-
£3

EPIC 40,000

SPACE
MARINE
LEGIONS

Tank Company




THE HORUS HERESY

The Horus Heresy

Though the Heresy was ignited by the product of a conspiracy by the forces of Chaos, there were precipitating factors that
helped push many of the Legio Astartes towards rebellion. The first was the Emperor's return to and seclusion on Terra,
working on a secret project that he refused to share with any of his Primarchs, including his most favored son Horus, whom he
had named Warmaster. This apparent abandonment of the Great Crusade, for something he would not even share with his
sons bred mistrust, resentment, and disappointment towards the Emperor amongst many of the Primarchs.

Another contributing factor was the formation of an administrative body known as the Council of Terra. Many of the
Primarchs viewed these human bureaucrats as usurping their rightful place as rulers of the Imperium they had fought so hard
to create. Worse still, the Primarchs were denied a place on the Council and the notion of an Imperium dominated by human
bureaucrats, not the sons of the Emperor and their Astartes Legions, became a cause of concern for many of the Primarchs.
Lastly, the Emperor's disciplining of Lorgar and the Word Bearers was a contributing factor to the Heresy. After Lorgar and the
entire Legion were publicly humiliated, scolded, and forced to kneel in front of the Emperor for spreading their belief that the
ruler of mankind was a divine being, the pious Word Bearers felt betrayed and desperately sought any power in the universe to
worship. This eventually led Lorgar and his Legionaries to the Eye of Terror, where they pledged themselves to the forces of .-
Chaos and began to conspire against the Emperor. Thus the Word Bearers had secretly become the first Chaos Space '
Marines

Horus's Corruption

However, the Horus Heresy truly began after Warmaster Horus was wounded by the stolen Anathmame on the moon of
Davin, a place that was cursed by the foul Chaos God Nurgle. The wound caused by the blade refused to heal, despite Horus's
super-enhanced immune system or the efforts of the Sons Of Horus’s best Apothecaries. The Mournival took Horus to the
Davinite Serpent Lodge, which they were told could heal him. Erebus and the Word Bearers had orchestrated the battle on
Davin, unknown to all involved.

During the rituals, Horus's spirit was transferred into the Warp where Erebus, disguised as the Warmaster's closest friend
Hastur Sejanus, showed him a terrible vision of the very future which his actions would bring about - the Imperium as a \
repressive, violent, and superstitious regime where the Emperor and some of the Primarchs (but not Horus) were worshiped as
~ divine beings by the fanatical and ignorant masses of humanity. The Chaos Gods portrayed themselves as the victims of the
* Emperor's psychic might who had no interest themselves in controlling the material world. Horus, already having grown jealous
# and deeply resentful of his perceived poor treatment at the hands of his father, the Emperor, and was one of many afraid of the

concept of a peace where all for which that they had fought was given to weak willed men whilst his legions were cast aside

and left as peacekeepers. Horus therefore proved all too willing to accept the Ruinous Powers' false visions of an Emperor

determined to make himself a god at Horus's expense.

But there was one thing no one had counted on: Horus's brother Magnus the Red, Primarch of the Thousand Sons, had \
continued to study the forbidden arts of sorcery, and was not about to let his brother fall to the powers of the Warp. The ‘
cyclopean giant appeared within Horus's vision, revealing the chaplain's identity and begging Horus not to give in to the B
temptations of Chaos. Unfortunately, Horus had decided that if anyone deserved to be worshipped as a god it was he, and not
the Emperor. He accepted the offer of the Chaos Gods to join their cause and in return they healed his wound and granted him
the powers of the Warp. The Chaos Gods' pact with Horus was simple: "Give us the Emperor and we will give you the galaxy."!
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COMPANY SUPPORT

assault.
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COMPANY HEADQUARTERS

HEADQUARTERS

][ 150 points ]
OPTIONS
Exchange Command Land
Raider for Command Predator for
free.

[ Command Tank

Break point
Morale

Company Headquarters

Land Raider Command
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Company Detachments

PREDATOR SQUADRON

][ 200 points ]
OPTIONS:
Add an Executioner Pattern
Predator for +85 points.
Upgrade all Predators to Land
Raiders for +50 points each. Cannot be
Upgraded if squadron includes
Executioner.
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SUPER HEAVY TANK
(Sclcct onc)

Baneblade

[ 225 points ]

[ Shadowsword ][ 225 points ]

][ 275 points ]

[ Storm Blade

4 [ 3 Vindicators ][ 150 points ]
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OPTIONS
Nil.

5 .

e-\ingigator's-principal
eavy-calibre depdqli piefé’annonl ;

ttering foitificatiopgand.breaching
lates of tAhks withequal éase it

in urban rf‘@r‘éé ;ahb st and,
ades.and obstacls, enap
ind freefPassage thikough.

ave othegpwise szf -

i #

ill zorle_. %

7

" d enérq_ted i

TRANSPORT SQUADRON

][ 300 points ]

OPTIONS
» Add additional Thunderhawk

Transport for +300 points.
SPECIAL
» Each Drop ship operates
independently on the battlefield and
each has a break point of 1.

[ Thunderhawk

LEGION SUPER HEAVY TANK

Company Support

Break point 1
Morale 2

Super Heavy Tank

OPTIONS
* Nil. \\
AN ()
LEGION VINDICATOR SQUADRON Break point
Morale 2
VINDICATOR SQUADRON

Vindicator Squadron

LEGION DROP SHIP SQOUADRON
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Legion Drop Ship
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Company Support

Break point 2
Morale 2

WHIRLWIND SQUADRON / \
[ 3 Whirlwinds ][ 150 points ]
OPTIONS

» Upgrade all Whirlwinds to
Hunters for free.

LEGION WHIRLWIND SQUADRON

»
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4 Landspeeder Squadron

'y LANDSPEEDER SQUADRON

[ 5 Landspeeders ][ 200 points ] N YT

OPTIONS

Landspeeder Landspeeder
Marine
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Company Support

LEGION SABRE TANK HUNTER SQUADRON

SABRE SQUADRON Sabre Squadron

[ 3 Sabres ][ 100 points ]

OPTIONS
* Nil.

Break point
Morale
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LEGION SICARAN SQUADRON

SICARAN SQUADRON Sicaran Squadron

[ 3 Sicarans ][ 250 points ]

OPTIONS
* Nil.
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Land Raider designs.

The primary armament of the mai aran varia
sophisticated Herakles pattern accelerator aufola]mo he
superior rapid-firing and highly accurate weapon. It fires
shells at far higher velocities than a standard autocannon,
enabling it to successfully track and engage swift moving
targets and pinpoint vulnerabilities in enemy armour with
lethal precision.
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Battalion Support

LEGION THUNDERHAWK SQUADRON Break point 2

Morale 2

THUNDERHAWK SQUADRON Thunderhawk Squadron

[ Thunderhawk ][ 100 points ]

OPTIONS
« Add additional Thunderhawk for

+100 points.
SPECIAL

» Each Thunderhawk operates
independently on the battlefield and
each has a break point of 1.

Thunderhawk

LEGION HEAVY SUPPORT SQUAD :/'I‘zf:lgm"t 2

Heavy Support Detachment

HEAVY SUPPORT DETACHMENT

[ Heavy Support Squad ][ 200 points ]

OPTIONS

* Add two Rhino Transports for
+35 points break point increased
to 3.

Heavy Squad Heavy Squad
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Battalion Support

LEGION TACTICAL SQUAD Break point

Morale

Tactical Detachment
TACTICAL DETACHMENT

[ Tactical Squad ][ 150 points ]

Sergeant Sergeant

OPTIONS

* Add two Rhino Transports for
+35 points break point increased
to 3.

Tactical Squad Tactical Squad

Tactical Detachment

terrain
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LEGION ASSAULT SQUAD Break point
Morale 2

Assault Detachment
ASSAULT DETACHMENT /__ﬂ X

[ Assault Squad ][ 150 points ] E e’
Sergeant Sergeant

OPTIONS:
* Nil

Assault squads are rapic attack forces, the argear optir d tow uarter figt g and hit-and-run tactics.
Their jump packs allow great speed of movement on' L at eld, ch units to ‘ivmp‘éct with crushing force
on the charge. The Night Lords and Raven Guard are amongs ( st proponents of such formations, although even

those Legions who do not particularly favour them, such as the Death Guard or Iron Warriors, can field multiple assault
squads if the tactical need arises.




Battalion Support

Break point 2
LEGION TERMINATOR SQUAD Morale 1

Terminator Squad

TERMINATOR SQUAD

[ Terminator Squad ][ 175 points ]

OPTIONS

* Add two Land Raider Transport
for +180 points each points break
point increased to 3.

Terminator Squad Terminator Squad
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Chapter Support
A
LEGION CHAPLAIN BMfeak point
orale =
[ Coptinith Mo _| 75|
OPTIONS

» Upgrade Rhino to Land Raider

Transport for +75 points each.
» Upgrade to Terminator Armour
for +25 points

SPECIAL Chaplain

+ The Chaplain is only classed as \ /
broken if the Chaplain Stand is

destroyed.

v TS

LEGION TECHMARINE Break point

Morale

[ Techmarine with Rhino I 100 points ] Techmarine

OPTIONS

* Upgrade to Land Raider
Transport for +75 points each.

» Upgrade to Terminator Armour
for +50 points

SPECIAL
+ The Techmarine is only classed as
broken if the Techmarine Stand is
destroyed.

e€chmarine




Tactical
Assault
Heavy
Terminator

Terminator HQ

Techmarine
Chaplain

Shadowsword

Baneblade

Stormblade

Whirlwind

Hunter AA

Sabre Tank
Hunter
Land Raider

Thunderhawk
Gunship

Drop Ship

Sicaran

Land Speeder

Predator
Predator
Executioner

Rhino

Vindicator

* 5+ save modifiable to 6+ but no further

10cm
15cm
10cm
10cm
10 cm

20cm

25cm
25cm

20cm

100 cm

6+
6+
5+%
5+

+3
+1
+6
+7

Bolters
Pistol/Swords
Heavy Weap.
Storm Bolters
Storm Bolters

Bolt Pistol
Bolt Pistol

Volcano
Cannon
Lascannons
Bolters
Battlecannon
Lascannons
Bolters
Plasma
Blastgun
Battlecannon
Hellion
Missile*
Hunter/ Killer
Missile
Bolters
Multi-
Launcher
SAM Launcher

Autocannon

Lascannons
Bolters
Rockets
Battlecannon
Bolters
Battlecannon

Accelerator
Autocannon
Lascannons
Multi-Melta

Autocannon
Lascannons
Executioner
Lascannons
Bolters

Thunderer

50cm
25cm
75cm
35cm
35cm

5+
5+
4+
4+

Jump Packs

Imperial troops within
10cm add +1 to morale,
HQ, Elite.

HQ, Mechanic

+1 to close assault
factor

Volcano Cannon adds
+3 to damage rolls vs.
Titans/ Praetorians

Battlecannon Turret

* One-use weapons,
Plasma Reactor
explodes when
destroyed; Missiles
add +2 to damage vs. a
to hit template

Fires barrage

AA

May carry 2 troop
stands

Flier, carries a full
detachment of 6
stands

Flier, Super Heavy,
Void Shields(2),
Transport (18),
Vehicle Transport (6
Tanks,4 Land Raiders),
PD (9)

Autocannon Turret

Skimmer

Autocannon Turret
Executioner Turret

May carry 2 troop
stands

Ignores to hit
modifiers for cover
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