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5Foreword	Ithink	it	is	fairly	safe	40K	roleplaying	game	with	or	without	Space	Marines?	TheForeword	to	say	that	the	idea	of	solution	we	eventually	settled	upon	was	to	do	both!	exploring	the	universe	of	Warhammer	40,000	(40K)	In	fact,	we	went	one	further	and	sketched	out	a	plan	that	through	the	medium	of	a	added	a	third	core	rulebook	to	the	set.	This	gave	us,	on	paper	roleplaying	game	has	been	at	least,	an	interesting	progression	through	the	universe	of	around	for	as	long	as	the	the	41st	Millennium	and	through	the	power	levels	of	the	tabletop	battlegame
has	been	player	characters.	We	also	gave	tentative	themes	and	titles	to	in	existence	(Games	Workshop	the	three	core	rulebooks.	Dark	heresy	would	introduce	the	published	Warhammer	40,000:	universe	to	roleplayers	and	provide	a	very	strong	environment	Rogue	Trader	in	1987).	The	for	developing	low	level,	inexperienced	characters	under	the	rich	and	varied	background	of	aegis	of	the	Inquisition	(a	format	very	much	inspired	by	the	the	universe	and	its	amazing	earlier	and	perfectly	successful	tabletop	game	InquIsItor	cast	of	characters	appeared	to	by
Games	Workshop).	rogue	traDer	would	expand	the	offer	an	unparalleled	opportunity	for	the	creation	of	a	really	game’s	horizons	and	introduce	higher	level	characters	and	enthralling	roleplaying	experience.	As	the	years	passed	and	adventures	and	maybe	the	first	look	at	a	playable	Space	GW	increasingly	focussed	its	publishing	efforts	on	the	tabletop	Marine.	Finally	Deathwatch	would	present	the	Space	Marines	miniatures	game,	the	prospect	of	a	40K	roleplaying	game	in	all	of	their	glory—the	ultimate	warriors	facing	the	most	happening	became	ever	more
remote,	even	if	it	never	lost	its	dangerous	challenges.	glittering	promise.	Some	may	have	even	referred	to	the	idea	as	the	‘Holy	Grail’	of	the	roleplaying	hobby.	Many	may	have	As	it	turned	out,	the	GW	team	only	got	to	do	part	one	of	doubted	that	such	a	venture	would	ever	come	to	pass.	However,	the	set	and	that	book	along	with	the	plan	we	had	sketched	a	few	years	ago,	some	folks	at	Games	Workshop	finally	put	out	was	offered	to	FFG	when	they	acquired	the	license.	To	into	place	some	plans	to	do	exactly	that.	The	result	of	their	our	delight,	they	liked	both
Dark	heresy	and	our	plan	and	efforts	was	the	launch	in	2008	of	the	Dark	heresy	book	and	immediately	set	about	turning	parts	two	and	three	into	a	reality.	the	grim	darkness	of	the	far	future	could	now	be	explored	by	In	the	course	of	doing	this	it	has	been	inevitable	that	Ross	legions	of	roleplaying	enthusiasts.	The	popularity	of	Dark	and	his	teams	have	had	to	adapt	those	initial	ideas	somewhat.	heresy	outstripped	all	expectations,	and	it	was	clear	that	the	As	well	as	making	some	essential	changes	and	developments	idea	of	roleplaying	in	the	41st	Millennium	was
as	strong,	if	they	have	added	an	enormous	amount	of	original	material	of	not	stronger	than	it	had	ever	been.	The	subsequent	licensing	their	own	devising	to	the	final	fleshed-out	products.	This	has	of	the	property	to	Fantasy	Flight	Games	first	consolidated	and	resulted	in	the	most	amazing	series	of	roleplaying	books,	as	then	built	on	this	success,	in	somewhat	spectacular	fashion	it	you	can	no	doubt	ascertain	for	yourself	by	examining	the	book	has	to	be	said.	FFG	have	already	produced	a	string	of	high	in	your	hands	right	now.	This	realisation	of	those	early	ideas
quality	supplements	for	Dark	heresy	and	in	2009	launched	in	such	a	high	quality	fashion	and	the	dedication	and	ongoing	rogue	traDer,	the	second	core	rulebook	in	the	series,	commitment	of	FFG	to	the	property	is	immensely	satisfying	to	and	associated	supplements.	With	this	amazing	wealth	of	those	of	us	at	GW	who	were	involved	in	those	early	planning	material	and	the	growing	popularity	of	both	strands,	it	is	now	meetings.	It	is	good	to	know	that	the	‘Holy	Grail’	has	not	difficult	to	imagine	a	roleplaying	scene	without	a	Warhammer	only	been	grasped	but
that	it	is	in	such	talented	hands.	The	40,000	presence.	41st	Millennium	may	be	grim	and	dark	but	the	future	of	40K	roleplaying	looks	very	bright	indeed.	This	volume,	Deathwatch,	completes	the	triptych	of	40K	Roleplay	core	rulebooks	and	introduces	the	Space	Marines.	Alan	Merrett,	That	this	book	is	devoted	to	the	Adeptus	Astartes	explains	Games	Workshop	2010	to	some	extent	the	structure	of	the	whole	40K	roleplay	line.	As	I	said	earlier,	a	few	years	ago	a	small	group	of	people	at	Games	Workshop	began	to	think	seriously	about	how	we	might	actually
publish	a	40K	roleplaying	game.	There	was,	if	I	recall,	much	excitement	and	quite	a	few	proposals	as	to	how	we	might	approach	such	a	venture.	Broadly	speaking	these	proposals	fell	into	one	of	two	camps.	On	the	one	side	was	the	opinion	that	because	Space	Marines	were	so	powerful	in	the	setting	it	made	no	sense	to	have	them	being	featured	alongside	other	characters	at	low	levels	of	play	and	that	therefore	including	them	at	all	would	simply	unbalance	the	game.	On	the	other	side	was	the	opinion	that	a	40K	game	without	Space	Marines	was	just	unthinkable
and	that	the	game	would	have	little	interest	if	they	were	left	out.	So	did	we	publish	a	6It	is	the	41st	Millennium...	Introduction	mLwoTFforoahiarryrtdhommnnoiniefeolvgrltoieheorfienntEthvIrwimaausornilprbtyehlladryd.isihHuwebum.ieynthifdtsohrprteeohdwwmehceimoergnmhaftrtsuoatoremftriehhsotoihfustehMsiaDnenaeEaxndrhmkskaiopnuAuedslrgstobeirabyorlhefetahTassaeremccswrahiiitneflilsoci.oemlHodfgmteeyhvo.ieebsHrigayleoedrdioosasnt,yttaih,tnnhsegodeCtcmGaharoararlctsdiatoheesnners	Yet	in	his	deathless	state,	the	Emperor	continues	his
eternal	vigilance.	Mighty	battlefleets	cross	the	Daemon-infested	miasma	of	the	warp,	the	only	route	between	distant	stars,	their	way	lit	by	the	Astronomican,	the	psychic	manifestation	of	the	Emperor’s	will.	Vast	armies	give	battle	in	his	name	on	uncounted	worlds.	Greatest	amongst	his	soldiers	are	the	Adeptus	Astartes,	the	Space	Marines,	bio-engineered	super-warriors.	Their	comrades	in	armsare	legion:	the	Imperial	Guard	andcountless	planetary	defence	forces,	theever-vigilant	Inquisition	and	the	Tech-Priests	of	the	Adeptus	Mechanicus,to	name	but	a	few.
But	for	all	theirmultitudes,	they	are	barely	enough	tohold	off	the	ever-present	threat	fromaliens,	heretics,	mutants—and	worse.awpscTcrnraiouodergen.blrtcTelheeessea,hstfeloamararenunadsigdnsohuntmminenorduopssecoteurhfascbttchhhaleoaintaorsiddsmmbtiynieoenengsrng,egigfssgfotioomrtrdtoghiseno.betietstmethonaaenr,ggesni,rnaeioavmmneblrolydent.aaogrFnskbtoneerutegresneers-ttnlooeitlfatdhytrehbnoeipefldoflcoaw.anrFersrfno.uraIotggftueetrtiseaetc,nhthtodehneplosirlrlvaoeoegumiysignihosaenttnehlorydef,	7Introduction	You	Shall	Brothers.
You	will	face	difficult	challenges,	from	the	ravening	Know	No	Fear	horror	of	a	Tyranid	Hive	Tyrant	to	the	excruciating	decision	of	whether	an	Imperial	world’s	population	can	be	saved...or	Welcome	to	the	front	lines,	Battle-Brother!	must	be	abandoned	to	their	fate	in	the	face	of	an	encroaching	Deathwatch	is	a	roleplaying	game	in	which	the	alien	menace.	players	take	on	the	roles	of	the	bio-engineered	super-soldiers	known	as	Space	Marines,	undertaking	the	most	WHAT	IS	A	ROLEPLAYING	dangerous	special	missions	in	the	grim	darkness	of	the	far	future.	The
player	characters	form	a	Kill-team	of	Space	Marines	GAME?	in	the	Deathwatch,	an	elite	warrior	brotherhood	wherein	you	will	face	hostile	aliens	and	foul	daemons	in	the	Jericho	Reach,	In	a	roleplaying	game	(RPG),	you	create	an	alter	ego,	a	fictional	a	region	of	the	Imperium	devastated	by	war	and	on	the	brink	character	that	is	your	avatar	within	the	game	world.	Perhaps	you	of	annihilation.	will	create	a	stoic	soldier,	a	wise	scholar,	or	an	inspiring	leader.	Next,	you	and	your	friends	direct	your	characters	through	a	The	role	of	the	Deathwatch	in	the	Imperium	is
to	series	of	adventures.	Imagine	a	crime	drama,	adventure	film,	safeguard	humanity	against	the	predations	of	the	vile	alien	or	war	movie—except	that	instead	of	passively	watching	the	and	other	threats.	Deathwatch	Space	Marines	are	at	the	fore	story	unfold,	you	control	one	of	the	characters,	making	his	of	Mankind’s	war	for	survival	against	a	hostile	universe.	The	decisions,	selecting	his	actions,	and	even	speaking	for	him.	Deathwatch	recruits	Space	Marines	from	across	the	galaxy-	The	decisions	of	you	and	your	fellow	players	directly	affect	spanning
Imperium	of	Man,	meaning	that	many	Space	the	events	of	the	story.	Marines	have	wildly	different	backgrounds,	experiences,	beliefs,	and	traditions.	Some	of	the	other	Space	Marines	in	a	How	can	you	affect	these	events?	How	do	you	decide	player’s	Kill-team	may	be	from	a	Chapter	considered	a	rival	to	what	happens?	That	is	the	role	of	the	game	itself.	Roleplaying	his	own,	whilst	others	may	be	simply	mysterious	or	difficult	games	such	as	Deathwatch	provide	a	framework	of	rules	that	to	understand.	describe	how	to	design	your	character	and	operate	him
within	the	game.	Rules	can	cover	situations	like	shootouts,	chase	Much	like	the	knights	of	Camelot’s	round	table,	each	scenes,	or	investigating	the	records	from	a	long-abandoned	Deathwatch	Space	Marine	is	a	veteran	warrior,	a	hero	with	Watch	Station.	Often,	the	rules	require	you	to	roll	dice	when	a	legend	and	story	of	his	own.	His	great	accomplishments	performing	an	action,	with	some	results	indicating	success	and	and	strong	personality	have	distinguished	him	from	the	battle-	others	indicating	failure.	While	the	rules	provide	structure	and	brothers	of	his
home	Chapter,	and	he	has	earned	the	honour	of	guidelines	in	the	game,	dice	add	an	element	of	chance.	After	joining	the	Deathwatch.	Amongst	his	peers	in	the	Deathwatch	Kill-team,	the	Space	Marine	must	learn	to	put	aside	his	all,	success	would	not	seem	so	sweet	if	there	were	differences	and	work	together	as	a	group—or	face	no	risk	of	failure!	Jumping	from	one	annihilation	in	the	face	of	implacable	alien	foes.	cliff	face	to	another	becomes	much	more	exciting	when	Deathwatch	centres	around	elite,	special-	the	slightest	misstep	(or	missions	style	action
involving	some	of	the	bad	dice	roll!)	may	result	greatest	heroes	and	deadliest	opponents	in	your	character	falling	the	Warhammer	40,000	universe	has	to	into	the	abyss	offer.	However,	it	is	equally	below.	important	to	consider	the	At	first,	RPGs	roleplaying	opportunities	like	Deathwatch	may	presented	by	the	unique	appear	to	have	a	lot	of	composition	of	the	rules.	However,	you	will	Deathwatch	itself;	soon	see	that	the	rules	are	the	Space	Marines	actually	quite	simple,	who	make	up	a	Kill-	easy	to	remember,	and	team	are	a	group	of	often	very	intuitive.	powerful
and	successful	To	adjudicate	individuals,	and	often	it	is	these	rules,	the	choice	to	go	beyond	that	each	game	has	individual	nature	and	sacrifice	one’s	pride	in	order	to	work	together	that	will	create	the	most	a	Game	Master	(or	GM).	The	GM	is	drama	and	excitement	in	a	Deathwatch	game.	you,	or	one	of	your	friends,	chosen	by	the	consensus	of	your	group.	He	During	your	missions	for	the	Deathwatch,	you	and	your	does	not	control	a	lone	character	fellow	Space	Marines	will	earn	renown,	advance	in	experience	and	prestige,	and	garner	special	wargear	only
entrusted	to	the	during	the	game.	Instead,	the	GM	the	most	honoured	and	renowned	Battle-	runs	the	game,	presenting	the	story	and	the	myriad	situations	that	come	with	it.	He	controls	the	people	your	character	meets	in	8the	game,	controls	the	encounters	and	strange	occurrences	that	chapter	VII:	playIng	the	game	Introductionshape	your	decisions	as	to	your	actions,	and	is	basically	boththe	game’s	narrator	and	referee.	This	chapter	explains	how	to	make	Skill	Tests,	spend	Fate	Points,	and	perform	other	rules-related	actions.	All	of	the	other	players	control
characters	within	the	worldaround	which	the	story	revolves.	These	characters	are	known	chapter	VIII:	combatas	the	Player	Characters	(PCs).	During	the	game,	the	playersdescribe	the	intentions	and	actions	of	their	characters	to	the	In	Deathwatch,	you	will	often	have	to	face	alien	enemiesGM,	who	then	decides	(based	on	the	rules)	whether	those	on	the	field	of	war.	This	chapter	tells	you	how	to	create	andactions	succeed	or	fail,	and	how	the	character’s	words	and	oversee	such	a	battle	in	the	game.deeds	affect	the	game’s	story.WHAT’S	IN	THIS	bOOK?	chapter
IX:	the	game	maSterDeathwatch	is	divided	into	fifteen	chapters.	They	are:	The	GM	has	a	special	role	to	play	in	any	roleplaying	game,	and	this	chapter	explains	how	best	to	fulfil	that	role.	InIntroductIon	addition	to	advice	on	how	to	run	a	Deathwatch	game,	this	chapter	also	contains	rules	for	insanity	and	experience.The	section	you	are	reading	right	now.	It	provides	an	overviewof	Deathwatch	and	roleplaying	in	general.	chapter	X:	the	ImperIumchapter	I:	character	creatIon	This	chapter	describes	the	Imperium	of	Man	in	the	41st	Millennium	in	all	its	decaying,
war-torn	glory.This	chapter	takes	you	step	by	step	through	the	process	ofcreating	your	character	for	this	game.	chapter	XI:	the	deathwatchs	The	Deathwatch	is	an	elite	organisation	of	Space	Marines	drawn	from	all	over	the	galaxy.	This	chapter	provides	key	backgroundSpecialities	describe	your	character’s	role	within	the	details	about	the	Deathwatch	itself,	from	its	origins	to	theDeathwatch	and	what	you	do	for	your	Kill-team.	This	chapter	mysteries	and	secrets	that	surround	this	enigmatic	group.details	all	the	various	Specialities	and	also	explains	how	youcan
improve	and	develop	your	character	through	game	play.	chapter	XII:	the	JerIcho	reachs	The	Jericho	Reach	is	the	core	setting	for	Deathwatch.	This	chapter	provides	an	overview	of	the	Reach	and	then	providesFrom	Awareness	to	Tactics,	every	character	has	a	variety	of	detailed	information	on	certain	significant	areas,	such	aslearned	skills	that	they	can	employ.	This	chapter	describes	Watch	Fortress	Erioch,	the	Achilus	Crusade,	and	the	threethese	skills	in	detail.	Salients.	This	chapter	should	give	the	GM	plenty	of	material	to	work	with	when	running	a
Deathwatch	campaign.s	sEvery	character	also	has	certain	special	abilities	that	makehim	unique,	such	as	Bolter	Drill	or	Preternatural	Speed.	This	The	galaxy	is	fraught	with	all	manner	of	deadly	creatures,	andchapter	describes	all	of	those	Talents	and	Traits.	this	chapter	provides	background	and	game	rules	for	various	adversaries	that	can	be	found	in	the	Jericho	Reach.chapter	V:	armoury	chapter	XIV:	eXtractIonThis	chapter	describes	some	of	the	tools,	trappings,	weapons,and	armour	your	Space	Marine	may	use	or	encounter.	This	book	includes	an	adventure
that	is	optimal	for	starting	Deathwatch	characters.	It	involves	a	race	against	time	tos	recover	precious	knowledge	in	the	face	of	great	danger.The	unnatural	powers	of	the	mind	can	be	both	rewarding	anddangerous.	The	psychic	abilities	of	a	Space	Marine	Librarian	areunlike	those	of	any	other	psyker,	and	this	chapter	explains	whatthose	powers	are...	and	what	happens	when	things	go	wrong.	9Introduction	Game	Dice	Deathwatch	is	a	roleplaying	game	that	uses	ten-sided	what	you	need	to	polyhedral	dice	for	its	core	game	mechanic.	These	play	Deathwatch	dice
can	be	purchased	from	any	game	store,	many	bookstores,	and	are	probably	available	from	the	same	place	When	you’re	ready	to	start	playing	Deathwatch,	you’ll	this	book	was	purchased.	Each	player	and	the	GM	will	need	the	following	items:	need	access	to	at	least	two	ten-sided	dice,	preferably	of	two	different	colours.	•	This	rulebook	•	Three	or	more	people	to	play	the	game	In	the	game	rules,	one	ten-sided	die	is	referred	to	as	“1d10,”	•	A	quiet	place	to	play	(around	a	table	is	ideal)	while	two	ten-sided	dice	are	referred	to	as	“2d10,”	and	so	•	Three	or	four
hours	of	gaming	time	forth.	Deathwatch	also	often	requires	players	to	generate	a	•	Some	ten-sided	dice	(two	or	more	per	player)	random	number	from	1–100.	This	is	known	as	a	percentage	•	Paper	roll	and	is	often	abbreviated	as	“d%”	or	“1d100.”	•	Pencils	and	an	eraser	•	Snacks,	drinks,	etc.	To	make	a	percentage	roll,	use	two	ten-sided	dice	and	You	should	be	able	to	find	ten-sided	dice	in	the	shop	assign	one	of	them	to	the	“tens”	digit	of	the	result	and	the	where	you	bought	this	book,	or	failing	that,	there	are	other	to	the	“ones”	digit.	Using	differently	coloured
dice	many	internet	stores	that	sell	these	dice	in	a	variety	is	helpful	for	distinguishing	between	these	results.	See	also	of	different	colours	and	finishes.	If	you	have	access	Table	A–1:	Percentage	Roll	Examples,	below.	to	a	photocopier,	you	may	like	to	copy	the	character	sheet	at	the	back	of	this	book	for	each	member	of	your	It	is	important	to	note	that	when	rules	say	2d10,	this	is	group	to	use,	though	this	isn’t	essential.	(You	can	also	not	the	same	thing	as	a	percentage	roll.	When	rolling	2d10	download	free	printable	character	sheets	from	our	(or	larger	groups,
such	as	3d10,	etc.),	simply	add	the	results	website	at	www.FantasyFlightGames.com.)	of	each	die.	To	help	visualise	the	action,	you	may	wish	to	use	suitable	miniatures	to	represent	your	characters	and	eXample	enemies	during	combat.	Games	Workshop’s	own	Citadel	range	of	Warhammer	40,000	miniatures	are	Atreus,	a	Space	Marine	of	the	Dark	Angels	Chapter,	is	struck	by	a	ideal	for	this	task.	See	www.games-workshop.com	for	frag	grenade	which	inflicts	2d10	explosive	Damage.	The	GM	rolls	more	details	and	nearest	stockists.	two	ten-sided	dice,	resulting
in	a	9	on	one	die	and	a	7	on	the	other.	These	results	are	added	together	for	a	total	of	16	points	of	Damage.	Sometimes,	the	rules	require	a	roll	of	1d5.	To	make	this	kind	of	dice	roll,	simply	roll	a	ten-	sided	die,	divide	the	result	by	two,	and	round	up.	eXample	The	exploding	frag	grenade	was	powerful	enough	to	deal	one	point	of	Critical	Damage	to	Atreus’s	body.	Consulting	the	appropriate	Critical	Damage	table,	the	GM	discovers	that	Atreus	is	going	to	be	knocked	backward	1d5	metres.	He	rolls	a	ten-sided	die	and	gets	a	result	of	5,	which	is	treated	as	a	result	of
three	(5/2	=	2.5,	rounded	up	to	3).	Poor	Atreus	is	knocked	backwards	three	metres	by	the	blast.	Table	A–1:	Percentage	Roll	Examples	“Tens”	Die	“Ones”	Die	Result	7	3	73	3	7	37	2	0	20	022	0	0	100	10The	Space	organised	into	ten	companies	of	a	hundred	troops	in	each.	Introduction	Marines	Each	Chapter	is	a	self-sufficient	army,	equipped	with	its	own	spacecraft	and	capable	of	responding	at	a	moment’s	notice“They	shall	be	pure	of	heart	and	strong	of	body,	untainted	by	doubt	to	any	threat	to	the	security	of	the	Imperium.	Every	Chapterand	unsullied	by	self-
aggrandisement.	They	will	be	bright	stars	is	fiercely	proud	of	its	history	and	achievements,	and	eachin	a	firmament	of	battle,	Angels	of	Death	whose	shining	wings	one	has	its	own	distinctive	colours	and	heraldic	markings.bring	swift	annihilation	to	the	enemies	of	Man.	So	shall	it	be	for	a	These	were	established	at	the	Chapter’s	founding	and	arethousand	times	a	thousand	years,	unto	the	very	end	of	eternity	and	the	displayed	with	pride	upon	all	armour	and	vehicles.	All	of	theextinction	of	mortal	flesh.”	wargear	of	the	Space	Marines	is	painstakingly	maintained,
and	many	items	are	covered	in	lines	of	intricately	rendered	–Roboute	Guilliman,	Primarch	of	the	Ultramarines	devotional	script,	each	line	detailing	a	battle	honour	won	in	a	glorious	campaign.In	the	war-ravaged	universe	of	the	41st	Millennium,	terrible	forces	threaten	the	very	existence	of	Humanity.	Alien	races	A	Space	Marine	is	a	towering	warrior,	his	brute	strength	such	as	Orks	and	Tyranids	ravage	entire	star	systems,	and	the	tempered	by	inhuman	skill.	He	is	armed	with	the	fearsomevery	soul	of	every	human	is	menaced	by	the	daemonic	powers	bolter,	a
blessed	weapon	that	fires	devastating,	mass-reactiveof	Chaos.	Ranged	against	these	inimical	enemies	are	the	armies	shells	that	explode	within	the	flesh	of	the	target.	He	is	protectedof	the	Imperial	Guard,	the	giant	war	machines	of	the	Titan	by	a	suit	of	power	armour,	shielding	him	from	the	fiercest	ofLegions,	and	most	potent	of	all,	the	mighty	Space	Marines	of	enemy	fire	whilst	simultaneously	strengthening	his	blows	andthe	Legions	Astartes.	allowing	him	to	survive	in	the	most	hostile	of	environments.	He	is	the	product	of	intensive	training	and	genetic
manipulation,	The	Space	Marines	are	the	Imperium’s	supreme	warriors.	which	transforms	mortal	men	selected	from	the	deadliestGenetically	enhanced	to	be	the	ultimate	fighters,	they	are	warrior	races	in	the	known	universe	into	the	most	lethal	offar	stronger	and	tougher	than	ordinary	human	beings.	Space	superhuman	killing	machines	in	the	Imperium’s	arsenal.Marines	are	organised	into	roughly	a	thousand	Chapters,	witheach	Chapter	numbering	approximately	a	thousand	warriors	arines	Of	the	one	thousand	or	more	Space	Marine	Chapters	thought	to	be	in
existence,	a	blessed	few	can	trace	their	beginnings	back	to	a	time	more	than	ten	thousand	years	ago,	when	the	Emperor	of	Mankind	still	walked	among	men.	In	those	days,	the	Emperor	created	the	Primarchs,	twenty	immortal	superbeings	who	were	to	be	his	generals	and	comrades	during	the	Great	Crusade	to	reunite	the	scattered	and	long-isolated	Human	worlds.	The	Primarchs	wielded	powers	the	like	of	which	are	not	known	in	the	universe	today.	The	first	Space	Marines	of	the	nascent	Imperium	were	also	the	creation	of	that	period,	each	made	using	the
genetic	inheritance	of	one	of	the	Primarchs,	albeit	diluted	a	hundred	times	for	no	human	body	could	contain	such	power.	Each	Primarch	led	a	Legion	of	Space	Marines,	each	a	formation	considerably	larger	than	the	later	Space	Marine	Chapters.	The	names	of	many	of	the	Primarchs	echo	down	the	millennia,	and	the	tales	of	their	deeds	are	legendary.	Names	such	as	Lion	El’Jonson,	Leman	Russ,	Rogal	Dorn,	and	the	angel-	winged	Sanguinius	are	spoken	of	with	awe	on	worlds	where	Mankind	dwells.	They	command	a	reverence	second	only	to	that	afforded	the
Emperor	himself.	Other	names	are	cursed	wherever	men	gather,	for	many	Primarchs	rebelled	against	the	Emperor	and	followed	Horus,	mightiest	of	their	number,	when	he	raised	his	standard	against	Mankind.	At	the	very	height	of	the	Emperor’s	Great	Crusade,	Horus	led	his	Traitor	Legions	against	those	who	stood	loyal	at	the	Emperor’s	side.	Worlds	burned	in	the	name	of	the	Dark	Gods,	and	a	terror	unlike	any	seen	before	was	unleashed.	Much	of	the	truth	of	these	times	has	been	lost,	obscured	by	the	mists	of	time	or	embellished	to	the	point	where	giants
bestrode	worlds	with	thunderous	steps	and	the	planets	themselves	cracked	and	split	at	their	tread.	11Introduction	The	traitorous	forces	of	the	rebel	Warmaster	Horus	drove	aftermath	of	the	Horus	Heresy,	as	many	of	the	Imperium’s	all	before	them,	until	those	Legions	still	loyal	to	the	Master	of	records	are	incomplete	or	lost	entirely,	and	whole	Chapters	Mankind	stood	at	bay	upon	the	fortified	walls	of	the	Emperor’s	have	been	created	and	destroyed	in	the	millennia	that	have	Palace	on	Terra.	The	forces	of	darkness	pressed	in	around	followed.	What	is	known	is
that	there	are	just	over	a	thousand	the	guttering	flame	of	humanity,	but	desperate	times	called	Chapters	scattered	across	the	Imperium,	each	a	brotherhood	for	desperate	solutions.	Sanguinius	of	the	Blood	Angels	and	of	the	very	finest	warriors	Humanity	can	muster.	Rogal	Dorn	of	the	Imperial	Fists,	together	with	their	bravest	warriors,	would	accompany	the	Emperor	and	take	the	fight	to	startes	Horus	upon	his	battle-barge,	a	mighty	warship	in	orbit	above	Terra.	The	Emperor	and	his	warriors	teleported	onto	Horus’	“They	shall	be	my	finest	warriors,	these	men
who	give	themselves	to	battle-barge	but	found	themselves	separated	and	scattered	me.	Like	clay,	I	shall	mould	them,	and	in	the	furnace	of	war	forge	throughout	the	corrupt	vessel	by	means	of	dark	sorcery.	The	them.	They	will	be	of	iron	will	and	steely	muscle.	In	great	armour	Emperor	fought	his	way	to	the	Warmaster	but	was	too	late	to	shall	I	clad	them	and	with	the	mightiest	guns	will	they	be	armed.	save	Sanguinius,	who	Horus	slew	when	the	angelic	Primarch	They	will	be	untouched	by	plague	or	disease,	no	sickness	will	blight	refused	to	turn	to	Chaos.	Yet,
some	maintain	that	Sanguinius	them.	They	will	have	tactics,	strategies,	and	machines	such	that	no	inflicted	a	wound,	however	small,	upon	his	erstwhile	brother.	foe	can	best	them	in	battle.	They	are	my	bulwark	against	the	Terror.	Horus	and	the	Emperor	clashed	in	a	battle	of	both	flesh	and	They	are	the	Defenders	of	Humanity.	They	are	my	Space	Marines,	spirit.	Horus	was	filled	with	the	power	of	the	Dark	Gods	and	and	they	shall	know	no	fear.”	dealt	the	Emperor	a	mortal	blow,	but	in	the	end,	the	Emperor’s	will	was	the	greater,	and	Horus	was	struck	down
with	the	last	–Prelude,	The	Codex	Astartes	(Apocrypha	of	Skaros)	ounce	of	the	Emperor’s	strength.	The	traitor	was	destroyed	utterly	and,	with	his	death,	the	power	of	the	Traitor	Legions	In	the	wake	of	the	calamity	that	was	the	Horus	Heresy,	the	was	broken.	When	Dorn	and	his	warriors	finally	fought	foundations	of	the	Imperium	were	laid	down.	The	first	High	their	way	into	the	rebel	warmaster’s	sanctum,	they	found	the	Lords	of	Terra	established	the	structure	by	which	the	Adeptus	Emperor’s	broken	and	ruined	body,	and	it	is	said	that	their	Terra	operated,
and	described	the	feudal	responsibilities	and	cries	of	woe	were	heard	far	below	on	Terra	itself.	duties	of	the	planetary	lords.	One	of	the	most	important	accomplishments	was	the	reorganisation	of	the	Imperium’s	Rogal	Dorn,	most	determined	and	unbending	of	the	fighting	forces.	This	was	undertaken	almost	single-handedly	by	Primarchs,	bore	his	master’s	body	back	to	Terra	and,	under	the	Primarch	of	the	Ultramarines	Legion,	Roboute	Guilliman,	the	direction	of	the	crippled	Emperor,	bound	him	within	the	who	with	characteristic	speed	and	efficiency	codified
the	Golden	Throne	to	sustain	his	existence	for	all	eternity	with	structure	of	the	Imperial	Guard,	the	Imperial	Navy,	and	constant	sacrifice	and	baroque	machineries.	The	followers	of	the	Space	Marines.	Of	all	of	his	works,	the	most	influential	the	Ruinous	Powers	were	defeated,	but	it	was	victory	won	at	a	is	the	Codex	Astartes,	the	great	prescriptive	tome	that	lays	terrible	cost.	The	brotherhood	of	the	Primarchs	was	sundered,	down	the	basic	organisational	and	tactical	rules	for	the	Space	and	the	Emperor’s	vision	for	the	Imperium	and	all	of	Mankind	Marine
Chapters.	lay	in	ruins—the	last,	best	hope	of	its	fulfilment	lost	forever.	The	galactic	empire	he	had	forged	was	all	but	destroyed,	and	The	Codex	Astartes	decreed	that	Space	Marines	would	it	was	to	take	many	more	years	of	brutal	warfare	before	all	the	be	created	and	trained	over	a	controlled	period	of	time.	Traitor	forces	were	defeated	and	driven	into	the	hellish	chaos	The	genetic	banks	used	to	cultivate	the	implants	that	turn	a	of	the	Eye	of	Terror.	The	toll	numbered	in	the	billions,	and	normal	man	into	a	mighty	Space	Marine	would	be	carefully	uncounted
worlds	had	been	left	as	little	more	than	corpse-	monitored,	and	cultivated	organs	would	be	subject	to	the	most	haunted	wastelands	as	the	raging	inferno	of	the	Horus	Heresy	stringent	tests	of	purity.	Young	initiates	would	undergo	rigorous	was	finally	extinguished,	though	Mankind	still	teetered	on	the	trials	of	physical	and	psychological	suitability	before	they	very	brink	of	extinction.	were	accepted,	and	only	those	of	the	highest	calibre	would	be	chosen.	The	Horus	Heresy	had	revealed	weaknesses	in	the	gene-	seed	of	several	of	the	early	Space	Marine	Legions,
which	had	On	Earth,	the	Adeptus	Terra	created	genetic	repositories	been	exacerbated	by	the	need	to	keep	the	huge	formations	to	produce	and	store	Space	Marine	gene-seed.	These	banks	up	to	strength	in	the	terrible	wars	being	fought	at	the	time.	were	used	to	provide	all	new	gene-seed	for	Space	Marines	The	insidious	powers	of	Chaos	had	been	able	to	manipulate	and,	to	prevent	cross-contamination,	the	genetic	material	of	this	corruption	to	turn	Horus	and	many	of	the	Space	Marines	each	of	the	old	Legions	was	isolated.	Henceforth,	the	new	under	his
command	against	the	Emperor.	Once	Horus	was	Space	Marine	Chapters	would	receive	gene-seed	only	from	defeated,	it	was	decided	that	the	forces	of	the	Imperium	their	own	genetic	stock.	would	be	reorganised	so	that	a	similar	catastrophe	could	not	be	repeated.	The	gene-seed	of	the	Traitor	Legions	was	placed	under	a	time-locked	stasis	seal,	although	at	the	time,	many	believed	The	Space	Marine	Legions	were	divided	up	to	create	these	dangerous	stocks	should	be	destroyed.	By	taking	direct	one	Chapter	of	the	same	name	as	the	founding	Legion	and	control
of	the	genetic	stocks,	the	Adepts	of	Terra	could	a	number	of	new	Chapters	with	new	names.	This	event	was	ultimately	control	the	Space	Marines.	Now	they	alone	had	the	called	the	Second	Founding,	and	over	two	dozen	further	power	to	destroy	or	create	Space	Marine	chapters	at	will.	Foundings	have	occurred	in	the	ten	millennia	since.	It	is	not	known	exactly	how	many	Chapters	were	created	in	the	12The	Second	Founding	of	the	Space	Marines	was	decreed	The	Adeptus	Terra	has	never	decreed	it	necessary	to	Introductionseven	years	after	the	death	of	Horus.
The	existing	Space	enforce	the	Codex	absolutely.	Indeed,	it	is	doubtful	whetherMarine	Legions	were	broken	down	and	re-founded	as	it	could.	However,	with	subsequent	foundings,	they	havesmaller,	more	flexible	formations.	Where	the	old	Legions	always	favoured	the	Ultramarines’	gene-seed	and	createdwere	unlimited	in	size,	the	new	formations	were	fixed	many	new	Codex	Chapters	from	their	line.	With	the	passageat	approximately	one	thousand	fighting	warriors.	This	of	time,	some	of	these	Chapters	have	subsequently	strayedcorresponded	to	the	existing
unit	called	the	Chapter,	from	the	strict	letter	of	the	Codex,	introducing	new	variationsand	in	future	the	Chapter	was	recognised	as	the	standard	but	remaining	broadly	faithful	to	the	principles	laid	down	byautonomous	Space	Marine	formation.	No	longer	would	Roboute	Guilliman	many	thousands	of	years	before.one	man	have	power	over	a	force	as	powerful	as	a	SpaceMarine	Legion.	SubSequent	FoundIngS	The	existing	Space	Marine	Legions	were	divided	into	The	history	of	the	Imperium	since	the	Horus	Heresy	is	notnew	Chapters.	One	Chapter	kept	the	name
and	colours	of	a	continuous	story.	There	have	been	periods	of	rebellionthe	original	Legion,	while	the	remaining	Chapters	took	on	and	anarchy,	times	when	the	balance	of	power	has	suddenlynew	titles	and	colours.	Most	of	the	old	Legions	were	divided	changed	and	history	has	quite	literally	been	rewritten.	Manyinto	fewer	than	five	Chapters,	but	the	Ultramarines,	being	by	of	the	subsequent	foundings	of	Space	Marine	Chaptersfar	the	largest	of	the	Legions,	were	divided	many	times.	The	belong	to	these	troubled	times,	making	it	almost	impossibleexact	number	of
new	Chapters	created	from	the	Ultramarines	to	ascertain	when	some	Chapters	have	been	created.	It	isis	uncertain:	the	number	listed	in	the	oldest	known	copy	of	believed	that	of	the	one	thousand	or	more	Chapters	thoughtthe	Codex	Astartes	(the	so-called	Apocrypha	of	Skaros)	gives	to	be	in	existence	today,	more	than	half	are	descended	fromthe	total	as	23,	but	does	not	name	them.	the	Ultramarines,	either	directly	or	through	one	of	the	Primogenitor	Chapters	of	the	Second	Founding.	As	a	result	of	the	Second	Founding,	the	Ultramarines’	gene-seed	became
the	favoured	genetic	stock	of	most	subsequent	It	is	not	known	how	many	new	Chapters	were	created	byfoundings.	The	new	Chapters	created	from	the	Ultramarines	the	Second	Founding.	Many	records	were	lost	during	the	Ageare	often	referred	to	as	the	Primogenitors,	or	‘first	born.’	All	of	Apostasy,	a	troubled	time	that	bestrides	the	history	of	theof	the	Primogenitor	Chapters	venerate	Roboute	Guilliman	as	Imperium	like	an	impenetrable	veil.	In	all	likelihood,	some	oftheir	founding	father	and	patron.	the	Chapters	created	during	the	Second	Founding	have	since
The	Codex	Astartes	further	defines	the	tactical	roles,equipment	specifications,	and	uniform	identification	markingsof	the	Space	Marines.	These	guidelines	have	evolved	over	thecenturies,	and	the	Codex	Astartes	of	the	41st	Millennium	is	ahighly	developed	treatise	combining	the	wisdom	of	hundredsof	military	thinkers	throughout	history.	Some	of	its	contentsseem	petty	and	restrictive,	hardly	worthy	of	the	great	mindof	a	Primarch.	Others	describe	actual	battles	together	withcomments	on	the	tactics	employed	and	the	decisions	of	thecommanders	of	the	day.	As
such,	the	Codex	Astartes	is	reveredas	a	holy	text,	and	many	Chapters	regard	its	recommendationsas	sanctified	by	the	Emperor	himself.codeX	chapterSThe	Chapters	that	rigidly	follow	the	word	of	the	CodexAstartes	are	sometimes	referred	to	as	Codex	Chapters.	TheseSpace	Marines	adhere	to	the	codex	as	the	model	for	theirorganisation,	identification	markings	and	tactical	doctrine.	Ofall	of	the	Codex	Chapters,	the	most	famous	is	the	Ultramarines,the	Chapter	of	Roboute	Guilliman	himself.	Most	Chapters,however,	do	not	adhere	so	rigidly	to	the	Codex	patterns
laiddown	for	organisation,	tactical	roles,	or	other	processes.	ManyChapters	are	organised	largely	according	to	the	Codex,	butare	further	shaped	by	their	home	world	and	the	personalityof	their	Primarch.	The	Blood	Angels	and	Dark	Angels	areprime	examples	of	this.	A	small	number	of	Chapters	are	vastlydifferent	from	the	Codex,	and	owe	little	or	nothing	to	it	atall.	The	most	famous	of	these	‘wild’	Chapters	are	the	SpaceWolves,	whose	strong-willed	Primarch	Leman	Russ	mouldedhis	Chapter	very	much	in	his	own	image	irrespective	ofother	influences.
13Introduction	been	destroyed,	leaving	no	records	of	the	deeds.	Others	have	most	faithful.	These	worlds	are	often	technologically	backward	been	lost	in	more	recent	times,	and	their	names	are	now	all	that	with	strong	militaristic	societies,	where	male	children	who	show	remains	of	them.	potential	are	pushed	harder	and	harder,	that	they	may	one	day	have	a	chance	to	join	the	ranks	of	the	Space	Marines,	who	are	Each	of	the	Chapters	into	which	the	Legions	were	subdivided	often	known	to	such	peoples	as	‘star	warriors’,	‘sky	knights,’	or	consisted	of	roughly
1,000	warriors.	A	large	section	of	the	similar	names.	Because	feral	worlds	are	rough,	primitive,	and	Codex	Astartes	is	dedicated	to	structuring	the	organisation	untamed,	their	inhabitants	invariably	provide	excellent	recruits.	of	these	Chapters.	A	Chapter	consists	of	ten	companies	each	For	true	aggression	and	nigh-psychotic	killer-instinct,	however,	numbering	100	Space	Marines.	The	warriors	of	these	companies	few	recruits	can	best	the	murderous	city-scum	that	roam	the	are	organised	into	ten	squads	of	ten	men	led	by	a	Sergeant.	In	darkest	pits	of	the	Hive
worlds.	Driven	to	extremes	of	violence	addition	to	this	basic	fighting	unit,	each	company	has	its	own	by	the	pressures	of	hive	world	living,	these	merciless	killers	Captain,	Standard	Bearer,	Chaplain,	and	Apothecary.	are	usually	ignored	by	the	authorities.	They	make	ideal	Space	Marine	recruits,	and	whole	gangs	of	city-scum	are	sometimes	Every	company,	with	the	exception	of	the	Scout	Company,	hunted	down	and	made	to	undergo	the	trials.	Some	recruits	are	maintains	a	pool	of	Rhino	transports	for	its	squads	and	officers.	drawn	from	the	more	civilised	worlds
of	the	Imperium,	but	not	The	First	Company	is	also	equipped	with	Land	Raider	tanks	to	very	many.	carry	heavily-armoured	Terminator	squads.	It	is	customary	for	Dreadnoughts	to	remain	with	their	company,	as	their	fearsome	Those	planets	used	by	the	Space	Marines	as	recruiting	presence	bolsters	the	company’s	fighting	strength.	worlds	are	observed	closely	by	the	Chapter’s	Apothecaries	and	Chaplains.	The	population’s	genetic	purity	must	be	maintained,	SelectIon	and	InItIatIon	in	order	to	conserve	those	qualities	that	serve	the	Space	Marines’	purposes
best.	Their	spiritual	health	is	also	maintained,	to	ensure	Each	Chapter	has	its	own	methods	of	recruiting	young	warriors	that	no	trace	of	the	influence	of	the	Ruinous	Powers	becomes	to	fill	its	ranks.	Many	are	based	on	a	single	homeworld	and	manifest.	Such	observations	are	in	general	carried	out	from	a	recruit	solely	from	that	populace,	setting	trials	and	tests	for	distance,	and	it	is	rare	for	the	society	to	have	any	direct	contact	prospective	candidates	to	weed	out	all	but	the	strongest	and	the	14with,	or	knowledge	of,	the	Space	Marines,	or	in	many	cases	genetIc
InItIatIon	Introductioneven	of	the	Imperium.	The	Chapter’s	officers	might	visit	theculture	once	a	generation	and	will	be	the	subject	of	myth	and	The	trials	in	which	an	aspirant	must	participate	before	beinglegend.	These	mighty	warriors	from	beyond	the	stars	are	figures	accepted	as	a	Neophyte	are	harsh	and	arduous,	yet	the	processof	awe,	and	their	word	is	law.	by	which	he	will	become	a	Space	Marine	is	many	times	more	gruelling.	Over	the	course	of	several	years,	the	youth	will	be	The	nature	of	the	trials	set	by	the	outsiders	vary	enormously,	surgically
altered,	a	number	of	unique	organs	implanted	intobut	all	are	so	arduous	that	only	a	handful	pass	them.	Those	his	body,	turning	him	slowly	into	a	Space	Marine.	Althoughwho	fail	may	be	lucky	to	even	survive,	for	many	trials	take	much	diluted,	each	of	these	organs	is	drawn	from	the	geneticthe	form	of	ritual	combat,	the	hunting	of	a	great	beast,	or	the	stock	of	one	of	the	first	Primarchs,	and	through	him,	of	theperformance	of	incredibly	dangerous	feats	of	strength	and	Emperor	himself.	Thus,	the	Space	Marines	are	the	descendantsbravery.	At	the	conclusion	of
the	trials,	those	few	aspirants	that	and	inheritors	of	the	Master	of	Mankind.have	been	deemed	worthy	are	taken	away,	invariably	never	tosee	their	people	again.	The	various	implants	cause	vital	changes	in	the	recipient’s	physique	and	mental	state.	Many	of	these	changes	are	controlled	It	is	always	a	great	honour	for	a	family	to	have	a	son	chosen	by	natural	hormonal	secretions	and	growth	patterns.	Implantsby	the	Space	Marines,	even	for	societies	with	little	conception	may	not	prove	effective,	or	may	not	become	fully-functional,of	the	greater	galaxy	beyond
their	world.	The	Space	Wolves	are	if	they	are	implanted	once	the	recipient	has	reached	certainan	example	of	this.	The	Wolf	Priests	of	the	Space	Wolves	scour	stages	of	natural	development.	It	is	therefore	inevitable	thatthe	warring	tribes	of	their	home	world	Fenris	for	their	strongest	recruits	must	be	reasonably	young.	Tissue	compatibility	is	alsoand	bravest	youths,	while	Ultramarines	traditionally	draw	their	essential,	otherwise	organs	may	fail	to	develop	properly.candidates	from	the	elite	training	barracks	of	a	whole	group	ofplanetary	systems	known
collectively	as	Ultramar,	the	realm	of	The	third	consideration	is	mental	suitability.	Several	of	thethe	Ultramarines.	implants	will	only	develop	to	a	usable	condition	under	the	stimulus	of	hypnotic-suggestion.	A	recruit	must	therefore	be	Other	Chapters	have	no	single	home	world	and	travel	the	susceptible	to	this	particular	treatment.galaxy	in	gigantic	fleets	of	battleships,	recruiting	either	from	aregular	series	of	worlds	or	from	the	war	zones	to	which	they	are	These	conditions	mean	that	only	a	small	proportion	ofassigned.	The	Black	Templars	are	one	such
example	of	a	fleet-	aspirants	prove	suitable	to	become	Space	Marines,	even	ifbased	Chapter,	as	are	the	Dark	Angels.	they	survive	the	trials.	They	must	be	male,	because	zygotes	are	keyed	to	male	hormones	and	tissue	types,	hence	the	need	Once	accepted,	the	young	aspirants	become	Neophytes	and	for	tissue	compatibility	tests	and	psychological	screening.	Ifbegin	their	regimen	of	training	and	biological	enhancement.	these	prove	successful,	a	candidate	becomes	a	Neophyte.	WithEach	Chapter	has	its	own	traditions	regarding	the	initiation	of	the	completion	of
organ	implantation	and	attendant	chemicalthe	recruit	into	its	legends	and	secrets.	This	process	often	runs	and	hypnotic	training,	the	subject	is	ready	to	take	his	place	inparallel	to	the	bio-genetic	treatments	the	Neophyte	must	undergo.	the	Tenth	(Scout)	Company.	A	Space	Marine	normally	joinsAs	the	physical	transformation	proceeds,	spiritual	change	also	the	ranks	between	the	ages	of	sixteen	and	eighteen,	but	suchoccurs.	Both	are	tempered	by	ongoing	experience	on	the	field	of	are	the	hormonal	changes	induced	by	the	process	of	creatingbattle	and	the
rituals	in	which	the	Neophyte	must	participate.	a	Space	Marine	that	recruits	are	physically	fully	grown	before	then.	The	nature	of	such	rites	varies	enormously	from	one	Chapterto	the	next.	Some	are	solemn	affairs	recalling	the	sacrifice	the	Although	the	Chapters	are	careful	to	select	only	theEmperor	made	for	humanity.	Others	are	raucous	celebrations	most	suitable	candidates,	not	all	Neophytes	survive	thedrawing	on	the	culture	and	nature	of	the	Chapter’s	home	world.	process	to	be	initiated	as	full	Space	Marines.	If	an	implantStill	more	are	bloody	and
barbaric	involving	ritual	bloodletting,	fails	to	develop	properly,	it	is	likely	that	a	Space	Marine’sscarification,	or	amputation.	All	are	vital	to	the	arcane	workings	metabolism	will	become	gravely	unstable.	He	may	fall	intoof	the	Chapter,	and	his	participation	is	a	prerequisite	of	the	a	catatonic	state	or	suffer	bouts	of	hyperactivity.	In	eitherNeophyte’s	acceptance	by	his	would-be	brothers-in-arms.	event,	he	will	probably	die.	Those	unfortunates	who	do	not	die	almost	invariably	suffer	mental	damage,	degenerating	into	Such	are	the	rigours	of	the	training	that	many
do	not	survive.	homicidal	maniacs	or	gibbering	idiots.	When	a	Chapter	isWhether	he	is	crippled	upon	the	battlefield,	or	found	spiritually	at	full	strength,	these	misfits	may	be	put	out	of	their	misery.wanting	during	a	particularly	exacting	ritual,	a	Neophyte	may	However,	if	the	Chapter	is	short	of	Space	Marines,	they	mayfind	himself	cast	out,	his	future	with	the	Chapter	curtailed.	be	allowed	to	live	and	may	be	placed	within	their	own	special	units.	Those	who	display	controllable	psychotic	tendencies	In	some	instances,	the	Neophyte	may	transgress	one	of	can	be
recruited	into	suicide	assault	squads.the	many	articles	of	Chapter	law,	and	injury	at	war	may	provepreferable	to	the	punishment.	Many	possible	fates	await	thosewho	fall	by	the	wayside	in	this	manner.	Most	are	mind-scrubbedand	become	Chapter	serfs—manservants	and	menials.	The	lessfortunate	are	transformed	into	living	servitors—mindless	bio-mechanical	automatons	who	exist	only	to	assist	the	Chapter’sTechmarines	in	the	operation	of	heavy	and	frequently	dangerousmachinery.	A	very	rare	few	may	yet	rise	to	positions	of	relativepower	within	the
Chapter’s	household,	yet	even	the	highest-ranked	factotum	is	but	a	lowly,	nameless	servant	in	the	eyes	ofthe	Battle-Brothers.	15Introduction	gene-Seed	or	inadequate	post-operative	conditioning	has	twisted	the	functioning	of	implants.	There	are	nineteen	varieties	of	gene-seed	corresponding	to	the	nineteen	different	superhuman	organs	that	are	surgically	In	addition	to	the	problem	of	mutated	implants,	many	implanted	into	a	Space	Marine.	Because	most	Chapters	have	Chapters	have	simply	lost	one	or	more	types	of	gene-seed	existed	for	many	thousands	of
years,	a	number	of	these	organs	due	to	accident,	genetic	failure,	or	some	other	cause.	Chapters	have	gene-seed	that	has	mutated	over	time.	This	Very	few	Chapters,	therefore,	possess	all	nineteen	of	the	has	resulted	in	changes	in	the	exact	nature	of	the	artificially	implants.	All	possess	the	carapace	implant	however,	as	without	cultured	organs.	Such	changes	may	sometimes	make	an	it,	the	Neophyte	could	never	become	a	Space	Marine.	implant	useless—such	is	the	case	with	the	Imperial	Fists,	who	are	known	to	lack	the	organ	called	the	Betcher’s	gland,	which
Each	of	the	gene-seed	organs	is	extremely	complicated.	allows	a	Space	Marine	to	spit	corrosive	poison.	In	other	cases,	Many	of	the	organs	only	work	properly	when	another	organ	the	changes	in	an	organ	might	reduce	its	effectiveness	or	cause	is	present,	the	loss	or	mutation	of	one	organ	often	affecting	strange	new	effects—the	Salamanders,	for	example,	share	the	exact	functioning	of	the	others.	For	these	reasons,	implants	skin	as	dark	as	coal,	due	to	the	actions	of	their	melanchromic	must	be	constantly	monitored,	and	many	Space	Marines	must	organ.
Whatever	the	result,	it	will	affect	the	entire	Chapter,	undergo	corrective	surgery	to	re-balance	their	metabolisms.	as	all	Space	Marines	belonging	to	the	Chapter	share	implants	cultured	from	the	original	gene-seed.	Conditioning	Although	a	Chapter’s	Apothecaries	and	surgeons	are	able	In	addition	to	the	extensive	implantation	process,	the	Neophyte	to	perform	the	necessary	implant	operations,	they	do	not	undergoes	chemical	treatment,	psychological	conditioning,	necessarily	understand	the	exact	functioning	of	each	organ.	and	subconscious	hypnotherapy,	all
the	while	spending	The	processes	involved	are	incredibly	ancient.	Procedures	every	waking	hour	honing	his	combat	skills	with	ceaseless	are	handed	down	from	generation	to	generation,	becoming	battle	training.	increasingly	ritualised	and	misinterpreted.	For	these	reasons,	the	efficiency	of	each	organ	differs	from	Chapter	to	Chapter,	Until	his	initiation	as	a	Battle-Brother,	a	Neophyte	must	depending	on	the	condition	of	the	Chapter’s	gene-seed	and	submit	to	constant	tests	and	examinations.	The	newly	implanted	the	degree	of	debasement	of	its	surgical
procedures.	In	some	organs	must	be	monitored	very	carefully,	imbalances	corrected,	Chapters,	mutation	of	gene-seed,	poor	surgical	procedure,	and	any	sign	of	corrupt	development	treated.	This	chemical	treatment	is	reduced	after	completion	of	the	initiation	process,	but	it	never	ends.	Space	Marines	undergo	periodic	treatment	for	the	rest	of	their	lives	in	order	to	maintain	a	stable	metabolism.	To	this	end,	power	armour	contains	extensive	monitoring	and	drug	dispensation	equipment.	As	the	super-enhanced	body	grows,	the	recipient	must	learn	how	to	use	his
new	skills.	Some	of	the	implants,	specifically	the	Catalespean	Node	and	Occulobe,	can	only	function	once	correct	hypnotherapy	has	been	administered.	Hypnotherapy	is	not	always	as	effective	as	chemical	treatment,	but	it	can	have	substantial	results.	If	a	Space	Marine	can	be	taught	how	to	control	his	own	metabolism,	his	dependence	on	drugs	is	lessened.	The	process	is	undertaken	in	a	machine	called	a	hypnomat.	Space	Marines	are	placed	in	a	state	of	hypnosis	and	subjected	to	visual	and	aural	images	in	order	to	awaken	their	minds	to	their	unconscious
metabolic	processes.	A	Space	Marine	is	more	than	a	human	with	extraordinary	powers.	Just	as	their	bodies	receive	nineteen	separate	implants,	so	their	minds	are	altered	to	release	the	latent	powers	within.	These	mental	powers	are,	if	anything,	more	extraordinary	than	even	the	physical	powers	endowed	by	the	implants.	For	example,	a	Space	Marine	can	control	his	senses	and	nervous	system	to	a	remarkable	degree,	and	can	consequently	endure	pain	that	would	kill	a	normal	man.	A	Space	Marine	can	also	think	and	react	at	lightning	speeds.	Memory	training
is	an	important	part	of	the	indoctrination	as	well.	Some	Space	Marines	develop	photographic	memories.	Space	Marines	vary	in	intelligence	as	do	other	men,	and	their	individual	mental	abilities	vary	in	degree.	The	very	first	stage	in	the	process	is	the	implantation	of	the	Secondary	Heart,	normally	between	the	age	of	ten	and	fourteen.	This	is	capable	of	boosting	the	blood	supply	or	sustaining	full	life	functions	even	after	the	destruction	16of	the	recipient’s	original	heart.	This	implant	enables	Space	The	next	three	phases	of	the	process,	the	implantation
IntroductionMarines	to	survive	low	oxygen	concentrations	and	traumatic	of	the	Preomnor,	Omophagea	and	Multi-lung	are	ofteninjury,	and	is	also	necessary	in	the	maintenance	of	the	subject’s	undertaken	at	the	same	time,	between	the	ages	of	fourteenmetabolism,	which	will	be	pushed	to	its	limits	as	his	body	is	and	sixteen.	The	Preomnor	is	a	large	implant	which	fits	intosubject	to	the	many	surgical	procedures	it	will	endure	over	the	the	chest	cavity.	It	is	a	pre-digestive	stomach	which	allowsnext	several	years.	the	recipient	to	eat	a	variety	of	otherwise	poisonous
or	indigestible	materials.	No	actual	digestion	tales	place	in	the	The	next	stage	in	the	implantation	process	is	the	addition	Preomnor.	Instead,	individual	sensory	tubes	assess	potentialof	the	Ossmodula.	This	is	a	tube-shaped	organ	whose	small	poisons	and	neutralise	them	or,	where	necessary,	isolate	thesize	belies	its	complex	structure.	The	Ossmodula	monitors	and	Preomnor	from	the	rest	of	the	digestive	tract.	The	Omophageasecretes	hormones	affecting	epiphiseal	fusion	and	ossification	is	a	complicated	implant	that	is	placed	within	the	spinal	cordof	the
skeleton.	At	the	same	time,	the	specially	engineered	between	the	cervical	and	thoracic	vertebrae,	where	it	becomeshormones	encourage	the	forming	bones	to	absorb	ceramic-	in	effect	part	of	the	brain.	Four	nerve	sheaths	called	neurocleabased	chemicals	administered	in	the	Neophyte’s	diet.	Two	are	implanted	between	the	spine	and	the	preomnoral	stomachyears	following	implantation,	this	will	have	caused	considerable	wall.	The	Omophagea	is	designed	to	absorb	genetic	materialstrengthening	of	the	long	bones,	extreme	ossification	of	the	generated	in	animal
tissue	as	a	function	of	memory.	Thischest	cavity	(caused	by	growth	of	the	ribs	forming	a	solid	mass	endows	the	Space	Marine	with	an	unusual	survival	trait—heof	inter-laced	bone	plates),	and	a	general	increase	in	the	size	of	can	actually	learn	by	eating.	If	a	Space	Marine	eats	part	of	athe	recipient’s	skeleton.	creature,	he	will	absorb	some	of	the	memories	of	that	creature.	This	can	be	very	useful	in	an	alien	environment.	Incidentally,	it	Normally	implanted	at	the	same	time	as	the	Ossmodula,	is	the	presence	of	this	organ	which	has	created	the	various	fleshthe
Biscopea	is	emplaced	within	the	chest	cavity.	It	is	small,	eating	and	blood	drinking	rituals	for	which	many	Chapters	areapproximately	spherical	and,	like	the	Ossmodula,	its	primary	known,	as	well	as	giving	the	names	to	Chapters	such	as	thefunction	is	hormonal.	The	presence	of	the	Biscopea	stimulates	Blood	Drinkers	and	Flesh	Tearers.	The	third	organ	implantedmuscle	growth	throughout	the	body.	These	muscles	bond	to	at	this	time	is	the	Multi-lung.	This	large,	tubular,	grey	organthe	rapidly	growing	skeleton,	which	is	why	these	two	implants	is	sometimes
called	the	‘third	lung’.	Blood	is	pumped	throughare	often	undergone	at	the	same	time.	the	organ	via	connecting	vessels	grafted	onto	the	recipient’s	pulmonary	system.	Atmosphere	is	taken	in	by	means	of	a	Phases	four	and	five	are	often	implanted	at	the	same	time,	sphincter	located	in	the	trachea.	In	toxic	atmospheres,	anbetween	the	ages	of	twelve	and	fourteen.	The	Haemastamen	associated	sphincter	muscle	closes	the	trachea	and	restrictsis	a	tiny	organ,	placed	within	a	main	blood	vessel	and	serves	normal	breathing,	thus	protecting	the	lungs.	The	Multi-lung
istwo	main	purposes.	Firstly,	it	monitors	and	to	some	degree	able	to	absorb	oxygen	from	poorly	oxygenated	or	poisonouscontrols	the	Ossmodula	and	the	Biscopea.	It	also	alters	the	air	without	suffering	damage	thanks	to	its	own	efficient	toxinconstituent	make-up	of	the	recipient’s	blood.	As	a	result,	the	dispersal,	neutralisation,	and	regeneration	systems.Space	Marine’s	blood	will	be	considerably	more	efficient	thanordinary	human	blood,	as	it	has	to	be	considering	the	extra	Phase	ten	of	the	process	is	the	implantation	of	thebiological	hardware	the	Space	Marine
carries	inside	him.	Occulobe.	This	small	slug-like	organ	sits	at	the	base	of	theThe	second	implant	emplaced	at	this	time	is	the	Larraman’s	brain.	It	provides	the	hormonal	and	genetic	stimuli	whichOrgan.	This	is	a	liver-shaped,	dark,	fleshy	organ.	It	is	implanted	enable	a	Space	Marine’s	eyes	to	respond	to	optic-therapy.	Theinto	the	chest	cavity	along	with	a	complicated	array	of	blood	Occulobe	does	not	in	itself	improve	a	Space	Marine’s	eyesight,vessels.	The	organ	generates	and	stores	special	Larraman	cells.	but	it	allows	technicians	to	make	adjustments	to	the
growthIf	the	recipient	is	wounded,	these	cells	are	released	into	the	patterns	of	the	eye	and	the	light-receptive	retinal	cells.	A	Spacebloodstream,	where	they	latch	onto	leucocytes	in	the	blood	Marine	has	far	better	eyesight	than	a	normal	human,	and	canand	are	transported	to	the	site	of	the	wound.	Once	outside	see	in	low	light	conditions	almost	as	well	as	in	daylight.the	body,	the	Larraman	cells	form	a	skin	substitute	of	instantscar	tissue,	staunching	the	flow	of	blood	and	protecting	any	Phase	eleven	is	the	addition	of	the	Lyman’s	Ear.	Thisexposed	wound	area.
This	process	is	almost	instantaneous,	and	organ	enables	a	Space	Marine	to	consciously	enhance	andit	can	appear	to	the	onlooker	as	if	the	blood	is	frozen	solid	even	filter	certain	types	of	background	noise.	Not	only	iseven	before	it	hits	the	ground.	hearing	improved,	but	a	Space	Marine	cannot	become	dizzy	or	nauseous	as	a	result	of	extreme	disorientation.	A	Lyman’s	With	the	initiation	of	phase	six,	the	subject	is	ready	to	begin	Ear	is	externally	indistinguishable	from	a	normal	human	ear.the	extensive	hypnotherapy	that	will	continue	throughoutthe	entire
initiation	process,	and	beyond.	The	Catalepsean	Between	the	ages	of	fifteen	and	sixteen,	phase	twelve	isNode	is	a	brain	implant	usually	inserted	into	the	back	of	the	initiated,	in	which	a	flat,	circular	organ	called	the	Sus-an	skull	via	a	hole	drilled	into	the	occipital	bone.	The	pea-sized	Membrane	is	implanted	over	the	top	of	the	exposed	brain.organ	influences	the	circadian	rhythms	of	sleep	and	the	body’s	It	then	grows	into	the	brain	tissue	until	completely	merged.response	to	sleep	deprivation.	Normally,	a	Space	Marine	sleeps	The	organ	is	not	effective	until
subsequent	chemical	therapylike	any	normal	man,	but	if	deprived	of	it,	the	Catalepsean	and	training	is	applied.	However,	a	properly	tutored	SpaceNode	becomes	active.	The	recipient	is	capable	of	sleeping	Marine	may	then	enter	into	a	state	of	suspended	animation.and	remaining	awake	at	the	same	time	by	switching	off	areas	This	may	be	a	conscious	action,	or	may	happen	automaticallyof	the	brain	sequentially.	This	process	cannot	replace	normal	in	the	event	of	extreme	physical	trauma.	In	this	condition,sleep	entirely,	but	it	increases	a	Space	Marine’s
survivability	by	a	Space	Marine	may	survive	for	many	years,	even	if	bearingallowing	awareness	of	the	environment	whilst	resting.	17Introduction	otherwise	fatal	injuries.	Only	appropriate	chemical	therapy	of	sixteen	and	eighteen.	These	glands	are	vitally	important	to	and	auto-suggestion	can	revive	a	Space	Marine	from	this	the	very	survival	of	the	Space	Marine’s	Chapter.	Each	organ	state—he	cannot	revive	himself.	The	longest	known	period	of	grows	within	the	Space	Marine,	absorbing	hormonal	stimuli	deanimation	followed	by	successful	reanimation	is	567
years,	and	genetic	material	from	the	other	implants.	After	five	years,	in	the	case	of	Brother	Silas	Err	of	the	Dark	Angels	Chapter.	the	neck	gland	is	mature	and	ready	for	removal.	After	ten	years,	the	chest	gland	becomes	mature	and	is	also	ready	to	The	next	phase	of	the	process	is	the	implantation	of	the	be	removed.	A	gland	may	be	removed	any	time	after	it	has	Melanchromic	Organ.	This	hemispherical,	black	organ	matured,	and	it	represents	the	Chapter’s	only	source	of	gene-	functions	in	an	indirect	and	extremely	complex	manner.	It	seed.	When	mature,	each
organ	contains	a	single	gene-seed	monitors	radiation	levels	and	types	bombarding	the	skin,	corresponding	to	each	zygote	implanted	into	the	recipient.	and	if	necessary,	sets	off	chemical	reactions	to	darken	the	Once	removed	by	surgery,	the	Progenoid	must	be	carefully	skin	and	protect	it	from	ultraviolet	exposure.	It	also	provides	prepared,	its	individual	gene-seeds	checked	for	mutation,	and	limited	protection	from	other	forms	of	radiation.	Differing	sound	gene-seeds	stored.	Gene-seeds	can	be	stored	indefinitely	Melanchromic	Organ	gene-seed	from	Chapter	to
Chapter	leads	under	suitable	conditions.	to	variations	in	skin	and	hair	colour,	and	in	some	Chapters	all	of	the	Space	Marines	may	have	identical	colouration,	such	as	is	Space	Marine	Apothecaries	carry	a	special	device	known	found	in	the	albino	warriors	of	the	Death	Spectres	Chapter.	as	a	reductor,	which	they	can	use	in	battlefield	conditions	to	remove	the	Progenoid	glands	of	a	fallen	Space	Marine,	so	Phases	fourteen	and	fifteen,	the	implantation	of	the	Oolitic	that,	even	should	he	die	before	his	glands	are	harvested,	they	Kidney	and	the	Neuroglottis,	are	often
undertaken	at	the	may	be	recovered.	The	whole	purpose	of	the	Progenoid	is	to	same	time.	The	Oolitic	Kidney	is	red-brown	and	heart-shaped	provide	gene-seed	to	enable	the	Chapter	to	continue.	It	is	not	and	improves	and	modifies	the	Space	Marine’s	circulatory	possible	to	create	a	zygote	in	any	other	way.	Each	Chapter’s	system,	enabling	other	implants	to	function	effectively.	The	stock	of	gene-seed	is	therefore	unique	to	itself.	Gene-seed	has	Oolitic	Kidney	also	filters	blood	extremely	efficiently	and	a	great	deal	of	religious	significance	to	a	Chapter,
representing	quickly.	The	Secondary	Heart	and	Oolitic	Kidney	are	able	to	its	identity	and	future.	Without	gene-seed,	a	Chapter	has	no	act	together,	performing	an	emergency	detoxification	function	future.	The	extinction	of	a	type	of	gene-seed	means	that	a	in	which	the	Space	Marine	is	rendered	unconscious	as	his	zygote	has	been	lost	forever.	The	extinction	of	the	Progenoid	blood	is	circulated	at	high	speed.	This	enables	a	Space	Marine	gene-seed	itself	would	effectively	mean	the	end	to	a	Chapter.	to	survive	poisons	and	gases	which	are	otherwise	too	much	for
even	the	multi-lung	to	cope	with.	The	Neuroglottis	enables	As	each	Space	Marine	has	only	two	Progenoid	glands,	the	Space	Marine	to	assess	a	potential	food	by	taste.	The	organ	the	rate	at	which	a	Chapter	can	create	new	Space	Marines	is	implanted	in	the	back	of	the	mouth.	By	chewing,	or	simply	is	restricted.	It	may	take	many	years	for	a	Chapter	to	rebuild	by	tasting,	a	Space	Marine	can	detect	a	wide	variety	of	natural	itself	after	heavy	losses.	Gene-seed	is	often	rendered	useless	if	poisons,	some	chemicals	and	even	the	distinctive	odours	of	a	Space	Marine	is
exposed	to	high	radiation	levels	or	other	some	creatures.	To	some	degree,	a	Space	Marine	is	also	able	to	forms	of	genetic	disturbance.	The	efficiency	of	different	track	a	target	by	taste	alone.	Chapters’	Progenoid	gene-seed	also	varies,	so	some	Chapters	are	able	to	make	up	their	numbers	faster	than	others.	In	phase	sixteen,	normally	at	age	sixteen,	a	small	organ	called	the	Mucranoid	is	implanted	in	the	lower	intestine	The	final	and	the	most	distinctive	implant	is	the	Black	where	its	hormonal	secretions	are	absorbed	by	the	colon.	Carapace,	which	cannot	be
implanted	beyond	the	age	of	These	secretions	initiate	a	modification	of	the	sweat	glands.	eighteen.	This	looks	like	a	film	of	black	plastic	when	growing	This	modification	normally	makes	no	difference	to	the	Space	in	the	tanks.	This	is	removed	from	its	culture-solution	and	cut	Marine	until	activated	by	appropriate	chemical	therapy.	As	into	sheets,	which	are	implanted	directly	beneath	the	skin	of	a	result	of	this	treatment,	the	Space	Marine	sweats	an	oily,	the	recipient’s	torso.	Within	a	few	hours,	the	tissue	expands,	naturally	cleansing	substance	which	coats	the
skin.	This	hardens	on	the	outside,	and	sends	invasive	neural	bundles	protects	the	Space	Marine	against	extremes	of	temperature	deep	inside	the	subject.	After	several	months,	the	recipient	is	and	even	offers	a	slight	degree	of	protection	against	vacuum.	fitted	with	neural	sensors	and	transfusion	points,	cut	into	the	Mucranoid	chemical	therapy	is	standard	procedure	in	long	hardened	carapace.	These	artificial	interface	points	mesh	with	space	voyages	and	when	fighting	in	vacuum	or	near-vacuum.	features	integral	to	the	power	armour,	such	as	the	monitoring,
medicinal,	and	maintenance	units.	Without	the	benefit	of	the	Phase	seventeen	is	the	implantation	of	two	identical	organs	Black	Carapace,	a	Space	Marine’s	power	armour	would	be	far	called	Betcher’s	Glands.	These	are	placed	into	the	lower	less	effective.	lip,	alongside	the	salivary	glands	or	into	the	hard	palette.	The	Betcher’s	Gland	works	in	a	similar	way	to	the	poison	gland	of	venomous	reptiles	by	synthesising	and	storing	deadly	poison.	Space	Marines	are	rendered	immune	to	this	poison	by	virtue	of	the	gland’s	presence.	The	gland	allows	the	Space	Marine	to
spit	a	blinding	contact	poison,	which	is	also	highly	corrosive.	A	Space	Marine	imprisoned	behind	iron	bars	could	easily	chew	his	way	out	given	a	few	hours.	In	the	penultimate	phase	of	the	process,	a	pair	of	glands	called	Progenoids	are	implanted,	one	in	the	neck	and	the	other	deep	in	the	chest	cavity.	This	takes	place	between	the	age	18The	Path	of	experience	of	fighting	in	power	armour.	When	first	assigned	Introduction	the	Space	to	such	a	squad,	the	Space	Marine	will	bear	a	bolter	and	Marine	grenades	and	fulfil	a	support	role	within	the	squad,	providing
close	support	to	those	Battle-Brothers	armed	with	heavy“Give	me	the	Scout	as	a	boy,	and	I’ll	give	you	the	Battle-Brother	as	weapons,	identifying	targets	and	being	close	at	hand	toa	man.”	proffer	ammunition	and	to	take	up	the	weapons	of	any	who	should	fall.	Only	when	he	has	proven	himself	steady	and	–Veteran	Scout	Sergeant	Dvan	Skor	of	the	Storm	Wardens.	reliable	in	battle	will	the	Space	Marine	be	entrusted	with	one	of	the	Chapter’s	mighty	heavy	weapons,	which	he	will	comeAccording	to	the	Codex	Astartes,	Space	Marines	are	to	master	over	the	course
of	several	hundred	battles.	organised	into	three	main	types	of	squad:	Tactical,	Assault,	and	Devastator.	Each	of	these	squads	has	a	Devastator	squads	consist	of	a	Sergeant	and	nine	Spaceunique	battlefield	role	and	is	designed	to	operate	together	to	Marines.	Up	to	four	Space	Marines	may	be	armed	with	heavyprovide	mutual	support	and	maximum	flexibility.	In	addition	weapons,	whilst	the	remainder	will	carry	bolters.	This	isto	these	three	squad	types,	the	First	(Veteran)	Company	can	be	the	most	heavily	armed	type	of	Space	Marine	squad	of	all,formed	into
Terminator	or	Veteran	squads,	while	the	Scouts	and	they	are	deployed	wherever	overwhelming	firepower	isof	the	Tenth	Company	are	always	fielded	as	Scout	squads.	All	needed,	especially	when	the	Chapter	faces	enemy	tanks	orSpace	Marine	squad	types,	with	the	exception	of	the	Scouts,	fortified	positions.nominally	consist	of	ten	troopers,	but	they	can	be	dividedinto	two	separate	combat	squads	in	battle.	This	gives	each	Having	proved	himself	steadfast	and	disciplined	in	theunit	a	further	degree	of	flexibility	in	action.	Devastator	squads,	a	Space	Marine	will	in
time	earn	himself	a	place	in	an	Assault	squad.	Here	the	Space	Marine	comes	A	warrior	accepted	into	the	Chapter’s	ranks	will	serve	to	master	the	application	of	overwhelming	force,	taking	thein	many	roles,	starting	out	as	a	young	Scout	in	the	Tenth	fight	directly	to	the	enemy’s	strong	points.	He	embraces	theCompany	and,	if	fate	favours	him,	progressing	through	the	controlled	savagery	of	close	combat	and	looks	his	enemy	inranks	serving	as	Devastator,	Assault	Marine,	Tactical	Marine	the	eye	as	he	deals	him	death.	Assault	squads	are	specialistsand,	if	he	is
exceptionally	bold,	eventually	earning	the	at	fighting	in	hand-to-hand	combat.	Each	squad	consistshonour	of	serving	in	the	First	(Veteran)	Company.	A	favoured	of	a	Sergeant	and	nine	Space	Marines	all	equipped	withfew	excel	even	this	great	honour	and	join	the	ranks	of	the	jump	packs	and	armed	with	a	close	combat	weapon	in	eachChapter’s	masters,	leading	their	fellows	into	the	blood	and	hand.	Common	armament	consists	of	a	bolt	pistol	and	afury	of	battle.	The	first	step	along	the	path	to	becoming	a	mighty	heroof	the	Chapter	is	service	in	one	of	the	Scout
squads	of	theTenth	Company.	Scout	squads	consist	of	a	Space	MarineSergeant	and	four	to	nine	Scouts.	The	role	of	the	Sergeantis	to	train	the	Scouts	and	lead	them	in	battle.	Only	Sergeantsof	considerable	experience	and	status	are	designated	for	thisrole.	Scouts	attend	to	every	word	their	Sergeant	utters,	for	it	issaid	that	he	has	forgotten	more	of	war	than	many	more	seniorofficers	will	ever	learn.	Whilst	serving	as	a	Scout,	a	Neophyte	learns	the	mostsubtle	arts	of	war.	In	a	range	of	infiltration	and	reconnaissancemissions,	he	learns	how	to	approach	and
observe	the	enemy.Information	gathered	in	such	missions	is	passed	back	to	themain	battle	force.	The	Scouts	get	their	first	taste	of	combatby	way	of	carefully	placed	ambushes,	the	Scout	Sergeantdrawing	on	centuries	of	experience	to	deploy	his	charges	insuch	a	manner	as	to	teach	them	as	valuable	a	lesson	as	theenemy.	Unlike	that	enemy,	the	Scouts	learn	valuable	skills	insuch	combats—the	enemy	earns	nothing	more	than	a	quickdeath,	for	even	a	Neophyte	Space	Marine	is	a	puissant	warriorcompared	to	a	mortal	man.	A	Space	Marine	serving	in	a	Devastator
squad	may	onlyrecently	have	completed	his	service	in	the	Tenth	Companyand	been	initiated	as	a	Space	Marine.	It	will	be	his	first	19Introduction	chainsword.	Optionally,	two	of	the	Space	Marines	may	carry	of	uniquely	masterful	craftsmanship.	Vanguard	Veteran	plasma	pistols.	This	combination	is	ideal	for	fast-attacking,	squads	go	to	battle	equipped	with	the	most	lethal	of	close	close-quarter	fighting	assault	troops.	combat	weapons,	and	often	wear	jump	packs	to	bring	them	to	bear	before	the	enemy	can	even	react.	Sternguard	Veteran	Even	though	Tactical
squads	are	the	most	common	type	squads	carry	a	wide	array	of	ranged	weaponry	and	specialised	in	any	Chapter,	to	earn	a	place	in	one	a	Space	Marine	must	ammunition,	and	are	masters	in	its	overwhelming	application.	have	proven	himself	both	courageous	and	wise	in	battle.	Veteran	squads	are	rarely	deployed	en	masse,	but	are	instead	Throughout	his	service	in	the	Devastator	and	Assault	squads,	used	to	bolster	the	line,	provide	an	unstoppable	speartip	or	to	he	will	be	proven	adaptable	in	his	approach	to	the	arts	of	war	act	as	a	highly	flexible	and	mobile
reserve.	and	will	have	mastered	a	range	of	tactics	and	weaponry.	Chapter	Tactical	squads	are	the	most	commonly	fielded	squad	types	in	a	Chapter.	A	Tactical	squad	is	led	by	a	Sergeant	and	Each	of	the	Chapter’s	ten	companies	is	led	by	a	Captain.	includes	nine	other	Space	Marines.	Of	these,	seven	Battle-	These	leaders	are	second	in	experience	only	to	the	Chapter	Brothers	are	armed	with	bolters,	whilst	the	remaining	two	Master	himself,	and	each	is	a	warrior	so	deadly	that	he	will	can	be	armed	with	bolters	or,	alternatively,	one	may	carry	a	rarely	meet	his
match.	Each	Captain	is	an	inspirational	and	heavy	weapon	such	as	a	missile	launcher	or	a	heavy	bolter,	determined	leader,	able	to	coordinate	the	Space	Marines	under	and	the	other	may	carry	a	special	weapon	such	as	a	flamer	or	his	command	whatever	the	opposition.	In	addition	to	leading	meltagun.	This	combination	is	the	most	tactically	flexible	and	Space	Marines	in	battle,	each	Captain	holds	titles	dependent	offers	a	good	mixture	of	capabilities	within	the	squad.	on	his	other	responsibilities	with	regard	to	the	workings	of	the	Chapter	or	its	home	world,	such
as	Master	of	the	Fleet	or	After	serving	in	hundreds	of	campaigns	and	thousands	of	Master	of	the	Marches.	battles,	and	having	conquered	the	very	worst	the	galaxy	has	to	throw	at	him,	a	Space	Marine	is	likely	to	be	considered	a	Of	the	thousand	awesome	and	terrifying	warriors	that	Veteran.	In	most	Chapters,	such	an	honour	is	not	measured	comprise	a	Space	Marine	Chapter,	there	is	but	one	Chapter	by	length	of	service,	but	in	blood	spilled,	horrors	overcome,	Master,	a	leader	with	centuries	of	experience	in	the	very	and	mighty	deeds	done.	As	a	prelude	to
service	in	the	First	crucible	of	battle.	His	own	fighting	skills	will	be	unsurpassed,	(Veteran)	Company,	many	Space	Marine	Veterans	fulfill	the	whether	in	the	use	of	gun,	blade,	or	bare	hands.	His	very	role	of	Sergeant,	leading	squads	of	all	types	in	any	of	the	rank	speaks	of	a	past	littered	with	the	bodies	of	bloodied,	other	companies.	Thus,	many	of	the	Space	Marines	of	the	beaten	foes	of	the	most	terrifying	and	inhuman	sort.	It	is	not	Veteran	company	will	be	battle-proven	leaders	as	well	as	enough,	however,	for	the	Chapter	Master	to	be	its	foremost	highly
experienced	warriors.	warrior.	He	must	also	be	a	superb	tactician,	grounded	in	the	teachings	of	the	Codex	Astartes	and	honed	through	countless	The	warriors	of	the	Veteran	company	are	fielded	in	one	of	decisions	made	in	the	maelstrom	of	close	action.	His	soldiers	three	squad	types:	are	also	his	brothers,	and	he	knows	that	they	will	give	their	lives	at	his	command.	He	must	preserve	these	magnificent	Terminator	squads	wear	the	uniquely	powerful	Terminator	fighters,	but	must	also	accomplish	his	mission	and	uphold	the	armour,	sometimes	called	tactical
dreadnought	armour.	This	honour	of	his	Chapter.	He	will	be	steeped	in	the	lore	of	his	armoured	suit	is	massive	in	construction,	virtually	turning	a	Chapter	and	be	sworn	to	keep	its	secrets	and	must	conduct	Space	Marine	into	a	one-man	tank.	Every	Chapter	has	a	limited	his	diplomacy	accordingly,	for	Space	Marines	maintain	a	web	number	of	Terminator	armour	suits,	and	each	is	an	ancient	of	time-proven	oaths	and	honours	debts	and	do	not	simply	artefact	crafted	many	thousands	of	years	ago.	Terminators	are	heed	the	commands	of	Imperial	functionaries.
Those	who	less	mobile	than	other	Space	Marines	and	are	primarily	used	wish	a	Chapter	Master	to	send	his	warriors	into	battle	must	in	boarding	actions	or	in	extreme	close	quarters	when	heavy	give	him	good	reason	to	do	so.	In	addition	to	this,	a	Chapter	fire	support	cannot	be	easily	brought	to	bear.	So	resilient	is	Master	will	often	be	the	ruler	of	his	Chapter’s	home	world,	a	the	armour	that	it	is	reputedly	able	to	operate	inside	plasma	resource	that	is	too	valuable	for	him	to	ignore.	Amongst	the	reactors,	within	volcanoes,	and	inside	highly	irradiated	areas
greatest	risks	facing	a	Chapter	Master	is	the	very	power	he	of	deep	space.	Legend	has	it	that	the	armour	can	even	survive	wields,	for	a	Chapter	of	Space	Marines	is	a	force	capable	of	the	tread	of	a	Titan.	To	wear	an	ancient	suit	of	Terminator	devastating	entire	worlds	at	his	order.	armour	is	one	of	the	greatest	honours	to	which	a	Space	Marine	can	aspire.	Each	suit	bears	on	its	left	shoulder	the	Crux	Even	a	Space	Marine	can	feel	pride,	ferocity,	and	desire—	Terminatus,	the	unique	badge	of	the	Terminator.	Each	Crux	is	it	is,	after	all,	their	hero’s	soul	that	drives
them	to	acts	of	said	to	contain	at	its	core	a	tiny	fragment	of	the	armour	worn	selfless	sacrifice.	But	in	these	things	lie	the	seeds	of	hubris	by	the	Emperor	himself	when	he	fought	his	final	battle	against	that	can	eventually	lead	to	damnation.	Any	Space	Marine,	but	the	traitor	Warmaster	Horus,	providing	a	direct	link	between	especially	a	Chapter	Master,	must	beware	the	short	path	to	the	Space	Marine	and	the	Father	of	Mankind.	victory,	must	consider	both	the	ends	and	the	means,	and	must	heed	the	example	of	Emperor	and	Primarch.	Despite	its	obvious
benefits,	Terminator	armour	is	not	suitable	for	all	missions.	Most	of	the	time,	Veterans	take	to	the	field	wearing	ordinary	power	armour,	albeit	a	suit	inscribed	with	many	hundreds	of	battle	honours.	When	wearing	power	armour,	Veterans	are	formed	into	vanguard	Veteran	squads	or	sternguard	Veteran	squads.	By	dint	of	their	rank,	Veterans	have	access	to	the	most	fearsome	weaponry	in	the	Chapter’s	arsenal,	including	sacred	blades	and	artificer-crafted	combi-weapons	20Creating	Your	DeathwatCh	SpaCe	Marine	•	s	•roleplaYing	aS	a	SpaCe	Marine	•	s	•
SpaCe	MarineChapterS	of	the	DeathwatChI:	Character	Creation	Chapter	I:	Creating	your	Character	Deathwatch	Creation	Space	Marine	“The	enemies	of	the	Emperor	fear	many	things.	They	fear	discovery,	“Space	Marines	are	men	in	the	same	way	a	knife	is	a	piece	of	metal.	defeat,	despair,	and	death.	Yet	there	is	one	thing	they	fear	above	all	Space	Marines	are	forged,	not	born.	They	are	the	finest	weapons	of	others.	They	fear	the	wrath	of	the	Space	Marines!”	the	Emperor’s	will.”	–Imperial	Maxim	–Commissar	Holt	In	Deathwatch,	you	take	on	the	role	of	a
Space	Marine—a	To	get	started	on	your	elite	special	missions,	you	need	genetically-enhanced	warrior	who	has	given	up	his	very	to	create	your	alter	ego,	known	as	a	Player	Character	humanity	in	order	to	save	Mankind.	In	addition,	you	are	(PC).	This	is	also	referred	to	in	this	text	as	your	“Space	not	just	any	Space	Marine.	You	have	been	specially	chosen	Marine”	or	“Battle-Brother”	for	the	sake	of	convenience.	to	be	inducted	into	an	elite	special	mission	force	known	as	Creating	a	Player	Character	for	your	Deathwatch	game	is	the	Deathwatch.	a	simple	process
that	many	people	find	fun	in	itself.	As	you	move	through	this	chapter,	you	will	find	the	tools	to	construct	As	a	Space	Marine,	you	have	already	faced,	and	defeated,	an	interesting	persona	with	a	history,	motivations,	and	a	clear	countless	numbers	of	the	Emperor’s	foes.	You	have	taken	part	idea	about	what	the	future	may	hold.	Be	aware,	there	may	be	in	planet	strikes,	descending	in	drop	pods	upon	columns	of	unfamiliar	terms,	places,	and	concepts	within	this	chapter,	but	fire,	and	brought	the	Emperor’s	justice	to	the	unclean.	You	have	have	no	fear—all	will	be
explained	as	you	explore	the	rest	of	boarded	haunted	space	hulks	and	purged	with	bolt	and	flame	this	rulebook	and	join	the	ranks	of	the	Deathwatch.	the	slavering	creatures	lurking	within.	You	have	descended	into	the	very	bowels	of	the	mightiest	of	hive	cities,	and	emerged	victorious	over	the	ultra-violent	forces	of	recidivism	and	heresy.	However,	all	of	that	was	just	the	beginning.	In	the	Deathwatch,	the	true	horrors	that	seethe	and	gibber	and	hunger	to	devour	the	soul	of	Mankind	await	you.	Only	the	very	strongest	are	selected.	Only	those	most	blessed	in	the
eyes	of	the	Emperor	prevail.	Serving	the	Deathwatch,	you	will	face	untold	enemies.	Some	you	have	already	met	in	battle	and	defeated	many	times	over.	The	barbarous	Ork,	the	perfidious	Eldar,	and	the	ravening	Tyranids	all	await	you,	in	greater	numbers	than	ever	before.	Other	vile	xenos	must	also	be	faced,	creatures	not	yet	named	in	the	annals	of	the	Imperium.	You	must	take	the	battle	for	survival	into	the	unknown	regions	of	space	and	root	out	the	vile	taint	of	the	alien,	before	it	can	spread	and	infect	the	entire	galaxy.	Other	enemies	wait	too,	for	truly,	the
foes	of	Mankind	never	tire.	The	servants	of	the	Ruinous	Powers	plot	the	downfall	of	the	Imperium,	and	you	must	face	perhaps	the	most	terrible	of	enemies—the	Traitor	Legions,	your	own	kin	who	turned	against	the	Emperor	at	the	very	dawn	of	the	Age	of	Imperium.	To	enter	the	Deathwatch	is	to	take	the	most	binding	of	oaths.	Of	what	you	see,	what	you	kill,	you	may	never	tell,	except	to	those	who	you	fight	alongside.	Your	victories	will	go	unheralded,	your	deeds	unknown,	and	your	name	unrecorded	save	in	the	sealed	archives	of	the	mysterious	Ordo	Xenos.	But
the	Deathwatch	crave	not	glory;	they	desire	only	to	serve,	and	to	keep	the	darkness	that	hungers	for	the	soul	of	Man	at	bay,	to	cast	it	into	the	night,	never	to	return.	You	are	Deathwatch.	You	are	the	right	hand	of	the	Emperor,	and	none	may	stand	before	you.	22At	the	beginning,	you	will	need	to	gather	some	supplies.	other	ChapterS	I:	Character	CreationYou	will	require	two	ten-sided	dice	(or	2d10,	as	they	arereferred	to	throughout	the	rules),	a	character	sheet,	a	pencil,	sand	an	eraser.	It	is	best	to	write	everything	in	pencil	to	startwith,	as	you	may	end	up
changing	or	adding	to	things	as	There	are	a	number	of	very	famous	and	distinguishedyou	go	along.	In	addition,	you	might	want	to	have	some	Chapters	of	Space	Marines	in	the	Warhammer	40,000spare	scraps	of	paper	to	make	notes	on.	It	is	also	useful	to	Universe	other	than	the	six	presented	in	this	book.get	together	with	your	GM	and	the	group	of	people	you’ll	be	Future	books	for	the	Deathwatch	line	will	present	someplaying	with	when	you	make	your	PC.	Not	only	is	it	more	fun	of	thee	classic	Space	Marine	Chapters	and	provideto	compare	things	as	you	go
along,	you	will	also	be	able	to	more	details	on	the	six	Chapters	for	this	book	as	well.make	sure	that	your	characters	all	complement	one	another.	In	addition,	a	future	book	in	the	Deathwatch	line	There	are	five	steps	you	should	follow	whenever	you	will	provide	extensive	rules	on	how	to	create	your	ownare	creating	a	new	Space	Marine.	Each	step	is	relatively	custom	Space	Marine	Chapter!simple,	consisting	of	making	a	few	choices	and	recordingyour	selections	onto	your	character	sheet.	Each	stage	in	the	•	When	you	choose	your	character’s	Chapter,	this
decisioncharacter	creation	process	is	as	follows.	affects	his	personality,	his	characteristics,	and	his	combat	abilities.	The	Chapters	are	listed	on	pages	38–54.cs	•	Each	Chapter	modifies	your	character’s	Characteristics.Many	of	the	key	aspects	of	your	character	are	defined	Add	the	bonuses	from	your	Chapter	to	the	appropriatein	terms	of	numbers.	Some	of	the	most	basic	of	these	are	Characteristics	on	your	character	sheet.called	Characteristics.	They	represent	your	Space	Marine’scapabilities,	ranging	from	physical	Characteristics	such	as	•	The	culture	and
gene-seed	of	a	Space	Marine’s	ChapterStrength	and	Toughness	to	mental	ones	like	Intelligence	and	grants	him	a	Solo	Mode	Ability.	Write	down	the	nameWillpower.	of	this	ability	on	your	character	sheet.	See	page	215	for	more	on	Solo	Mode	Abilities.	•	All	Space	Marine	characters	begin	the	game	with	the	Skills,	Talents,	and	Traits	listed	on	page	36.	These	have	•	All	Space	Marines	of	a	particular	Chapter	possess	a	already	been	marked	for	you	on	the	character	sheet	Demeanour	that	embodies	the	beliefs	and	traditions	of	provided	in	this	book	(see	page	397).
that	Chapter.	Write	down	the	name	of	this	Demeanour	on	your	character	sheet.	See	page	32	for	more	•	All	Space	Marines	have	many	special	implants	that	give	on	Demeanours.	them	special	bonuses	and	abilities.	These	bonuses	are	included	on	the	character	sheet	provided	in	this	book,	y	and	are	summarised	onpage	16.	For	detailed	information	on	these	implants,	see	page	36.	While	your	Chapter	and	Characteristics	are	important	for	understanding	your	character,	it	is	your	Speciality	that	defines	•	All	Space	Marines	seconded	to	the	Deathwatch	begin	with	your
character’s	function	within	the	game.	Deathwatch	has	Skills	and	Talents	granted	by	special	hypno-conditioning	six	Specialities:	Deathwatch	Apothecary,	Deathwatch	Assault	and	training,	represented	by	the	Deathwatch	Training	Marine,	Deathwatch	Devastator	Marine,	Deathwatch	Librarian,	Talent	and	access	to	the	Forbidden	Lore	(Xenos)	Skill.	Deathwatch	Tactical	Marine,	and	Deathwatch	Techmarine.	As	These	have	already	been	marked	for	you	on	the	character	you	play	the	game,	your	Rank	within	your	Speciality	will	sheet	provided	in	this	book.	increase.
This	opens	doors	to	a	host	of	new	options,	giving	you	the	means	to	customise	your	Space	Marine.Stage	2:	SeleCt	Chapter	•	Space	Marine	characters	each	have	a	Speciality	thatThe	next	step	in	creating	your	character	is	to	determine	your	represents	their	role	in	the	Kill-team.	Choose	one	fromSpace	Marine’s	home	Chapter.	A	Chapter	is	a	self-contained	the	options	on	pages	68-90.Space	Marine	force	that	has	been	your	character’s	home	fordecades	(if	not	centuries!).	The	Imperium	is	a	vast	civilisation,	•	Most	Specialities	include	at	least	one	Skill	that	the
Spaceand	by	the	time	your	character	begins	his	adventures	in	the	Marine	gains	during	character	creation.	Note	this	downDeathwatch,	he	has	been	influenced	by	many	factors,	chief	on	your	character	sheet.amongst	them	the	beliefs	and	traditions	of	his	home	Chapter.In	this	book,	the	available	Chapters	include:	Black	Templars,	•	Each	Speciality	has	a	selection	of	Special	Abilities.Blood	Angels,	Dark	Angels,	Space	Wolves,	Storm	Wardens,	Choose	one	and	note	it	down	on	your	character	sheet.and	Ultramarines.	Many	more	Chapters	exist	in	the
Warhammer40,000	Universe,	and	future	Deathwatch	sourcebooks	will	•	Some	Specialities	(such	as	Librarian	and	Techmarine)expand	the	available	Chapters	and	provide	other	options	to	gain	further	options	from	their	Special	Abilities.	Read	theenhance	this	step	of	character	creation.	chosen	Special	Ability	carefully	to	make	sure	you	don’t	miss	any	important	choices	for	your	character.	23sI:	Character	Creation	This	step	is	where	you	can	further	customise	your	Space	Marine.	Each	character	begins	play	with	an	amount	of	Experience	Points	(xp)	that	reflects	his
life	prior	to	joining	the	Deathwatch.	You	may	spend	your	starting	experience	to	purchase	new	Skills	and	Talents	or	to	improve	your	Characteristics.	See	Chapter	II:	Specialities	for	details.	This	stage	is	also	the	point	where	you	determine	how	many	Fate	Points	and	Wounds	your	character	has.	•	Determine	the	Space	Marine’s	starting	wounds	by	rolling	1d5	and	adding	18	to	the	result.	For	more	details,	see	page	27.	•	Determine	the	Space	Marine’s	starting	Fate	Points	by	rolling	1d10	and	consulting	Table	1–2	on	page	27.	•	Determine	the	Space	Marine’s
movement	rates	by	consulting	table	1–3	on	page	27.	The	Space	Marine’s	power	armour	will	increase	your	Agility	Bonus	by	1	for	this	purpose.	•	You	may	now	further	customise	your	Space	Marine	by	spending	1,000	experience	points	on	certain	Advances.	See	page	57	for	more	details.	You	may	purchase	Advances	from	any	combination	of	the	General	Space	Marine,	Chapter,	or	Speciality	Advance	tables,	as	appropriate	for	your	Rank	(you	begin	as	Rank	1).	Stage	5:	Starting	equipMent	•	Consider	your	character’s	appearance.	What	colour	is	his	hair?	Does	he	have
any	distinguishing	features?	Space	Marines	begin	the	game	with	a	set	of	equipment	worthy	of	their	exceptional	talents,	gear	that	makes	other	warriors	•	Before	joining	the	Deathwatch,	your	Space	Marine	weep	with	envy.	See	Chapter	V:	Armoury	for	details	on	performed	admirably	in	the	service	of	his	Chapter.	your	character’s	starting	gear	based	on	your	Speciality.	These	events	are	what	led	to	his	selection	to	join	the	Deathwatch.	Choose	or	randomly	roll	for	a	past	history	•	Every	Space	Marine	has	a	selection	of	equipment	event	from	the	tables	on	pages	29.
provided	to	him.	Note	the	starting	equipment	for	a	Space	Marine	and	the	gear	for	your	chosen	Speciality	on	your	•	Your	Space	Marine’s	power	armour	has	had	many	owners,	character	sheet.	and	it	may	have	some	particular	quirks.	Randomly	roll	for	your	power	armour’s	history	and	quirks	on	Table	Stage	6:	giving	CharaCterS	life	5–12	on	page	162.	Once	all	the	numbers	are	finished	with,	it	is	time	to	flesh	•	Answer	the	questions	on	page	31	to	flesh	out	the	out	your	Space	Marine.	This	stage	helps	you	define	your	personality	of	your	Space	Marine.	character’s
past,	temperaments,	beliefs,	and	more.	This	step	is	an	important	one,	as	it	helps	you	portray	the	character	•	Choose	a	personal	Demeanour	that	best	fits	your	during	game	play	and	makes	your	Space	Marine	a	unique	character.	This	can	contrast	or	compliment	your	Chapter	being,	helping	to	set	him	apart	from	others	who	may	fill	a	Demeanour.	Your	personal	Demeanour	may	change	over	similar	niche.	During	this	step,	you	also	select	your	character’s	time	as	your	character	develops	during	the	game.	Demeanours—strong	elements	of	his	personality	that	define
him	as	an	individual.	•	Give	your	Space	Marine	a	name,	either	by	thinking	one	up	on	your	own	or	choosing	one	from	Table	1–11	on	SpenDing	experienCe	pointS?	page	34.	Several	of	the	options	in	later	chapters	allow	a	character	Stage	7:	plaY	DeathwatCh	to	spend	an	amount	of	Experience	Points,	abbreviated	as	“xp.”	Starting	characters	in	Deathwatch	begin	with	With	all	of	this	complete,	you	are	now	ready	to	play	1,000	xp	that	they	may	spend	to	purchase	an	available	Deathwatch!	option.	See	page	57	for	more	details.	24cs	kill-teaMS?	I:	Character
Creation“Amongst	a	hundred	men,	there	may	be	none	fit	for	the	Adeptus	The	term	“kill-team”	is	most	often	used	for	small,	squad-Astartes.	Amongst	a	hundred	Space	Marines,	there	may	be	one	fit	for	sized	units	of	Space	Marines	sworn	to	the	Deathwatch.the	Deathwatch.”	For	the	purposes	of	the	Deathwatch	roleplaying	game,	kill-team	refers	to	the	player	character	group.	–Watch	Captain	Brand	ssCharacteristics	represent	your	character’s	raw	ability,	on	a	scale	of	0	to	100,	in	a	variety	of	physical	and	mental	Space	Marines	are	naturally	ambidextrous,	so	in
areas.	Your	character’s	Characteristics	are	important	for	Deathwatch,	it	is	not	important	to	note	which	hand	isa	variety	of	reasons,	but	principally,	they	reflect	your	ability	to	dominant.	You	may,	of	course,	choose	that	your	Spacesucceed	at	certain	actions.	Since	you	want	to	roll	under	your	Marine	prefers	to	use	one	hand	or	the	other	if	you	wish.Characteristic	when	attempting	to	accomplish	somethingthat	has	dramatic	consequences	in	the	game,	the	higher	your	willpower	(wp)Characteristic	is,	the	better	off	you	will	be.	Willpower	demonstrates	your	character’s
ability	to	withstandweapon	Skill	(wS)	the	horrors	of	war	and	the	dread	opponents	he	is	bound	to	encounter	in	his	missions	with	the	Deathwatch.Weapon	Skill	measures	your	character’s	competence	in	hand-to-hand	fighting,	whether	using	fists,	knives,	or	lightning	claws.	fellowShip	(fel)balliStiC	Skill	(bS)	Fellowship	is	your	character’s	ability	to	interact	with	other	creatures,	to	deceive,	charm,	or	befriend	them.Ballistic	Skill	reflects	your	character’s	accuracy	with	rangedweapons,	such	as	boltguns,	lascannons,	and	meltaguns.	sStrength	(S)	Each	Characteristic
has	a	corresponding	bonus.	A	Characteristic	Bonus	equals	the	tens	digit	of	the	CharacteristicStrength	describes	how	physically	strong	your	character	is.	score.	For	example,	a	character	with	a	41	Intelligence	has	a	4It	is	important	to	note	that	Space	Marines	are	inherently	Intelligence	Bonus.	Generally,	Characteristic	Bonuses	are	usedpossessed	of	incredible	strength:	all	Space	Marines	possess	to	determine	the	measure	of	success	or	failure	in	situations	orthe	Unnatural	Strength	(x2)	Trait.	See	page	136	for	details.	tests	that	have	variable	results.toughneSS	(t)
GeneratinGToughness	defines	how	easily	your	character	can	shrug	off	CharaCteristiCsinjury	as	well	as	how	easily	he	can	resist	toxins,	poisonousenvironments,	disease,	and	other	physical	ailments.	It	is	Characteristics	are	generated	one	at	a	time.	For	each,	roll	2d10,important	to	note	that	Space	Marines	are	exceptionally	tough	add	the	resulting	numbers	together,	then	add	30.	Follow	thisand	difficult	to	kill:	all	Space	Marines	possess	the	Unnatural	procedure	once	for	each	of	your	Characteristics	until	you	haveToughness	(x2)	Trait.	See	page	136	for	details.	the
results	for	all	nine	and	then	fill	them	in	on	your	character	sheet.	When	recording	each	Characteristic	on	your	characteragilitY	(ag)	sheet,	remember	to	write	the	first	digit	of	the	number	in	the	circle.	Writing	those	digits	in	the	circles	allows	you	to	see	whatAgility	measures	your	character’s	quickness,	reflexes,	your	Characteristic	Bonuses	are	at	a	glance.	Note	that	one	orand	poise.	more	of	your	Characteristics	may	be	further	modified	by	your	choice	of	Chapter	in	Stage	2:	Select	Chapter.intelligenCe	(int)	ince	you	are	playing	a	character	who	represents	one	of
theIntelligence	is	a	measurement	of	your	character’s	acumen,	Imperium’s	mightiest	defenders,	you	may	re-roll	any	one	resultreason,	and	knowledge.	of	your	choosing.	Should	you	choose	to	do	this,	you	must	keep	the	new	result,	even	if	it	is	worse	than	the	old	one.perCeption	(per)Perception	describes	how	well	your	character	perceives	hissurroundings.	It	reflects	the	acuteness	of	your	character’ssenses.	Space	Marines	have	two	special	implants	that	affecttheir	Perception.	See	page	36	for	details.	25exaMple	s	Sam	is	creating	a	new	Deathwatch	character,	so	he
rolls	2d10	for	An	alternate	method	for	generating	Characteristic	his	Weapon	Skill	Characteristic	and	gets	11.	Next,	he	adds	30,	for	scores	is	to	give	each	player	a	number	of	Characteristic	a	final	Weapon	Skill	of	41.	He	repeats	this	process	for	the	rest	of	his	points	that	he	may	assign	as	he	wishes.	In	this	case,	the	Characteristics,	gaining	the	following	results:	player	begins	with	a	score	of	30	in	each	Characteristic	and	may	allocate	a	total	of	100	additional	points	to	hisI:	Character	Creation	Characteristic	2d10	Roll	Total	Characteristic	Characteristics,	adding	no
more	than	20	to	any	one	Bonus	Characteristic.	This	method	generates	characters	with	Weapon	Skill	11	(+30)	41	4	slightly	lower	than	average	scores.	Ballistic	Skill	7	(+30)	37	3	Strength	16	(+30)	46	4	y	Toughness	10	(+30)	40	4	Agility	9	(+30)	39	3	“Zeal	and	fury	are	rewarded	with	victory.”	Intelligence	12	(+30)	42	4	Perception	15	(+30)	45	4	–Captain	Davian	Thule	of	the	Blood	Ravens	Willpower	14	(+30)	44	4	Fellowship	8	(+30)	38	3	Once	you	have	chosen	your	Space	Marine’s	home	Chapter,	the	next	step	is	to	select	his	Speciality.	In	the	Deathwatch,	a	Sam
gets	one	re-roll.	Looking	at	his	Characteristics,	his	worst	score	character’s	Speciality	defines	his	role	and	function	within	a	kill-	is	his	Ballistic	Skill.	Since	he	intends	to	gun	down	plenty	of	hostile	team.	In	their	home	Chapters,	Space	Marines	are	able	to	wage	aliens,	he	decides	to	roll	for	Ballistic	Skill	again.	He	rolls	2d10	and	war	in	a	wide	variety	of	roles	on	the	battlefield.	However,	the	gets	a	15!	He	replaces	his	BS	with	45,	so	his	Characteristics	now	elite	special	missions	conducted	by	the	Deathwatch	require	a	look	like	this:	tighter	focus	on	a	Space	Marine’s
natural	talents.	A	Speciality	helps	guide	your	character’s	development,	determining	your	WS	BS	S	T	Ag	Int	Per	WP	Fel	starting	gear,	Skills,	Talents,	and	a	variety	of	other	factors,	41	45	46	40	39	42	45	44	38	helping	to	build	a	place	for	yourself	within	your	kill-team.	Stage	2:	SeleCt	Chapter	To	determine	your	Speciality,	you	make	a	selection	from	those	available	(note	that	some	Chapters	are	restricted	and	“Forget	your	past	life.	From	this	day	on,	you	are	simply	a	Dark	may	not	select	certain	Specialities).	Once	you	know	what	Angel—nothing	else	is	of
consequence.	The	Chapter	is	all	your	character’s	Speciality	is,	copy	down	all	of	the	relevant	that	matters.”	information	onto	your	character	sheet—your	starting	Skills,	Talents,	and	gear.	In	some	cases,	you	will	need	to	make	a	–Commander	Azrael	addressing	new	recruits	choice	between	one	thing	or	another.	If	in	doubt	over	what	to	the	Scout	company	to	choose,	ask	your	GM	for	advice.	After	generating	your	Characteristics,	your	next	step	is	to	Before	play	begins,	you	will	get	the	chance	to	make	determine	your	Space	Marine’s	home	Chapter.	There	are	further
improvements	to	your	character	(for	details,	see	Stage	roughly	a	thousand	Chapters	of	Space	Marines	within	the	4:	Spend	Experience	Points).	Imperium,	each	one	possessing	unique	beliefs,	traditions,	and	battle	honours	from	ten	millennia	of	war	amongst	the	Table	1–1:	Specialities	stars.	The	particular	principles	and	rituals	of	a	Space	Marine’s	Chapter	encompass	the	majority	of	his	adult	life,	and	the	Speciality	Description	Page	Restrictions	guidance	of	the	other	Space	Marines	of	his	Chapter	shape	him	above	all	other	influences.	When	you	select	your	home
Deathwatch	Medical	experts	and	68	Space	Wolves	Chapter,	you	gain	certain	modifiers	to	your	Characteristics,	a	Apothecary	healers	starting	Solo	Mode	ability,	and	a	special	Demeanour.	Not	to	—	worry—all	of	these	terms	will	be	explained	later	on!	Note	Deathwatch	Fierce	hand-to-hand	72	all	of	these	things	down	on	your	character	sheet	and	move	Assault	combatants	Black	on	to	the	next	stage.	You	will	find	a	selection	of	Chapters	on	Marine	Templars	pages	38–54.	Masters	of	heavy	76	Black	Deathwatch	weapons	Templars	Devastator	Marine	Powerful	battle-
80	—	psykers	Deathwatch	Librarian	Well-rounded	leaders	84	and	warriors	Deathwatch	Tactical	Marine	Deathwatch	Bionically-enhanced	88	—	Techmarine	masters	of	machinery	26s	Table	1–3:	Movement	in	Metres	Per	Round“They	shall	be	pure	of	heart	and	strong	of	body,	untainted	by	doubtand	unsullied	by	self-aggrandisement.	They	will	be	bright	stars	Ag	Bonus	Half	Move	Full	Move	Charge	Runin	the	firmament	of	battle,	Angels	of	Death	whose	shining	wingsbring	swift	annihilation	to	the	enemies	of	man.	So	it	shall	be	for	a	11	2	36	I:	Character
Creationthousand	times	a	thousand	years,	unto	the	very	end	of	eternity	and	the	22	4	6	12extinction	of	mortal	flesh.”	33	6	9	18	44	8	12	24	–Roboute	Guilliman,	Codex	Astartes	55	10	15	30Once	you	have	determined	your	Speciality,	your	next	step	66	12	18	36is	to	note	down	your	character’s	Movement,	Fate	Points,	77	14	21	42and	Wounds	on	your	character	sheet.	Finally,	you	spendyour	1,000	starting	Experience	Points	by	referencing	the	88	16	24	48appropriate	Rank	Advances	in	Chapter	II:	Specialities	99	18	27	54before	moving	on	to	the	next	Stage.	10	10	20
30	60ds	Starting	experienCeWounds	are	a	vital	part	of	any	character	and	represent	how	All	Deathwatch	characters	begin	play	with	12,000	xp.	Thismuch	punishment	he	can	take	before	suffering	serious	injury.	initial	amount	of	xp	is	considered	to	have	already	been	spentTo	determine	your	character’s	wounds,	roll	1d5	and	add	18	in	preparing	your	character’s	abilities	to	the	point	where	he	isto	the	result.	The	total	number	is	how	many	wounds	your	now.	You	do	not	actually	spend	these	xp;	that	amount	represents	yourcharacter	begins	play	with.	character’s	pre-
existing	Characteristics,	Skills,	and	other	abilities.	This	initial	xp	is	primarily	of	concern	when	bringing	DeathwatchexaMple	characters	into	other	Warhammer	40,000	Roleplay	games,	such	as	Dark	heresy	and	rogue	traDer,	or	vice	versa.Steve’s	character	is	Storn,	a	Space	Wolf.	To	determine	Storn’s	startingWounds,	Steve	rolls	1d5	and	gets	a	result	of	3.	Adding	this	number	Beginning	characters	also	have	an	additional	1,000	xpto	18,	Storn	has	21	(3	+	18)	starting	Wounds.	that	they	may	spend	to	increase	Characteristics,	acquire	or	improve	Skills,	acquire	new
Talents,	and	so	on.	Chapters	II:	Specialities	describes	the	cost	of	these	improvements,	referred	to	as	Advances,	as	well	as	what	Advances	are	availableSpace	Marines	are	unique	individuals	that	are	destined	to	do	based	on	your	Speciality—you	may	spend	your	1,000	xp	onthe	Emperor’s	work.	Fate	represents	this	special	destiny	that	any	advances	from	your	Chapter	Advances,	the	first	rank	ofsets	this	Space	Marine	apart	from	the	other	Battle-Brothers	of	the	General	Space	Marine	Advances,	and	the	first	rank	of	yourhis	Chapter.	Roll	1d10	on	table	1–2:	Fate
Points	to	determine	Speciality.	Because	your	character	has	just	recently	joined	theyour	character’s	starting	number	of	Fate	Points.	Deathwatch,	you	may	not	spend	your	starting	xp	on	Advances	from	the	Deathwatch	Advances.	Be	sure	to	note	how	much	xp	you	spend,	as	spent	xp	determines	your	character’s	Rank	within	his	Speciality.	When	you	have	finished	spending	your	initial	1,000	xp,	your	character’s	total	xp	should	equal	13,000,	less	any	XP	you	have	left	over	(if	you	purchased	less	than	1,000	xp	worth	of	Advances).Table	1–2:	Fate	PointsDice	Result	Fate
Points	s1-7	3	Fate	Points	The	initial	1,000	Experience	Points	represents	the8-9	4	Fate	Points	fact	that	your	Space	Marine	has	been	sent	to	the	Deathwatch	as	a	seasoned	Battle-Brother	amongst	his10	5	Fate	Points	home	Chapter.	Surviving	the	difficult	missions	of	the	Deathwatch	is	not	easy,	but	rising	to	and	overcomingMoveMent	that	challenge	rewards	the	Space	Marine	with	renown	and	glory.	If	your	Game	Master	is	running	a	campaignCharacters	may	move	at	one	of	four	speeds:	Half	Move,	Full	intended	for	more	experienced	characters,	he	mayMove,
Charge,	and	Run.	The	number	of	metres	a	character	may	decide	to	gift	your	character	with	additional	startingmove	in	his	turn	is	determined	by	his	Agility	Bonus.	Traits	and	Experience	Points	and	gear.	If	this	is	the	case,	simplyTalents	can	modify	some	or	all	Movement	Speeds.	For	more	spend	the	xp	as	if	you	had	earned	them	through	play.information	about	these	modes	of	Movement,	see	page	205.	Chapter	II:	Specialities	describes	this	process	in	detail.Note	that	the	Space	Marine’s	Power	Armour	improves	hisnormal	Agility	Bonus	for	calculating	movement
rate	by	1.	27I:	Character	Creation	Stage	5:	Starting	equipMent	height	anD	weight	“This	is	the	holy	bolter.	It	is	a	Godwyn-pattern	model	with	an	ammo	Whilst	wearing	their	power	armour,	an	unarmed	Space	counter,	sinister/dexter	locking	mechanism,	and	a	sickle	magazine	Marine	typically	stands	slightly	over	2.1	metres	tall	and	containing	30	rounds.	Each	round	is	a	.75	calibre	bolt	with	a	weighs	between	500–1,000	kg.	When	you	visualise	diamantine	tip,	depleted	deuterium	core	and	mass-reactive	detonator.	your	Space	Marine	character,	you	should	decide	if
he	is	It	fires	in	four-round	bursts.”	taller	or	shorter,	lighter	or	heavier.	Generally	speaking,	Space	Marines	rarely	vary	to	a	large	degree	in	height	or	–Sergeant	Kell	of	the	Dark	Angels	to	his	Scout	Squad	weight—your	character,	however,	may	have	been	one	of	those	unusual	few	who	is	the	exception	to	the	rule!	No	Adeptus	Astartes	would	claim	he	truly	needs	energised	blades	or	acid-filled	rounds	to	best	the	Emperor’s	enemies.	genDer	&	appearanCe	However,	certain	basic	equipment	is	virtually	synonymous	with	the	responsibilities	of	the	Deathwatch.	In
addition	to	his	power	Due	to	the	special	nature	of	the	zygotes	that	make	up	a	Space	armour,	a	Battle-Brother	always	has	access	to	the	essentials	of	Marine’s	geneseed,	all	Space	Marines	are	male.	Appearance	his	Speciality	without	the	need	to	Requisition	them.	His	power	encompasses	all	of	your	character’s	physical	traits.	Note	down	armour	and	many	of	his	weapons	may	have	been	brought	with	any	special	features	of	your	Space	Marine’s	appearance	on	him	from	his	Chapter,	and	the	Deathwatch	ensures	he	stays	your	character	sheet.	Many	Space	Marines
have	scars	from	supplied	with	standard	grenades	and	bolt	shells.	See	Chapter	past	battles	against	the	Imperium’s	numerous	foes.	Some	bear	V:	Armoury	for	more	details	on	each	of	these	items.	special	service	studs	implanted	into	their	forehead	to	mark	a	century	of	service	with	his	Chapter.	Space	Marines	may	have	•	All	Specialities	Standard	Issue:	Astartes	power	armour,	short	hair,	long	hair,	or	can	be	completely	bald;	many	have	a	Astartes	bolt	pistol,	3	Astartes	frag	grenades,	3	Astartes	piercing	gaze	or	a	deep,	commanding	voice.	You	should	select	krak
grenades,	Astartes	combat	knife,	repair	cement,	one	some	of	these	details	or	create	your	own	to	personalise	your	Chapter	Trapping.	character’s	appearance.	•	Deathwatch	Apothecary	Standard	Issue:	Astartes	s	bolter	with	fire	selector,	reductor	and	narthecium.	Your	past	has	had	a	strong	influence	on	your	character	(unless,	•	Deathwatch	Assault	Marine	Standard	Issue:	Astartes	of	course,	your	Space	Marine	has	been	mind-cleansed!).	You	chainsword,	Astartes	jump	pack.	may	already	have	a	great	idea	about	what	has	happened	to	your	character	before	he
joined	the	Deathwatch.	If	this	is	the	•	Deathwatch	Devastator	Marine	Standard	Issue:	case,	go	ahead	and	write	it	all	down.	If	you	would	like	a	little	Astartes	heavy	bolter	with	backpack	ammo	supply.	inspiration,	use	the	tables	below	to	figure	out	what	happened	before	your	Space	Marine	was	chosen	to	attend	Watch	Fortress	•	Deathwatch	Librarian	Standard	Issue:	Astartes	bolter	Erioch.	To	use	these	tables,	find	the	corresponding	one	to	with	fire	selector,	force	weapon.	your	Space	Marine’s	chosen	Chapter.	Either	select	one	of	the	choices	or	roll	1d5	and	find
the	entry	that	matches	the	result.	•	Deathwatch	Tactical	Marine	Standard	Issue:	Note	that	these	entries	can	be	used	to	help	flesh	out	your	Astartes	bolter	with	fire	selector,	one	clip	of	Special	Issue	character’s	background	and	personality.	In	addition,	the	GM	ammunition	(not	exceeding	25	Requisition	per	clip)	can	use	these	entries	to	craft	additional	encounters	involving	per	mission.	Note	that	you	must	still	meet	the	Renown	your	character	during	the	Deathwatch	campaign.	requirement	for	this	ammunition.	•	Deathwatch	Techmarine	Standard
Issue:Astartesbolter	with	fire	selector,	Astartes	servo-arm	(as	a	part	of	his	power	armour),	and	one	other	Common	craftsmanship	cybernetic	(chosen	at	character	creation).	See	the	Cybernetics	section	for	rules	on	installing	further	bionics.	Stage	6:	giving	CharaCterS	life	y	“Salute	the	great	Primarch,	salute	the	Emperor,	onward	to	victory!”	Once	you	have	determined	an	event	in	your	past,	you	can	move	on	to	the	next	step:	determining	any	particular	quirks	of	your	–Lord	Macragge	Space	Marine’s	power	armour—a	suit	of	ancient	armour	that	enhances	the
Space	Marine’s	already	impressive	musculature	The	numbers	and	words	you	have	written	down	so	far	are	the	and	senses.	To	a	Space	Marine,	his	power	armour	is	a	sacred	nuts	and	bolts	that	define	your	character’s	capabilities.	They	piece	of	gear	with	its	own	history	and	legend.	Most	power	say	little	about	the	character’s	past,	personality,	and	other	armour	is	quite	old	and	has	had	numerous	wearers	before	its	details	that	help	you	and	others	visualise	your	Space	Marine.	current	owner,	and	the	war	spirit	of	such	armour	tends	to	acquire	certain	unique
characteristics	that	set	it	aside	from	the	rest.	To	determine	your	power	armour’s	history	or	quirks,	roll	on	Table	5–12:	Power	Armour	Histories	and	Quirks	on	page	162.	28Table	1–4:	Black	Templars	Pasts1d5	Result	Past	Experiences	Received	a	Vision:	On	the	eve	of	a	great	battle,	you	prayed	for	guidance	from	the	Emperor	and	received	it.	This1	guidance	took	the	form	of	a	vision,	the	details	of	which	are	known	only	to	you.	Afterwards,	you	helped	defeat	a	powerful	enemy	and	proved	the	worth	of	your	faith	in	the	Emperor.	Established	a	Keep:	You	lent	your
assistance	to	establishing	a	Chapter	keep	upon	an	isolated	frontier	world	as	part	I:	Character	Creation2	of	the	Black	Templars’	eternal	crusade.	This	grim	fortress	stands	as	a	monument	to	your	deeds	and	those	of	your	fighting	company.	The	Geonide	Crusade:	Alongside	your	fellow	Black	Templars,	you	recovered	invaluable	artefacts	from	the	Adeptus3	Mechanicus	laboratories	under	siege	by	rebellious	forces	on	the	planet	of	Geonide.	You	personally	slew	a	handful	of	rogue	psykers	and	resisted	their	unnatural	powers.4	Trained	a	Neophyte:	You	upheld	the
traditions	of	the	Black	Templars	by	training	and	mentoring	a	young	Neophyte	through	dozens	of	battles.	Some	Neophytes	do	not	survive	to	become	full	Initiates	in	the	Chapter.	Boarding	Action:	The	Black	Templars	are	a	fleet-based	Chapter,	and	during	a	tense	battle	in	space,	you	and	a	group5	of	your	fellow	Space	Marines	launched	a	boarding	action	against	an	enemy	ship	(perhaps	via	a	boarding	torpedo	or	a	Thunderhawk)	destroying	it	from	inside	and	turning	the	tide	of	the	battle	and	preserving	the	fleet	for	later	crusade.Table	1–5:	Blood	Angels	Pasts1d5
Result	Past	Experiences1	Scouring	of	Ultramar:	Commander	Dante	dispatched	several	squads	of	Blood	Angels,	including	your	own,	to2	assist	the	Ultramarines	in	cleansing	several	worlds	of	the	Tyranid	presence	of	Hive	Fleet	Behemoth.	After	three3	years,	you	and	the	other	survivors	of	this	mission	returned	with	invaluable	experience	in	fighting	this	particular4	xenos	threat.5	Assault	on	Baal:	You	held	the	line	with	the	rest	of	your	Battle-Brothers	against	an	Ork	invasion	of	your	homeworld,	Baal.	You	were	among	the	reinforcements	who	successfully	defended
the	Blood	Angel	fortress-	monastery	against	the	greenskin	tides.	A	New	Beginning:	The	Blood	Angels	have	had	rocky	alliances	with	their	successor	Chapters.	However,	you	were	there	to	witness	a	historic	event	when	the	Flesh	Tearers	(a	successor	Chapter	of	the	Blood	Angels)	sealed	a	pact	of	brotherhood	and	ended	centuries	of	strife	and	discord.	Golgotha	Strike	Force:	You	were	part	of	Strike	Force	Bloodhawk,	deployed	to	the	insurrectionist	world	of	Golgotha.	Perhaps	you	were	in	the	armoured	columns	or	amongst	the	Stormraven	gunships	that	smashed
through	the	outer	fortress	walls.	Purged	a	Space	Hulk:	In	support	of	Blood	Angel	Terminators	from	the	First	Company,	you	assisted	in	the	cleansing	of	a	massive	space	hulk,	infested	with	dangerous	xenos	lifeforms,	Chaos	renegades,	or	worse.Table	1-6:	Dark	Angels	Pasts1d5	Result	Past	Experiences	Encountered	the	Fallen:	You	have	come	face-to-face	with	(or	have	had	a	rare	glimpse	of	)	the	black-armoured1	Space	Marines	who	were	once	your	brothers,	the	Fallen	Dark	Angels.	These	renegades	are	relentlessly	hunted	by	your	Chapter,	and	you	have	been
sworn	to	secrecy	regarding	their	existence.	Served	in	the	Ravenwing:	You	have	joined	your	brothers	on	many	lightning	attacks	as	part	of	the	Ravenwing.2	Either	as	gunner	on	a	Land	Speeder	or	an	attack	bike,	your	speed	and	precision	against	countless	enemies	of	the	Imperium	is	rivalled	by	few.	You	may	have	even	been	privy	to	secrets	that	few	even	in	the	chapter	know.	Preserved	the	Secrets	of	the	Chapter:	Your	unquestioning	loyalty	has	been	proven	in	the	trials	of	combat	when3	you	were	part	of	a	mission	of	utmost	importance,	purging	heretical	records
forged	by	those	who	would	spread	vicious	lies	about	the	Dark	Angels.	What	secrets	you	destroyed	are	a	mystery	even	to	you	and	will	remain	so	for	all	time.4	Thunderhawk	Gunner:	You	have	served	your	Chapter	as	the	gunner	for	one	of	the	powerful	Thunderhawk	gunships.	You	have	a	unique	perspective	on	the	battlefield,	having	fought	in	the	air,	on	the	ground,	and	in	space.	The	Lion	and	the	Wolf:	While	serving	alongside	the	Space	Wolves	chapter,	you	were	chosen	to	fight	a	ritual	duel5	against	one	of	their	members.	You	claimed	distinction	with	your	victory
and	at	least	one	Space	Wolf	curses	your	name	under	his	breath.	29Table	1-7:	Space	Wolves	PastsI:	Character	Creation	1d5	Result	Past	Experiences	1	2	Bitter	Vengeance:	You	have	fought	face-to-face	with	Chaos	Space	Marines	from	the	Thousand	Sons	Legion.	These	3	renegades	are	considered	arch-enemies	of	the	Space	Wolves,	and	furious,	no-quarter	battles	erupt	whenever	they	4	meet.	5	Fenris	Hunter:	You	have	hunted	and	slain	one	of	the	extremely	dangerous	creatures	native	to	Fenris.	Among	these	creatures	are	the	mighty	kraken,	huge	ice	bears,	and	the
ferocious	Fenrisian	wolf.	Service	in	the	Fleet:	Most	Space	Marine	Chapters	maintain	a	number	of	strike	cruisers,	battle-barges,	and	smaller	craft	to	support	their	operations	on	a	planet’s	surface.	Having	fought	many	battles	amongst	the	stars,	you	may	have	commanded	a	rapid	strike	vessel,	or	perhaps	served	as	an	officer	aboard	a	larger	ship.	Wolf-Tamer:	Fenrisian	Wolves	have	a	unique	bond	with	the	Space	Wolves	Chapter,	and	often	fought	beside	them.	At	one	time,	you	had	tamed	such	a	powerful	beast	as	a	trusted	battle	companion.	He	may	survive	still	back
on	Fenris,	or	he	may	have	fallen	to	the	weapons	of	the	enemy	in	some	previous	combat.	The	Great	Hunt:	Many	times,	Space	Wolves	have	left	Fenris	to	sail	upon	the	sea	of	stars,	seeking	out	any	sign	of	their	long-vanished	Primarch	Leman	Russ.	These	Great	Hunts	have	not	yet	succeeded	in	locating	the	primarch,	but	often	carve	new	legends	of	heroism	from	across	the	galaxy.	You	have	been	fortunate	enough	to	have	taken	part	in	a	Great	Hunt,	and	there	is	no	doubt	you	have	dozens	of	stories	about	the	wonders	and	terrors	you	have	witnessed.	Table	1-8:	Storm
Wardens	Pasts	1d5	Result	Past	Experiences	1	2	Sole	Survivor:	The	Space	Marines	are	mighty	warriors,	but	they	are	not	invincible.	You	learned	this	bitter	lesson	3	first-hand,	as	you	are	the	only	survivor	of	your	squad,	having	encountered	a	particularly	dangerous	enemy;	perhaps	a	Tyranid	Hive	Tyrant	or	Chaos	daemon	prince.	Tank	Gunner:	You	have	served	your	Chapter	as	the	gunner	in	one	of	the	Chapter’s	armoured	vehicles,	perhaps	a	Predator	or	Land	Raider.	You	have	fought	in	the	vanguard	of	several	armoured	assaults,	and	the	machine-spirits	of	such
vehicles	are	well-known	to	you.	Service	in	the	Fleet:	Most	Space	Marine	Chapters	maintain	a	number	of	strike	cruisers,	battle-barges,	and	smaller	craft	to	support	their	operations	on	a	planet’s	surface.	Having	fought	many	battles	amongst	the	stars,	you	may	have	commanded	a	rapid	strike	vessel,	or	perhaps	served	as	an	officer	aboard	a	larger	ship.	The	Scouring	of	Vigil:	You	bear	the	deep	scars	of	the	campaign	upon	Vigil	against	the	foul	alien	Slaugth.	These	4	xenos	maggot-men	and	their	slave-constructs	were	defeated	in	a	long	series	of	savage	close-quarter
battles	in	the	tunnels	beneath	Vigil.	Honour	Preserved:	You	have	aided	a	fellow	brother	of	your	chapter	in	preserving	his	honour.	Be	it	a	promise	he	5	made	that	became	complicated	by	fortune	or	simply	a	sequence	of	events	that	could	have	gone	awry,	you	are	well	known	within	your	chapter	as	a	brother	who	respects	his	own	honour	as	well	as	that	of	others.	Table	1-9:	Ultramarines	Pasts	1d5	Result	Past	Experiences	1	Tyrannic	War	Veteran:	You	fought	in	the	Battle	for	Macragge,	struggling	against	horrid	Tyranid	beasts	from	Hive	Fleet	Behemoth.	Thanks	in
part	to	your	efforts,	the	Ultramarines	prevailed	at	great	cost.	2	Cleansed	Thrax:	You	helped	defeat	countless	daemons	on	the	Chaos-corrupted	Forge	World	of	Thrax.	Chapter	Master	Marneus	Calgar	issued	the	order	for	Exterminatus	upon	the	mission’s	completion.	3	Endured	the	Waaagh!:	You	stood	with	your	fellow	Ultramarines	against	Waaagh!	Gutshredda	in	the	Forgoil	system.	Dozens	of	greenskin	invaders	died	at	your	hands.	Banner	Bearer:	You	were	once	chosen	to	carry	a	standard,	possibly	a	back	banner	for	your	squad	or	even	the	4	prestigious	company
banner.	This	selection	was	a	great	honour,	and	one	not	easily	relinquished	until	you	joined	the	Deathwatch.	5	Scout	Sergeant:	For	a	time,	you	led	a	Scout	squad	in	the	Ultramarines	Tenth	Company.	During	this	time,	you	mentored	many	young	Scouts	on	their	way	to	becoming	full	Battle-Brothers.	30nature	defending	an	important	objective...perhaps	even	a	luminary	of	I:	Character	Creation	the	Imperium,	such	as	an	Inquisitor	or	Imperial	Commander.	ItThe	character	creation	process	provides	you	with	the	skeleton	is	also	possible	that	you	have	been	sent	to	the
Deathwatch	as	aof	your	Space	Marine.	However,	these	numbers	and	notes	are	form	of	exile,	perhaps	to	teach	you	humility	or	atone	for	somenot	the	sum	total	of	your	character—a	vital	element	remains	failure,	real	or	perceived.	Whatever	the	case,	the	circumstancesto	be	added:	You!	The	background	details	of	your	character’s	of	your	selection	to	join	the	Deathwatch	will	likely	colourlife	are	largely	up	to	you—as	is,	of	course,	his	personality.	your	opinions	and	beliefs	for	some	time	to	come...	ome	people	like	to	develop	their	characters	during	play,	what	DoeS	the
DeathwatChand	that	is	a	perfectly	reasonable	approach.	When	you	start	Mean	to	You?to	play,	it	may	be	enough	to	know	that	your	character	isa	Space	Wolf	Assault	Marine	who	has	been	chosen	to	join	The	Deathwatch	is	an	elite	force	gathered	from	Space	Marinethe	Deathwatch.	Many	players,	however,	prefer	to	work	out	Chapters	across	the	galaxy.	Its	purpose	is	to	hunt	the	alienbackground	and	personality	notes	before	the	game	begins.	If	forces	that	threaten	the	Imperium	of	man,	operate	in	small	Kill-you	need	some	help	fleshing	out	your	character,	try
answering	teams	in	special	missions	that	often	taken	them	behind	enemythe	following	six	questions.	These	answers	should	help	you	lines,	and	venture	into	dark,	secret	places	at	the	bequest	of	thefocus	your	thoughts	on	the	emerging	personality	and	history	Inquisition.	Were	it	not	for	the	Deathwatch,	the	Imperiumof	your	Space	Marine	character.	would	have	long	since	crumbled	into	oblivion	at	the	hands	of	heretics,	Chaos	renegades,	and	foul	xenos.what	iS	Your	hoMeworlD	like?	However,	the	performance	of	these	duties	is	often	done	inYou	should	consider
giving	some	thought	to	your	character’s	contravention	of	the	Codex	Astartes,	and	involves	Chaptershomeworld,	and	the	culture	he	grew	up	in	as	well.	There	are	who	may	be	rivals	(or	even	enemies)	of	one	another.	How	doesmany	different	types	of	worlds	settled	by	humanity	(see	page	your	Space	Marine	reconcile	the	differences	between	how	the292	for	some	examples),	and	each	can	have	an	impact	on	how	Deathwatch	operates	and	the	values	of	his	home	Chapter?a	character	native	to	that	world	thinks	and	acts.	What	was	Does	he	believe	in	the	purpose	of	the
Deathwatch,	or	does	heyour	home	culture	like?	Were	you	born	into	a	feral	tribe	or	consider	his	assignment	a	dangerous	distraction	from	the	effortshive	gang?	Perhaps	you	were	part	of	a	knightly	order,	or	had	of	his	Chapter?	Is	his	role	in	the	Deathwatch	a	step	down	frombeen	born	into	your	world’s	aristocracy?	the	authority	and	rank	he	enjoyed	in	his	home	Chapter,	or	is	it	a	humble	reminder	of	his	place	in	the	Emperor’s	plan	for	the	However,	for	a	Space	Marine,	the	culture	of	his	home	universe?	Is	service	in	the	Deathwatch	an	opportunity	to	gainworld	is	not
as	significant	as	the	beliefs	and	traditions	that	great	glory,	or	is	it	a	chance	to	atone	for	past	sins?surround	him	after	he	is	recruited	into	his	Chapter.	After	all,little	more	than	a	decade	of	his	life	is	spent	as	a	human	before	what	Do	You	DeSire?he	begins	to	be	shaped	by	the	Space	Marine	Chapter	that	hasrecruited	him.	Some	Space	Marines	hunger	for	glory,	others	for	honour.	What	are	the	things	that	warm	your	heart	through	the	longwhat	iS	Your	perSonalitY	like?	dark	night	of	the	soul?	Perhaps	a	person,	or	a	place,	or	a	world	that	has	been	overrun	by
Tyranids	or	consigned	toThe	first	thing	you	should	consider	is	your	character’s	destruction?	Perhaps	you	love	thrill	of	taking	extreme	risks,disposition.	What	is	he	like?	Fiery	and	passionate,	or	earthy	or	perhaps	you	dream	of	facing	a	truly	worthy	opponent	inand	practical?	Is	he	pessimistic	and	cynical	or	does	he	either	guile	or	strength.	Maybe	you	prefer	the	quiet	depthsalways	have	faith	that	the	best	will	happen?	Answering	these	of	your	own	faith	in	the	God-Emperor,	or	maybe	you	enjoyquestions	will	help	to	round	out	your	Space	Marine	beyond	nothing	more
than	telling	a	grand	tale	of	your	own	exploits.the	extremes	of	his	Demeanours.	What	is	your	instinctiveresponse	to	threats,	surprises,	or	pressure	to	perform?whY	were	You	SeleCteD	for	the	what	Do	You	hate?DeathwatCh?	Hatred’s	flame	burns	long	and	cold,	even	when	all	hope	isFor	many	Chapters,	the	selection	of	a	Space	Marine	to	join	the	extinguished.	What	will	sustain	you	through	violence,	horror,Deathwatch	is	an	honour.	Some	Chapters	consider	it	to	be	a	and	death?	Do	you	seek	to	destroy	as	many	Tyranids	as	youvery	high	honour,	whilst	others	believe
that	service	with	the	can	find?	Do	you	wish	to	lay	low	the	renegade	Chaos	SpaceDeathwatch	is	little	more	than	a	diversion	of	his	true	duties	Marines	who	slaughtered	your	closest	friends—your	Battle-amongst	his	Battle-Brothers.	Your	Space	Marine	was	specially	Brothers?	Perhaps	you	detest	the	cowardice	you	discern	inchosen,	and	you	should	give	some	thought	as	to	what	factors	normal	humans,	or	perhaps	you	simply	cannot	endure	heresywere	involved	with	that	choice.	against	the	Emperor.	Hate	is	a	powerful	weapon	in	the	hands	of	the	Adeptus	Astartes,
but	it	can	spread	like	rot	in	the	heart	of	Perhaps	you	accomplished	some	particularly	difficult	the	greatest	hero,	a	flaw	that	may	one	day	act	as	his	doom.task,	or	defeated	an	especially	dangerous	enemy.	Perhapsyou	survived	a	nigh-unstoppable	assault,	or	were	wounded	31I:	Character	Creation	Demeanours	Demeanours	can	be	triggered	by	the	player	to	gain	a	bonus	in	much	the	same	manner	as	a	Fate	Point	(see	page	“Your	honour	is	your	life.	Let	none	dispute	it.”	204).	Unlike	spending	a	Fate	Point,	however,	triggering	a	Demeanour	provides	a	bonus	that	can
then	be	boosted	–Captain	Navarre	of	the	Black	Templars	by	roleplaying.	Demeanours	are	specific	traits	associated	with	a	triggering	a	DeMeanour	Space	Marine.	Some	Demeanours	are	linked	to	the	Space	Marine’s	home	Chapter—the	When	a	Space	Marine	focuses	on	the	core	elements	of	his	Chapter’s	beliefs,	traditions,	or	even	specific	flaws	in	their	personality,	calls	upon	the	legacy	of	his	geneseed,	or	honours	geneseed—whilst	others	are	unique	to	that	individual	Space	the	important	beliefs	and	traditions	of	his	Chapter,	he	becomes	Marine’s	personality.
more	than	just	another	Battle-Brother.	He	has	triggered	his	Demeanour,	and	thus	he	becomes	a	paragon	of	his	own	traits	The	purpose	of	Demeanours	is	to	highlight	what	makes	and	those	of	his	Chapter.	each	Chapter—and	each	Space	Marine—different.	They	exist	in	Deathwatch	as	a	narrative	prompt,	meaning	that	In	order	to	trigger	a	Demeanour,	the	Space	Marine	player	they	present	options	and	reasons	for	a	Space	Marine	player	need	only	announce	that	he	is	doing	so	and	apply	the	character	to	act	a	certain	way	or	respond	in	a	particular	benefits.	When	a
Space	Marine’s	Demeanour	is	triggered,	the	manner	to	any	given	circumstance.	Demeanours	are	not	a	Space	Marine	gains	any	applicable	benefit	he	would	normally	straightjacket;	they	do	not	force	a	character	to	take	action.	get	from	spending	a	Fate	Point	(see	page	204).	Triggering	a	Rather,	Demeanours	present	the	player	with	ideas	and	Demeanour	should	be	done	in	a	manner	that	is	relevant	to	opportunities	for	his	roleplaying	to	have	an	impact	on	the	the	Demeanour,	although	it	is	up	to	the	player’s	discretion	mechanics	of	the	game.	as	to	how	he	chooses
to	interpret	his	Demeanour	for	the	situation.	Demeanours	that	are	linked	to	the	Chapter	apply	to	all	Space	Marines	from	that	Chapter,	whilst	Demeanours	from	Table	1–10:	Example	Demeanours	the	general	list	can	be	selected	by	any	Space	Marine	from	any	Chapter.	Deathwatch	Space	Marines	always	possess	D10	Roll	their	Chapter’s	Demeanour	and	must	choose	one	additional	Demeanour	from	Table	1–10.	(Optional)	Name	Description	usinG	Demeanours	The	Space	Marine’s	mind	is	Part	of	the	fun	of	a	roleplaying	game	involves	selecting	unique	1	Calculating
highly	analytical,	constantly	choices	personal	to	one’s	own	character,	and	then	gaining	aware	of	the	pros	and	cons	of	the	benefits	of	that	choice	during	the	game.	In	this	way,	a	Demeanour	can	be	both	a	particular	advantage	for	the	Space	any	decisions	he	faces.	Marine	or	portray	a	challenge	he	must	overcome—and	in	enduring,	grow	stronger.	The	Space	Marine	is	a	charismatic	and	talkative	The	Chapter	Demeanour	represents	the	beliefs	and	2	Gregarious	sort,	one	who	puts	his	Battle-	traditions	of	your	home	Chapter.	It	may	also	represent	Brothers	and	even
normal	particular	quirks	or	mutations	of	their	gene-seed.	Your	Chapter	humans	at	ease.	Demeanour	is	part	of	the	bedrock	of	your	character,	and	as	such,	the	Chapter	Demeanour	does	not	change.	Your	Personal	The	Space	Marine	is	quick	to	Demeanour	represents	a	strongly-held	set	of	values	or	facet	of	your	personality.	It	may	be	an	ideal	you	strive	to	live	up	3	Hot-Blooded	temper	and	aggressive	in	all	to	or	a	code	of	honour.	However	you	choose	to	describe	it,	your	Personal	Demeanour	is	a	powerful	part	of	who	you	are	things.	and	helps	set	you	apart	from	the
other	Space	Marines	of	your	Chapter.	During	the	course	of	the	campaign,	part	of	the	GM’s	The	Space	Marine	values	role	to	challenge	your	personal	Demeanour	and	test	your	values.	Will	you	hold	true	to	your	beliefs	in	the	face	of	utter	4	Studious	lore	and	learning,	preferring	evil	or	seductive	temptation?	It	is	natural	that	your	character	to	think	his	way	through	a	should	grow	and	change	over	time,	and	that	should	be	reflected	in	your	Personal	Demeanour.	You	may	choose	to	change	your	problem.	Personal	Demeanour	at	any	time	you	feel	it	is	appropriate...no
one	knows	your	character	better	than	you!	The	Space	Marine	is	a	o,	in	short:	Your	Chapter	Demeanour	never	changes.	Your	5	Taciturn	brooding	individual,	little	Personal	Demeanour	changes	with	the	character’s	growth	and	development	as	a	character	during	the	campaign.	given	to	conversation.	The	Space	Marine	cherishes	6	Pious	faith	in	his	Primarch	and	the	Emperor	above	all.	7	Stoic	No	test	of	endurance	is	too	much	for	this	Space	Marine.	8	Scornful	Pity	has	no	place	in	this	Space	Marine’s	heart.	9	Ambitious	This	Space	Marine’s	gaze	is	ever-lifted
towards	his	goal.	Dignity	and	honour	are	10	Proud	important	to	this	Space	Marine.	32A	Demeanour	may	be	triggered	a	maximum	of	once	(and	roleplaying	the	Demeanour.	Alternatively,	the	other	players	mayonly	once,	no	matter	how	many	demeanours	he	may	have!)	offer	a	thumbs-up	or	thumbs-down	verdict—if	the	majorityper	game	session.	Triggering	a	Space	Marine’s	Demeanours	agree,	the	character	gains	the	benefits	of	the	Improvement.once	per	game	keeps	those	elements	that	make	him	and	hisChapter	special	front	and	centre	in	the	game
experience.exaMple	I:	Character	CreationRoss	is	playing	a	Dark	Angel	Space	Marine	with	the	GregariousDemeanour.	Ross	invokes	his	Gregarious	Demeanour	to	give	him	a+20	bonus	to	a	Charm	Skill	Test	when	discussing	tactics	with	theLord	Governor	of	Platea,	and	convinces	the	Lord	Governor	not	tocommit	his	forces	foolishly.sIn	addition,	the	benefits	of	triggering	or	overcoming	theDemeanour	may	be	enhanced	if	the	Space	Marine	player	putseffort	into	roleplaying	the	Demeanour.	The	player	can	portrayhis	character	either	gaining	strength	from	the	ideals
of	hisDemeanour	or	(alternately)	considering	the	demeanour	as	aparticular	challenge	to	be	overcome.	If	the	Space	Marine	playerroleplays	his	Demeanour	well,	he	can	gain	an	Improvement.	AnImprovement	is	a	doubling	of	any	applicable	bonus	(gaining	a+20	bonus	to	a	Test	instead	of	+10,	removing	2d5	Damageinstead	of	1d5,	and	so	forth).	For	removing	Fatigue,	anImprovement	removes	all	current	levels	of	Fatigue.	A	Space	Marine	Triggering	his	Demeanour	can	add	anImprovement	if	the	other	Space	Marine	players	agree	that	theDemeanour	has	been
roleplayed	well.	This	bonus	is	meant	toreward	additional	effort	on	the	Space	Marine	player’s	part	andthe	appreciation	of	his	efforts	by	the	other	Battle-Brothers	inhis	kill-team.	A	simple	method	to	judge	this	is	to	simply	ask	forthe	opinion	of	the	other	Space	Marine	players	at	the	table	afterDeSigner’S	note:	triggering	a	DeMeanourThe	intention	behind	a	Space	Marine’s	Demeanour	is	to	provide	an	opportunity	for	the	Space	Marine	to	gain	a	dramaticand	highly	memorable	moment	(a	“divine	moment	of	blessed	fury”)	once	per	game.	The	opportunity	provided	by
theDemeanour	is	inextricably	linked	to	the	Space	Marine’s	Chapter	and	his	own	unique	strength	of	personality—it	is	hischance	to	put	the	spotlight	on	just	how	his	Chapter	is	different	from	those	of	his	Kill-team	Battle-Brothers,	or	(just	assignificant)	how	that	particular	Space	Marine’s	personality	is	expressed.	It	is	recommended	to	the	GM	that	triggering	aDemeanour	should	always	have	something	extremely	impressive	occur	in-game,	even	if	the	Space	Marine	player’s	diceutterly	desert	him.	A	Triggered	Demeanour	that	results	in	an	attack	that	hits	and	fails	to
do	damage,	for	example,	couldstill	knock	down	the	enemy—or	(should	the	enemy	escape)	leave	him	with	a	distinctive	scar	that	he	will	bear	forevermore.It	is	left	to	the	GM’s	discretion	for	the	exact	effects	of	this,	but	it	should	be	suitably	epic	and	reward	the	Space	Marine	forroleplaying	his	Demeanour.dsSome	players	may	be	used	to	having	the	Game	Master	keep	track	of	a	character’s	particular	strengths	and	weaknesses.However,	Game	Masters	have	lots	to	do	during	a	game.	The	GM	manages	the	story,	the	pacing,	the	NPC’s,	the	challenges,and	describes	the
action.	It	is	very	easy	for	a	GM	to	forget	an	additional	detail	for	each	character	whilst	handling	all	theother	myriad	aspects	of	his	job.	In	addition,	the	player	has	his	Demeanours	listed	prominently	on	his	own	character	sheetand	is	far	more	aware	of	the	effects	that	the	events	in	the	game	are	having	on	his	character	than	anyone	else.	Therefore,if	Demeanours	are	meant	to	come	into	play	regularly	during	the	game,	it	would	be	good	to	place	them	into	the	player’shands.	Lastly,	Deathwatch	is	at	its	best	when	the	players	themselves	shape	the	course	of	the
experience,	from	Cohesionto	the	Mission	structure	to	the	choice	of	Kill-team	Leader.	The	reasons	listed	above	are	why	the	decision	was	made	tomake	Triggering	Demeanours	a	choice	that	is	firmly	under	the	player’s	control.	33I:	Character	Creation	name	Names	within	the	41st	Millennium	are	as	varied	as	the	many	thousands	of	worlds	that	make	up	the	Imperium.	As	“Honour	your	Chapter	and	your	name	shall	be	remembered.	Honour	mankind	is	an	inventive	and	contrary	creature,	there	are	no	your	Primarch,	and	your	name	shall	be	respected.	Honour	the
standard	or	universal	conventions	that	govern	the	names	Emperor,	and	your	name	will	be	legend.”	people	give	themselves.	In	some	places,	a	single	simple	name	might	indicate	low	birth	and	ignominy,	whilst	in	others,	–Chaplain	Argrim	of	the	Black	Templars	it	might	act	as	a	mark	of	extreme	wealth,	fame,	and	good	breeding.	When	deciding	upon	a	name,	feel	free	to	mix	and	Choosing	a	name	for	your	character	can	be	very	difficult.	match	any	of	the	suggestions	made	by	the	naming	tables.	The	If	you	are	lucky	enough	to	have	a	name	in	mind,	go	ahead	idea,	of
course,	is	to	create	a	name	that	suits	your	character—	and	write	it	down	on	your	character	sheet.	However,	if	you	and	no	one	knows	more	about	your	character	than	you	do!	have	difficulty	coming	up	with	a	name	on	the	spot	(like	many	other	gamers!),	this	section	will	help	guide	you	in	creating	a	great	name	for	your	Space	Marine.	Table	1–11:	Space	Marine	Names	1d10	Roll	Black	Templar	Blood	Angel	Dark	Angel	Space	Wolf	Storm	Warden	Ultramarine	1	Naaman	Logan	2	Wilhelm	Zorael	Zahariel	Magni	Lorgath	Marcus	3	Astelan	Ivar	4	Sigismund	Cloten
Cadmus	Skif	Alistayr	Claudius	5	Bethor	Skold	6	Alyxander	Astramael	Magron	Yngvar	Bennit	Gannys	7	Nemiel	Balmung	8	Anselm	Bellerophon	Elyas	Hreidar	Camerone	Varen	9	Makradon	Haakon	10	Navarre	Metraen	Calibos	Erik	Kestyr	Quintus	Bertram	Sepheran	Morgan	Scipio	Gervhart	Donatos	Kurro	Invictus	Konrad	Rafen	Angus	Lucian	Raimer	Arkio	Kenshen	Pasanius	Khordel	Leonatos	Ramsay	Uriel	other	warhaMMer	40,000	roleplaY	CharaCterS	anD	DeathwatCh	The	most	important	information	for	players	of	Dark	heresy	and	rogue	traDer	is	that
Deathwatch	uses	the	same	core	mechanics	and	takes	place	in	the	same	universe.	There	are	some	theme-related	differences	in	the	rules	between	these	games,	but	Dark	heresy	and	rogue	traDer	players	should	feel	right	at	home	with	the	way	the	game	itself	works.	It	is	important	to	note	that	Deathwatch	Space	Marines	are	quite	powerful	(particularly	in	combat!)	in	relation	to	Dark	heresy	and	rogue	traDer	characters.	A	rogue	traDer	character	with	14,000	xp	is	roughly	equivalent	to	a	Rank	1	Deathwatch	Space	Marine	(in	that	the	Rogue	Trader	has	a	great	deal
of	power	tied	up	in	his	wealth	and	personal	starship!),	and	a	Dark	heresy	character	using	an	Ascended	Career	from	ascension	with	14,000	xp	is	also	roughly	equal	(having	his	own	strengths	in	regards	to	Influence,	many	knowledge	and	investigative	skills,	and	so	forth).	It	is	strongly	recommended	that	the	GM	consider	carefully	before	mixing	Space	Marines	into	Dark	heresy	and	rogue	traDer	campaigns,	because	the	Space	Marine’s	combat	abilities	are	significantly	higher	than	any	other	type	of	character.	Dark	heresy	characters	using	ascension	are	particularly
recommended	if	you	wish	to	combine	the	two	games.	An	Ordo	Xenos	Inquisitor	and	his	trusted	Throne	Agents	are	quite	appropriate	to	accompany	a	Deathwatch	Space	Marine	(or	even	an	entire	Kill-team)	on	a	mission,	or	set	of	missions,	of	particular	import.	y	It	is	assumed	that,	in	Deathwatch,	characters	from	other	Warhammer	40,000	Roleplay	games	have	some	special	dispensation	to	accompany	the	Space	Marines	on	their	missions	(for	instance,	if	one	of	the	player	characters	is	an	Inquisitor).	Throne	Gelt	and	a	Rogue	Trader’s	Profit	Factor	have	no	meaning
for	the	Deathwatch.	Therefore,	the	other	characters	also	benefit	from	the	Requisition	rules	and	may	acquire	Renown	at	the	GM’s	discretion	(see	pages	138–141	for	more	information	about	Requisition	and	Renown).	If	a	Deathwatch	character	joins	a	Dark	heresy	or	rogue	traDer	game,	the	GM	is	encouraged	to	determine	a	fair	method	of	applying	Requisition	to	the	Space	Marine	character	rather	than	participating	in	Profit	Factor,	Influence,	or	Throne	Gelt	(all	of	these	terms	are	explained	in	rogue	traDer,	ascension,	and	Dark	heresy,	respectively).	Space	Marines
themselves	generally	do	not	use	money!	34Roleplaying	asa	Space	Marine“The	warrior	who	acts	out	of	honour	cannot	fail.	His	duty	is	honour	I:	Character	Creationitself.	Even	his	death—if	it	is	honourable—is	a	reward,	and	canbe	no	failure,	for	it	has	come	through	duty.	Seek	honour	as	you	act,therefore,	and	you	will	know	no	fear.”	–Roboute	Guilliman,	Primarch	of	the	Ultramarines	complications	with	their	gene-seed.	Some	individual	Space	Marines	have	difficulties	adjusting	to	the	particular	effects	ofRoleplaying	as	a	Space	Marine	presents	a	unique	challenge:
their	Chapter’s	gene-seed.	Space	Marines	are	more	than	human,	larger-than-life	figures	more	akin	to	the	heroes	of	the	Trojan	War	and	Psykers:	How	do	you	(or	your	Chapter)	view	psykers?	Mostthe	Odyssey	than	to	Inquisitional	Acolytes	or	a	Rogue	Trader	and	Chapters	utilise	Librarians	and	rely	on	psykers	like	most	otherhis	companions.	Some	Space	Marines	are	epic	beings	who	will	facets	of	the	Imperium,	whilst	some	are	far	more	suspicious	ofduel	for	days	over	a	matter	of	honour,	others	are	philosophers	their	nature	or	eschew	the	benefits	of	Librarians
altogether.and	tragic	figures,	full	of	passion	and	regret.	In	their	heart,	manySpace	Marines	feel	that	their	Chapter	is	just	a	little	bit	better	Mankind:	How	do	you	(and	your	Chapter)	view	the	citizensthan	the	others.	However	you	choose	to	interpret	these	ideas,	of	the	Imperium	and	humanity	as	a	whole?	How	do	you	reactit	is	important	to	note	that	the	Space	Marines	chosen	for	the	upon	meeting	and	interacting	with	a	normal	Imperial	citizen?Deathwatch	are	nuanced,	complex	characters.	three	things	to	remember:	This	section	presents	some	ideas	and	thoughts
to	keep	in	mindwhen	roleplaying	your	Deathwatch	Space	Marine,	a	guide	that	•	Space	Marines	generally	do	not	use	contractions	or	slangshould	give	you	some	great	dramatic	hooks	and	opportunities	to	when	they	speak—they	are	angelic	warrior	knights,	anddevelop	your	character	in	a	unique	way.	their	manner	of	speech	often	reflects	this.	At	the	beginning	of	a	Deathwatch	game,	the	Battle-Brothers	•	The	Deathwatch’s	partnership	with	the	Ordo	Xenos	andyou	serve	with	are	simply	“fellow	Space	Marines.”	Over	time,	their	focus	on	hunting	aliens	does	not
mean	that	theyhowever,	this	perception	may	change:	some	of	these	Space	Marines	ignore	other	threats!	Heretics,	daemons,	and	Chaos	Spacemay	become	true	friends,	others	may	become	bitter	rivals.	Marines	alike	are	all	foes	of	the	Imperium	and	are	worthy	of	the	Deathwatch’s	attention.	An	example	of	a	good	story	might	challenge	a	Space	Marineto	choose	between	his	loyalty	to	his	Chapter	and	the	bond	of	•	The	saying	“And	They	Shall	Know	No	Fear,”	is	famouslyhis	oath	to	the	Deathwatch.	An	unquenchable	curiosity	or	a	attributed	to	Space	Marines.	It
means	that	they	areraging	thirst	for	revenge	can	both	lead	a	Space	Marine	to	dark	exceptionally	brave	and	motivated	warriors,	but	it	isplaces,	whilst	idealism	and	pragmatism	are	themes	that	even	not	literally	true:	most	Space	Marines	understand	andBattle-Brothers	from	the	same	squad	in	the	same	chapter	may	experience	fear,	but	they	control	it	and	channel	it	to	a	muchdisagree	upon.	greater	degree	than	any	normal	man.	This	means	that	Space	Marines	are	wise	and	tactical	forces	on	the	battlefield—if	The	backdrop	of	the	ongoing	Achilus	Crusade	within
the	Space	Marines	retreat,	they	do	so	for	a	reason;	they	do	notJericho	Reach	presents	an	excellent	framework	for	Space	Marines	flee	pell-mell	before	an	enemy	advance.to	interact	with	all	levels	of	Imperial	society,	from	the	rareifiedheights	of	the	Lord	Militant	and	his	advisors	to	the	lowly	ImperialGuard	soldier	serving	on	the	front	lines,	from	the	byzantinepolitical	maneuvering	at	the	Crusade’s	heart	to	the	brutal	choicesa	Space	Marine	must	make	in	the	face	of	an	encroaching	Tyranidhive	fleet.	Below	are	presented	five	questions	that	Deathwatch
charactersshould	consider,	the	answers	to	which	can	present	some	veryinteresting	roleplaying	opportunities,	internal	conflict,	or	storyfactors	within	the	campaign.	The	Emperor:	Do	you	consider	the	Emperor	a	legendaryfather	figure	(as	most	Chapters	do),	or	do	you	consider	him	adivine	being?	The	Codex	Astartes:	How	closely	do	you	(or	your	Chapter)adhere	to	the	Codex	Astartes?	Are	you	used	to	finding	innovativesolutions	or	do	you	prefer	everything	to	go	“by	the	book?”	Purity:	How	pure	is	your	gene-seed?	Some	Chapters	(theSpace	Wolves	and	Blood
Angels	amongst	them)	have	severe	35I:	Character	Creation	Space	Marine	•	Secondary	Heart:	This	organ	has	no	in-game	effect	Abilities	besides	contributing	to	the	Space	Marine’s	Unnatural	Strength	and	Toughness	Traits.	“As	our	bodies	are	armoured	with	adamantium,	our	souls	are	protected	with	loyalty.	As	our	bolters	are	charged	with	death	for	the	•	Ossmodula:	This	implant,	in	conjunction	with	several	Emperor’s	enemies,	our	thoughts	are	charged	with	wisdom.	As	our	others,	grants	the	Space	Marine	the	Unnatural	Toughness	ranks	advance,	so	does	our
devotion,	for	are	we	not	Space	Marines?	(x2)	Trait.	Are	we	not	the	chosen	of	the	Emperor,	his	loyal	servants	unto	death?”	•	Biscopea:	This	implant,	in	conjunction	with	several	–Chaplain	Fergas	Nils	others,	grants	the	Space	Marine	the	Unnatural	Strength	(x2)	Trait.	All	Space	Marines	go	through	a	period	of	hypno-	indoctrination	and	training	that	provides	them	with	•	Haemastamen:	This	organ	has	no	in-game	effect	besides	an	array	of	special	skills	and	abilities.	To	represent	this	contributing	to	the	Space	Marine’s	Unnatural	Strength	hypno-indoctrination	in	the
game,	Space	Marine	characters	and	Toughness	Traits.	begin	play	with	the	following	Skills,	Talents,	and	Traits.	Note	that	many	of	the	starting	Traits	are	provided	from	the	list	of	•	Larraman’s	Organ:	Space	Marines	do	not	normally	Implant	game	rules	listed	below.	The	Space	Marine	does	not	suffer	from	Blood	Loss	(see	page	260).	In	addition,	need	to	meet	the	prerequisites	(if	any)	for	these	starting	Skills	the	Space	Marine	gains	the	True	Grit	Talent.	However,	and	Talents.	Starting	Skills	are	considered	Trained	Skills	attacks	with	the	Warp	Weapon	Quality	(see
page	136)	(either	Advanced	or	Basic	depending	on	the	Skill).	may	still	inflict	Blood	Loss	as	normal.	Starting	Skills:	Awareness,	Ciphers	(Chapter	Runes),	•	Catalepsean	Node:	A	Space	Marine	suffers	no	penalties	Climb,	Dodge,	Common	Lore	(Adeptus	Astartes,	Imperium,	to	Perception-based	Tests	(such	as	Awareness)	when	War),	Concealment,	Drive	(Ground	Vehicles),	Intimidate,	awake	for	long	periods	of	time.	Literacy,	Navigation	(Surface),	Scholastic	Lore	(Codex	Astartes),	Silent	Move,	Speak	Language	(High	Gothic,	Low	•	Preomnor:	The	Space	Marine	gains
a	+20	bonus	to	any	Gothic),	Tactics	(Choose	one),	Tracking.	Toughness	Test	against	ingested	poisons.	Starting	Talents:	Ambidextrous,	Astartes	Weapons	•	Omophagea:	By	devouring	a	portion	of	an	enemy,	a	Training,	Bulging	Biceps,	Heightened	Senses	(Hearing,	Space	Marine	can	gain	access	to	certain	information	Sight),	Killing	Strike,	Nerves	of	Steel,	Quick	Draw,	Resistance	(such	as	the	whereabouts	of	a	cult’s	hidden	lair,	access	(Psychic	Powers),	True	Grit,	Unarmed	Master.	codes,	and	so	forth).	The	information	he	can	access	is	at	the	GM’s	discretion,
keeping	in	mind	what	may	Starting	Traits:	Unnatural	Strength	(x2),	Unnatural	have	been	known	by	the	enemy	in	the	first	place.	In	Toughness	(x2).	addition,	a	Space	Marine	can	temporarily	gain	access	to	a	Skill	or	Skill	Group	(such	as	Pilot,	Lore,	Ciphers,	Deathwatch	hypno-conditioning	and	so	forth)	that	he	did	not	already	possess.	The	Skills	he	may	gain	are	at	the	GM’s	discretion,	depending	on	All	Space	Marine	characters	in	Deathwatch	begin	with	the	Skills	originally	possessed	by	the	enemy.	The	Space	Common	Lore	(Deathwatch)	and	Forbidden	Lore
(Xenos)	as	Marine	may	access	this	acquired	Skill	or	Skill	Group	as	a	trained	Advanced	Skill.	an	untrained	Basic	Skill	for	a	number	of	hours	equal	to	his	Intelligence	Bonus.	After	this	time,	the	information	Deathwatch	training	begins	to	fade	and	the	Skill	is	no	longer	useable	by	the	Space	Marine	(until	he	devours	another	portion	of	an	All	Space	Marine	characters	in	Deathwatch	have	received	enemy,	of	course).	extensive	training	to	battle	the	alien	enemies	of	Man.	Deathwatch	Space	Marine	characters	gain	the	Deathwatch	•	Multi-lung:	The	Space	Marine	may	re-
roll	any	failed	Training	Talent.	Toughness	Tests	for	drowning	or	asphyxiation	(see	page	261).	In	addition,	the	Space	Marine	gains	a	+30	bonus	s	to	Toughness	Tests	made	to	resist	the	effects	of	gases,	and	may	re-roll	failed	results.	The	Space	Marine	may	also	Space	Marines	have	a	series	of	special	organs	and	modifications	breathe	water	through	his	multi-lung.	implanted	into	their	bodies.	Page	16	describes	each	implant	and	its	function,	but	the	following	section	describes	the	in-	•	Occulobe:	This	implants	grants	the	Space	Marine	the	game	effects	of	each	upon
the	Space	Marine	character.	The	Heightened	Senses	(Sight)	Talent.	Traits	and	Talents	provided	by	these	implants	have	already	been	taken	into	effect	and	are	listed	in	the	Space	Marine’s	•	Lyman’s	Ear:	This	implant	grants	the	Space	Marine	the	starting	Talents	and	Traits	above.	Heightened	Senses	(Hearing)	Talent.	36	•	Sus-an	Membrane:	The	Space	Marine	may	voluntarily	enter	a	form	of	suspended	animation.	To	do	so,	the	Space	Marine	must	meditate	for	1d5	Rounds.	This	organ	also	automatically	activates	if	the	Space	Marine	is	knocked	unconscious	by
Critical	Damage.	While	in	suspended	animation,	the	Space	Marine’s	wounds	will	not	deteriorate	or	heal.	It	requires	chemical	therapy,	auto-suggestion	techniques,	and	a	successful	Hard	(–20)	Medicae	Test	to	revive	a	Space	Marine	in	suspended	animation.•	Melanchromic	Organ:	This	organ	has	no	in-game	•	Betcher’s	Gland:	The	Space	Marine	may	spit	acid	at	his	I:	Character	Creation	effect	besides	contributing	to	the	Space	Marine’s	foes.	This	acts	as	a	ranged	weapon	with	the	following	Unnatural	Toughness	(x2)	Trait.	At	the	GM’s	discretion,	profile:	(Range:
3m;	Damage:	1d5;	Pen:	4;	Toxic).	If	the	the	Space	Marine	may	ignore	or	be	resistant	to	exposure	Space	Marine	gains	three	or	more	Degrees	of	Success	on	to	radiation,	depending	on	the	severity.	his	Ballistic	Skill	Test,	he	may	also	blind	the	opponent	for	1d5	Rounds.	At	the	GM’s	discretion,	the	Space•	Oolitic	Kidney:	This	implant	gives	the	Space	Marine	Marine	may	also	slowly	chew	his	way	through	nearly	the	ability	to	re-roll	any	failed	Toughness	Test	to	any	nonliving	substance.	The	rate	at	which	he	does	so	resist	poisons	and	toxins,	including	attacks	with	the
is	at	the	GM’s	discretion	(one	example	includes	chewing	Toxic	Quality.	through	iron	bars—this	would	be	roughly	at	a	rate	of	4	kg	per	minute).•	Neuroglottis:	The	Space	Marine	may	detect	any	poison	or	toxins	by	taste	with	a	successful	Challenging	(+0)	•	Progenoids:	See	page	271	for	more	information	on	Awareness	Test.	He	may	also	detect	poisons	or	toxins	the	benefits	of	retrieving	a	Space	Marine’s	progenoids.	by	smell	with	a	successful	Hard	(–20)	Awareness	Test.	Removing	a	Space	Marine’s	progenoids	requires	a	The	Space	Marine	gains	the	Tracking	Skill
as	a	basic	Difficult	(–10)	Medicae	Test.	This	Test	becomes	trained	Skill,	and	may	(at	the	GM’s	discretion)	gain	a	Arduous	(–40)	if	performed	without	the	narthecium	+10	bonus	to	any	Tracking	Tests	against	an	opponent	(see	page	173),	and	adds	2	Rounds	to	the	time	required.	he	has	tasted.	Taking	out	the	progenoids	takes	1	Round,	adding	1	Round	for	every	Degree	of	Failure	on	the	Medicae	Test.•	Mucranoid:	The	Space	Marine	may	re-roll	any	failed	Space	Marines	go	to	great	lengths	to	recover	a	fallen	Toughness	Tests	caused	by	temperature	extremes,	such	as
Battle-Brother’s	gene-seed,	and	the	GM	may	require	a	desert	heat	or	the	cold	of	outer	space.	Willpower	Test	to	leave	the	progenoids	behind.	•	Black	Carapace:	This	implant	gives	the	Space	Marine	exceptional	control	over	his	power	armour.	Although	a	Space	Marine	in	power	armour	has	the	Size	(Hulking)	Trait,	his	enemies	gain	no	bonus	to	hit	him	thanks	to	the	Black	Carapace.DeSigner’S	note:	SquaD	MoDe,	Solo	MoDe,	anD	CoheSionYou	may	notice	many	references	to	some	particular	game	mechanics	for	Space	Marines	named	Squad	Mode,	Solo	Mode,or
Cohesion.	These	rules	are	discussed	in	detail	in	Chapter	VIII:	Playing	the	Game,	but	here’s	a	brief	summary	so	youhave	an	idea	of	what	they	encompass.	Because	the	Space	Marines	of	the	Deathwatch	are	drawn	from	Chapters	across	the	Galaxy,	they	are	not	as	comfortableworking	together	as	with	the	Battle-Brothers	of	their	home	Chapters.	Some	Space	Marines	may	find	themselves	servingalongside	rivals	or	even	enemies,	and	overcoming	those	differences	can	be	quite	challenging.	olo	Mode	represents	a	Deathwatch	Space	Marine	in	his	natural	state	soon
after	arriving	at	Watch	Fortress	Erioch.In	Solo	Mode,	the	Space	Marine’s	particular	special	abilities,	beliefs,	and	traditions	that	are	part	of	his	home	Chapterare	emphasised.	He	is	relying	on	his	instincts	and	the	decades	or	even	centuries	of	experience	fighting	alongside	otherBattle-Brothers	of	his	home	Chapter.	A	Space	Marine	is	never	more	an	exemplar	of	what	it	means	to	be	a	battle	brotherof	his	Chapter	than	when	he	is	in	Solo	Mode.	quad	Mode	is	a	way	of	representing	a	Kill-team	that	has	set	aside	their	differences	and	are	focusing	on	workingtogether	as
a	team.	In	Squad	Mode,	the	Space	Marines	are	not	as	focused	on	their	individual	Chapter	abilities,	insteadgaining	the	benefits	of	teamwork	and	being	able	to	act	as	a	unit.	When	Space	Marines	are	in	Squad	Mode,	they	are	anearly-unstoppable	unit	of	deadly	warriors.	When	a	Kill-team	is	in	Squad	Mode,	they	have	access	to	a	resource	known	as	Cohesion.	Cohesion	may	be	spent	totrigger	certain	effects	and	abilities	that	benefit	the	group	and	allow	the	Kill-team	to	perform	incredible	feats.	You	can	find	more	detailed	game	information	about	these	terms	on	page
219	(for	Squad	Mode),	page	215	(for	SoloMode)	and	page	211	(for	Cohesion).putting	the	“teaM”	into	“kill-teaM”The	purpose	of	Solo	Mode	and	Squad	Mode	abilities	being	separate	things	is	to	provide	an	in-game	mechanic	tosupport	the	overall	concept	of	a	group	of	individuals	who	slowly	become	a	team.	A	Deathwatch	Kill-team	may	containa	Blood	Angel,	Space	Wolf,	and	an	Ultramarine—each	of	whom	has	his	own	special	abilities,	skills,	and	benefits	fromhis	Chapter—but	the	Kill-team	itself	is	greater	than	the	sum	of	its	parts.	The	Deathwatch	RPG	is	about	the
process	ofdisparate	individuals	becoming	a	group	that	works	together—in	fact,	there	are	some	threats	are	simply	so	dangerousthat	they	can	only	be	overcome	by	an	experienced	Kill-team	combining	their	efforts.	37I:	Character	Creation	The	Black	which	new	recruits	may	prove	their	mettle.	The	Chapter	must	Templars	judge	the	worthiness	of	its	recruits	in	other	ways.	From	the	monolithic	chapter	keeps	they	establish	on	every	world	the	“To	the	darkness,	I	bring	fire.	To	the	ignorant,	I	bring	faith.	Those	Black	Templars	conquer,	the	Chaplains	maintain	a	strict
vigil	who	welcome	these	gifts	may	live,	but	I	will	visit	naught	but	death	over	the	world	and	judge	the	worth	of	those	warriors	who	and	eternal	damnation	on	those	who	refuse	them.”	attract	their	notice.	Often,	there	will	be	contests	of	arms	or	other	equally	lethal	trials	held	for	those	who	aspire	to	joining	–Chaplain	Grimaldus	the	Chapter.	Only	the	bravest	warriors	can	hope	to	reach	the	final	stages	of	selection	and	even	then	only	a	fraction	will	meet	After	the	Great	Heresy,	Rogal	Dorn,	primarch	of	the	the	Chaplains’	high	standards.	Imperial	Fists,	resisted	the
breaking	up	of	the	Legions	into	smaller	Chapters.	It	was	only	when	the	Imperial	An	aspirant	is	brought	to	the	chapter	keep,	where	the	Fists	were	branded	heretics	that	Dorn	relented,	allowing	his	Apothecaries	administer	tissue	compatibility	tests	and	root	out	beloved	Legion	to	be	subdivided	into	Chapters.	One	of	the	any	latent	mutation	to	ensure	that	he	is	of	sufficient	purity	and	new	Chapters	born	of	this	time	was	the	Black	Templars.	strength	to	become	a	Neophyte.	Not	all	survive	these	processes,	as	the	Black	Templars	tolerate	no	weakness.	Should	the
aspirant	To	prove	his	loyalty	to	the	Emperor,	the	first	Chapter	Master	survive,	he	becomes	a	Neophyte	and	so	begins	the	ritual	of	the	Black	Templars—the	High	Marshal	Sigismund—	surgery	that	will	turn	him	into	a	superhuman	warrior.	Here	too,	assembled	a	massive	war	fleet	and	began	the	greatest	Space	an	aspirant	may	fail.	Thanks	to	the	degeneration	of	knowledge,	Marine	Crusade	in	the	history	of	the	Imperium.	It	has	lasted	implant	surgery	is	heavily	ritualised.	It	is	often	accompanied	by	for	10,000	years.	scarring,	incantation,	prayer,	fasting,	and	arcane
practices	that	unintentionally	compromise	medical	efficiency.	Eschewing	the	establishment	of	a	home	world,	the	Black	Templars	took	to	the	stars	in	a	mighty	war	fleet.	Rather	than	Once	a	Neophyte	begins	his	training,	he	severs	all	links	constructing	a	single	Chapter	fortress-monastery	as	most	with	the	world	of	his	birth	and	begins	a	life	dedicated	to	the	Space	Marine	Chapters	do,	the	Black	Templars	determined	Emperor.	Once	he	is	deemed	ready,	he	will	be	taken	under	to	establish	a	chapter	keep	upon	each	world	they	conquered,	the	wing	of	an	Initiate	and
complete	his	training	in	the	fires	to	keep	watch	for	treachery,	to	stage	future	Crusades,	and	to	of	battle,	where	he	will	either	learn	or	die.	When	he	finally	recruit	new	Battle-Brothers.	becomes	an	Initiate	himself,	he	can	no	longer	be	considered	The	ten-millennia-long	Crusade	of	the	Black	Templars	human.	Any	chance	for	a	normal	life	is	gone	forever,	has	seen	its	warriors	embroiled	in	some	of	the	most	but	though	a	great	and	terrible	sacrifice,	it	is	momentous	conflicts	ever	to	engulf	the	Imperium.	made	willingly.	The	High	Marshals	have	followed	the	example	of
their	Once	accepted	within	one	of	a	Crusade’s	founder	and	taken	the	fight	to	the	realms	of	Fighting	Companies,	an	Initiate	fights	and	the	alien,	the	heretic,	and	the	witch.	The	hones	his	craft	of	death,	building	his	legend	Black	Templars	are	crusaders,	and	forging	his	hero’s	name	before	one	day	holy	warriors	battling	to	going	on	to	train	a	Neophyte	himself.	In	bring	the	truth	and	light	this	way,	the	experience	and	wisdom	of	of	the	Emperor	to	the	the	Initiates	is	preserved	and	passed	unconquered	worlds	of	the	on	to	new	recruits.	galaxy.	With	bolt	shell	and	The
greatest	warriors	in	a	chainsword,	the	Black	Templars	Fighting	Company	will	be	convert	the	benighted	to	the	light	of	the	organised	into	the	Marshal’s	Master	of	Mankind	and	destroy	those	who	refuse	household,	the	equivalent	of	a	to	welcome	his	truth.	Each	Crusade	is	directed	Codex	Chapter’s	First	Company.	by	the	will	of	the	Marshal	in	command,	and	each	Known	as	the	Sword	Brethren,	is	despatched	by	the	decree	of	the	High	Marshal	these	Space	Marines	are	mighty	of	the	Black	Templars	to	fulfil	their	prime	heroes	whose	deeds	become	part	mission	to
cleanse	the	stars.	of	the	Chapter’s	history.	It	is	every	Black	Templar’s	ambition	initiations	to	become	one	of	these	elite.	Clad	in	the	finest	suits	of	armour	and	Despite	that	Rogal	Dorn	eventually	accepted	the	dictates	bedecked	with	purity	seals,	the	of	the	Codex	Astartes,	the	Black	Templars	are	organised	Sword	Brethren	are	the	very	image	in	a	different	manner	to	many	Space	Marine	Chapters	and	of	a	baroque	warrior-knight.	When	deviate	from	the	strictures	of	Guilliman’s	great	tome	in	several	a	Marshal	dies,	it	is	from	the	Sword	notable	ways.	One	deviation	is
in	the	recruitment	and	training	Brethren	that	his	replacement	will	be	of	its	warriors.	The	Black	Templars	have	no	Scout	company	in	drawn,	and	only	the	best	and	bravest	are	worthy	of	this	great	honour.	Which	Black	Templar	will	succeed	the	Marshal	is	determined	by	ritual	combat,	during	which	all	38who	would	contest	the	right	to	lead	the	Crusade	will	battle	one	thousand	years	with	extra	docking	facilities	for	escort	ships,	I:	Character	Creationanother	with	various	weapons	as	well	as	pitting	their	strategic	additional	launch	bays	for	shuttles	and	Thunderhawk
gunships,and	tactical	prowess	against	their	opponent.	The	winner	earns	as	well	as	accommodation	for	twice	as	many	Space	Marinesthe	right	to	be	Marshal,	subject	to	the	approval	of	the	High	than	a	normal	battle-barge.Marshal,	and	the	Sword	Brethren	swear	new	oaths	of	loyaltyto	the	winner.	Aside	from	the	Marshal’s	household,	larger	Crusades	are	All	Space	Marines	are	renowned	for	their	fervent	dedication,broken	down	into	a	number	of	Fighting	Companies,	each	but	the	extent	of	the	Black	Templars’	faith	is	often	described	asled	by	a	Sword	Brethren
afforded	the	honorific	of	‘Castellan.’	fanatical.	They	seek	nothing	less	than	to	crush	every	last	enemyWithin	the	Fighting	Company,	individual	squads	are	gathered	of	mankind.	They	have	absolutely	no	tolerance	of	heretics,and	dispersed	in	a	fairly	ad-hoc	fashion.	Initiates	fight	side	mutants,	witches,	aliens,	or	any	other	abomination	against	theby	side	regularly	out	of	familiarity	and	comradeship	rather	Emperor.	For	ten	thousand	years	they	have	crusaded	to	provethan	any	imposed	organisation.	Due	to	the	Chapter’s	focus	on	their	loyalty,	and	this	creed	has
become	so	embedded	in	theirengaging	the	foe	in	the	blood	and	fury	of	honourable	close	doctrines	that	they	are	utterly	ruthless	towards	anyone	orcombat,	there	is	a	notable	lack	of	heavy	weapons	in	the	Fighting	anything	perceived	as	a	threat	to	the	Emperor.	They	have	beenCompanies.	Such	heavy	weapons	are	mounted	on	vehicles	and	known	to	mercilessly	wipe	out	entire	planetary	populations	toDreadnoughts,	leaving	the	Battle-Brothers	to	close	on	their	foe	expunge	the	sin	of	heresy,	while	the	mere	presence	of	a	witchunhindered.	on	the	battlefield	drives
them	into	a	zealous	fury	against	which	few	enemies	have	any	hope	of	standing.	The	Black	Templars’eternal	CrusaDers	professed	loathing	of	the	witch	even	extends	to	those	psykers	in	the	employ	of	the	Imperium.	Although	the	Chapter	mustThe	Black	Templars	have	no	single	home	world.	Instead,	they	utilise	astropaths,	Navigators,	and	others	with	such	talents,live	in	their	Crusade	fleets,	upon	many	battle-barges,	strike	the	Black	Templars	are	loath	to	do	so,	and	eschew	the	use	ofcruisers,	training	vessels,	and	gigantic	forgeships.	The	Black	librarians	in	the



ranks	of	the	Space	Marines.Templars	establish	chapter	keeps	on	every	world	they	conqueror	reclaim	for	the	Emperor.	The	main	purpose	of	the	chapter	Combat	DoCtrinekeeps	is	to	recruit	new	Space	Marines	from	the	population,and	to	act	as	staging	posts	for	mustering	the	Crusades.	These	In	battle,	the	Black	Templars	seek	to	continue	to	fight	in	thechapter	keeps	are	sizeable,	with	chambers	to	accommodate	two	manner	of	their	founder,	Sigismund,	preferring	close	combat	overto	three	companies	of	Space	Marines,	but	are	far	smaller	than	ranged	warfare.
Face-to-face	with	his	enemy,	a	Black	Templarthe	fortress-monasteries	of	other	Chapters.	However,	there	have	seeks	to	earn	glory	and	respect	and	be	sure	that	his	foe	is	trulybeen	hundreds	of	chapter	keeps	established	over	the	millennia,	vanquished,	fighting	with	righteous	fury	and	the	noblest	idealssome	of	which	are	still	standing,	others	which	have	fallen	into	of	honour.ruin	and	disrepair	and	are	no	longer	manned.	This	is	truly	emphasised	by	the	fanaticism	of	Black	Templar	The	High	Marshal	himself	has	his	own	battle-barge,	the	Battle-Brothers,	whose
righteous	anger	makes	them	loathe	toEternal	Crusader,	and	he	can	travel	from	Crusade	to	Crusade	retreat	before	an	enemy.	They	will	instead	drive	towards	the	foelending	his	military	genius	and	spiritual	guidance	to	those	relentlessly,	their	own	casualties	only	serving	to	spur	them	on	stillunder	his	command.	The	Eternal	Crusader	is	gigantic,	even	further,	hungry	for	vengeance	on	the	slayers	of	their	brethren.for	a	battle-barge,	having	been	expanded	and	refitted	over	ten	The	Emperor’s
ChampiontteAsdcbhEhwOnihuenleeemtnaitgmsehfEynpildnoteeygmeoatuhlercdrmlnegp,oeoudhaer,otmse,rhdftavhofbheeenbeeoradserw’adne,tsowwt,oavfttCjfusihlueiolhetrbsewlsehataatospmsmetnftartlhtheerdplsltanseeehiaSenvro,tesnebisengagcetaEtallsisthnalshprtmomiyeieotmwmpofcoufaanieselnftlrsewetiahlodlchl,paeefraeadl’coyytsAsnhinoBesdtCadrshwtkammahaehitntfaohpnteoeumltohidnweCohre-
pienheaBsnomidsaroBfur,omaipnoenFeaisltostsatltahuuttoisoiihenlrcsotferseksh,siue,otnyBiesahfwtokuelnteftainhhadhsocEoelaouekltutymhtfwhEBgSoeeptshmriwlhuledcaBltrepfeoucooafl.ekrctiarnrdAccyh.coiorTakelSarooitemn’nnsfhShsmtstdopohwPphufihuitoaolsoilighasndlmrrfhaerdspetco.aAlthafoenlhsootefraehrewmttEtc.hbaheotIeembceuhtptrEgpereueriinestmaohafrhetyflecopmreiorwFeegdtn’ynrhsoaeoswgtaiaitCrtdeno’poihhtsetfdoh.bharCneteeImchdhraanha,pearaanvibmsHlhodiealbsnipeeotasinakitordotbrgluinoenmnoeos,.gdfkmotHirHytuhiopeleerliemnfursmramewroftsintomahttyhiyryolye.el,
39I:	Character	Creation	Central	to	each	Black	Templar’s	dedication	to	the	Emperor	is	s	the	swearing	of	powerful	oaths	of	faith	and	protection.	On	the	eve	of	battle,	it	is	customary	for	a	Black	Templar	to	renew	one	of	Black	Templars	Space	Marines	perform	an	eternal	these	vows	to	the	Emperor.	The	specific	vow	undertaken	focuses	Crusade	across	the	galaxy,	eliminating	the	enemies	of	the	thoughts	of	the	warrior	on	a	specific	aspect	of	his	duties,	man.	This	Chapter’s	warriors	possess	both	great	skill	encouraging	extreme	bravery,	ruthlessness,	and	sacred
revulsion	at	arms	and	mental	fortitude.	of	the	foe.	Black	Templars	Space	Marines	gain	the	following	Although	utterly	loyal	to	the	Emperor,	the	Black	Templars	benefits:	+5	Weapon	Skill,,	+5	Willpower,	and	the	are	at	the	extreme	end	of	independence	from	the	Imperium’s	Righteous	Zeal	Solo	Mode	ability	(see	page	217).	authorities.	Some	would	say	the	Chapter	verges	on	a	rogue	element.	The	Chapter’s	fleet-based	nature	and	the	goals	of	Restrictions:	Black	Templars	Space	Marines	may	its	ten-thousand-year	Crusade	take	the	Black	Templars	not	select	the
Deathwatch	Devastator	Marine	or	throughout	the	entire	galaxy,	and	it	is	primarily	the	will	of	Deathwatch	Librarian	Specialities.	the	Marshals	that	drives	the	Crusades	ever	onwards.	Like	all	Space	Marines,	the	Black	Templars	do	not	consider	themselves	Implants:	Although	Black	Templars	Space	Marines	subject	to	the	rule	of	the	Imperium’s	power	structures,	and	possess	both	the	Betcher’s	gland	and	sus-an	membrane	each	Crusade	is	effectively	an	autonomous	fighting	force,	implants,	their	zygotes	are	significantly	deficient.	Black	though	they	may	choose	to
respond	to	requests	for	aid	by	Templar	characters	do	not	gain	the	benefits	of	either	of	others	in	the	vicinity.	these	implants.	When	the	Crusade	fleet	makes	war	upon	the	foes	of	the	s	Emperor,	there	are	two	main	tactics	the	Black	Templars	use	to	destroy	the	enemy.	The	most	brutal	is	the	orbital	assault,	Zealous	is	a	Demeanour	(see	page	32)	unique	to	Space	known	to	the	few	that	have	survived	it	as	“death	from	Marines	from	the	Black	Templars	Chapter.	When	not	above.”	The	Black	Templars	drop	into	action	in	the	wake	engaged	in	battle,	the	brethren	of	the
Black	Templars	of	a	devastating	orbital	bombardment,	using	drop	pods	and	are	invariably	to	be	found	preparing	for	it.	They	pass	Thunderhawk	gunships.	With	paralysing	suddenness,	the	their	time	in	prayer	and	meditation,	or	engaged	in	Space	Marines	surgically	destroy	their	targets,	leaving	the	exacting	training	rituals.	Those	Initiates	entrusted	enemy	leaderless	and	disorganised,	incapable	of	anything	with	the	training	of	a	Neophyte	spend	long	hours	more	than	surrender	or	flight.	passing	on	their	knowledge	to	their	young	pupil	and	supervising	endless
drills,	practice	sessions,	and	trials.	If	the	Crusade	is	able	to	land	heavy	equipment,	an	equally	The	brethren	frequently	impose	upon	themselves	many	destructive	tactic	is	the	armoured	spearhead.	Indeed,	the	Land	hardships,	foregoing	all	but	the	bare	necessities	in	Raider	Crusader,	a	war	machine	that	excels	in	the	role	of	line-	order	to	purify	themselves	in	the	eyes	of	the	Emperor	breaker,	first	saw	service	with	the	Chapter.	Manoeuvring	at	and	their	primarch,	and	to	emulate	the	example	of	their	speed,	behind	a	far-ranging	screen	of	bikes	and	land	speeders,
founder	Sigismund.	the	Black	Templars	smash	their	powerful	tanks	unerringly	through	the	weak	link	in	the	enemy	army,	armoured	columns	When	serving	alongside	the	Battle-Brothers	of	slashing	left	and	right	before	eliminating	the	remaining	other	Space	Marine	Chapters,	many	Black	Templars	enemy	strongpoints.	prepare	themselves	through	long	fasts	and	week-long	vigils	in	order	to	tolerate	the	presence	of	Space	Marine	librarians.	For	those	who	serve	in	the	Deathwatch,	fighting	alongside	a	brother	Space	Marine	who	wields	psychic	power	is	a	particular
hardship,	a	trial	they	must	undergo	in	order	to	serve	the	Emperor	more	fully	and	to	strike	down	the	hated	alien.	For	this	reason,	great	care	is	undertaken	when	selecting	a	Black	Templar	for	secondment	to	the	Deathwatch,	for	only	a	brother	able	to	contain	his	deep-seated	intolerance	will	be	able	to	fight	to	his	full	capacity.	Despite	this,	even	these	individuals	are	likely	to	pass	every	hour	not	spent	fighting	in	deep	contemplation	and	prayer,	often	cloistering	themselves	away	from	their	fellow	Deathwatch	Space	Marines	in	a	personal	shrine	to	the	Emperor,	Dorn,
and	Sigismund.	40The	Blood	last	moments	of	their	primarch’s	life.	For	some,	the	thirst	is	I:	Character	Creation	Angels	too	great	and	they	are	entirely	overcome	by	what	is	called	the	Black	Rage,	cursed	to	end	their	days	reliving	their	beloved“For	he	today	who	sheds	his	blood	with	me	shall	be	my	Battle-Brother	primarch’s	death	over	and	over	again.eternal.”	d	–Last	Line	of	the	Invocation	Initiate	of	the	Flesh	Tearers	The	Blood	Angels	hail	from	a	trio	of	worlds—the	rust-redThe	Blood	Angels	are	the	noble	descendants	of	that	most	desert	planet	of	Baal,	and	its	two
barren	moons,	Baal	Prime	puissant	and	angelic	of	the	primarchs—Sanguinius.	and	Baal	Secundus.	While	Baal	itself	has	always	been	a	world	They	are	perhaps	one	of	the	most	celebrated	Chapters	of	red	rust	deserts,	it	moons	were	once	paradises.	Yet,	atin	the	entire	Imperium,	their	countless	heroic	deeds	and	some	time	around	the	end	of	the	Dark	Age	of	Technology,victories	known	to	untold	billions	of	the	Emperor’s	subjects	utter	devastation	was	visited	upon	Baal	and	its	moons.	In	aacross	the	length	and	breadth	of	the	Imperium.	The	beauteous,	nameless,
long-forgotten	war,	viral	and	nuclear	weapons	wereangelic	visages	of	the	Chapter’s	heroes	adorn	gothic	facades	unleashed,	their	effects	so	potent	that	many	thousands	of	yearsand	stained	glass	windows	in	a	million	holy	basilicas,	and	later,	all	three	worlds	are	still	subject	to	deadly	radiation	storms.their	portraits	gaze	serenely	from	endlessly	copied	and	much	Their	surfaces	are	scarred	by	vast	plains	of	blackened	glasscherished	illuminated	tomes.	and	endless	tracts	of	polluted	desert.	What	must	once	have	been	oceans	are	now	poisoned	seas	of	toxic	sludge,
covered	Yet,	hidden	from	the	multitudes,	the	Blood	Angels	harbour	in	layers	of	pallid	dust.	The	people	of	the	system	must	havea	terrible	curse.	When	their	beloved	primarch	was	slain	at	the	died	in	their	millions.	But	somehow,	humanity	prevailed.	Thehands	of	the	arch-traitor	Warmaster	Horus	at	the	very	height	populace	became	scavengers,	picking	the	bones	of	their	onceof	the	Horus	Heresy,	every	Blood	Angel	was	doomed	to	share	great	civilisation.	Many	must	have	perished,	growing	sicklya	portion	of	the	pain	inflicted	upon	his	flawless	form.	From	and	feeble
as	the	atmosphere	was	radically	altered.	In	the	darkthat	day	forth,	every	Blood	Angel	has	been	tormented	by	time	that	followed	the	total	collapse	of	their	society,	it	is	likelyvisions	of	the	last	moment	of	Sanguinius.	The	older	the	Space	that	some	became	worse	than	scavengers,	and	turned	in	theirMarine	gets,	the	more	frequent	and	debilitating	such	waking	desperation	to	cannibalism.nightmares	become.	Should	he	not	fall	in	battle,	every	BloodAngel	will	one	day	become	so	consumed	by	these	soul-searing	Upon	the	surface	of	Baal	is	to	be	found,	halfvisions	that
he	will	descend	into	a	madness	in	which	he	must	buried	amid	oceans	of	dust,	some	evidencewitness	the	death	of	Sanguinius	over	and	over	again,	everunable	to	intervene	as	the	warmaster	enacts	his	vile	treachery.	of	a	once	great	civilisation	-	vast	edifices,	incredible	monuments	that	must	have	been	The	very	inevitability	of	their	curse	ennobles	the	Battle-	constructed	with	masterful	skill	to	haveBrothers	of	the	Blood	Angels,	driving	them	ever	onwardsto	a	glorious	death	in	the	name	of	the	Emperor	and	stood	for	so	long.	It	is	obvious	that	thetheir	primarch.
Where	lesser	men	might	have	people	of	Baal	spent	their	time	creatingsurrendered	to	the	dark	urgings	to	shed	the	mighty	statues	of	their	rulers	and	theirblood	of	the	enemies	of	the	Emperor,	theBlood	Angels	have	remained	pure	and	gods,	and	it	is	through	this	recordnoble	for	ten	thousand	years.	Despite	that	those	people	are	known.this,	the	Chapter	is	dying,	for	each	yearever	more	of	its	brethren	succumb	to	One	side	effect	from	thethe	so-called	Red	Thirst—the	desire	to	ensuing	radioactive	atmosphererend	limb	from	limb	those	responsiblefor	the	death	of
Sanguinius,	and	was	inevitable.	In	time,	theby	extension	every	enemy	of	accumulated	chemical	andthe	Emperor.	radioactive	toxins	that	built	up	in	the	survivors’	bodies	The	death	of	Sanguinius	represents	forced	them	to	devolve	intoone	of	the	most	perfidious	and	tragic	mutants,	shambling	parodiesmoments	of	the	Horus	Heresy,	for	he	of	the	men	their	forefathers	haddied	at	the	hands	of	his	brother-primarch,	once	been.	But	there	were	somethe	arch-traitor	Warmaster	Horus.	Although	some	say	who	held	onto	their	humanity	andthat	the	sacrifice	weakened	the
Warmaster	just	enough	preserved	some	semblance	of	sanity,	formingto	allow	the	Emperor	to	defeat	him,	the	death	of	Sanguinius	tribes	for	mutual	protection.	But	these	wereis	mourned	to	this	day,	and	felt	keenly	by	the	Blood	Angels,	in	the	embattled	few,	as	a	new	and	savagewhose	veins	his	blood	still	pumps.	When	war	calls	and	blood	culture	evolved	amid	the	ruins	of	the	old.is	spilled,	the	Blood	Angels	are	gripped	by	a	fury	born	of	the	The	only	social	unit	remaining	was	the	tribe.	For	humanity	and	cannibal	alike,	the	only	folk	they	could	rely	on	were	their	own
kin.	The	people	of	the	Baal	system	became	nomads,	shifting	from	place	to	place,	picking	the	ruins	clean,	and	warring	41I:	Character	Creation	to	preserve	what	spoils	could	be	gathered.	They	constructed	are	lined	with	mighty	golden	caskets,	each	twice	the	size	of	ramshackle	vehicles	and	learned	how	to	make	rad-suits—and	a	man.	The	sleeping	aspirants	are	entombed	within,	dwarfed	more	importantly,	rad-counters—to	protect	them	from	their	by	the	size	of	the	huge	sarcophagi,	and	attached	to	an	array	hellish,	blasted	environment.	The	tribes	fought	constant
wars.	of	life-sustaining	nodes.	There	they	remain	for	a	full	year,	Where	once	they	had	been	close	to	paradise,	now	they	were	closer	fed	intravenously	with	nutrients	and	injected	with	the	Blood	to	hell.	of	Sanguinius.	The	Blood	Angels	maintain	their	fortress-monastery	on	As	the	aspirants	slumber,	they	are	engulfed	by	vivid	and	Baal,	and	recruit	from	amongst	the	tribes	of	all	three	worlds.	strange	dreams	depicting	the	memories	of	Sanguinius	himself.	To	be	chosen	in	such	a	manner	is	more	than	the	greatest	of	Thus	the	very	essence	of	the	primarch	permeates	the
minds	of	honours—it	promises	deliverance	from	the	nightmarish	realities	his	new	sons,	and	ever	afterwards	these	potent	emotions	and	of	life	on	Baal	and	its	moons.	Only	the	toughest	ever	earn	such	memories	will	be	permanently	imprinted	upon	their	souls.	honour,	the	vast	majority	eking	out	a	short,	brutal	life	amongst	the	warring	tribes	and	the	benighted	radiation	deserts.	When	the	aspirants	are	finally	removed	from	their	sarcophagi,	they	have	been	changed	so	thoroughly	that	few	could	believe	initiations	they	were	once	the	twisted	creatures	rescued	from
the	living	hell	of	their	prior	lives.	They	have	become	tall,	immensely	To	ascertain	who	is	worthy	to	join	the	ranks	of	the	Blood	Angels,	strong,	and	superhumanly	powerful.	Their	restructured	bodies	the	youths	of	the	pure	Baalite	tribes	must	take	part	in	violent	have	taken	on	a	haunting	beauty	reminiscent	of	their	angelic	games	and	magnificent	tournaments,	battling	against	both	the	forefather,	their	senses	keener,	and	their	muscles	stronger	harsh	landscape	of	their	home	world	and,	ultimately,	each	other.	than	tempered	steel.	Through	this	arcane	process	and
lost	The	contests	are	held	only	once	in	each	generation,	at	the	very	technology,	the	scrofulous	wastelander	is	transformed	into	a	place	that	Sanguinius	first	came	to	Baal—Angel’s	Fall.	Aspirants	being	of	radiant	purity	and	noble	purpose.	must	reach	the	so-called	Place	of	Challenge	by	whatever	means	they	can,	a	process	that	weeds	out	many	weaker	individuals	the	sons	of	sanGuinius	hoping	to	join	the	ranks	of	the	Blood	Angels.	They	must	race	across	uncharted	miles	of	hostile,	irradiated	desert.	They	must	The	Blood	Angels	are	amongst	the	longest-lived	of	all	of
leap	from	the	highest	cliffs,	praying	that	the	primitive	assembly	the	Space	Marine	Chapters,	their	gene-seed	granting	a	vastly	of	wings	each	bears	will	save	them	from	sudden	death.	They	increased	lifespan	on	all	who	possess	it.	It	is	not	uncommon,	must	find	their	way	through	canyons	infested	with	gigantic,	therefore,	for	a	Blood	Angel	to	live	for	a	millennium	or	more,	if	mutated	beasts.	The	desiccated	husks	of	previous	hopefuls	bear	death	in	battle	or	the	Red	Thirst	does	not	claim	him	first.	These	witness	to	those	who	undertook	the	trials	rashly.	Once	they
vastly	extended	life	spans	allow	the	Blood	Angels	to	perfect	reach	the	Place	of	Challenge,	gladiatorial	contests,	often	to	the	their	techniques	in	art	as	well	as	in	war.	They	have	centuries	to	very	death,	ensure	that	only	the	most	skilled	and	determined	perfect	the	disciplines	to	which	they	turn	their	minds,	and	this	fighters	survive.	accounts	for	the	fact	that	Blood	Angels’	armour	and	banners	are	amongst	the	most	ornate	ever	produced.	Once	fifty	or	so	victors	have	been	separated	from	the	unsuccessful	aspirants,	they	will	be	taken	by	Thunderhawk	Following	the
example	of	their	primarch,	the	Blood	Angels	gunship	to	fulfil	the	next	stage	of	their	trials.	Those	who	fail	espouse	a	vision	of	the	galaxy	in	which	the	enemies	of	the	are	nonetheless	granted	positions	of	honour	when	they	return	Emperor	can	be	defeated	and	mankind	can	progress	to	the	life	to	their	tribes,	for	the	mere	fact	of	their	having	survived	the	he	was	always	fated	to	live.	There	is	a	deeply	mystical	streak	in	trials,	even	if	not	selected,	is	a	great	feat	in	itself.	the	Blood	Angels’	doctrines,	and	a	strong	belief	that	things	can	be	made	better.	After	all,	the	Blood
Angels	are	recruited	from	the	The	successful	aspirants	are	taken	to	the	fortress-monastery	scrofulous	wastelanders	of	Baal,	and	if	such	can	be	transformed	of	the	Blood	Angels,	where	they	witness	sights	of	such	into	a	tall,	proud,	and	handsome	warrior,	then	there	is	hope	for	magnificent	glory	that	many	are	struck	down	with	awe.	They	mankind	yet.	This	belief	can	be	seen	in	everything	the	Blood	are	taken	before	the	full	battle-brethren,	and	it	is	here	that	the	Angels	do.	They	strive	for	perfection	in	all	of	their	endeavours.	contrast	between	aspirant	and	Space
Marine	is	truly	evident.	Their	works	of	art	are	things	of	beauty	and	symmetry.	Their	Despite	their	youth,	very	few	of	the	aspirants	will	be	untouched	martial	disciplines	are	practised	unceasingly.	Their	doctrines	are	by	the	ravages	of	the	blasted	lands	in	which	they	have	lived.	permeated	with	a	sense	of	mortality	and	the	fallen	greatness	Their	bodies	are	riddled	with	cankers	and	sores,	their	faces	of	Man.	marred	by	lesions.	In	contrast,	the	towering	physiques	of	the	Space	Marines	around	them	are	the	very	ideal	of	perfect	beauty,	The	beatific	countenance	and
noble	bearing	of	the	Blood	their	skin	smooth,	their	features	noble.	Angels	is	in	stark	contrast	to	the	curse	they	bear.	While	lesser	warriors	might	become	morose	or	fatalistic,	weighed	down	by	Having	observed	a	gruelling	vigil	of	three	days	and	three	the	inevitability	of	their	fate,	the	Blood	Angels	remain	stoic.	nights,	the	aspirants	are	led	away	by	the	Chapter’s	Sanguinary	The	Blood	Angels’	cadre	of	Sanguinary	Priests—the	equivalent	Priests,	who	fulfil	not	only	the	role	of	Apothecary,	but	of	the	of	Apothecaries	in	other	Chapters—tirelessly	pursue	a	cure	bearers
of	their	primarch’s	most	sacred	blood.	Each	aspirant	to	the	Red	Thirst.	But	each	year,	more	and	more	brethren	must	partake	of	this	blood,	which	is	born	in	a	chalice	proffered	succumb	to	it.	Perhaps	in	an	effort	to	hold	the	curse	at	bay,	to	them	by	a	priest.	Soon	after	sipping	the	precious	liquid,	the	many	Blood	Angels	sleep	in	the	same	casket	where	their	bodies	aspirants	fall	into	a	profound	sleep	and	are	taken	to	the	Hall	were	transformed	from	the	ravaged	Baalite	wastelanders	to	the	of	Sarcophagi.	The	walls	of	this	vast,	cathedral-like	chamber	perfect	forms
they	emerged	as,	the	arcane	machinery	filtering	42and	purifying	their	blood	as	they	slumber.	This	is	even	true	of	s	I:	Character	Creationmany	Blood	Angels	seconded	to	service	in	the	Deathwatch.Their	caskets	are	stored	within	a	watch	station	or	watch	fortress,	The	Blood	Angels’	battle	honours	encompass	millenniaand	the	Blood	Angel	sleeps	there	to	heal	any	wounds	suffered	of	victories,	many	purchased	with	ferocity	in	close-during	a	mission,	emerging	whole	and	unsullied	once	more.	quarters	combat.	Blood	Angels	Space	Marines	have	developed	great
manual	dexterity	and	coordination	The	quest	for	perfection	in	all	they	do	makes	Battle-	in	the	pursuit	of	art,	due	to	their	exceptionally	longBrothers	from	the	Blood	Angels	ideal	warriors	to	serve	in	the	life	spans.Deathwatch,	yet	their	curse	becomes	all	the	more	terrible.	ABlood	Angel	may	find	himself	isolated	from	others	of	his	kin	Blood	Angels	Space	Marines	gain	the	followingwhile	he	serves	in	the	Deathwatch.	He	appears	a	paragon	of	benefits:	+5	Weapon	Skill,	+5	Agility,	and	the	Bloodvirtue	to	his	fellow	Deathwatch	Battle-Brothers,	but	by	night	Frenzy	Solo
Mode	ability	(see	page	217).he	fights	damnation	alone	in	his	cell,	praying	fervently	thatthe	curse	will	not	claim	him	here,	so	far	from	his	Chapter	and	Tthe	Sanguinary	Priests	who	may	aid	him	on	his	final	journey.When	the	Red	Thirst	takes	hold,	it	can	only	be	overcome	with	The	Red	Thirst	is	a	Demeanour	(see	page	32)	uniqueextreme	difficulty.	to	Space	Marines	from	the	Blood	Angels	Chapter.	Deep	within	the	psyche	of	every	Blood	Angel	is	aCombat	DoCtrine	destructive	yearning,	a	battle	fury	and	blood	hunger	that	must	be	held	in	abeyance	in	every	waking
moment.	The	Blood	Angels	adhere	closely	to	the	organisation	Few	Battle-Brothers	can	hold	the	Red	Thirst	in	checklaid	down	in	Roboute	Guilliman’s	Codex	Astartes,	and	the	unceasingly—it	is	far	from	unknown	for	BloodChapter’s	Battle-Brothers	are	equipped	in	a	similar	manner	to	Angels	to	temporarily	succumb	to	its	lure	at	the	heightmost	other	Space	Marines.	The	Battle-Brothers	often	display	a	of	battle.savage	desire	to	engage	their	foes	in	the	fury	of	close	combat,their	rage	growing	all	the	stronger	the	closer	to	succumbing	The	Red	Thirst	is	the	Blood
Angels’	darkestto	the	Red	Thirst	the	Blood	Angel	steps.	Most	of	the	time,	the	secret	and	greatest	curse,	but	it	is	also	their	greatestBlood	Angels	are	able	to	hold	their	curse	in	check,	but	those	salvation—for	it	brings	with	it	a	humility	andthey	engage	in	assault	soon	discover	the	bloodthirsty	savagery	understanding	of	their	own	failings	which	make	themof	the	sons	of	Sanguinius.	truly	the	most	noble	of	the	Space	Marines.	Blood	Angels	are	unique	amongst	the	Space	Marines	in	upon	the	eve	of	his	destruction,	and	the	bloody	battles	of	thethat	their	gene-seed
contains	the	encoded	experience	of	their	Horus	Heresy	are	raging	all	around	him.	Such	a	Battle-BrotherPrimarch,	and	most	deeply	imprinted	of	all	is	the	memory	of	stands	at	the	end	of	his	travails,	for	his	path	leads	only	to	theSanguinius’	final	battle	with	Horus.	Sometimes,	on	the	eve	of	Death	Company,	where	he	and	the	Chapter’s	other	damnedbattle,	an	event	or	circumstance	will	trigger	this	embedded	souls	will	fight	one	final	battle	in	Sanguinius’	name	under	thememory	and	the	Battle-Brother’s	mind	is	suddenly	wrenched	guidance	of	a	Chaplain.	These
individuals	each	fight	their	owninto	the	distant	past.	The	Black	Rage	overcomes	the	Blood	battle,	perhaps	believing	themselves	to	be	waging	the	wars	ofAngel	as	the	memories	and	consciousness	of	Sanguinius	intrude	the	Horus	Heresy	at	the	side	of	their	beloved	primarch.	Deathupon	his	mind,	and	dire	events	ten	thousand	years	old	flood	for	the	members	of	the	Death	Company	is	a	blessed	mercy,into	the	present.	for	those	not	consumed	in	the	cleansing	fires	of	battle	must	be	restrained	and	imprisoned,	for	their	safety	and	that	of	their	A	warrior	overcome	with
the	Black	Rage	appears	half	mad	brethren,	until	the	next	battle.with	fury;	he	is	unable	to	distinguish	past	from	present	and	doesnot	recognise	his	comrades.	He	may	believe	he	is	Sanguinius	SANGUINIUSThe	primarch	of	the	Blood	Angels	Legion,	Sanguinius	was	a	radiant	warrior	said	to	have	been	born	aloft	uponangelic	pinions.	His	countenance	was	noble	and	pure	and	he	wore	perfectly	sculpted	armour	of	shining	gold.Sanguinius	was	said	to	have	been	blessed	with	the	gift,	or	burden,	of	prophecy.	He	was	in	many	ways	themost	beloved	of	the	Emperor’s	sons,
the	uncounted	multitudes	singing	his	praises	with	every	victory	he	laidbefore	his	father.	Sanguinius	was	possessed	of	an	abiding	sense	of	justice,	devoting	his	life	to	bringing	aboutthe	utopia	the	Emperor	proclaimed.The	Sons	of	the	Red	Angel	are	noble,	but	I	sense	something	sinister	about	them.–S.S.	43I:	Character	Creation	The	Dark	different	levels	within	the	Chapter	which	individuals	may	Angels	gradually	rise	through.	On	attaining	each	new	level,	they	are	granted	a	little	more	knowledge	of	the	truth	behind	the	Dark	“Repent,	for	tomorrow	you	die!”	Angels’
origins,	but	only	the	highest-ranking	members	of	the	Chapter	know	the	terrible,	shameful	secret	of	what	occurred	–Battle	cry	of	the	Dark	Angels	Chapter	ten	thousand	years	ago.	The	Dark	Angels	stand	first	amongst	the	Space	Marine	Caliban	Chapters,	as	they	have	done	since	their	very	inception.	Theirs	is	a	proud	Chapter,	with	traditions	and	rituals	Caliban,	the	home	world	of	the	Dark	Angels,	was	once	a	that	date	back	to	the	earliest	days	of	the	Imperium.	The	origins	verdant	world	of	dense	forests.	Yet,	those	forests	seethed	of	the	Dark	Angels	Chapter	are
shrouded	in	mystery,	however.	with	mutation	and	corruption,	the	baleful	influence	of	the	Few	records	of	its	beginnings	exist,	nor	are	there	many	nearby	Eye	of	Terror	cursing	Caliban	and	making	it	one	of	mentions	of	the	part	it	played	in	the	Emperor’s	Great	Crusade.	the	deadliest	worlds	in	the	galaxy.	The	original	inhabitants	Most	references	in	the	histories	of	the	Imperium	to	its	deeds	of	Caliban	are	said	to	have	been	a	proud,	martial	people,	during	the	accursed	times	of	the	Horus	Heresy	have	been	brought	up	to	live	and	die	by	the	sword.	The	lush	forests
expunged.	But	yet,	a	legend	persists	that	at	one	point	the	Dark	were	inhabited	by	all	manner	of	terrifying	beasts	that	had	Angels	teetered	on	the	very	brink	of	heresy	and	that	an	act	been	warped	by	Chaos.	The	ferocity	of	these	creatures	forced	of	the	most	terrible	betrayal	dishonoured	all	of	the	Chapter’s	the	inhabitants	to	build	brooding	stone	fortresses	in	huge	feats	of	valour,	leaving	an	enduring	stain	upon	the	Chapter’s	clearings	hacked	from	the	forests,	in	which	the	warrior-elite	honour.	Such	is	their	shame	that	from	that	time	onwards,	the	dwelled.	It	was
from	this	ruling	class,	called	the	Order,	that	Dark	Angels	have	borne	the	mark	of	the	Unforgiven	and	must	the	Dark	Angels	Legion	was	formed.	strive	for	absolution	from	the	sins	of	millennia	past.	During	the	titanic	wars	of	the	Horus	Heresy,	the	entire	Their	terrible	secret	is	that	during	the	Horus	Heresy,	some	of	planet	of	Caliban	was	torn	asunder,	reduced	in	a	cataclysmic	the	brethren	were	turned	to	the	side	of	Chaos.	The	renegades	battle	to	scattered	debris.	All	that	remained	was	the	rock	upon	were	defeated	in	a	battle	that	destroyed	the	Dark	Angels’	home
which	stood	the	ruins	of	the	Order’s	fortress	monastery.	In	the	world,	Caliban,	but	many	of	the	traitor	Dark	Angels	survived	millennia	since	the	destruction	of	Caliban,	the	Dark	Angels	to	be	cast	through	space	and	time	by	the	intervention	of	the	have	drilled	deep	into	the	bedrock	and	rebuilt	the	fortress	Chaos	Gods.	These	survivors	are	known	ruins.	The	dead	asteroid	was	transformed	into	the	Dark	to	those	few	Dark	Angels	granted	Angels	home,	called	the	Rock,	while	the	rebuilt	monastery	nowledge	of	their	existence	is	referred	to	as	the	Tower	of	Angels.
Countless	tunnels,	halls	as	The	Fallen.	In	the	eyes	of	and	chambers	were	constructed	and,	in	time,	even	warp	the	Chapter’s	leaders,	there	is	only	one	way	that	the	Chapter	engines	were	fitted	to	allow	the	Rock	to	move	from	star	can	ever	atone	for	its	shame,	to	star.	As	a	result,	the	Rock	does	not	stay	in	any	restoring	its	honour	and	trust	in	one	place	for	any	length	of	time,	and	the	Chapter	the	eyes	of	the	Emperor:	that	is,	recruits	from	a	variety	of	different	worlds.	if	all	of	the	Fallen	are	found	and	Many	dark	secrets	lie	either	made	to	repent,	or	slain.	deep	within
the	Tower	of	Angels.	Dungeons	The	story	of	treachery	and	that	have	remained	sealed	betrayal	is	the	Dark	Angels’	hidden	for	centuries	and	secret	shame,	and	their	secret	mission	to	caves	shut	behind	destroy	all	of	the	Fallen	is	adamantium	doors	now	their	only	hope	of	and	bound	with	salvation.	No	one	knows	holy	sigils	conceal	of	this	other	than	the	Dark	vast	repositories	of	Angels,	their	successor	ancient	archeotech.	Chapters	and,	perhaps,	the	Only	the	most	senior	of	the	Dark	Emperor	himself	on	his	Angels,	the	Masters	and	the	Inner	Golden	Throne.	Circle,
are	aware	of	the	chambers	and	may	unlock	their	dread	secrets.	The	Chapter	has	been	shaped	by	its	dark	past	and	the	inner	CirCle	is	secretive	and	monastic	in	nature,	with	much	time	After	the	fall	of	Caliban,	the	senior	members	given	over	to	worship	and	of	the	Legion	assembled	in	secret	conclave.	They	prayer.	There	are	many	decreed	that	knowledge	of	the	fall	of	their	brothers	must	remain	undisclosed	for	all	time,	that	no	outsider	must	ever	learn	of	the	schism	that	had	split	the	legion	or	that	some	44Space	Marines	of	the	Dark	Angels	Legion	had	turned	to
the	Only	on	his	ascension	to	the	First	Company,	called	the	I:	Character	CreationRuinous	Powers.	Should	this	dreadful	truth	ever	become	Deathwing,	does	a	Battle-Brother	begin	to	learn	the	truthknown,	they	feared,	the	Dark	Angels	would	be	reviled	as	of	the	events	that	transpired	at	the	very	dawn	of	the	Age	oftraitors,	and	all	hope	of	expunging	the	stain	to	their	honour	the	Imperium.	Rising	through	the	intricate	and	convolutedwould	be	lost	forever.	An	Inner	Circle	of	the	Legion’s	most	ranks	of	the	Inner	Circle,	he	learns	more	and	more,	the	secretssenior
officers	was	formed	to	forever	guard	this	dangerous	one	by	one	unveiled	as	his	masters’	trust	in	him	increases.knowledge,	and	each	member	swore	oaths	of	unspeakable	Only	upon	ascension	to	the	rank	of	Grand	Master	is	thebinding.	truth	revealed,	and	even	then,	it	is	likely	that	there	remain	revelations	known	only	to	the	holder	of	the	title	of	Supreme	The	Grand	Masters	of	the	Inner	Circle	swore	that	so	Grand	Master,	the	Chapter	Master	of	the	Dark	Angels.long	as	even	one	of	the	traitor	Fallen	remained	alive	andunrepentant,	the	Dark	Angels	would	be
Unforgiven,	cursed	Only	the	most	trusted	of	brethren	are	considered	forby	their	own	brothers	to	atone	for	all	eternity	for	the	sins	of	membership	of	the	Inner	Circle.	These	Space	Marines	arethe	past.	Until	every	last	Fallen	Dark	Angel	was	captured	and	observed	from	afar,	and	it	may	be	many	decades	beforemade	to	repent,	there	could	be	no	peace	for	the	true	sons	of	they	are	finally	approached.	Only	warriors	who	have	foughtthe	Lion.	This	would	be	the	true	mission	of	the	Inner	Circle,	through	the	ranks	for	many	years	and	have	proved	theirand,	through	its
machinations,	that	of	the	entire	Chapter.	loyalty	to	the	Chapter	time	and	time	again	are	allowed	to	progress.	Silent	and	hooded	brothers	lead	them	before	the	The	Inner	Circle	passed	on	their	terrible	knowledge	only	Inner	Circle	for	judgement,	and	soon	after	they	are	elevatedsparingly.	The	truth	of	what	occurred	on	Caliban	is	withheld	to	the	Deathwing—or	else	they	disappear	forever.from	new	recruits,	and	only	told	to	the	Battle-Brothers	onepassage	at	a	time.	Much	of	the	Dark	Angels’	teachings	to	Combat	DoCtrinetheir	brethren	are	couched	in	allegory	and
myth,	the	sameessential	truths	told	and	retold,	in	one	form	after	another.	The	With	the	breakup	of	the	Space	Marine	Legions	after	the	Horusfirst	such	allegory	a	Dark	Angel	is	told	recounts	the	so-called	Heresy,	the	Dark	Angels	were	split	into	Chapters	accordingTale	of	Two-Heads-Talking,	in	which	a	band	of	Deathwing	to	Roboute	Guilliman’s	Codex	Astartes.	With	the	exceptionTerminators	returned	to	the	planet	of	their	birth	to	find	of	the	Deathwing	and	the	Ravenwing,	the	Dark	Angelstheir	people	enslaved	by	hideous	xenos	overlords.	Daubing	follow	standard
Space	Marine	combat	doctrine,	and	theirtheir	armour	white,	as	was	the	tradition	of	their	people,	the	dogged	resistance	against	overwhelming	odds	is	legendary.	InTerminators	began	their	death-quest.	They	defeated	their	situations	where	even	other	Space	Marines	might	withdrawenemy,	but	at	the	cost	of	the	life	of	their	beloved	librarian.	and	redeploy,	the	Dark	Angels	will	fight	to	the	bitter	endSimilar	tales	are	told	at	every	stage	in	a	Dark	Angel’s	rather	than	give	ground	to	their	foes.	This	is	also	reflected	inprogression	through	the	ranks,	the	details	changing
from	their	stubborn	refusal	to	move	in	the	face	of	the	enemy,	evenone	story	to	the	next,	but	the	essential	truth	remaining.	Each	in	situations	where	it	would	sometimes	be	tactically	beneficialtells	of	a	group	of	heroes	returning	to	their	home	world	to	for	them	to	do	so.find	their	people	enthralled	by	a	traitor,	and	only	at	the	costof	eternal	shame	are	the	enemies	defeated.	Even	then,	somealways	escape.	THE	LIONThe	primarch	of	the	Dark	Angels	was	named	Lion	El’Jonson,	but	most	call	him	simply	‘The	Lion’.	When	theprimarchs	were	scattered	across	the	galaxy,
Jonson	came	to	Caliban,	growing	to	maturity	amongst	the	beast-haunted	forests,	not	laying	eyes	upon	another	human	until	he	was	a	young	adult.	Having	proved	himself	to	theknightly	order	that	defended	the	peoples	of	Caliban	from	the	Chaos	beasts	of	the	dark	forests,	Jonson	quicklyrose	to	power	and	led	a	crusade	to	slay	the	beasts	and	deliver	the	people	of	Caliban	from	their	evil.The	Lion	was	said	to	have	been	temperamental	and	taciturn,	but	a	brilliant	strategist	and	unstoppable	once	decidedupon	a	course	of	action.	These	qualities	served	him	well	when	he
reunited	with	the	Emperor	and	led	the	DarkAngels	Legion	in	the	Great	Crusade.	One	of	the	great	tragedies	of	the	Horus	Heresy	is	that	while	Jonson	earnedglory	amongst	the	stars,	Luther,	his	closest	friend	and	trusted	second	in	command,	turned	against	him,	leadingthose	Space	Marines	who	remained	on	Caliban	to	the	service	of	Chaos.	Returning	to	Caliban,	Jonson	discoveredhis	blood-brother’s	treachery.	So	terrible	was	his	vengeance,	so	bitter	his	sense	of	betrayal,	that	the	ensuing	battlesaw	the	destruction	of	Caliban	itself.	At	the	conclusion	of	the	battle,
the	traitor	Luther	was	captured	by	the	loyalDark	Angels,	but	of	the	Lion,	there	was	no	trace.	45I:	Character	Creation	THE	DEATHWING	The	Deathwing	is	the	First	Company,	or	Terminator	Company,	of	the	Dark	Angels	Chapter.	The	First	Company	of	most	Chapters	consists	of	veterans	who	may	fight	in	Terminator	armour	or	in	power	armour,	as	dictated	by	battlefield	requirements.	The	Dark	Angels,	however,	are	unusual	in	maintaining	an	entire	company	that	is	only	ever	fielded	as	Terminator	squads.	It	is	believed	that	when	the	Dark	Angels	Legion	was	divided
into	Chapters,	the	Terminator	armour-equipped	Assault	Company	was	split	into	a	number	of	100-strong	units	and	each	assigned	to	a	Chapter	formed	from	the	Legion.	The	warriors	of	the	Deat	wing	perform	all	of	the	conventional	missions	normally	assigned	to	Terminator	squads,	but	in	addition,	they	act	as	the	mailed	fist	of	the	Inner	Circle.	Members	of	the	Deathwing	are	not	fully	inducted	into	the	Inner	Circle,	but	they	know	far	more	of	the	Chapter’s	secrets	than	their	rethren,	and	will	stop	at	nothing	to	enact	their	masters’	vengeance	on	those	who	betrayed
the	legion	ten	thousand	years	ago.	THE	RAVENWING	The	Ravenwing	is	the	name	of	the	Second	Company	of	the	Dark	Angels	Chapter.	Instead	of	the	usual	dark	green	panoply	of	the	rest	of	the	Chapter,	the	Ravenwing’s	bikes	and	land	speeders,	as	well	as	their	power	armour,	are	painted	jet	black,	and	it	is	this	which	gives	the	company	its	unique	name.	Although	the	Ravenwing	is	highly	specialised	formation	exceptionally	skilled	at	scouting	and	assault	missions,	the	company	is	much	more	than	a	reconnaissance	force.	Its	true	function	is	vital	to	the	ten	thousand
year	mission	of	the	Dark	Angels.	Although	only	the	company’s	highest	ranked	officers	know	it,	the	Ravenwing’s	primary	role	is	to	hunt	down	and	capture	the	Fallen	Dark	Angels.	Therefore,	the	members	of	the	Second	Company	are	granted	limited	knowledge	of	the	secrets	of	the	Dark	Angels—much	more	than	the	Third	to	Tenth	Companies,	but	far	less	than	the	Deathwing	and	the	Inner	Circle.	s	The	Space	Marines	of	the	Dark	Angels	Chapter	are	cunning	warriors	who	often	rely	on	the	precise	application	of	overwhelming	firepower	to	defeat	their	foes.	Dark
Angels	Space	Marines	gain	the	following	benefits:	+5	Ballistic	Skill,	+5	Intelligence,	and	the	Stoic	Defence	Solo	Mode	ability	(see	page	217).	SonS	of	the	lion	Sons	of	The	Lion	is	a	Demeanour	(see	page	32)	unique	to	Space	Marines	from	the	Dark	Angels	Chapter.	Although	only	the	upper	echelons	of	the	Chapter	are	aware	of	the	awful	truth	of	the	Dark	Angels’	past,	even	those	newly	recruited	are	possessed	of	a	secretive,	even	introverted	nature.	The	idea	that	outsiders	are	not	to	be	trusted	is	drilled	into	the	recruits	from	an	early	stage,	and	they	are	tested
continuously	to	ensure	their	compliance	until	it	becomes	second	nature.	After	all,	a	brother	who	cannot	be	entirely	trusted	to	keep	the	Chapter’s	secrets	is	unlikely	to	advance	through	its	ranks.	Although	the	Dark	Angels	have	fought	beside	all	of	the	branches	of	the	Imperium’s	vast	military	machine,	they	prefer	to	stand	beside	other	Space	Marines.	Many,	even	brother	Astartes,	find	the	Dark	Angels	aloof	and	uncommunicative.	The	Dark	Angels,	for	their	part	are	impatient	and	unforgiving	with	strangers	who	pry	into	their	affairs.	In	truth,	those	Dark	Angels	who
are	aware	of	the	existence	of	the	Fallen	are	ever	watchful	for	any	sign	of	their	activity,	and	will	abandon	whatever	mission	they	are	about	should	they	gain	any	clue	that	one	is	nearby.	In	theory,	even	a	Dark	Angel	seconded	to	the	Deathwatch	could	go	“off	mission”	in	this	manner,	although	the	annals	of	Watch	Fortress	Erioch	do	not	relate	any	such	incident	taking	place.	The	Dark	Angels	are	also	notoriously	intolerant	of	non-humans	and	will	often	refuse	to	fight	alongside	armies	that	include	abhuman	warriors	or	alien	races.	They	are	highly	suspicious	of
outsiders	and	often	appear	unreasonably	aloof	and	intransigent.	Indeed,	there	have	been	a	number	of	occasions	where	Dark	Angels	have	withdrawn	suddenly	and	with	no	explanation	from	a	warzone	when	confronted	by	an	Inquisitor	or	missionary.	Despite	such	incidents,	many	Dark	Angels	have	served	with	distinction	and	honour	in	the	Deathwatch.	Their	taciturn	nature	and	stubborn	refusal	to	accept	anything	other	than	total	victory	over	their	foes	has	served	the	Deathwatch	well,	and	several	noted	Watch	Commanders	are	drawn	from	the	Chapter.	These	keep
in	close	contact	with	one	another,	coordinating	the	efforts	of	the	Deathwatch	across	entire	sectors	of	the	Imperium.	46The	Space	are	dangerous	indeed.	The	predators,	however,	are	among	I:	Character	Creation	Wolves	the	most	ferocious	in	the	galaxy.	Ancient	drakes	and	wyrms	soar	on	the	thermals	above	the	shifting	islands,	thriving“We	may	be	few,	and	our	enemies	many.	Yet	so	long	as	there	remains	in	caves	heated	by	geothermal	processes.	Sea	serpents	andone	of	us	still	fighting,	one	who	still	rages	in	the	name	of	justice	and	kraken	haunt	the	deeps,
terrifying	leviathans	that	can	growtruth,	then	by	the	Allfather,	the	galaxy	shall	yet	know	hope.”	thousands	of	metres	in	length.	It	has	even	been	suggested	that	these	kraken,	one	of	which	is	said	to	have	been	caught	–Ragnar	Blackmane	of	Space	Wolves	by	Leman	Russ	himself,	are	the	remnants	of	an	unsuccessful	Tyranid	invasion	from	the	distant	past.Since	the	Imperium	came	into	being,	the	Space	Wolves	have	fought	tooth	and	nail	for	the	cause	of	the	Great	white	bears,	raging	beasts	that	weigh	as	much	as	an	Emperor.	Amongst	the	most	famous	of	the
Chapters	of	ice	shark	and	are	almost	invisible	in	a	blizzard,	can	be	foundthe	Adeptus	Astartes,	their	sagas	are	told	from	one	end	of	the	prowling	the	frozen	tundra,	fully	capable	of	smashing	apartgalaxy	to	the	other.	As	headstrong	as	they	are	fierce,	the	Space	the	strongest	buildings	to	feed	upon	the	unwary	occupants.Wolves	excel	at	close-quarters	fighting,	their	warriors	vying	But	most	dangerous	of	all,	a	predator	so	terrible	that	it	iskeenly	for	glory	on	the	field	of	battle.	The	Space	Wolves	live	known	throughout	the	galaxy,	is	the	Fenrisian	wolf.	Theseto	fight,
and	death	holds	no	fear	for	them.	iron-furred	monsters	range	from	the	mass	of	a	small	horse	to	that	of	an	armoured	personnel	carrier,	and	are	possessed	oflanD	of	fire	anD	iCe	a	singular	cunning.	Perhaps	the	most	terrifying	thing	about	these	beasts	is	that	they	live	in	packs	and,	when	they	areFenris,	the	home	world	of	the	Space	Wolves	Chapter,	is	a	hunting,	their	prey	has	little	hope	of	escape.world	of	pain	and	hardship,	swathed	forever	in	freezing	iceor	unforgiving	fire.	It	drifts	in	the	far	northwest	quadrant	Given	that	many	Space	Wolves	wear	the	pelts	of
theseof	the	galaxy,	perilously	close	to	the	Eye	of	Terror,	and	yet	vicious	creatures,	having	killed	the	beasts	with	their	bareits	denizens	remain	pure.	From	space,	it	is	apparent	that	the	hands,	the	warriors	of	Fenris	can	be	reckoned	mighty	indeed.vast	majority	of	Fenris	is	covered	in	ice-cold	water,	and	what	Born	into	a	world	of	such	omnipresent	danger,	only	thelittle	land	mass	there	is	floats	as	small	islands	of	frozen	rock	toughest	can	thrive.	Few	worlds	in	the	breadth	of	the	galaxyand	snow.	In	the	long,	dark	days	of	the	Fenrisian	winter,	the	hold	any	fear	for	the
Space	Wolves	of	Fenris.oceans	freeze	over	entirely,	swathing	the	planet	in	a	hard,white	skin.	Many	Space	Wolves	have	served	in	the	Deathwatch,	and	some	of	the	most	celebrated	Battle-Brothers	are	drawn	One	small	continent	remains	stable	throughout	the	from	the	Chapter.	Their	propensity	to	engage	the	foe	headyears:	the	land	of	Asaheim,	which	sits	atop	the	on	has	led	to	many	great	victories,	even	if	none	outside	ofcrest	of	the	world.	Fenris	orbits	its	sun	in	a	the	Deathwatch	ever	hear	of	them.	Though	many	Spacepronounced	ellipse;	as	a	direct	result,
Wolves	have	been	elevated	to	the	rank	of	Watch-Captain	inthe	climate	ranges	from	ice	cold	formost	of	the	year	to	searing	heat	in	the	the	Deathwatch,	comparatively	few	havesummer.	Even	at	the	time	when	Fenris	served	as	Watch	Commanders.	Itreaches	its	perigee,	the	primary	is	likely	that	this	is	due	to	thecontinent	remains	intact,	brothers’	natural	gregariousness,although	ravaged	by	and	their	desire	to	return	to	theblazing	lava	and	great	feasting	halls	of	Fenris	oncerivers	of	magma.	their	duty	is	done.Tectonic	platesgrind,	mountains	the	trialsare	thrown	up,
andchasms	rend	deep	The	Space	Wolves	claim	togashes	in	the	skin	of	the	planet.	Yet	somehow,	be	blessed	with	the	mostamongst	the	shifting	ice	floes	and	fierce	tides,	potent	of	all	gene-seeds.the	men	of	Fenris	thrive.	The	heritage	of	Leman	As	the	constant	ravages	of	the	cruel	and	Russ	is	as	unique	as	itever-changing	climate	harden	its	people,	so	too	is	deadly,	and	the	firstdoes	it	harden	the	native	species.	The	prey,	such	stage	of	the	aspirant’sas	the	herds	of	giant	Fenrisian	elk	with	their	transformation	is	often	themajestic	and	razor-sharp	antlers	and	the
hulking	last,	for	many	are	killed,mammoths	that	can	crush	or	worse,	transformed	intoa	man’s	body	to	a	pulp,	slavering	beasts.	Before	the	transformation	can	begin,	the	aspirant	must	first	imbibe	the	Canis	Helix.	Unfortunately	for	many,	the	genetic	coding	of	the	helix	contains	a	number	of	substances	that	are	not	synthesised	by	the	human	body,	and	47I:	Character	Creation	they	have	a	dramatic	effect	upon	the	potential	Space	Marine.	Wolf	progresses	through	his	life,	he	may	rise	through	the	The	ravages	of	this	unique	gene	first	take	effect	during	the	ranks	until
he	is	old	and	his	fangs	are	long.	If	his	bravery	and	aspirant’s	indoctrination.	Ultimately,	he	is	cast	out	into	the	might	are	proven	beyond	question,	he	may	be	invited	to	join	wilderness	to	make	his	own	way	back	to	the	Fang—the	the	Wolf	Guard,	or	even	become	a	mighty	Wolf	Lord	and	lead	Space	Wolves’	mighty	Fortress-Monastery.	The	gene	works	one	of	the	Chapter’s	Great	Companies.	its	hideous	changes	upon	the	warrior’s	mind	and	body;	he	reverts	to	a	primal	state	where	his	bones	split	and	buckle,	hair	Most	Space	Wolves	begin	their	careers	as	Blood	Claws,
hot-	sprouts	across	his	body,	and	his	only	desire	is	to	gorge	on	headed	young	warriors	who	cannot	wait	to	prove	themselves,	fresh	meat	and	blood.	His	body	mass	grows	by	almost	eighty	charging	in	howling	packs	at	the	front	lines	of	the	enemy	percent,	many	of	his	bones	fuse,	and	vestigial	fangs	sprout	in	their	efforts	to	garner	personal	glory.	The	Blood	Claws	from	his	gums	as	he	undergoes	the	transformation.	Whilst	his	are	the	shock	troops	of	the	Space	Wolves	and	spearhead	the	body	is	wracked	with	pain,	the	warrior	must	overcome	the	majority	of	assaults.
If	they	survive	to	become	mature	and	gene,	lest	it	overcomes	him.	The	nights	of	Fenris	are	prowled	capable	warriors,	they	will	be	elevated	to	the	ranks	of	the	by	giant,	feral	creatures,	known	as	the	Wulfen,	the	vestiges	of	Grey	Hunters,	tempered	by	battle	but	nonetheless	ready	aspirants	who	have	failed	to	overcome	the	curse.	To	become	to	give	their	lives	in	the	name	of	honour.	When	the	Space	one	of	the	Wulfen	is	to	fail	and	truly	become	a	monster.	Wolves	are	fully	mature,	their	hair	grey	and	their	canines	pronounced,	they	are	likely	to	be	inducted	into	the
Long	If	the	aspirant	finds	his	way	back	to	the	Fang	across	the	Fangs,	veteran	warriors	who	are	disciplined	and	steady	even	chasms	and	glaciers	populated	by	snarling	predators	and	in	the	heat	of	battle,	and	hence	entrusted	with	the	company’s	blasted	by	freezing	winds,	he	is	implanted	with	the	remainder	heavy	weapons.	of	the	Space	Wolves’	gene-seed,	stabilising	the	Canis	Helix	and	completing	his	genetic	indoctrination	into	the	ranks	of	The	bravest	and	strongest	of	the	Space	Wolves,	after	proving	the	Sons	of	Russ.	A	minority	of	these	warriors	do	not	entirely
themselves	in	a	feat	of	exceptional	valour	or	martial	prowess,	conquer	the	gene-seed’s	effects,	however,	and	in	times	of	may	become	Wolf	Guards.	It	is	not	by	age	or	maturity	that	great	stress	will	revert	to	the	hulking,	bloodthirsty	state	that	one	attains	such	a	coveted	rank,	but	by	deed,	and	so	a	newly	haunts	their	genetic	structure.	This	is	the	Curse	of	the	Wulfen,	raised	Blood	Claw	has	the	same	chance	of	joining	the	ranks	and	it	is	rightly	feared.	of	the	Wolf	Guard	as	does	a	veteran	Long	Fang.	The	Wolf	Guard	may	lead	less	experienced	packs	into	battle,	or
form	Combat	DoCtrine	a	retinue	for	the	mightiest	warrior	of	the	Great	Company—	the	Wolf	Lord	himself.	Few	can	stand	before	these	heroic	The	Space	Wolves	have	a	very	different	approach	to	martial	warriors,	equipped	as	they	are	with	the	best	wargear	in	the	strategy	from	many	of	their	brother	Space	Marines.	There	company’s	armoury,	making	them	virtually	unstoppable	in	are	several	distinct	types	of	squad,	or	pack,	unique	to	the	close	combat.	Chapter.	Due	to	the	Canix	Helix	in	the	Space	Wolf	gene-seed,	Space	Wolves	experience	their	canines	continuing
to	grow	throughout	their	life-span.	As	a	Space	LEMAN	RUSS	TtpmrawhahrsieiieegmskrhIeepiadmtnrruyigchpmn.hsieimhasWrtiereuwc-
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live	for	the	tactics	are	undeniably	effective;	the	Space	Wolves	have	foughthonour	of	battle,	it	is	almost	certain	that	the	younger	Space	in	such	a	manner	on	a	hundred	thousand	battlefields	sinceWolves	will	abandon	a	standard	tactical	structure	in	favour	their	conception,	and	a	hundred	thousand	battle	honoursof	simply	rushing	headlong	at	the	enemy,	howling	at	the	bear	witness	to	their	bravery.tops	of	their	voices.	This	has	been	known	to	aggravate	alliesfrom	other	units,	who	must	adapt	their	battle	plans	in	the	I:	Character	Creationface	of	the	Space	Wolves’
actions.	However,	far	from	beinguncontrolled	berserkers,	the	Space	Wolves	simply	relish	the	THE	LION	AND	THE	WOLFOver	the	course	of	the	many	battles	of	the	Great	Crusade	and	the	subsequent	Horus	Heresy,	LemanRuss	became	firm	friends	with	Lion	El’Jonson,	primarch	of	the	Dark	Angels	Legion.	The	two	wereat	once	beloved	brothers	and	bitter	rivals,	vying	all	the	while	for	honour	and	glory.	On	the	worldof	Dulan,	the	Space	Wolves	and	the	Dark	Angels	were	to	assault	an	enemy-held	fortress.	Russclaimed	the	right	to	lead	the	attack,	for	the	Tyrant	of
Dulan	had	insulted	him	publicly.	But	the	Lionrefused	and	started	the	assault	early.	Russ	was	furious,	and	after	the	battle	was	won	a	duel	broke	outbetween	the	brother-primarchs,	in	which	Russ	was	laid	low,	only	to	regain	consciousness	some	timelater,	after	the	Dark	Angels	had	departed.	To	this	day,	whenever	the	Space	Wolves	and	the	DarkAngels	serve	alongside	one	another,	a	ritual	duel	is	fought	between	the	champions	of	each.	Thoughrarely	fatal,	the	outcome	of	the	fight	is	regarded	as	an	omen	of	the	battle	to	come,	and	muchhonour	is	earned	by	those
who	continue	the	brotherly	feud	of	their	primarchs.sSpace	Wolves	are	renowned	for	their	exceptionally	sharp	senses	and	their	heroism	in	defence	of	all	Imperial	citizens,high	or	low.	A	Space	Wolves	Space	Marine	gains	the	following	benefits:	+5	Perception,	+5	Fellowship,	and	the	Wolf	Senses	SoloMode	Ability	(see	page	217).	Bonus	Talent:	Space	Wolves	characters	begin	with	the	Heightened	Senses	(Smell)	Talent.	Restrictions:	Space	Wolves	characters	may	not	select	the	Deathwatch	Apothecary	Speciality.ssThe	Sons	of	Russ	is	a	Demeanour	(see	page	32)
unique	to	Space	Marines	from	the	Space	Wolves	Chapter.	The	Battle-Brothers	of	the	Space	Wolves	are	ferocious	and	aggressive	warriors.	Though	far	from	mindless	berserkers,they	are	certainly	possessed	of	a	feral	exuberance	for	battle.	They	have	an	overriding	sense	of	duty	and	honour,	andare	driven	ever	onwards	by	a	strong	desire	to	right	the	many	wrongs	that	have	befallen	the	Imperium	of	Man	since	theheady	days	of	the	Great	Crusade.	Space	Wolves	exhibit	a	fierce	sense	of	loyalty	to	their	comrades	in	arms	and	this	is	onoccasion	extended	to	their
compatriots	in	other	branches	of	the	Imperium’s	military.	Although	as	devoted	to	the	Emperor	as	any	other	Space	Marine	Chapter,	the	Space	Wolves	express	their	faith	not	inprayer	and	piety,	but	in	feats	of	arms.	While	the	Battle-Brothers	of	other	Chapters	may	spend	the	night	before	battle	insolemn	meditation,	the	Space	Wolves	are	more	likely	to	mark	the	eve	of	battle	in	bawdy	celebration,	raising	overflowingjacks	of	Fenrisian	ale	to	brothers	they	may	be	mourning	once	battle	is	done.	A	Space	Wolf	will	drink	and	make	merry,for	tomorrow,	he	may	die.	In
temperament,	most	Space	Wolves	are	blunt	and	plain	speaking,	even	to	the	point	of	giving	offence	to	those	notused	to	their	ways.	They	abhor	pretension	and	despise	politicking.	They	are	honest	to	a	fault,	and	expect	the	samequality	in	those	they	fight	alongside.	Space	Wolves	embrace	their	lot	with	an	uncomplicated	enthusiasm,	from	theheadstrong,	newly	recruited	Blood	Claw	to	the	grey	haired	and	taciturn	Long	Fang.	Each	plays	the	role	fate	lays	beforehim,	knowing	that	a	life	spent	in	service	to	the	Emperor	is	a	life	well	lived.	In	the	face	of	an	enemy	attack,
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