bolter and power fist.

* Fach Deathwatch Vanguard Veteran is equipped with  bolt pistol chainsword, frag grenades and krak grenades.

+ Each Dvalhwalt): ﬂll(_l‘f is armed with {rag grenades and krak grenades, and rides into battle on a Spa

Pistol 1
Rapid Fire 1
Rapid Fire 2

Melee

Power fist Melee
Rapid fire 2
Grenade D6
Grenade |

- Any Deathwatch Veteran, Watch Sergeant or Black Shield may
replace their boltgun with two items from the Deathwatch
Equipment list.

. Up 0.4 Deathwatch Veterans may replace their boltgun with an
item from the Deathwatch Heavy Weapons list.

« Any Deathwatch Veteran may replace their boltgun with a heavy
thunder hammer (pg 221).

+ A Watch Sergeant may take a combat shield (pg 209)-

. Any Deathwatch Vanguard Veteran may replace their bolt pistol
und chainsword with a heavy thunder hammer (pg 221) or two
{tems chosen from the DeathwatchVangua d Equipment list.

And They Shall Know No Fear, Special Issue Ammunition

(pg 170)

Mixed Unit: A Deathwatch Kill Team can contain models with
different Toughness characteristics. If this is the case, use the
“Toughness characteritic of the majority of the models in the

it when the enemy makes wound rolls against it 1f there is no
majority, the Deathwatch player may choose which of the values
is used. Whilst the unit includes any Deathwatch Terminators, it
has the TERMINATOR keyword; whilst it includes any Deathwatch
Bikers, it has the BIKER keyword; whilst is includes any
Deathwatch Vanguard Veterans, it has the Jump PACK. keyword.

Twin boltgun
Frag grenade
Krak grenade

Unflinching: This unit automatically passes Morale tests if it
contains any Deathwatch Terminators.

Crux Terminatus: Deathwatch Terminators have a 5+

invulnerable save.

Vanguard Strike: When a Kill Team that includes any Vanguard
Veterans Falls Back, it can shoot Tater that turn as if it could FLy.
IMPERIUM, ADEPTUS ASTARTES,

INPANTRY, KiLL TEAM

arine bike equipped with a twin boltgun-

Fach time the bearer fights, it can make 1 additional attack
with this weapon.

‘When attacking with this weapon, you must subtract 1
from the hit roll.

< Up to 3 Deathwatch Terminators may replace their stor
blter with a weapon from the Deathwatch Terminator Heay
Weapons list.

» Any Deathwatch Terminator may replace s power fist witha
weapon from the Deathwatch Terminator Melee Weapons list.

+ Any Deathwatch Terminator may replace ts storm bolter
‘and power fist with two lightning claws (pg 209) or & thunder
hammer (pg 209) and storm shield (pg 209):

+ Any Deathatch Biker may take a power axe (P& 209), power
maul (pg 209) or power sword (pg 209).

. One Deathwatch Biker may take a Deathwatch teleport homer.

Atonement Through Honour: A unit that contains a ‘Black Shield

Fan make Heroic Interventions a if it vere a CHARACTER. and

must do 5o if able to.

Relentless Assault: When a Kill Team that includes any
Deathwatch Bikers Falls Back, it can charge later that turn.

Deathwatch Teleport Homer: 1f this unit has a Deathwatch teleport
home, place it anywhere in your deployment zone ‘when your army
deploys. 1f an enemy model s ever within 9 of the Deathwatch
teleport homer, it is deactivated and. removed from the battlefield.
Whilst there are any friendly Deathwatch teleport homers on

the battlefield, a unit that contains one o more Deathwatch
“Terminators can perform an emergency teleport instead of moving.
i its Movement phase. At the end of the Movement phase, remove
the unit and then set it up with all models within 6" of a friendly
Deathwatch teleport homer. “That Deathwatch teleport homer then
shorts out and is removed from the battlefield.

DEATHWATCH




A ARD
k. R A -
- 3 ] 7 M oW B s 1 W o&ou W
Desthwatch Termimator 3" 3+ 3+ 4 4 2 \ch Vanguard " 4
Deathwatch Term 3::“:‘.‘:“" % 120 3+ 50 S (T SR R s T b
inator
4 LR GE TS Y Y T T TR ‘ d o
. H pall\:',‘:uh Vanguar 127 3+ 3+ 4 4 1 3 9 3+ 3
3 This wnit contains 1 Dx ch Sergeant and 4 Deathwatch i Rt can include up to 5 addit < Serges .
B (v Rusing 13) i 103 additional Desthach Tormmye— Qs ot contains 1 Desthwatch Vanguard Sereant ad 4 Desich Vangaard Veerans T can nade o 5 3 ional Destsich :
« Each Dethwach Termimator is armed with a storm bolter and powes fist. yanguard Veterans (Power Rating +10). Each model s equipped with a bolt pistol, chainsword, frag grenades and krak grenades.
Deathwarch Termminan anit is armed with 2 storm bolter and power sword. RANGE  TYPE S A0
% 1t pistol 12" Pistol 1 4 0 1 = ” 5
T Each time the bearer fights, it can make 1 additional
Seram b B Ghinsword Melee  Melee Urer 00 1 ks weapon:
You can re-roll failed wound rolls for this wy When attacking with
Vightmimg cire Meke  Meke Wer 2 1 modelisarmed with two lightning claws, cact g from the ht roll. Each tim
fights it can make 1 additional attack with them, Heavy thunder hammer  Melee  Melee X2 -3 D6 ¢ \iththis weapon, that
IERL IR T © 5 ps Whenattackingwith this weapon, you must subtract | *
E from the hit roll. 3 de 3 0 1 =
¥ Frag grenade 6 Grenade D6
" | Power sword Melee  Melee e SN mg 5 6 Grenade 1 G & pH._.c thwatch Vanguard
£ o k gren — ———ith two items from the Deathwa
B Thuoder bammer Meke  Melee Y ) 3 Whenattacking with this weapon, you must subtract | WARGEAR DPTIONS + Any model may replace their bolt pistol and hainsword with two items from
St L Equipmentist. - boltpistol and chainsword with a heavy thunder hammee H
| Wasseas PTNs + Up to 3 Deathwatch Terminators may replace their storm bolter with a weapon from the Deathwach Torminaro . Any Deathwatch Vanguard Veteran may replacethlbolt pisto o -
‘» Hieavy Weagons list il e “And They Shall Know No Fear, Special Issue Ammunition (¢ 17 ) :
= Any model may replace its power fist or power sword with a weapon from the Deathwatch Terminator Melee his unit high in the skies instead of placing it o e
Weapons list. Jump Pack Assault: During deplope m‘h“l upk:' A “Tcangassaulx from above - set it up anywhere on
ce i : e cour Movement phases this unit
+ Any model may replace its storm bolter and power fist with two lightning claws or a thunder hammer and battefield. At the end of any of your > o:':om 3"1; e
A stowm sticld (pg 209): the batlefield thatis more than 9" away
N HWATCH
And They Shall Know No Fear (pg 170) Teleport Strike: During deployment, you can set TALTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, DEAT =
- i ; up this unit in a teleportarium chamber instead of INFANTRY, JUMP PACK, FLY, VANGUARD 'VETERAN
: Crux Terminatus: Terminators have a 5+ placing it on the battlefield. At the end of any of your KEYWORDS
o invulnerable save. Movement phases this unit can use a teleport strike
A Lt A N to arrive on the battlefield - set it up anywhere on > 5
e t This unit passes. the battlefield that is more than 9" away from any -
g Morale tests. enemy models. e & i
IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH KA @ i & i
by — ¥
3 INFANTRY, TERMINATORS 2 #

Ay R e

sy
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Deathwatch Biker

Deathwatch Biker
Sergeant

DEATHWATCH BIKERS

14" 3+

model is armed

Twin boltgun
Power axe
Power maul
Power sword
Frag grenade
Krak grenade

This unit contains 1 Deathwatch Biker Sergeant and 2 Deathwatch Tikers, It can include up to 3 additional Deathwatch Bikers (p,
owe

th frag grenades and krak grenades, and rides into battle on a Space Marine bike equipped with a twip hr IRﬂIing
s ‘i g . oltgun,
24" Rapid fire 2 4
Melee Melee +1
Melee Melee +2
Melee Melee
6" Grenade D6 3 =
6" Grenade 1 6 -

WARGEAR OPTIONS

« Any modil ‘may take a power axe, power maul or power sword.
+ One D¢ h Biker may take a Deathwatch teleport homer.

ABILITIES

‘And They Shall Know No Fear, Special Issue

Deathwatch : is unif
Ammunition (pg 170) Teleport Homer: If this unit has a Deathyarc,

teleport homer, place it anywhere in your
e
9" of the Deathwatch teleport homer, it is deac(ivalm; ; dm
removed from the battlefield. Whilst there are any fri:“di
Deathwatch teleport homers on the battlefield, a unit :;1 ;
contains one or more Deathwatch Terminators can pCrI'erm

Relentless Assault: When this unit Falls Back, it can
charge later that turn.

Turbo-boost: When this unit Advances, add 6" to its

Move characteristic for that Movement phase g P el el pornstcad of moving in s Movern,

it e K e T A
and then set it up with all models within 6" of a friendlvm‘
Deathwatch teleport homer. That Deathwatch teleport
‘homer then shorts out and is removed from the battlefield.

FACTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH

\KEWlﬂﬁIIS

BIKERS

DAMAGE
Some of this model’s characteristics change as
it suffers damage, as shown below:

A Corvus Blackstar is a sing]

s a single m P =
issile launcher: ele model equipped with a tw 7
miss ers. in assault cannon and two stormstrike

|

Blackstar rocket launcher Vi i
When attacking with this weapon, choose one of the profiles below.

_ Corvid warhead .

30 'Add 1 to hit rolls for this weapon when targeting a unit
that can FLY.
Add 1 to hit rolls for this weapon when targeting a unit
that is in cover.

Heavy D6 6

- Dracos warhead
Heavy D6

Hurricane bolter

Stormstrike
missile launcher 3 Heavy 1

Rapid Fire 6

Twin assault cannon Heavy 12 6
Twin lascannon 48" Heavy 2 9

WARGEAR OPTIONS

« This model may replace its twin assault cannon with a twin lascannon.

« This model may replace its two stormstrike missile launchers with two Blackstar rocket launchers.

+ This model may take a hurricane bolter.

. This model may take an infernum halo-launcher or an auspex array:

Crash and Burn: If this ‘model is reduced to 0 ‘wounds,
roll a D6 before removing it from the battlefield and
before any embarked models disembark. Onab6it
crashes in a fiery explosion and each unit within
suffers D6 mortal wounds.

ABILITIES Hover Jet: Before this model moves in your
Movement phase, you can declare it will hover. Its
Move characteristic becomes 20" until the end of the
phase, and it loses the Airborne, Hard to Hit and
Supersonic abilities until the beginning of your next

Movement phase.
Blackstar Cluster Launcher: This model can fire its

Blackstar cluster launcher as it flies over enemy units.
in its Movement phase. To do so, after this model has.
moved, pick one enemy unit that it flew over. Then,
roll one D6 for each model in the enemy unit (up to 2
Imaximam of 10 D6). Each time you roll a 6 the unit
being bombed suffers 1 mortal wound.

Airborne: This model cannot charge, can only be
charged by units that can Fry, and can only attack or
be attacked in the Fight phase by units that can FLY.

Hard to Hit: Your opponent must subtract 1 from
hit rolls for attacks that target this model in the

Shooting phase.
Auspex Array: You can re-roll hit rols of 1 for a model

with an auspex array when targeting an enemy in the

Supersonic: Each time this model moves, first pivot
Shooting phase that cannot FLY.

it on the spot up to 90° (this does not contribute to
how far the model moves), and then move the model
straight forwards. Note that it cannot pivot again after  Infernum ‘Halo-launcher: If an enemy unit that can
the initial pivot. When this model Advances, increase  FLY targets a supersonic model with an infernum halo-
its Move characteristic by 20 until the end ofthe phase launcher in the Shooting phase, your opponent must

_ do not roll a dice. subtract 1 from the subsequent hit rolls.

“This model can transport 12 DEATHWATCH INFANTRY models. Each JumP PACK or TERMINATOR ‘model takes
dels. It can also transport DEATHWATCH Brker models — each takes up the space of

the space of two. other mo
three other models.
IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH

VEHICLE, TRANSPORT, FLY, CORVUS BLACKSTAR
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An ancient order of champions shrouded
threat of Dacmonkind. Though the comm
et hand that the untold perils of the warp are kept at bay.

Within the warp - that roiling, ever-mutable dimension in which
the accumulated sins and fears of the mortal races take terrible
form - lurk the greatest threats to Humanity’s survival. Creatures
of unnatural horror and awful might, the Daemons of Chaos ever
hunger for mortal souls, and strain constantly against the fabric

of reality in their desperation to break through into realspace and
commit their manifold atrocities upon Mankind. The Emperor,

in his infinite wisdom, recognised this grave peril, and created

a unique order of Space Marines whose entire purpose was to
combat the daemonic threat. Thus were the Grey Knights founded,
the ultimate weapon against the Dark Powers.

If only a fraction of Humanity possess the strength and will to
become a Space Marine, that number is even lower for those
chosen to take up the ceaseless vigil of a Grey Knight. Of the
‘millions of recruits who are brought to the Knights' secret citadel
upon Titan for testing, only a handful survive the vicious physical
and mental torment inflicted upon them by their pitiless handlers.
“The brutality of this training is necessary. The Grey Knights fight
on the forefront of a war that will decide the fate of the Imperium,
and the hideous threats they face would shatter the minds of

the unworthy. It is for this very reason that every Grey Knight is
psychically active - there is no greater weapon against the creatures
of the immaterium than to turn the power of the warp against
them, Even amongst the Librarians of the Adeptus Astartes, this
constant exposure to the horrors of Daemonkind would risk

the insidious threat of possession, but every brother of the Grey
Knights is incorruptible and utterly pure of soul. When they gaze
into the warp, the shapeless malice within recoils to witness such
strength of will.

Due to their unique mission, the Grey Knights do not adhere

to the Codex Astartes. The Chapter is instead organised into.
brotherhoods - roughly to the companies of the
Space Marines - and armed with a variety of unique and esoteric
weaponry and equipment focused towards the slaying of Daemons.
Grey Knights learn to master all of these weapons during their
vigila brother may begin his service in a lightly-armoured Strike

* Squad, before shifting into a heavily-armed Terminator Squad

or taking up the storm bolter of a Purgator. Terminators form.

the backbone of a brotherhoods fighting force. Itis a mark of the
elite nature of the Grey Knights that their battle line troops are
armed and armoured with the most powerful technalogy in the
Imperium. They wield Nemesis force weapons, psychically active
artefacts inscribed with runes of Daemoa-slaying and bearing
advanced p field e blad. ?
lhn{ugh the y thick hide of a
as if it were naught but leprous skin.

P

When a daemonic threat emq to threaten the Imperium, S 2
Grey Knights strike with zbc“ff:ol the Emyud:. ldqnni;ggz
nto the thick of the enemy force in a terrifying eruption ;
psychic might and blistering firepower. They know m

- banish or sluughter their daemonic foes 1;.?2‘

. R Vo

in mystery and legend, the Grey Knights are Humanity’s greatest d
on folk of the Imperium will never know of their sacrifice and coy,

efence agy:
Against
Tage, it is only :;‘

spread further and further, and more wretched ab
crawl forth from the immaterium. Terminators ]uu
unleashing the thunderous percussion of their st
Scores of Daemons are shredded and blasted a
inscribed with ancient runes of warding strike home. pos.
monstrous ranks can react, the Grey Knights are am‘o efore the
Slashing and slcing with their Nemesis blades, purtfyis o™
taint of Daemonkind with bolter and flamer. Towering & the
Dreadknights stalk through the carnage, crushing foi; :Tlltsxs
paste with their energised fists, sending great thunderstorpy, oy
o ToVD S A0 he (R of e Dasmon makar

Minationg
mber foryarg
orm bolters,
part as bolter Tounds

Whatever creature leads this army of the damned, whether i b
Daemon Prince or mortal sorcerer, is hunted down and oblit, :
utterly, its psychic essence sent screaming into the warp. Shocmtd
P TS R T oy S e
minions are sent howling back into the nightmare dimension 5
they call home. A single battle in the eternal war s won, and yet
there is barely a moment of respite for the Grey Knights. Upon

the moon of Saturn, in the Citadel of Titan, the psychics known

as Prognosticars read and interpret the twisting skeins of the
warp using the Emperor’s Tarot, constantly searching for new
threats. Few as they are, the warriors of Titan cannot address every.
daemonic incursion, and so the Prognosticars seek the gravest,
most terrible gatherings of D ind, those manifestations that
threaten entire sectors of the Imperium. There the Grey Knights
strike with the light of the Emperor blazing in their souls, ighting
and dying on behalf of a galaxy that will never know the magnitude
of their sacrifice. >

ITIES :

jowing abilities are common to several Grey Knights units:
ey Shall Know No Fear

B nreoll failed Morale tests for this unit.

i mon Hunters
s unit attacks any DAEMONS in the Fight phase, you can re-roll
g ;::w\md rolls for those attacks.

- Banishment
s s unit manifests the Smite psychic power, it has a range
" Additionally, the target unit suffers only 1
wound rather than D3 (whether or not the result of the
= 0) - unless the target unitis 3 DAEMON,

chic test is more than 1
i which case it suffers 3 mortal wounds instead of D3.

<ng deployment, you can set up this unit in a teleportarium
2 "Z‘Lﬁ of placing t on the battlefield. At the end of any
Movement phases this unit can teleport into battle - set it
up anywhere on the battlefield that is more than 9" away from any

enemy models.

| GREY KNIGHTS CHAPTER :
The following Space Marines datasheets, can be from the Grey i

" Knights Chapter. Those that are replace the <CHAPTER> u!(e);wo -

e Gatacheet i all instances with GRexY KNGS, © 0 pac
 Marines unit does not appear o the list below, it cmnolG

" from the Grey Knights Chapter. and so cannot have the e:;:‘hd‘

b Kxicas faction keyword. Grev KxtGHs arcass geneste

psychic powers from the Sanctic discipline (right) instea

* Librarius discipline.

« Dreadnought (pg33)

. Land Raider (pg58)
. Land Raider Crusader (g3

+ Land Raider Redeemer (S &0)

« Librarian in Terminator ‘Armour (P15

THE SECRET WAR
“The wider Imperium has never heard of the Grey Knights.
The trth ofthe warp and it nfinite horrors s kept from he

back (pg4)
Rhino (pg 46)

Servitors (pg16) |
+ Stormraven Gunship (P2>
Techmarine "¢ (P8 1¢)

S

. . nd krak grenades He s
+ This unitis 2

ith a Nemes=
akt?.;::«‘i’nmthﬂ S wahant

SANCTIC DISCIPLINE

Before the battle, generate the psychic powers for PsykEs that can
use powers from the Sanctic discipline using the table below. You
can cither roll a D3 to generate their powers randomly (re-roll any
duplicate results), or you can select the psychic powers you wish
the psyker to have.

SANETIG DISCIPLINE

Purge Soul
Purge Soul has a warp ch:
visible enemy unit within 12" of the psyker. B
< and add their respective unit’s highest
total is equal to or greater
happens. If the psyker's total
the target unit suffers &
rence.

arge value of 5. If manifested, pick 8
oth controlling |

players roll a dic
Leadership value. If the target’s
than the psyker's total, nothing
is greater than the target's total,
number of mortal wounds equal to the diffe

Gate of Infinity ‘
Gate of Infinity has a warp charge value of6. If.mszmi
picka friendly GREY ‘Kaxgurs unit within 12° of the psyker
mezmnnnilﬁvmthebalﬂ:ﬁddmdinmndht!\ymn
wuwhmm‘hthaﬂkﬁddthﬂkisnmthzng’ﬁumm
enemy models.

Hammerhand
Hammerhand has a warp charge value of 6-1£ manifested,

pick a friendly GREY KNIGHTS unit within 12° of the psyker.
add 1 to any wound rolls you make for that unit’s Melee
weapons untilthe start of your next Psychic phase.

WARGEAR
Many of the units you will find on the following pages
Tcforince one or more wargear lists. When this the case,

from the appropriate list on
for the weapons in theselists
g223).

the unit may take any item
pg 11 or below. The profiles
can be found in the appendix (P

GREY KNIGHT:!
SPECIAL
WEAPONS

« Incinerator

« Psilencer

« Psycannon

GREY KNIGHTS
MELEE WEAPONS
« Nemesis Daemon
’hammer
« Nemesis force halberd
« Nemesis force sword
emesis warding stave
« Two Nemest ions !

May not be taken by
an Apothecary

ve instead of a force stave,




Lord Kaldor Draigo

WEAPON

Storm bolter
The Titansword
Frag grenade
Krak grenade

Psyk-out grenade

ABILITIES

PSYKER

FACTION KEYWORDS

(KEYWIRDS

Lot d;»‘r Draigo is a single model armed with the Titansword, a storm Shield, a storm bolter,
grenades. Only one of this model may be included in your army:

RANGE  TYPE b AP ]
24° Rapid Fire 2 0 1

Melee Melee +4 -4 B
6 Grenade D6 3 0 1
6 Grenade 1 G ot Dy

6" Grenade D3

Af|d Th-cy Shall Know No Fear, Daemon Hunters,
Rites of Banishment (pg 181) g

Bane of”Evil: ‘When a friendly GREY KNIGHTS unit
wul_-un 6" of Lord Kaldor Draigo makes an attack
against a DAEMON unit in the Fi hi

ght phase, you -
roll damage rolls for that unit. et 2

Storm Shield: Lord Kaldor Draigo has a 3+
invulnerable save.

Trag grenades, krak grenades and psyk

Each time you roll a hit roll of 6+ for thi

is wi
targeting a PSYKER or DAEMON, the mgéfsl?" ghe
ot hevoral damage. =
Chapter Master: You can re-rol failed hit rolls for
friendly GREY KNIGHTS units that are within 6" of
Kaldor Draigo. s

Warp Emergence: During deployment, you can
Lord Kaldor Draigo in the warp B
on the battlefield. At the end of any of your Mo\'eg o
phases Lord Kaldor Draigo can emerge from the e
et him up anywhere on the battlefield that is ey
9" away from any enemy models. ",

Lord Kaldor Drai i
e ers;i;iz cle flll:\jnp{ to manifest two psychic powers in each friendly Psychic phase, and attem
y twi powers in each enemy Psychic phase. He knows the Smite psychic power and two psy‘cph‘i
ychic

powers from the Sanctic discipline (pg 181).

IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

CHARACTER, I N’
, INFANTRY, GRAND MASTER, TERMINATOR, PSYKER, LORD KALDOR DRAIGO

Kaldor Draigo, Supreme Grand Master

gand 351 Voldus
d Master Voldus i
e of this odel may

storm olter
 yalleus Argyrum

]‘;,;g grcnade
Kk grenade

psyk-out grenade

[ Storm bolter

| Nemesis force halberd
Frag grenade
Krak grenade

5

7 single model armed with Malleus Argy
i R oo Argyram, astorm boltr, fag grenades, kak grenades and psyk-out grenades. Only

24" Rapid Fire 2

“And They Shall Know No Fear, Da¢mon Hunters,
Rites of Banishment, Teleport strike (pg 181)

Iros

invulnerable save.
Grand Master Voldus can atte
to deny three psychic powers I

ws BS i A 5

2+ 2+ 4 4 6 5 9 ¥

ABILITIES

TYPE

Melee
Grenade D6

Grenade 1 D3 5

Each time you roll 2 hit roll of 6+ for this weapon when

targeting a PSYKER Of DAEMON, the target suffers @
 the normal damage.

roll hit rolls of 1 for

ts within 6" of Grand

0
1
3
1

Grenade D3
mortal wound instead o

Rites of Battle: You can re-
friendly GreY KNIGHTS uni
Master Voldus.

n Halo: Grand Master Voldus has a 4+

mpt to ‘manifest three psychic powers in each friendly Psychic phase, and attempt

P ach enemy Psychic phase. Fle knows the Smite psychic power and three psychic
).

powers from the Sanctic discipline (pg 181)-

IMPERIUM, Al
CHARACTER,

DEPTUS ASTARTES, GREY KNIGHTS

ASTER, TERMINATOR,

INFANTRY, GRAND M. PSYKER, VOLDUS

Trak grenades and psyk-out grenades.

Rapid Fire 2
Melee
Grenade D6
Grenade 1

Each time you roll.a hit roll of 6+ for this weapon when
targeting a PSYKER or DAEMON, the target suffers a
mortal wound instead of the normal damage.

s model may replace s Nemesis force halberd with an item from the Grey Kaights Melee Weaporns list

‘This model may replace his storm olter with an item from the Grey Knights ‘Special Weapons list-

ey Shall Know No Fear, Daemon ‘Hunters, Rites of Battle: You can re-roll hit rolls of 1 for friendly
GREY KNIGHTS units within 6" of this model.

And The .
Rites of Banishment, Teleport Strike (pg 181)

Grenade D3

. This model hasa 4+ invulnerable save.
~ifest two psychic powers in each friendly Psychic
se. It knows the Smite psychic power an

‘model can attempt to M phase, and attempt to deny one
¢ in cach enemy Psychic pha 4 one psychic pover from the
ipline (pg 181)-
GREY KNIGHTS
PSYKER, GRAND MASTER




. 2+

ag grenades, knak grenad

Weapons |

list

And They Shall Knor 1
- r: They Shall Know No Fear, Daemon Hunters,
ites of Bamishment. Teleport Strike (pg 151

ron Hale

Peychic Locus: When a friendly GREY KnionTs uni
within 6 of any BROTHER-CAPTAINS manifests th
Senite power, double its range.

IMPERIUM, ADEPTUS ASTAKTES, (,nryﬂxsu.nn

\rwer:

Crax y
ACTER, INFANTRY, TERMINATOR, PSYKER, BROTHER-CAPTAIN

BROTHER-CAPTAIN STERN
R T

Psyk-out grenade

ABLITIES

renade D3 2 geting « Pyvxem or Daewox

Guey KN1GHTS un

Pyychic Locas: When 2 ine:
within 6" of amy BROTHER-CAPTAINS manifests the

Teleport Strike (pg 181)
powes, double its range

The Strands of Fate: In each of your turns, you can
failed hit or wound roll, or 3 Zome of Banishment: When Brother-Captamn Stern

choose to re-roll a sin;
fest peychic power, it has 2 range of 6

Somt

single failed saving t

However, if you do 50, your opponent ¢ Addirionally, the target unit suffers only
single faied hit or wound roll or a single failed savis rtal wound rather than D3 (whether or not the
resalt of the Pyychic test is more than 10) - unless the

throw for one of their models in their next turn.

target is 2 DAEMON, in which case it suffers 3 mortal
wounds instead of D3 - and all DAEMON units within 6°
of Brother-Captain Stern also suffer a mortal wound.

phase, and aftempt 10

Iron Halo: Brother-Captain Stern hasa 4+
invulnerable save. s

n Stern can attempt 1o manifest two
deny one psychic power in each enemy Psychic phase.
from the Sanctic discipline (p 181).
ADEPTUS ASTARTES, GREY
BROTHER-CAPTAIN, TERMINATOR, PSYKER, STERN

b
W

peychic powers in each friendly Psychic

Brother-Captai
He knows the Smate psychic power and one psychic power

IMPERIUM, GHTS
(CHARACTER, INFANTRY,
o




Brotherhood Ancient

M WS BS

> 3+ 3+ 1 \ 5 3 a0y

RANGE  TveE et AP ] ABILITIES
N Rapid Fire \ 0 1 PR
Melee Melee User 2 D
S Grenade Do 3 0 1
o Grenade 1 o DN
2 v % Each time you roll a hit roll of 6+ for this weapon whe,
enade D3 2 0 1 targeting a PSYKER or DAEMON, the target suffers o o

mortal wound instead of the normal damage,

WARGEAR OPTIONS .« This model o falchion. e
ABILITIES ~ And They Shall K ‘
Q::‘l\ l‘:cl)x::;::.:c'::“'lz lo ear, ‘Dacmon Hunters, Sacred Banner: Friendly GREY KNIGHTS unil
s s Teleport Strike (pg 181) 6" of any sacred banners add 1 to their Leadership
Cr Tt P G characteristic, In addition, models from friend
b S s a S+ KNIGHTS INFANTRY units that are within 6" of any
sacred banners when they fight can make 1 additional
i = — - - attack that phase.
This :\im;‘ld can .nlu\]\pl to manifest one psychic power in each friendly Psychic phase, and attempt to deny one
ychic power in each enemy Psychic phase. It knows the Smi ic powe ic fron
R e phase ows the Smite psychic power and one psychic power from the
FACTION KEYWORDS IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS
\ KEYWORDS 3 [}
CHARACTER, INFANTRY, TERMINATOR, PSYKER, ANCIENT, BROTHERHOOD ANCIENT

] 6
fowsY

Brot

Phood Champlon~ 6' 2+ 20 4 4

psyk-out grenades.

rotherhood Champion s a single model armed with a Nemesis force sword:sorm 1
g sword, storm bol

lter, frag grenades, krak grenades and

RANGE  TVPE S W0 ABuTES
Storm bolter 24" Rapid Fire 2 4 0 1
Nemesis force sword Melee Melee User -3 D3
Frag grenade 6" Grenade D6 3 0 1
Krak grenade 6" Grenade 1 6 1D G
; Each time you roll a hit roll of 6+ for this weapon when
Payk-out grenade 6" Grenade D3 2 0 1 targeting a PSYKER or DAEMON, the target suffers a

mortal wound instead of the normal damage.

ABILITIES

Rites of Banishment (pg 181)

Heroic Sacrifice: If this model is slain in the Fight
phase, he can immediately pile in and attack before

being removed as a casualy.

PSYKER
Sanctic discipline (pg 181).
FACTION KEYWORDS

And They Shall Know No Fear, Daemon Hunters,

Tron Halo: This model has a 4+ invulnerable save.

This model can attempt to manifest one psy
psychic power in each enemy Psychic phase.

CHARACTER, INFANTRY, PSYKER, BRO'

hic power in each friendly Psychic phase, and attempt to deny one
It knows the Smite psychic power and one psychic power from

“The Perfect Warrior: At the start of each Fight phase,
you must choose a combat stance for this model

to adopt for the duration of that phase - either the
Sword Strike stance or the Blade Shield stance. If you
choose the Sword Strike stance, add 1 to this model’s
wound rolls for that phase. If you choose the Blade
Shield stance, add 1 to this models saving throws for
that phase.

the

IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

THERHOOD CHAMPION

KEYWORDS

perhaod Champion i2
herh¢

masterful bl

adesman, sublimel

y skilled in the arts of single combat.




NAME M WS BS

Castellan Crowe 6" 2+ 24+ 4 4

Only one of this model may be included in your army.

astellan Crowe is a single 3
Castellan Crowe is a single model armed with the Black Blade of Antwyr, a storm bolter, frag grenades, krak grenades and psyk-out grenades,

Storm bolter 24 Rapid Fire 2
Melee

Grenade D6

The Black Blade of Antwyr

Frag gre 6

Melee

WEAPON RANGE  TYPE ]
1
1
1

Krak grenade 6 Grenade 1 2 D3

Psyk-out grenade Grenade D3

Each time you roll a hit roll of 6+ for this weapon when
targeting a PSYKER or DAEMON, the target suffers a
mortal wound instead of the normal damage

ABILITIES And They Shall Know No Fear, Daemon Hunters

(pg 181)

Heroic Sacrifice: If Castellan Crowe is slain in the
Fight phase, he can immediately pile in and attack
before being removed as a casualty.

Purifying Flame: When Castellan Crowe manifests
the Smite psychic power, it only has a range of 3", but
it inflicts D6 mortal wounds instead of D3 (whether or
not the result of the Psychic test is more than 10).

Iron Halo: Castellan Crowe has a 4+ invulnerable save.

Master Swordsman: You can re-roll failed hit and
wound rolls for Castellan Crowe in the Fight phase

In addition, each time you make a successful wound
roll for Castellan Crowe in the Fight phase, you can
immediately make another attack with the Black Blade
of Antwyr, though these additional attacks cannot
generate any further attacks.

PSYKER.

the Sanctic discipline (pg 181).

Castellan Crowe can attempt to manifest two psychic powers in each friendly Psychic phase, and attempt to deny
one psychic power in each enemy Psychic phase. He knows the Smite psychic power and one psychic power from

FAGTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

\Kmmuns

CHARACTER, INFANTRY, BROTHERHOOD CHAMPION, PSYKER, CASTELLAN CROWE

Grey Knight

Jusicar

This unit contains 1 Justicar and 4 Grey Knights. It can include up to 5 additional Grey Knights (Power Rating +7). Each model is armed with 3

emesis force sword, storm bolter, frag grenades, krak grenades and psyk-out grenades.

Storm bolter Rapid Fire 2

Nemesis force sword Melee
Frag grenade
Krak grenade

Grenade D6

Grenade |

Grenade D3 1

Psyk-out grenade
JONS - Any model may replace his N rcesw
QN BT + For every five models in the unit, one Grey Knight may
an ttem from the Grey Knights Special Weapons list
And They Shall Know No Fear, Dacmon Hunters,
Rites of Banishment, Teleport Strike (pg 181)

o anit can attempt to manifest one psychic power in
h feiendly Psychic phase, and attempt to deny one
power i cach enemy Peychic phase. It knows

perchic § one psychic power from

the Smite psyc
the Sanctic discip

hic power and
line (pg 181).

:\]!H’IU STARTES, GREY KNIGHTS

STRIKE SQUAD

emesis force sword with an item from the Grey Knights Melee Weapors list

Each time you roll a hit roll of 6+ for this weapon W hen
targeting a PSYKER or DAEMON, the target suffers a
mortal wound instead of the normal damage.

replace his Nemesis force sword and storm bolter with

Combat Squads: Before any models are deployed at the
start of the game, a Strike Squad containing 10 models
may be split into two units, each containing 5 models.
When manifesting or denying a psychic power, first
select a model in the unit - measure range, visibility, etc.
from this model. If this unit suffers Perils of the Warp, it
suffers D3 mortal wounds as described in the core rules,
but units within 6" will only suffer damage if the Perils
of the Warp cause the last model in the manifesting unit

1o be slain.

fea”




Sv

Grey Knight Terminator 5% 3+ 3+ 4 4 2 2 7 2+

Terminator Justicar 5% 3+ 3+ 4 4 2 3 8 2+

“This unit contains 1 Terminator Justicar and 4 Grey Knight Terminators. It can include up to 5 additional Grey Knight Terminators (Power
Rating +13). Each model is armed with a Nemesis force sword, storm bolter, frag grenades, krak grenades and psyk-out grenades.

WEAPON RANGE  TYPE S AP D ABILTIES
Storm bolter 24" Rapid Fire 2 4 0 1 =
Nemesis force sword Melee Melee User -3 D3 =
Frag grenade 6" Grenade D6 3 0 1 -
Krak grenade 6" Grenade 1 6 -1 D3 =
Each time you roll a hit roll of 6+ for this weapon when
Psyk-out grenade 6" Grenade D3 2 0 1 targeting a PSYKER or DAEMON, the target suffers a

mortal wound instead of the normal damage.

WARGEAR OPTIONS « Any model may replace his Nemesis force sword with an item from the Grey Knights Melee Weapons list.

« For every five models in the unit, one Grey Knight Terminator may replace his storm bolter with an item from
the Grey Knights Special Weapons list.

ABILITIES And They Shall Know No Fear, Daemon Hunters, Combat Squads: Before any models are deployed at
Rites of Banishment, Teleport Strike (pg 181) the start of the game, a Terminator Squad containing

10 models may be split into two units, each containing
Crux Terminatus: All models in this unit have a 5+ 5 models.
invulnerable save.

PSYKER This unit can attempt to manifest one psychic power in  When manifesting or denying a psychic power, first
each friendly Psychic phase, and attempt to deny one  select a model in the unit - measure range, visibility, etc.
psychic power in each enemy Psychic phase. It knows  from this model. If this unit suffers Perils of the Warp, it
the Smite psychic power and one psychic power from  suffers D3 mortal wounds as described in the core rules,
the Sanctic discipline (pg 181). but units within 6" will only suffer damage if the Perils

of the Warp cause the last model in the manifesting unit
to be slain.

FAGTION KEYWDROS IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

\KEYWIIHI!S INFANTRY, TERMINATOR, PSYKER, TERMINATOR SQUAD

PURIFIER SQuAD
MoW B S T oW oAow W

| purifier 6 3F gy 4 4 1 1 3 o

i‘ Knight of the Flame (¥ & O 4 4 1 2 9 3+

This unit‘ contains 1 Knight of the Flame and 4 Purifiers. It can include up to 5 additional Purifiers (Power Rating +9). Each model is armed with
| a Nemesis force sword, storm bolter, frag grenades, krak grenades and psyk-out grenades.

APL RANGE  TYPE SR o ABILITIES

Storm bolter 24" Rapid Fire 2 4 0 1 &

Nemesis force sword Melee  Melee User -3 D3 =

Frag grenade 6" Grenade D6 3 0 1 =

Krak grenade 6" Grenade 1 6 -1 D3 -
Each time you roll a hit roll of 6+ for this weapon when

Psyk-out grenade 6" Grenade D3 2 0 1 targeting a PSYKER or DAEMON, the target suffers a
mortal wound instead of the normal damage.

om the Grey Knights Melee Weapons list.

i i i item fre
GEAR OPTIONS + Any model may replace his Nemesis force sword with an item fr G ;
‘3 « For every five models in the unit, two Purifiers may replace their Nemesis force sword and storm bolter with an
| item from the Grey Knights Special Weapons list. T
: t the
No Fear, Daemon Hunters Combat Squads: Before any models are deployed a
= E&ndl?l‘)ey e start of the game, a Purifier Squad containing 10 models
5 ‘may be split into two units, each containing 5 models.
Purifying Flame: When this unit manifests the Smite
psychic power, it only. has a range of 3", but it inflicts
D6 mortal wounds instead of D3 (whether or not the
result of the Psychic test is more than 10). e - 3
“Ihis unit can attempt to manifest one psychic power in ‘When manifesting or denyinga psychic power, first
PSYKER friendly Psychic phase, and attempt to deny one select a model in the unit — measure range, visibility, ct;.
‘ el from this model. If this unit suffers Perils of the Warp, it

piychic pover in each enemy Psychic phase. It Kknows
R Gt psychic power and one psychic power from
the Sanctic discipline (pg 181)-

suffers D3 mortal wounds as described in the core rules,
but units within 6" will only suffer damage if the Perils

of the Warp cause the last model in the manifesting unit
to be slain.

i
|
|

UM, ADEPTUS ASTARTES, GREY KNIGHTS

IMPERI!
INFANTRY, PSYKER, PURIFIER SQUAD

| FACTION KEYWORDS
 KEYWDRDS




Valadin

Varagom

9

Wating +22). Vach

Varagom and 7 Valadins. It can include up to 2 additional Paladins (Power Rating +9), or up to 7 additional Paladins (Power

is armed with 4 }

RANGE  TYPE 8w

semesis force sword, storm bolter, frag grenades, krak grenades and psyk-out grenades,

Jer
s force sword

Frag de

Krak grenade

Vsyk-out grenade

VIAHGEAH DPTIONS

ABILITIES

yZ]

Melee

+ Any model may replace his Nemesis force sword with an item from the Grey Knights Melee Weapons list,

« For every five models in the unit, two Paladins may replace their storm bolter with an item from the Grey
Knights Spe al Weapons Jist,

And They Shall Know No Fear, Daemon Hunters,

Rites of Banishment, Teleport Strike (pg 151)

Crux Terminatus; Models in this unit have a 5+
invulnerable save,

Wapid Fire 2
Melee
Grenade )6

Grenade |

Each time you roll a hit roll of 6+ for this weapon when
targeting a Psyker or DAEMON, the target suffers a
mortal wound instead of the normal damage,

Grenade 93 2 1

Combat Squads: Before any models are deployed at the
start of the game, a Paladin Squad containing 10 models
may be split into two units, each containing 5 models,

This unit can attempt to manifest one psychic power in -~ When manifesting or denying a psychic power, first
cach friendly Psychic phase, and attempt to deny one
psychic power in each enemy Psychic phase, It knows
the Smite psychic power and one psychic power from
the Sanctic discipline (pg 181),

select a model in the unit ~ measure range, visibility, etc.
from this model. If this unit suffers Perils of the Warp, it
suffers D3 mortal wounds as described in the core rules,
but units within 6" will only suffer damage if the Perils
of the Warp cause the Jast model in the manifesting unit
10 be slain,

IMpyERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

INFANTRY, PALADIN, TERMINATOR, PSYKER, PALADIN SQUAD

T
L6 ¥,

i

paladin Ancient

x Mzdjr{ Ancient is 2 single model armed with 2 storm bolter, frag grena

P
Storm bolter
Nemesis falchion
Frag grenade
Krak grenade

Psyk-out grenade

PALADIN ANCIENT
el T T

2R

des, krak grenades and psyk- enades.
TYPE 5w ]

Rapid Fire 2 4 0
Melee User -2
Grenade D6 3 0
Grenade 1 G 3l

Each time you roll a hit roll of 6+ for this weapon when
targeting 2 PSYKER or DAEMON, the target suffers 2
mortal wound instead of the normal damage.

Grenade D3 2 0 1

WARGEAR DPTIONS

+ This model may take 2 Nemesis falchion or replace its storm bolter with an item from the Grey Knights Special
Weapons list.

ABILITIES

Sacred Banner: Friendly GREY KNIGHTS units within
6" of any sacred banners add 1 to their Leadership
characteristic. In addition, models from friendly GREY
KNIGHTS INFANTRY units that are within 6” of any
sacred banners when they fight can make 1 additional
attack that phase.

And They Shall Know No Fear, Daemon Hunters,
Rites of Banishment, Teleport Strike (pg 181)

Crux Terminatus: This model has a 5+
invulnerable save.

Lat

i

PSYKER

FACTION KEYWORDS
KEYWORDS

n each friendly Psychic phase, and attempt to deny one

i i chic power i
This model can attempt to manifest one psychic pe e Site bayehic v and one psychic power from the

psychic power in each enemy Psychic phase. It knows th
Sanctic discipline (pg 181).
IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

CHARACTER, INFANTRY, PALADIN, TERMINATOR, PSYKER, ANCIENT

-




4 8 2+

D3RS
D3 -

1 N
D3 -

Each time you roll a hit roll of 6+ for this weapon wi
targeting a PSYKER or DAEMON, the target suffers a
mortal wound instead of the normal d;u;mgc i

hen

replace its Nemesis force sword with a Nemesis falchion or an item from the Grey Knights

Narthecium: At the end of any of your Movement
__ < y of your phases, the Apothecary can attempt to heal vi i
Lo s pt to heal or reviv g
s _"y G:iv F\-xcr_nsl;:“rl:;mr unit within 3" of the Apothecary. If that unit wmaci:ssamglc
o Tm#d‘mwbem mwd “n; % \\;:\;]nds. 1f the chosen unit contains no wounded models but one
e 4 eﬁﬂs e, ml.l. aD6.On a-4+ a single slain model is returned to the
_._:‘.mJ .—\potheanﬁgm L :(;‘ revive a model in this manner he can do nothing else for
sl xarsboa: ‘dxaroe,b_ St as he recovers the gene-seed of the fallen warrior. A unit can
thecium 2bility once in each turn.

moded czn attempt to manifest ic power i . i
e Psvdl;m PSYC;‘C W‘“ﬁ‘: ?;’h ﬁ'lﬂldly Psychic phase, and attempt to deny one
3 ﬁ“‘_:g mﬂ y Y > phase. It knows ite psychic power and one psychic power from the

ImPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

CuazmacTeR, INFANTRY, TERMINATOR, PSYKER, APOTHECARY

e

Interceptor

Interceptor Justicar

This unit contains 1 Interceptor Justi
B e e epgwold icar and 4 Interceptors. It can include up to 5 additional Interceptors (Power Rating +8). Each model is
W sword, storm bolter, frag grenades, krak grenades and psyk-out grenades. :

i

RANGE  TYPE

storm bolter

Nemesis force sword
Frag grenade
Krak grenade

Psyk-out grenade

24" Rapid Fire 2
Melee Melee

6" Grenade D6

6" Grenade |

6" Grenade D3

WARGEAR OPTIONS

FAGTION KEYWORDS

Each time you roll a hit roll of 6+ for this weapon when
targeting a PSYKER or DAEMON, the target suffers a
mortal wound instead of the normal damage.

+ Any model may replace his Nemesis force sword with an item from the Grey Knights Melee Weapons list.

+ For every five models in the unit, one Interceptor may
item from the Grey Knights Special Weapons list.

And They Shall Know No Fear, Dacmon Hunters,

Rites of Banishment, Teleport Strike (pg 181)

Combat Squads: Before any models are deployed at
the start of the game, an Interceptor Squad containing
10 models may be split into two units, each containing
5 models.

“This unit can attempt to manifest one psychic power in
each friendly Psychic phase, and attempt to deny one
psychic power in each enemy Psychic phase. It knows
the Smite psychic power and one psychic power from
the Sanctic discipline (pg 181)-

replace his Nemesis force sword and storm bolter with an

Personal Teleporters: This unit can move across models
and terrain as if they were not there. In addition, once
per battle, instead of moving this unit normally in the
Movement phase, you can choose for them to make

a teleport shunt. At the end of the Movement phase,
remove all of the models in the unit from the battlefield,
then immediately set them up anywhere that is more
than 9" from any enemy models.

When manifesting or denying a psychic power, first
select a model in the unit — measure range, visibility, etc.
from this model. If this unit suffers Perils of the Warp, it
suffers D3 mortal wounds as described in the core rules,
but units within 6" will only suffer damage if the Perils
of the Warp cause the last model in the manifesting unit
to be slain.

IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

INFANTRY, PSYKER, INTERCEPTOR SQUAD

-thing tides of the warp, Interceptor Squads

aunch pinpoint strikes at the crucial moment



NAME
Purgator

Purgator Justicar

(¥ gl ks o 4 1 1 7 3

6" 3+ 3+ 4 4 il 2 8 3+

This unit contains 1 Purg; stica 7
el ,L?"m“f\ 1 Purgator Justicar and 4 Purgators. It can include up to 5 additional Purgators (Power Rating +7). Each model is ar; -
emesis force sword, storm bolter, frag grenades, krak grenades and psyk-out grenades. R Vit

Psyk-out grenade

m RANGE  TYPE § AP D ABWITES
Storm bolter 24" Rapid Fire 2 4 0 1

Nemesis force sword Melee Melee User -3 D3

Frag grenade 6" Grenade D6 3 0 1

Krak grenade 6" Grenade 1 6 -1 D3 -

- Each time you roll a hit roll of 6+ for this we:
;3 oy : weapon wh
Grenade D3 2 0 1 targeting a PSYKER or DAEMON, the target Supﬂ_m«awn

mortal wound instead of the normal damage.

WARGEAR OPTIONS

. Sn); mfode] may rcpla.ce his Nemesis force sword with an item from the Grey Knights Melee Weapons list.
b to four Purgators in the unit may replace their Nemesis force sword and storm bolter with an item from the

Grey Knights Special Weapons list.

ABILITIES

ﬁ;:s'lz.l;’egasnh.a:ll Know No Fear, Daemon Hunters, Combat Squads: Before any models are deployed at
ishment (pg 181) the start of the game, a Purgation Squad containing 10

models may be split into two units, each containing
5 models.

PSYKER

This unit can attempt to manifest one psychic power in ~ When manifesting or denying a psychic power, first

each friendly Psychic phase, and attempt to deny one
psychic power in each enemy Psychic phase. It knows
the Smite psychic power and one psychic power from
the Sanctic discipline (pg 181).

select a model in the unit - measure range, visibility, etc.
from this model. If this unit suffers Perils of the Warp, it
suffers D3 mortal wounds as described in the core rules,
but units within 6" will only suffer damage if the Perils
of the Warp cause the last model in the manifesting unit
to be slain.

FAGTION KEYWORDS

IMPERIUM, ADEPTUS ASTARTES, GREY KNIGHTS

KEYWORDS

INFANTRY, PSYKER, PURGATION SQUAD

NEMESIS DREADKNIGHT Some of this model’s characteristics change as [

DAMAGE

it suffers damage, as shown below:

[ame M WS BS S T W A i S | REMMNMEW M B A
1 Nemesis Dreadknight * 3+ * 6 6 12 * 8 24 7-12+ 65 34 4
A Nemesis Dreadknight is a single model equipped with two dreadfists. L &6 DA A3
13 & B
- RANGETYPE S W0 M 2k
1 Gatling psilencer 2 Heavy 12 4 0 DI S
| feavy incinerator 12" Heavy D6 G Al 2 This weapon automatically hits its target.
Heavy psycannon 24" Heavy 6 7 1 2 -
| If a model is equipped with two dreadfists, each time it
| Dreadfist MelccRMecs 2 3 D3 foiisit can make | additionl attack with them.
! When a model attacks with this weapon, you must
Nemesis Melee  Melee © -4 D6 subtractlfrom the hit roll. Damage rolls of less than 3
count as 3 for this weapon.

Daemon greathammer

| Nemesis greatsword Melee Melee

[ WARGEAR DPTIONS
| _ Heavy incinerator
- Gatling psilencer
- Heavy psycannon
« This model may rep|

| ABiLITIES And They Sha
Rites of Banishment (pg 181)

Force Shieldin
invulnerable save.

i
|
1

| This model can attempt to ma
{ g psychic power in each enery

Sanctic discipline (pg 181)-

| FACTION KEYWORDS IMPERIUM, ADEPT!

KEYWORDS VEHICLE, PSYKER,

~ This model may take up to two different

+ This model may take a Dread
11 Know No Fear, Daemon Hunters,

+4 =3 D6

lace one of its dreadfists with a Nemesis D

knight teleporter.

g: This model hasa 5+
nifest one psychic power i
Psychic phase. It knows the

S ASTARTES, GREY KNIGHTS
NEMESIS DREADKNIGHT

o5 enemies s the

weapons from the following:

aemon greathammer or 2 Nemesis greatsword.

Dreadknight Teleporter: If this model has &
Dreadknight teleporter, then during deployment, Yot
can set it up in a teleportarium chamber instead of
placing it on the battlefield. At the end of any of your
Movement phases this model can teleport into battle
_ et them up anywhere on the battlefield that is more
than 9" away from any enemy models.

1 each friendly Psychic phase, and attempt to deny one
e Smite psychic power and one psychic power from the

s blazing and blades flashing:

e

y stride into battle, gur



& P
“spACE MARINES POINTS VALUIES
: SPA ints limit, you can use the following lists (o d
ame, or a game that uses a poi ﬂermln o
Ifyou are playing 2 matched f:;:rblhe points values of all your models, as well as the wargear they are R i b p 7 W“
o))uurarm‘ Simply add tog 2

army’s total points value.

MODELS  POINTS PER MODEL MODELS
PERUNIT  (Does not include wargear) L pm ".". (D FIIIIIS FEI hl
1 74

Apothecary
i Apo(hccary on Bike
J Capuainin hractii
Cutapbractil Armour 2 erminator Squad
il Centurion Assault Squad
e o Chapter Ancient
Chapter Champion
Company Ancient
Chaplain Company Ancient on Bike | 1and Raider Crusader
Chaplain in Company Champion nd Raider Redeemer

Terminator Armour Company Champion
on Bike

B Captain in Grav

Captain on Bike
Captain with Jump Pack

Chaphin on Bike

Chaplain with Jump Pack Company Veterans
i Land Raider Excelsior Company Veterans Techmarine Gunner
Y Librarian on Bikes o

Librarian in Contemptor Dreadnought m;:::;

Terminator Armour Damned Legionnaires =

Librarian on Bike Dreadnought

Librarian with Jump Pack Honour Guard

Primaris Lieutenants i Imperial Space Marine

Rhino Primaris Ironclad Dreadnought

Techmarine Primaris Ancient

Techmarine on Bike T

| Captain Lysander
|Captain Sicarius
| itors
Sternguard Veteran Squad . ' | Cenobyte Zﬂ"i‘us

i 55}
Tartaros Terminator Squad | Chaplain Ca o
g | Chaplain Grimaldus
Terminator Assault Squad i

rari

Terminator Squad g | ghh: Em‘ B anrion
Tyrannic War Veterans = R e Merhll Helbrecht
Vanguard Veteran Squad - th TS

a
Vanguard Veteran Squad 0 s T
Scout Squad with Jump Packs i e

T ? Venerable Dreadnought Il | xorsaro

" Tactial Squad =ncri e Dreadnoug on Moondrakkan

- Neophyte
Intercessor Squad

FASTATTACK

Assault Squad
Assault Squad with
Jump Packs
Attack Bike Squad

- | Bike Squad

|- Attack Bike
| Inceptor Squad
Land Speeders
cout Bnke Squad

L "up Pod

Land Speeder Storm
Razorback

Rhino




| 1 "
| Assault cann

Astartes shotgun
!
| .
| Bolt rifle
| Bo

I

Boltstorm gauntlet
| Cerberus launcher

b

Combi-flamer
|

| Combi-melta

| Deathwind launcher

| Disintegration combi-gun
| Flamer

| Frag grenade

| Grav-cannon and grav-amp
|

| Grenade harness
{ Heavy flamer

|k 7-killer missile
{ tcarus s
Koy

| Krak grenade

| Master-crafied bolgun

| Plasma incinerator

| Predator patocannon

|

S phammer mivsile launcher

 waneea
| i

RANGED WEAPONS
\WERPON

Suiper rifle

| storm boler
| Stormstrike missile launcher
Thunderfire cannon
Twin assault ¢
Twin autocannon
Twin boltgun
Twin heavy bolter
Twin heavy flamer
Twin heavy plasma cannon
Twin lascannon
Twin multi-melta
Twin plasma gun
Typhoon missile launcher
Volkite charger
Whirlwind castellan launcher
Whirlwind vengeance launcher

Wrist-mounted grenade launcher

| Chainfist

Chainsword

Champion’s blade

Combat knife

Crozius arcanum
Dreadnought chainfist
Dreadnought combat weapon
(Ironclad Dreadnought)

Dreadnought combat weapon (other models)
Eviscerator

Force axe

Force stave

Force sword

Lightning claws (single/pair)
Master-crafted power sword
Power axe

Power fist

Power lance

Power maul

Power sword

Relic blade

Seismic hammer

Servo-arm

Siege drills

Thunder hammer (CHARACTERS)

‘Thunder hammer (other models)

OTHER WARGEAR
( unu « Iu.«l«
Combat shield

Storm shield (CHARACTERS)

Storm shield (other models)
§

Teleport homer

1 B p— i |

L1}




TANGE  TYPE coid B
ault bolter ] Assaull 1
il cannon u Heavy 6 o 1 I
tes grenade launcher — When attacking with this weapon, choose one of
| Drag grenad 214" Asssult D6 ) 0 1
| Xk krensd i ault 1 6 1D,
Astartes shotgun 12 Assult2 1 0 |
Bolt plstol I Pistol | i 0 I
oli rifle 1) Tapid Vire 1 Kl I 1
Baltgun 4 Rapid Fire | i 0 |
Boltatorm 12 Pistol 3 1 0 1
tlet (shooting)
enturion missile launcher 36 Awsault D3 (] 2 Dy
lr erberus launcher I8 Meavy D6 4 0 1
Combibolter 24" Rapld Fire 2 ] 0 1

When attacking with this weapon, choose one or |

Combi-flamer hit rolls for this weapon

oltgun 24" Rapid Fire | 4 0 1

Flamer L} Assault D6 4 0 1

i When attucking with this weapon, choose one or |

hit ralls for this weapon

Boligur 24" Rapid Fire | 1l 0 1

fun B Rapid Fire | 5 3 1

When attacking with this weapon, choose one or b

Combi-melta
mbi-melt hit rolls fur this weapon

Boltgun 24" Rapid Fire | ] 0 1

Meltagun 12 Assault | 8 1 D6

Combl-plasma When attacking with this weapon, choose one or b

hit rolls for this weapon
Boltgun 24" Rapid Fire | | 0 1
Plasmu gun 1" Rapid Fire 1 7 3 1
Conversion beamer 42" Heayy D3 6 0 1
Cyclone missile launcher —— When attacking with this weapon, choose one of the
|- Prog mi 36" Heavy 203 | 0 1
L - Krak missile 6" Heavy 2 8 2 D6
| Deathwind launcher 12 Asault D6 5 0 1
|
| Demalisher cannon 24" Heavy D3 10 i D6
Disintegration combi-gun When attacking with this weapon, choose one or bot
4 hit rolls for (his weapon
Boltgun 24" Rapid Fire | 4 0 1
‘ Disintegration gun 18" Rapid Fire | 5 3 D6
Disintegration pistol 9" Pistol | 5 3 D6
Plamer ) Assault D6 1 0 1
Flamestorm cannon [ Heavy Db 6 2 )
Prag grenade 6" Grenade D6 ) 0 1
rav-plstol I Pistol | 5 3 1
Cirav-canno and grav-amp 24" cavy
1on and grav-amp 24" Heayy 4 5 3 1

P

the profiles below

If the target is within half range, add 1 1o this
weapon's Strength,

hoth of the profiles below, If you choose both, subtract | from all

‘This weapon automatically hits its target,

woth of the profiles below, If you choose both, subtract 1 from all

If the target has a Save characteristic of 3+ o better, this
weapon has a Damage characteristic of D3

oth of the profiles below. If you choose both, subtract 1 from all

If the target is within half range of this weapon, roll two dice
when inflicting damage with it and discard the lowest result,
oth of the profiles below. If you choose both, subtract 1 from all

See plasma gun

Attacks from a conversion beamer that target enemies at
over halfits range are resolved at Strength 8, AP -1 and
Damage 2

e profiles below,

When attacking units with 5 or more models, change this
weapon's Type to Heavy D6, i
hiof the profiles below. If you choose both, subtract 1 from al

‘This weapon automatically hits its target,

This weapon automatically hits its target

4 5 etter, this
If the target has a Save characteristic of 3+ or better
weapon has a Damage characteristic of D3

tic of 3+ or better, this

I the target has a Save character t
weapon has a Damage characteristic of D3.

T ."M

RANGE  TYPE

0oy —

18" Rapid Fire | S e s
« ¥E3Pon has 3 Damagechaace e 12O et
P ReEite . : per e characteristic of 3
36" Heavy3 SE 1
8 Heavy D6 L 1 i
This weapon Aautomatically hits
When attacking with this Wweapon, choose one of the profiles below. — _—
B i 36" Heavy D3 7 Bos.
A o p For each hit roll of 1, th
_supercharge 36" Heavy D3 8 3 <h hit roll of 1, the bearer suffers 1 morta)

Supe ll of this weapor' shots have been resoiveq. """ 1
e missile (T e 8 2 Amodglcanmlyﬂmnd\ofmhunm- iller missiles
Hunter-kille 0/ D ST

Hurricane bolter 24" Rapid Fire 6 4 0 15
Add 1 toall hit rolls made for this Weapon against
Jcarus stormcannon 48" Heavy3 7 -1 2 thatcan FLx. Subtract 1 from the hit rolls mgdg for this
weapon against all other targets.
Kheres pattern 24" Heavy6 TatET 1

assault cannon
Grenade 1

24" Heavy2 O 3 D¢
48" Heavyl S s e
Master-crafied auto O et A o s
bolt rifle
Master-crafted boltgun 24" Rapid Fire 1 BBy,
Melta bomb 4 Grenade | U S Do |
If the target is within half range of this weapon, roll two dice |
[Meltagun 12" Assault 1 SE 1D, Do bl hall range P

when inflicting damage with it and discard the lowest result.

[ Missile launcher When attacking with this weapon, choose one of the profiles below.

| - Frag missile 48" Heavy D6 4 0 1
| - Krak missilg 48" Heavy 1 8 -2 D6 - : L
o i the arget is within half rnge of this weapon rol o dice
IS 2 R 8 DS heninficting damage with it and discar the lowest result
“This weapon can only be fired once per battle. This weapon
can target unts that are notvisible (0 the bearer. When
Orbital array 72" HeavyD3 10 4 D6 g rpeting units with 10 or more models, change this
weapon's Type to Heavy D6.
| Plasma blaster When attacking with this weapon, choose one of the profiles below.
| . 7500, B e :
¥ e On a it roll of 1, the bearer is slain ater ll of this weapor's
18" Assault2 8 3 2 hotshave been resolved. %
Plasma cannon When attacking with this weapon, choose one of the profiles below:
3 e : .
R s Lt Ona hit roll of 1, the bearer is slain after all of this weaporis
36" HeavyD3 8 3 2 ghotshave been resolved.
When attacking with this weapon, choose one of the profils below.
G TRy el s 5
1 e s 3 2 Onahitrollofl, thebearrisshin.
121 A > ; below:
When attacking with this weapon, choose one of the profiles
2 1 : 3 -
24" Rapid Fire1 7 3 On a hit roll of 1, the bearer is slain after all of this weaponis

lved.
- Supercharge 24" Rapid Fire 1 shots have been resolve

Plasma incinerator

+ weapon, choose one f the profles below:
When attacking with this weapon. chm; oneo{ ” m
e e it roll of 1, the bearer is
- Standard 12" Pistol1 L

-3 2
Pistol 1 S
Heavy2D3

Heavy 4

- Supercharge
Predator autocannon
Reaper autocannon




Skyhamumer
uncher

Skyspear missile Jauncher

Sniper rifle

Special ssue boltgun
Storm bolter
Stormstrike

missile launcher

Thunderfire cannon

“Twin assault cannon

‘Iwin autocannon

“Twin boltgun

‘Twin heavy bolter

Twin heavy flamer

‘Twin heavy plasma cannon
Standard

- Supercharge
Twin lascannon
Twin multi-melta

Twin plasma gun
- Standard

- Supercharge
Typhoon mis

- Frag missile

- Krak missile
Volkite charger

Whirlwind
castellan launcher

vengeance launcher

| Wrist-mounted

grenade launcher

S 7

Add 1 to all hit rolls made for his weapon ag
that can Fuy, Subtract 1 from the hit rolls made fo; this
weapon against all other targets,

; Add 10 allhit rolls made for this weapon againt arge

60" Heavy 1 thatcan Fux. You can re-roll failed hit roll for thi wegpe,

60" Heavy 3

‘This weapon may target a CHARACTER even if it iy noy
the closest enemy unit. If you roll a wound roll of 6.4 for
this weapon, it inflicts a mortal wound in addition (o i,
normal damage.

30" Rapid Fire 1 B

24" Rapid Fire 2

Heavy 1

72" Heavy 1 -
This weapon can target units that are not visible to the
firing model
24" Heavy 12 -
" Heavy4 - -
Rapid Fire 2 -
Heavy 6 . 3
Assault 2D6 5 This weapon automatically hits its target.
When attacking with this weapon, choose one of the profiles below,
36" Heavy 2D3 7 -
For each hit roll of 1, the bearer suffers 1 mortal wound after
all of this weapon's shots have been resolved.

60" Heavy 4D3

36" Heavy 2D3 8

48" Heavy2 9 g
If the target is within half range of this weapon, roll two dice
when inflicting damage with it and discard the lowest result.

When attacking with this weapon, choose one of the profiles below.
24" Rapid Fire 2 i -3 1

24" Heavy2 8

24 RapidFire2 8 3 2 g:;hhi’lv‘mﬂb:nl,dwbemi‘dam:ﬂ«nuoﬁhhmapom
When attacking with this weapon, choose one of the profiles below.

48"  Heavy2D6

48" Heavy2

15" Heavy2
‘This weapon can target units that are not visible to the
firing model.

This weapon can target units that are not visible to the

72" Heavy2D6

72" Heavy2D3 e

3|
N8t target

Melee When attacking with this weapon, you must subtract 1 from
the hit roll.

Melee ‘When attacking with this weapon, you must subtract 1 from

the hit roll.

Each time the bearer fights, it can make 1 additional attack

with this weapon.

Each time the bearer fights, it can make 1 additional attack

with this weapon.

Each time the bearer fights, it can make 1 additional attack

NE U with this weapon.

Melee  Melee B
Melee Melee -

Melee

Melee  Melee

Melee Melee 5
When attacking with this weapon, you must subtract 1 from
Melee Melee - T el

Melee  Melee =
Melee  Melee -
Melee  Melee

: i i Ifa

You can re-roll failed wound rolls for this weapon. If
model is armed with two lightning claws, each time it ights
Mo it can make 1 additional attack with them.

Melee  Melee
M ‘When atacking with this weapon, you must subtract 1 from
Melee Melee the hit rol.

Melee Melee
Melee Melee
Melee  Melee >
= ‘When attacking with this weapon, you must subtract 1 from
Melee  Melee the hit roll .
Each servo-arm can only be used to make one attack ea
ﬁmﬁhhmod&lﬁﬂm.wlwnlnmddnfa;hmthmu
Mot wuyon,ywmnnmbtmlﬁcmthehmoll.

Melee
Melee

z
Irx:ive the benefits of cover, instead of 1.

1% “_Mm,wdﬁddhnas«-inwlm:bkm

A model with a storm shield has a 3+ invulnerable save.

ry model in a unit has a camo cloak you can add 2 to saving throws made for models in the unit when they




MANGED AND MELEE WEAPONS

RANGE TYPE 8N 0 Amunes

Gauntlets of

Ultramar (shooting)

Hand of
Dominion (shooting)

Infernus

Plamer

Quietus

The Emperor’s Sword

Gauntlets of
Ultramar (melee)

Rod of Tigurius

Black Sword

Master-crafted boltgun

Hand of Dominion (melee)

Talassarian Tempest Blade

Sword of the High Marshals Melee Melee

24" Rapid Fire 2 1 1 2 B Melee  Melee
24" Rapid Fire 6 -l 2
When attacking with this weapon, choose one or both of the profiles below, 1f You chooge by |
hit rolls for this weapon, Y Subtract 1 from o
B Assault D6 1 0 1 ‘This weapon Automatically hitg jg target,
24" Rapid Fire 1 1 1 2
‘This weapon may target Ci y ;
36" Heavy2 1 -1 D3 I Y target a CHARACTER even ifj |
it/ closest enemy unit, 0 ifitis not the
Melee  Melee 2 4 3 Ifyou roll a wound roll of 6+ for this Weapon, it inflicts 3
mortal wounds in addition to its normal g age. :
Melee  Melee X2 -3 D3
Melee  Melee X2 3 3
Melee  Melee +3 =1 D3 - R e
Any wound rolls i
Melee  Melee User )3 Y i etis 3 CHARACTER. _|
& - o . mortal wound. RANGE _TVPE This weapon has Strcpgth x2 if the targe

Melee Melee

£

RANGE  TYPE

Melee  Melee +6 =3

RANGE  TYPE

24" Assault 4

Melee  Melee 3 You can re-roll failed wound rolls when attacking with this
weapon if the target is a CHARACTER or a MONSTER.

Helbrecht can make D3 additional attacks with this weapon
if he charged in his turn,




Baal Predator

Company Ancient with
Jump Pack

Company Champion with
Jump Pack

Company Veterans with
Jump Packs

Death Company

Death Company
Dreadnought

Death Company with
Jump Packs

Furioso Dreadnought
Librarian Dreadnought
Sanguinary Guard
Sanguinary Guard Ancient

Novitiate with

Sanguinar
Jump Pa

Sanguinary Priest

b t on Bike
Sanguinary Priest with
Jump Pack

Brother Corbrlo

aptain Tycho

Chief Libratian Mephiston

Commander Dante
| Gabriel Seth
| The Sanguinor

the 1Lost

215
175
129
170
70

21000 ANGELS POINTS VALUES

If you are playing a matched play game, or a game that uses a points limit, you can use the following lists to determine the total po;
of your army. Simply add together the points values of all your models, as well as the wargear they are equipped with, to deter; points cost
army’s total points value. For units based on Space Marines datasheets, use the appropriate points values from pages 202-203, ‘mine your

RANGED WEAPONS

Angelus boltgun

Frag cannon
Hand flamer
Inferno pistol

Blood talons
Encarmine axe
Encarmine sword
Furioso fist (single/pair)
Furioso force halberd

OTHER WARGEAR

Death mask
Magna-grapple

RANGE TP
Angelus boltgun I

Assault 2 4 - T
Blood Song wm"h:';::ﬁlng with this weapon, choose one or both of the profiles below: Ifyou choose both, subtract 1 from all
1S We .
- Master-crafted boltgun 2 Rapid H::l;on 5 ; )
Meltagun 1 ‘ 4 pg [thetargetiswithin half range of this weapon, roll two dice
z when inflicting damage with it and discard the lowest result.
8" Assault2D6 6 -1 1 This weapon automatically hits its target.
6" Pistol D3 3 0 1 This weapon automatically hits its target.
¥ i If the target is within half range of this weapon, roll two dice
STl 8 -4 D6 hen inflicting damage with it and discard the lowest result

7

RANGE _TYPE ABILITIES 2
You can re-roll failed wound rolls for this weapon if the
|| The Axe Mortalis Melee Melee 2 3 D3 CraracTER.

| The Blood Crozius Melee  Melee S
Each time you roll it roll o 6+ for this weapon, nflict 1

| Blood Reaver Melee  Melee 2 -1 3 4ditional hit on the target
Melee x2 -3 Dé -

Blood talons Melee

Encarmine axe Melee  Melee TR D
Encarmine broadsword  Melee  Melee P G s

5 - D3 -

e sword Melee  Melee User -3 ‘
iy s Each time you roll s wound rol of 6+ or this weapon it
B Faecunoners e R b Mces L causes 3 damage instead of D3.
,  Ifamodelis cquipped with two Farioso s you can e 1ol
Furioso fist Melee Melee =P failed it rolls when attacking with them.
Melee  Melee AU )

Furioso force halberd
Heaven's Teeth
ine Sword.

Melee Melee
Melee Melee
k7

.

R T ot R T

R

J
i



DARK ANGELS POINTS VALUES

If you are playing a matched play game, or a game that uses a points limit, you can use the followin
of your army. Simply add together the points values of all your models, as well as the wargear they
army's total points value. For units based on Space Marines datasheets,

GAUGED WEAPONS

g lists to determine the total points cost

are equipped with, to determine your
use the appropriate points values from pages 202-203,

RANGE TYPE

ga bolter

ing A
| Deattwing Apothecary
| Deathwing Champion

Deathwing Knights
Deathwing

Terminator Squad
Fortress of Redemption

Interrogator-Chaplain

Interrogator-Chaplain in
Terminator Armour

| Interrogator-Chaplain

{ on Bike

Interrogator-Chaplain with
Jump Pack

Nephilim Jetfighter
Ravenwing Ancient
Ravenwing Apothecary

Ravenwing Attack
Bike Squad

Ravenwing Bike Squad
Ravenwing Attack Bike
Ravenwing Black Knights
Ravenwing Champion
Ravenwing Dark Talon
Ravenwing Darkshroud

Ravenwing Land
Speeder Vengeance

Ravenwing Land Speeders

RANGED WEAPONS

Avenger mega bolter
Blacksword missile launcher
Plasma storm battery
Plasma talon

Ravenwing grenade launcher
Redemption missile silo

Rift cannon

Stasis bomb

Twin Icarus lascannon

Asmodai

Azrael

Belial

Ezekiel

Sammael in Sableclaw
Sammael on Corvex

MELEE WEAPONS

iban
Corvus hammer
Flail of the Unforgiven
Halberd of Caliban
Mace of absolution

Avenger M

- word missile launcher

he Deliverer
ori's Wrath
Master-crafted boltgun

s
Plasma storm battery
- standard

- Supercharge

Plasma talon
- Standard
- Supercharge
Ravenwing

| grenade launcher
- Frag shell

l - Krak shell
Redemption missile silo

| - Fragstorm missile

a - Krakstorm missile

Rift cannon

| Twin Icarus lascannon

| Twin storm bolter
=

| Blades of Reason

| Corvus hammer

Flail of the Unforgiven

Halberd of Caliban

[ Mace of bsoluton Melee Melee :

‘% Raven Sword

=3
a1
When attacking with this weapon, choose one or both of the profiles below. fyou choose both, szt | fom
it rolls for this weapon.
24" Rapid Fire 1 4 -1 2
24"  Rapid Fire 1 7 3 1 Seeplasmagun
When attacking with this weapon, choose one of the profiles below.
36"  Heavy D6 7 £ 2
If you make one or more hit rolls of 1, the bearer suffers 3
mortal wounds after all of this weaporis shots have been

resolved, and the plasma storm battery cannot be used for
the rest of the battle.

When attacking with this weapon, choose one of the profiles below.
18" Assault2 7 3 T

On a hit roll of 1, the bearer s slain after all of this weapon's
shots have been resolved.

36" Heavy 10
12" Pistol 1

H
36" Heavy 10 6
7
4

36"  Heavy D6 3

18" Assault2 8 <) 2

When attacking with this weapon, choose one of the profiles below.

24" Assault D6 3 0 1
24" Assault2 6 -1 D3 -
When attacking with this weapon, choose one of the profiles below.
18-96" Heavy 2D6 4 0 T
" 8 =3 DI
18.9"6 e Di 10 -3 3 See Ravenwing Dark Talon datasheet (pg 123)
e Add 1 to all hit rolls made for this weapon against targets
ubtract 1 from the hit rolls made for this

5 = that can FLY. S
96"  Heavy2D6 weapon against all other targets.

Rapid Fire 4

Melee Melee -
s 'Each wound roll of 6+ made for this weapon causes D3
Melee  Melee damage instead of 1.
i is not lost;
¢ from this weapon is Dot !
fﬂuo?a‘u:zgm dxxse to another model in the :?3,:‘: L
Melee  Melee either all the damage has been allocated o
is destroyed. -
Each time the bearer fights.
attacks with this weapon if the targ
more models.

it can make D3 zddmor)-.\l
get unit contains 3 F
Melee Melee

inthe
This weapon has Strength 2 if Sammael charged in

3 hase. 5
Melee  Melee preceding Charge P 6+ for this weapoo
" mmgyoﬂmlk“wmd'o““‘:‘ddmnnwmy

the targetis
< wounds ona 2+, ualess
This weapon always WO
a VEHICLE.

Add 1 to this

e N




If you are playing 2 matched play game, or a game that uses a points limit, you can use the following lists to determine the tota] points
- of your army. Simply add together the points values of all your models, as well as the wargear they are equipped with, to determine cost
army’s total points value. For units based on Space Marines datasheets, use the appropriate points values from pages 202-203. i

Bjorn the Fell-handed
Blood Claws

- Wolf Guard Pack Leader
in Terminator Armour

Cyberwolves
| Fenrisian Wolves
Grey Hunters

- Wolf Guard Pack Leader
in Terminator Armour

| Iron Priest

| Lone Wolf

« j Lone Wolf in
| Terminator Armour
Long Fangs
- Wolf Guard Pack Leader
in Terminator Armour
Rune Priest

Rune Priest in
Terminator Armour
Rune Priest on Bike
Rune Priest with

Jump Pack

Skyclaws

Stormfang Gunship
Stormwolf

Swiftclaw Attack Bikes
Swiftclaws.

- Swiftclaw Attack Bike
Thunderwolf Cavalry
Wolf Guard

| Wolf Guard Battle Leader
Wolf Guard Battle Leader
in Terminator Armour
Wolf Guard Battle Leader

'Wolf Priest

Wolf Priest in
Terminator Armour
Wolf Priest on Bike

Wolf Scouts
‘Wulfen

Arjac Rockfist
Canis Wolfborn
Harald Deathwolf
Krom Dragongaze
Logan Grimnar
Logan Grimnar
on Stormrider

' | Lukas the Trickster

Murderfang

Njal Stormcaller

Njal Stormcaller in Runic
Terminator Armour
Ragnar Blackmane

Ulrik the Sla

Blizzard shield
| Camo cloak
Psychic hood
Runic armour
Runic Terminator armour
Storm shield (Thunderwolf Cavalry)
Wolf standard

| RANGED WEAPONS

Helfrost cannon
| Helfrost destructor
Helfrost pistol

tormfrag auto-launcher
‘Twin helfrost cannon

k|

Crushing teeth and claws
Fenrisian great axe
Frost axe

Frost claws

Frost sword

Great frost axe

Great wolf claw

Runic axe

Runic stave

Runic sword

Teeth and claws
Tempest hammer
Trueclaw

Wolf claw (single/pair)

Wulfen claws




(shooting)

Helfrost cannon

Dispersed beam
- Focused beam

Helfrost destructor
Dispersed beam
Focused beam

Helfrost pistol
Nightwing

Stormfrag auto-launcher
Twin helfrost cannon

Dispersed beamn

Focused beam

I at 2 When attacking CHARACTERS or MONSTE,

has a Damage of 3.
When attacking with this weapon, choose one of the profiles below. If a model suffers an;
this weapon but is not slain, roll a D6; on a 6, the target suffers a mortal wound.

24" Heavy D3 6 2 17

24" Heavyl 8 4 D6

3 D3 RS, this weapon

y unsaved wounds from

When attacking with this weapon, choose one of the profiles below, If a model suffers any uns;

: aved wounds fror
this weapon but is not slain, roll a D6; on a 6, the target suffers a mortal wound. "

24" Heavy 3D3 6 2 2 <

24" Heavy 3 8 -4 D6 -
1f a model suffers any u s i

12" Pistol 1 8 -4 D3 butis not slain, roll ly D:;sz‘:: :ng ?:rf;‘:ll:‘:g;;\z‘eapnn
mortal wound.

12" Assault D6 3 0 1 -

12" Assault D3 4 0 1 -

When attacking with this weapon, choose one of the profiles below. If a model suffers any unsaved wounds from
this weapon but is not slain, roll a D6; on a 6, the target suffers a mortal wound.

24" Heavy 2D3 6 2 1
24" Heavy2

D6 -

| MELEE WEAPONS

‘The Axe Morkai
- One-handed

- Two-handed

| Claw of the Jackalwolf

Crushing teeth and claws

Fenrisian great axe

Flurry of teeth and claws

| Foehammer (melee)

| Frost axe
| Frost claws
|

| Frost sword

| Frostfang

| Glacius

Great frost axe

Great wolf claw

The Murderclaws
Runic axe

Runic stave

Runic sword

Staff of the Stormealler

Teeth and claws
Tempest hammer

Trueclaw

it an

Walfen claws

RANGE _TvpE

When
Melee

Melee
Melee

Melee

Melee
Melee
Melee
Melee
Melee

Melee
Melee

Melee

Melee

Melee
Melee
Melee
Melee
Melee
Melee
Melee

— 15
Atacking with this weapon, choose one of the profiles below.
Melee +2 -3 D3
Melee g
Melee +1 -2 2
Melee 5 oA i
Melee +4 -3 Dé
Melee SRR L
Melee x3 S E3 g D3
Melee +2802 L
Melee SR L
Melee HIEES S L
Melee LSRR
Melee 2 LR
Melee o 2
Melee AT 2 8 D6
Melee R2EIAER,
Melee 12 R DS
Melee SZESCLIEDS
Melee User 3 D3
Melee 2RI
Melee UsecliC LB
Melee 23RSl
Melee 35S BALDS
Melee =1 -2 1

When attacking with this weapon, you must subtract 1 from
the hit roll.

You can re-roll failed wound rolls for this weapon.

After a model on this mount makes its close combat attacks,
you can attack with its mount. Make 3 additional attacks,
using this weapon profile.

Each time the bearer fights, it can make 1 additional attack
with this weapon.

See Logan Grimnar on Stormrider datasheet (pg 132)

When attacking CHARACTERS or MONSTERS, this weapon
has a Damage of 3.

Each time the bearer fights, it can make 1 additional attack
with this weapon. You can re-roll failed wound rolls for
this weapon.

If a model suffers any unsaved wounds from this weapon

but is not slain, roll a D6; on a 6, the target suffers D3

mortal wounds.

“The bearer can make 1 additional attack with this weapon on.
a turn in which it has charged.

You can re-roll failed wound rolls for this weapon.

You can re-roll failed wound rolls for this weapon.

1f 2 model suffers any unsaved wounds from this weapon
but is not slain, roll a D6; on a 6, the target suffers a

mortal wound.

You can re-roll failed wound rolls for this weapon.

You can re-roll failed wound rolls for this weapon. A model
armed with two wolf claws can make 1 additional attack
‘with this weapon.




l'you.ephyingamald\edphvpme.oragxmelh:lmesapdmﬁ.mit,ydllmuselhefoﬂowingliststodelcrmineth |
3 ¢ e total poj RANGED WEAPDNS
of your army. Simply add together the points values of all your models, as well as the wargear they are equipped with, to d:loermgx’:e“;l:: e ;

r

army's total points value.

& WATCH CAPTAIN ARTEMIS

Blackstar rocket launcher
Deathwatch frag cannon
Deathwatch shotgun
Guardian spear

Hand flamer

Inferno pistol

Infernus heavy bolter
Stalker pattern boltgun

MELEE WEAPONS

Heavy thunder hammer

Kenophase blade

ey

OTHER WARGEAR

Ausper array

Plackstar cluster Jauncher
Combat shield
Deathwatch teleport homer

Infernum halo-launcher

Guardian speit

| Heavy thunde

| Xenol

Blackstar rocket launcher

- Corvid warhead

- Dracos warhead

Deathwatch frag cannon

Deathwatch shotgun

- Cryptclearer round

| - Xenopurge slug

- Wyrmsbreath shell
| Guardian spear (shooting)
| Hand flamer

| Hellfire Extremis

| - Hellfire flamer

| - Boltgun

Inferno pistol

Infernus heavy bolter

- Heavy bolter
- Heavy flamer
Stalker pattern boltgun

MELEE WEAPONS -
TWEAPD 2
(melee)

¢ hammer

phase blade

W
Vhen attacking with this weapon, choose one of the profiles below.

30" Heavy D6 6 1 1 Add 1 to hit rolls for this weapon when targeting a unit that
can FLy,

30" Heavy D6 4 0 1 Add 1 to hit rolls for this weapon when targeting 2 unit that
is in cover.
When attacking with this weapon, choose one of the profiles below.
8" Assault 2D6 6 -1 1 This weapon automatically hits its target.
If the target is within half range of this weapon, its attacks
are resolved with a Strength of 9 and an AP of -3.

When attacking with this weapon, choose one of the profiles below.
16" Assault2 40 | You can re-roll failed wound rolls for this weapon.

24" Assault2 7 ) 2

If the target is within half range of this weapon, its attacks
are resolved with a Damage of 2.

7" Assault D6 3 0 1 “This weapon automatically hits its target.

24" Rapid Fire | 4 2 -

6" Pistol D3 5 0 1 ‘This weapon automatically hits its target.
When attacking with this weapon, choose one or both of the profiles below. If you choose both, subtract 1 from all
hit rolls made for this weapon.

16" Assault 2 4 -1

This weapon automatically hits its target. This weapon
8" Assault D6 0 wounds on a 4+, unless it is targeting 2 VEHICLE, in which
case it wounds on a 6+.

24" Rapid Fire 1 4 0 1 z
I the target is within half range of this weapon, roll two dice
when inflicting damage with it and discard the lowest result
When attacking with this weapon, choose one or both of the profiles below. If you choose both, subtract 1 from all
hit rolls made for this weapon.

36" Heavy3 5 -1 -

8" Assault D6 5 This weapon automatically hits its target.

30" Heavy2 4

6" Pistol 1 8 -4 D6

Thiswcaponcanonlybeusedmpcrbanhlﬁbtmzck
6" Grenade 1 ‘hits, deal D6 mortal wounds to your target. 1f it misses, the

w/ bearer suffers D6 mortal wounds.
s & & B g 4

Melee =
Whenamddngwit.hdxiswnpon.ynumustmbmctl from
Melee the hit roll. Each time you make a wound roll of 6+ with this
weapon, that hit is resolved with a Damage of 6.

Your opponent must re-roll successful invulnerable saves for

Melce wounds caused by this weapon.
T )




" GREY KNIGHTS POINTS VALUES

RANGED WEAPONS

(5
\win

Gatling psilencer
Heavy incinerator

Apothecary

Brother-Captain Heavy psycannon

Brotherhood Ancient Incinerator
Brotherhood Champion Incinerator (Terminator)
Dreadnought Psilencer
Grand Master Psilencer (Terminator)
Psycannon

Psycannon (Terminator)

Psyk-out grenades

Interceptor Squad 5

Nemesis Dreadknight

Paladin Ancient 1 140

If you are playing a matched play game, or a game that uses a points limit, you can use the following lists to determine the total points
of your army. Simply add together the points values of all your models, as well as the wargear they are equipped with, to determine 08
army's total points value. ekl

Paladin Squad 310 53 Storm bolter
Purgation Squad 5-10 19

Purifier Squad 5-10 26

Strike Squad 5-10 19 ,'!IEE WE!‘,PHNS -
Techmarine 1 91 | WEAP!

Terminator Squad 44 Dreadfist (single/pair)

Nemesis Daemon greathammer
Nemesis Daemon hammer
Nemesis falchion

Nemesis force halberd
Nemesis force sword

Nemesis greatsword

Venerable Dreadnought 1 110

UNITS

Brother-Captain Stern

Nemesis warding stave
Castellan Crowe 3 s

d Master Voldus

o

TYPE
Gatling psilencer 24" Heavy 12 : »
ke OJS DI
Heavy incinerator p
4 12" Heavy D6 6 -1 2 Thisweapon automatically hits s ta

Heavy psycannon 24" Heavy 6 7 1 2 . St
Incinerator y : -
o 8 Assault D6 6 1 1 This weapon automatically hits its target.

silencer 24" Heavy 6 4 0 D3
Psycannon 24" Heavy4 7 =1 1 2

’ Each time you roll a hit roll of 6+ for this weapon when

syk-out grena " G ¢ i
Psyk-out grenade 6 Grenade D3 2 0 1 targeting a PSYKER or DAEMON, the target suffers a mortal

wound instead of the normal damage.

Storm bolter 24" Rapid Fire 2 4 0 1 ¢

Malleus Argyrum

Nemesis
Daemon greathammer

Nemesis Daemon hammer

Nemesis falchion

Nemesis force halberd
Nemesis force sword
Nemesis greatsword

Nemesis warding stave

The Titansword

Melee

Melee

Melee

Melee
Melee
Melee
Melee
Melee

Melee

Melee x2 -3 -
When a model attacks with this weapon, you must subtract
Melee x2 -4 D6 1 from the hit roll. Damage rolls of less than 3 count as 3 for
this weapon.
When a model attacks with this weapon, you must subtract
e 233 from the it roll.
1f a model is armed with two Nemesis falchions, each time it
b User -2 D3 Gopicit can make 1 additional attack with them.
Melee +1 -2 D3 -
Melee User e D3
Melee +4 =3 D6 &
A model armed with this weapon has a 5+ invulnerable save
e Ao et R
make for it in the Fight phase instead.
Melee +4 -4 3 -

WEAPON RANGE _TYPE S AP D ABUTES
‘The Black Blade of Antwyr  Melee  Melee User O R
Dreadfist i Yt w3 py [Ifamodelis equipped with two dreadfists, each time it fights

it can make 1 additional attack with them.




