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Throughout the galaxy, the Imperium wages war against the many deadly enemies of humanity. However,
none of these enemies are as feared as the dreaded Genestealers. These horrifying, six-limbed monstrosities
travel across the galaxy in derelict space hulks in search of new planets to conquer. Only the mighty Space
Marines stand between the Genestealers and the destruction of Mankind. Armed with an array of powerful
weapons and protected by massive Terminator armour, small squads of Space Marines board space hulks to

confront the Genestealers head on.

Of the many battles that have taken place against

the Genestealers that infest the galaxy, none was quite
as desperate as the action that took place on board the
space hulk codenamed 5in of Damnation. This book
tells the story of that battle, and includes twelve
different missions based on the campaign.

The Mission Book is sphit into three main sections

The Campaign Background, The Missions, and The
Imperium of Man. The Campaign Background describes
the history of the Sin of Damnation campaign, starting
with the Blood Angels’ first disastrous encounter with
the Genestealers in the Secoris system. It takes the
story up to the point that the Blood Angels board the
sin of Damnation, intent on destroying the
Genestealers that lurked within and in 50 doing
redeeming the honour of their Chapter. This 5 where
you come in — the ultimate fate of the Space Marines |
in your hands from this point on

The Missions that follow describe the pivotal moments
of the Blood Angels' ensuing campaign against the
Genestealers. As well as describing what happened on
board the Sin af Damnation, the missions provide all of
the game information you need to reflight these key

battles using the rbes fownd n the Space Hulk Rulebook

Last but far from keast, the Tinal section of this Book
deacribes the background Tor the Space Hulk game. Space
Hulk is ot alrnost 40,000 years i our Tuture. In the dark
untkeerse of e 4150 Millsnmium, vast and temble forces
threatien the very exstence of humanity and alien races
hielded only by the potent
payehic povwer ol the immortal Emperor, the imperium of
Man & bestecged by its enermies and our most potent
wiapon against these termble foes are the Space Marines of
the Adeptus Astartes. The Mission Book describes these dark
and compeling times, and includes detailled background
infarmation on the Blood Angels and the alien Genegstealor
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DISASTER AT SECORIS

In the year 996.M40, an Imperial Navy patrol passing through the Secoris system detected a large space hulk
drifting in-system, drawn by the star’s gravitational pull. The fourth world of the Secoris system was

a populous hive world, inhabited by more than fifty billion humans. It was a hub of commercial and military
activity and the threat posed by the closing space hulk was immense, Wary of boarding the vessel with his
crews, the commodore commanding the flotilla sent an astropathic message to the nearby fortress-
monastery of the Blood Angels. The Chapter responded in full, led by Commander 5angallo, and within
three weeks, the might of the Blood Angels had come to Secoris.

eatures. Of the entire Chapter, only fifty Space

The sheer size of the space hulk and its proximity 1o busy tide of the ¢

trade routes through the system precluded any kind of Marines sury

lany ’.1?.'|.'-'|'|.'i‘2j thie space hulk in saviour

systematic bombardment = debris would pose a Serous pods still functioning aboard some of the space hulk’s

threat to navigation. Instead Commander Sangallo led a vessels, Meanwhile, a few selfless Thunderhawk Gunship
full-scale boarding action. The initial stage of the boarding  pilots flew into open cargo bays and docking chambers to

went with little problem, but soon the Blood Angels extricate a handful of other squads

encountered growing resistance as they attempted to

take possession of functioning engine rooms and contro The action had been a complete catastrophe for the
chambers. Within thirty minutes, Genestealers were Chapter. The shame of defeat would last far langer than

roLsing from their hibernation in great numbers and the losses inflicted

sangallo committed his reserves to bolster the defensive

perimeter around the 'L::.dr:_}u.:_] site leading the
reinforcements himself

Unable 1o secure their objectives, the Blood Angetls
divertad their attention to the inner areas of tha ship
seeking the dormant Genestealers. Their attack anly
sarved to nasten the awakening _E‘”.‘-'::-:'_«.: and soon
thousands of Genestealers had encircled the advancing

Space Marines. Under the covering fire of the 1st

Company Terminators, Sangallo tried to extricate his

surrounded squads and was eventually forced to send
forward the Blood Angels protecting the landing Zone 1o

SOAITPL Y R S  B (e R L e A o ok
provide a sate ‘'corndor back 1o the !.-[:'-:'!f']'f'”': crait

The Genestealers attack relented for a short while

and it seemed as if the Blood Angels would be a

aorder and re-establish their beachhead

the calm was short-lived, as the Ge

anestealers

he Space Marines' tactics and now attacked

personnel at the boarding site. The battle descended into
anarchy as some squads attempted to break through to
their objective while others fell back towards the
boarding 1

picked off, squad by squad, swamped by the

nedoes. Divided, the Blood Angels were
overwhelming numbers of their foes

The battle ended when Sangallo had no choice but to order

a genreral retreat. Though kill estimates put enemy slain at

close 1o twelve thousand, there seemed an unstoppable










lar distances of the galaxy make
b

The immense inters

L

nventional means of travel next to impossible. In order

to traverse these vast distances, the spaceships of the

Imperium and other races utilise Warpspace. How
Warpspace is a dangerous place, wracked by storms
and inhabited by monstrous creatures; and it is not

| uncamman for the crew of a vessel 10 be wiped oul

gither from starvation, Warp-borne predators, murder,

suicide or countless other horrors

for centunes. Many ol

The lifeless ships are
the Warp's rivulets of power draw together in certa

P pushes against the

places, particularly where the W

boundaries of reality and causes a Warpstorm. The gho

« of the Warp are drawn to these places, Wwherg Uhi
are crushed together by titanic forces. The resultant
mangle of several ships is known as a space hul
some space hulks are relatively smal niy two or
three vessels compacted togethe CHhers are a ot
and vast, hundreds o7 CUbiC KIOmetnds or mone. LIke ine
ships that spawn them, the space Pulk aancler upon thi

| unpredictable currents until a chance event deposits 1nem
back into realspace. It s then that they may become a lair
faor the Genestealer Th pnace Nk It thr ]
pace undetected for centur brincing the Genestealer
to new worlds to nfect. Thi space-borne homi
perfect lure for the unwary, t s that make up a
LA Rulk ofter Wiy iah 0 I Tl Habl AT
0OF arag axXamiples i i e 05 Tecnr RNy

“Bountiful fate has presented us with the
means by which we might repair those
wounds upon our souls caused by the
weakness of centurles past. It is not
only our duty but our right to face the
darkness again; to stare into the abyss
of the unknown. This time we shall be
the cleansing light in the shadow, the
burning beacon of righteous war. Restore
the honour of the shamed fallen through
the death of your foesl”

It is rare to encounter a space hulk. For much of their existence they are tossed upon the ripples of the Warp,
only occasionally breaking into realspace. Even in the material realm the vast distances between inhabited
worlds makes it an unusual occurrence to encounter one of these wandering behemoths.

Perhaps it was fate. the wil 'C‘lf the Emperor or the
machinations of the Chaos Gods, that the Blood Angeis

VUBRE RN
WEre CO

cted by the Rogue Trader Borrak Vorra,
ush, a little more than six hundred

ncidence,

years after the disaster at Secoris. By cosmic ct
the Rogue Trader had dropped out of Warpspace almaost
on top of a gigantic space hulk only a few light years

fram the Biood Ar geis’ nome system of Baal

+ 4 DaPTAIN RAPHAEL, BLODD AMGELE CHAPTER,
MIBEION LOG START. MiSSiON CLOCK SET AT EIGHT
MIMUTES TO IMPACT. BOARDING PARTY DESPATCOHED.

SUPPORT FARTIEE WAITING FOR LALUNDH,. + 4

+ + BLESS YOUR WEAPOME, RAISE PRAYER FOR YOUR

ARMOUR. BEDIN THE LITANIES OF HATRED. + +

¢ space hulk the Blood

Angels seized U their pasl

ain Raphael of the

tilure. Under the dership of Cap

Ist Company, the Blood Angels sent a task force to

Dubbed the Sin of Damnation by the Biood Angeis

the space hulk was large, made from the wrecks of

nearly a dozen different vessels, 5cans performed by the

Windrush crew revealed there were high concentrations
i 4 vard and

2 liTesigns Captain Raphaet treated the

entire vessel as hostife terntony, 5 ting a large
Genestealer presence
Strike Cruisers of the Blood Angels trar ing the 1st

Company and supporting troops broke Warp close to

the Sin of Damnation and launched boaring torpedoes

¥ A5SaUN I'{lf' blazed through the ether, scanners

ilt-spectra

-D4.22.50

+ + THE BLODD ANGELS HAVE RETURNED.
WE AVEMBGE MINE HUNDRED-AND FIFTY DEAD.

TIME ALODNE DDES MOT HEAL OUR WOUMDE. +
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and identity the

ywerall layout da

dormant aliens. Stronger scanners

riskec

alerting the hibernating Genestealers betare the

Terminators were aboard, so Captain Raphael deployed

auton us recon devices known as Cyber-Altered Task

 teleport rategic point aboard the

Wis, edc!

space hulk 1o collect vital information

The scans showed that the majority of the space

hulk was powerless and Jifeless, exposed o the open

vacuum of space. The bulk of its vast, chaoti

architecture served no function at all. Inside was a
seemingly randam labyrinth of empty mess rooms,
access corridors, dormitones, loading bays, storage
chambers, command decks, mamntenance bays and

other facilities. The haphazard maze was criss-crossed Dy

energy lines, power relays, pipes, cables, communicatic
trunks, venting ducts and other crawispaces. It would

have taken years to clear every last nook and cranny

Raphael’s Strike Cruisers orbited the space hulk
at a safe distance, their bombardment cannons and

nafon 10

torpedoes primed to reduce the Sin of Dar

atams at the first sign that the Genestealers werne

10 Or that tne mission was aimng

mimense pressure that day; it
red

| -
ulk and allowed

Every warnor was unde

was a matter of honour that the Blood Angels sco

at from the spac

sther Techpriests to conduct a

ull survey of the ancient vessels that comprised It

anything else would anly serve to further crush the

s 5l rd, stripping them of all respect and

authority. For the sake of the Chapter, Capt

ain Raphael

and his warniors could not afford to fai -

-3.00.25

+ 4+ HOLOING COURSE. ASBIGHNED IMPACT POINTS
IDENTIFIED:. TARGETING COMPLETE. |MPACT PATTERM

AMNTIDIPATED 99.5% ACCURATE. +

+ + WE ARE THE VANOUARD OF HOMNDOUR.
THE CLUTTING EDGE OF THE BLODOD ANGELS.

WE BRING DEATH. + +




BOARDING THE SPACE HULK

| Closer analysis of the life scan data showed a huge concentration of Gen estealers in the cargo hold of an

| ancient merchantman. Though it was impossible to get anything like an accurate number, due to the low level
of the scan and the dormant metabolisms of the aliens, Captain Raphael’s technicians informed him that there
were at least forty thousand Genestealers aboard, probably more.

Anv other commander might have baulked at such odds, -00.11.01

but not Raphael. He was a Space Marine of the Blood
¥ + RETHO BREQUENECE COMPLETE.

Angels and the pride of his Chapter rested entirely on
IMPAET YELODITY.

his shoulders. He gave the arder far the boarding
torpedoes 1o compigte their final approach. The battle F ENERTIEING RAM ERIELDE.
| wioukd Qeqgin Very S500r 4 DulR MiBEION 5 A GIFT FROM THE EMPERDOR.
VIBTORY Wiklh REDEEM COUR FOREBEARE. WE ARE
wWith painful memories of the Biood Angels’ oereat al pLEssED. + 4

‘ Secorns, it was decided to commit €

t + ImPAcT. + +
Terminators against the enemies aboard the 3in ol
Damnation. Over long centuries, the 151 Company
had been rebullt and Terminator armour repaired and

constructed. Roughly eighty warriors in tolal were

ylved in the fighting, under the command ol

Captain Raphael, the company commanoer

The majonty of these Space hMarines wone organised mio

frve-man squads, With infarmation scance, Ha| Haed

deploved his warmors usng boarding torpedoes, rathe
than putting his trust in the vagaries of leleporter
technology, Huge missde-like Doarding cratl hlasteo

through the ether, pun hing thraugh the outer nuil O
the space hutk. The JaliL Marnnes disembarked 1ron

their assault eraft and swalthy established guar positions

agamnst counter-atiach

With the breach made, a perimeter was estabhished insid

which Techmarines and other support personnel could be

moved aboard the space hulk. This base ol operation!
woulkd be essential to the Blood A 5" suCcess, provicing
ammurition and ongoing repairs to the Space

they pressed outwards from the landing Site

ir order to retain command overview, Captain Raphael
rematned on board the Strke Cruiser Angel’s Sword
From here he was able 1o pass an strateqic objectives 11¢]

the sguads in the space hulk, leaving indnadual mis

to the intiative, traimmng and experience of the squad

sergeants. By removing himself from direct Lighting,
Captain Raphael was able 1o maintain a degree of

strateqic oversight that was lacking in the Blood Angels

encounter at Secoris, ensunng that the Space Marnnes

[

heir support resources were effectively deployed




This book contains twelve missions for Space Hulk. They combine to tell a story which details what happened
when the Blood Angels boarded the Sin of Damnation. The missions are presented in chronological order.

In a campaign, on the other hand, the missions are played in order one atter

commanding each side. The player that wins the most games in the senes is-1

Because most missions take an hour or so to complete, Space Hulk is pe

Tk 1=

pick a mission to play, decide

y will take command of each side, and then batt

werall winne

lissions can be played as one-off games or as a campaign. When played as one-off games you simply need to
e it out. We recommend tha

new players use Mission 1 for their first game. The mission instructions will explain how you decide the W

12T

another, with the same player

the campalgn

tly suited for match play. We sugagest that

each time you try a mission, play it twice, with the players swapping sides after the first game. Keep track of how

mMarines will have won both times) the player that caused the most casualties, or, if still tied

fulfilling his objectives in the shortest amount of time, is the winner

many turns the game takes and how many casualties occurred for both sides on a piece of paper. If one player wins
both games, he wins an outright victory. If you “split’ the games (which will mean that either the Genestealers or space

who succeeded in his

Map
- = The map shoiss how (o 52t up the board and where to place
Backgrouwnd doors and models. Af the start of the mussion &l doors are closed

Fach mssion is based on an incident that fook place when the
flood Angels boarded the 5in of Bamnation

S
1 A e A e w— iy e

Forces & Deployment
This section describes the forces undar each players command and where they must
deploy The Space Marines will ahways start the mission sef up on the board, No

Genestealers are deployed at the start of the rmyssion, but the Genestealer player may |

be allowsd to set ue one or more blips as his starting forces. These blips ane o0 up m
the same manner as reinforcement blips, after the Space Marines have deployed, The
mission starts with the first Space Marine turn once both sides have deployed

The map also shows the Genestealer enlry anbas and any other
pertinent information, such as the location of any specal objects

Special Rules

Any special rules
ba described her

Victory

iy

B

At apply in (s mission wil

This section describes what each plavier nead:
o do in ander to win the game




| SUICIDE MISSION

Whilst establishing a beachhead to defend their boarding torpedoes, the Blood Angels detected a bank of functioning lifeboats
aboard one of the ships. It was a priority that these were rendered inoperable, before any Genestealers could use them to exit
the space hulk and evade destruction. Though the orbiting Strike Cruisers had weapons trained on the hulk to eliminate any
escaping craft, such fire would disrupt the Space Marines’ operations and was not 100% assured.

The large bank of escape pods was controlled by a central release mechanism located in a control chamber a short distance
away. None of the saviour craft were capable of launching until a system averride was released on the main controls. Squad
Lorenzo was tasked with the mission of destroying the controls completely, in order to prevent the lifeboats ever launching.

The control chamber was several hundred metres from the established perimeter and it was Captain Raphael's
expectation that Squad Lorenzo would suffer heavy casualties, Such was the importance of containing the Genestealer
infestation the commander judged this a price worth paying, even at this early stage of the battle.

From & corroded grating in the floor op.03.18 The creature had taken only three sirides
ahead of Deino something fast and aglle along the cormidor when Deino opened
| - + + LARGE BUD-SHIPF CLUSTER : iy

sprang into the corrdor AT RN EHALLN BECTDR. BTk fire. The passage rang with the clamour
AND POBITION INDICATES ESCAPES af the storm bolter’s roar. With afien

CONTAMINATION FUNCTION + + guickness the thing leapt from ane wall o

the other the Space Marine’s inftial burst
¢ 4+ Spuap LORENED

clawing at the passage wal of fire ripping a trail of detonations Cross
DEBPATOHED TO DESTROY

as it righted tsalf. It had a bufbous bare metal
ESCAFE CONTROLE + T
purple head The rest of its body wa
covered in @ dark blue chitin, its dark eyes il R e Another shape emerged from the

glittered in the lamps of Deino’s suit ABVANGING. RESISTAHOE darkness as the first hurtled forward

INCREABING. + + % i N
with a lithe gait, digging e Craws

irm + 4 LET THE BLAUGHTER OF aof its upper arms info the floor to

OUR ENEMY COMMENMEE. + +

mcrease mamanium

FORCES & DEPLOYMENT
Space Marines; The Space Manne player has one squad. It consists of a Sergeant armed with a storm bolter and
power sword, one Space Marine armed with a heavy flamer and power fist, and three Space Marines armed with
starm bolters and power fists. The Space Marine player deploys the squad on the starting squares shown on the map
Genestealers: The Genestealer player begins the mission with two blips, and receves two reinforcement blips per
turn. Blips may enter play at any entry area

SPECIAL RULES

MNane

VICTORY
Space Marines: The Space Marine player wins by firing the flamer at any square in the Launch Control Room
When this happens the game ends and the Space Marines win immediately.

Genestealers: The Genestealer player wins the moment he kills the Space Marine armed with the heavy flamer, or
if tha flamer runs out of ammunition before firing into the Launch Control Room



oo.03.57

+ 4 COMNTAINMENT

UMDERWAY. + =+

4+ & HuUuLL BREACHED. EORESS
TO MAIN CORRIDOR METWORK
WITHIN SIXTEEN SECONDE.

ALL BROTHERES FLLLY PRIMED.
WEAPON LOADOUTE SAMOTIFIED
AMD AT OPFTIMLUM AMMLUIMNITION

CAPAZITY. + +

+ + THE BLODD AMNGELS ARE
mack. FOR SiX CENMTURIES WE
HAVE CARRIED THE BURDEM OF
DEFEAT, THE BTIGMA OF
FAILURE. NOW WE REDEEM

OURBELVES. + +

BATLIE

raught the ¢

o splashed

The second

e leapt over fts fallen cormpanion

out hesitation and Deino fired again

tearing bicody

oo.04.36

# + SECURE MAIN CORMIDOR,

CONMTINUE BWEEF, WATCH FOR

ENTRY POINTS. LOOK FOR
SUFPER" AND SUB-LAYER

APPROACHES. T +

+ + BROTHERE, THE ENEMY

ARE AT HAND. BUMMON ALL OF

¥YOLUR RESOLVE AND YOUR

ANIMOSITY. + +

Genestealer
Entry Area

Space Marine
Controlled Area

Space Marine
Starting Square

A Launch Contral
#~% Room

P srmiod

oD.0&6.2Z1

+ + RESERVE FORGE IMPADCT,
TECHMARINES ADVANCING TO

PERIMETER. T T

+ + BQuaD LORENMIO REPORTE
HMISSIONM SUCCESS. REQUESTING

REFAIR AMD RE-ARM. + +

+ + VENGEAMDE SHALL BE

ouRS, MY BROTHERS., + +
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 EXTERMINATE
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With Lexmechanics studying the layout of the space hulk and the early movements of the Genestealers, Captain Raphael was

| able to predict the route of the alien attack with some accuracy. The first Genestealer assault was likely to come from the main
hibernating cluster, located less than a kilometre from the landing zone. It was imperative that the Space Marines maintained

| the momentum of their assault rather than be pushed onto the defensive at the very outset.

The expected attack route would force the Genestealers to pass through a key junction where the hulls of two ships had been
compressed together. Sergeant Gideon and his squad were despatched to cover the junction and kill all aliens attempting to

‘ pass. If the first Genestealer assault could be affectively countered, the Space Marines would be able 1o expand their perimeter

to a position from which they could attack the dormant Genestealers.

next 4 horde of blug-and-purpite Hooies oo.o7.03

hurtied along s length fowands cean ke

+ + PRIMARY PERIMETEA

| resisted the woe [0 open fire. The rnator of water Birshing throueph a hoe in a dam
; ESTABLIBHED. + +
his assault cannon growded ke a beast
ready to pounce and Leon waited He opened fire, the barreis of th + + BOuih GIDEON. BECURE
et i ; won rotating up to speed in POINT EIGHTY-OMEGA, PREVENT
iy S el yming EHNEMY REINFORCEMENTE FRDOM
{ i F ST L e e
] PASSING THE JUNSTION. ¥
CArMess O A anather Lean
far a short while, seaking some ather oo witomenses had kicked in the audio 4+ 4+ EvyBER-ALTERSED TAEK UMNIT
thwards the Blood Angel’ positions dampeners the moment he had pressed DETECTED AND MOBILE. + +
Evrdently thes endeavour met with fali e trigoeer, DUl even . ight the Immense

FORCES & DEPLOYMENT

Space Marines: The Space Marine player has one squad. It consists of a Sergeant armed with thunder hammer and
storm shield, one Space Marine armed with an assault cannon and power fist, one Space Marine armed with storm
bolter and chainfist, and two Space Mannes armed with storm bolters and power fists, The squad begins play
dispersed. The players take turns to place one Space Marine in any square, with any facing, in any of the rooms
shown on the map. No two Space Marines may begin play in the same room, The Space Marine player places first.

Genestealers: Separate out the blips representing two Genestealers and return them to the box - they

are not used in this mission. The remaining blips are shuffled to create the stack of reinforcement blips

The Genestealer player has no blips at the beginning aof the mission, but receives two reinforcement blips

per turn. Blips may enter play at any enfry are< Once the reinforcement stack is exhausted no more Bips are
Jvailable — the counters are not reshuffled to create a new stack, and the Genesteaier player will have to fight on
with those models and blips that remain in play

SPECIAL RULES

Area Secure: In this mission blips and Genestealers are not allowed 1o lurk (see page 16 of the Rulebook). This
means they may not use an entry ared that is within six spaces of a Space Maring, as they would be forced to lurk
should they do so. Any blips that are unable 1o enter play because of this are destroyed.

VICTORY

Space Marines: The Space Manne player wins if he can block all of the Genestealer entry areas, or failing that,
destroy all of the Genestealers.

Genestealers: The Genestealer player wins if he destroys the Space Marine Squad without being wiped out first.
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4+ 4+ Spuap SIiDEOMN IS

ENGAGING THE ENEMY. + +

+ -+ OvVERALL CASUALTY RATIO

EO0OD. 1128 N OUR FavVOUR. +

+ 4+ PRAYER AMD STRIVIMND,
BROTHERE: THE MOMENT
WE HAVE LONG AWAITED i8S

AT HAMND. + +
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MISSION sugeay. T

IIl rescue

As the Space Marines moved into position, the CA.T. unit closest to the Ge nestealer concentration had completed its scan
of the enemy. However, the density of the space hulk’s structure prevented the automaton from transmitting this data and
it moved erratically along the corridors as it sought a suitable transmission location.

Outside the embattled perimeter, Sergeants Lorenzo and Gideon were in a position to manually retrieve the faulty CAT
unit. The two squads would converge on the C.A.T, unit's last known position from opposite directions and link up once it
had been recoverad.

Meanwhile, the bulk of the Blood Angels force pressed out from the landing zone, sweeping aside the alien resistance.
Organised and determined, the Space Marines advanced their positions by several hundred metres, whilst the Genestealer
response was haphazard and ill coordinated.

FORCES & DEPLOYMENT

Space Marines: The Space Marine player has two squads. Squad 1 consists of a Sergeant armed with storm boiter
and power sward, a Space Manne armed with a heavy flame and power fist, and three Space Marines armed with
storm bolters and power fists, In addition one of the Space Marines in this squad starts the mission carrying the
C.AT (see below). This squad deploys on any of the starting squares in either or both of the two corriders in
starting zone A. Squad 2 consists of a Sergeant armed with thunder hammer and storm shield, a Space Marine
armed with an assault cannon and power fist, one Space Marine armed with a storm bolter and chainfist, and two
Space Marines armed with storm balters and power fists. This squad deploys on any of the starting squares in
gither or both of the two corridors in starting zone B.

Genestealers: The Genestealer player has no blips at the beginning of the mission, but receives two
reinforcement blips per turn. Blips may enter play at any entry area.

SPECIAL RULES

The C.A.T.: The C.A.T, is an object (see page 18 of the Rulebook). Place the C AT in the space with the Space
Marine who is carrying it at the start of the mission. Genestealers are allowed to enter the square with the C.AT
buit cannot pick it up or move with it. This means that a Genestealer that enters the square with the C.AT, must
leave it behind if it moves on

Moving the C.A.T.: If the C.A.T. is on its own or in a square with a Genestealer in the Mission Status phase then it

will move on its own. Roll a dice: on a roll of 1-3 the Genestealer players moves the C.A.T, and on a roll of 4-6 the
Space Marine player moves it. The C.A.T. moves three squares. It can move in any direction, turning freely as it
does so, It may not move off the map or into occupied or burning squares, and it is not allowed to open doors,
shoot or close assaull

Exiting the Map: Space Marines can exit the playing area by moving off either
of the exit points shown on the map

VICTORY

The Space Marines must return the C.AT. to the assault boat. Since the C.ATS
movements are unpredictable, to say the least, this means that a Space Marnne
must carry it off the map through one of the exit points shown on the map. The
Space Marine player wins if he gets the C.A.T. off the map Otherwise, the
Genestealer player wins,
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held the CAT in his Feiod Bover oo.09.96
+ % C.A.T. LOCATED AT GRID 3
Wt red Task unft was a fracked OMESA-THREL-DELTA.
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With the C.A.T. reclaimed, Squads Lorenzo and Gideon turned back towards the main Space Marine defensive line.

Cacualties in all sectors had been low and Captain Raphael continued to rotate squads between the primary cordon and
reserve to ensure that the Techmarines could affect repairs to damaged armour and re-supply the sguads on the firing line

With the second wave of attacks staved off, Captain Raphael ordered his squads onto the offensive. However, even as

the Genestealer attacks lessened in their intensity, a small number of aliens managed to break through the perimeter via

an undetected route. Two Techmarines isolated from the other support squads went missing in action. Their power

armour continued to transmit functioning lifesigns and Captain Raphael quickly organised a rescue response. It was

unthinkable that the gene-seed of the Blood Angels should fall into the hands of the Genestealers. With the majority of
[ the force committed to securing the hibernation zone, Raphael once again looked to Gideon and Lorenzo to locate the
missing Techmarines.
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FORCES & DEPLOYMENT
Space Marines: The Space Marine player has two squads. One consists of a Sergeant armed with a storm bolter
and power sword, a Space Marine armed with a heavy flamer and power fist, and three Space Marnnes armed
with storm bolters and power fists. This squad deploys on the starting sguares in ane of the corridors shown on
the map. The other squad consists of a Sergeant armed with a thunder hammer and storm shigld, a Space Marine
armed with an assault cannon and power fist, one Space Marine armed with storm boiter and chainfist, and two
Space Marines armed with storm bolters and power fists. It deploys on the starting squares in the other cormdor

Genestealers: The Genestealer player has no blips at the beginning of the mission, but recejves two
reinforcement blips per turn. Blips may enter play at any entry area

SPECIAL RULES

Moine

VICTORY
Space Marines: The Space Marine player wins by cleansing both of the rooms that contain the Techmarines, A
room Is cleansed by scoring a flamer hit on it, or by firing two shots from the assault cannon Into the room. The

assault cannen may target an empty sguare in order to achieve this objective

. Genestealers: The Genestealer player wins if the Space Marines carrying the heavy flamer and the Space Marine
' ing the assault cannon are killed or run out of ammunition before achieving their abjective.
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The data from the retrieved CA.T. unit showed that the support systems of the merchant ship where the majority of
Genestealers were located were serviced from a single pumping station located near the aft of the vessel. Test releases of
toxin gas brought from the Strike Cruisers had demonstrated that it was possible to poison the Genestealers. However, the
concentration required was almost one hundred times higher than the fatal dosage for humans. The Blood Angels needed
to secure the pumping station in order to flood the merchant ship with gas, and at the same time prevent the Genestealers
from escaping once the toxin was unleashed.

It was Captain Raphael's intent that a diversionary attack by Lorenzo and Gideon's squads would lure away the majority
| of the wakened Genestealers, If the enemy could be tricked into thinking a secondary concentration was the Blood
' Angels® target, the way would be cpen for the main force to advance against minimal resistance.
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FORCES & DEPLOYMENT

Space Marines: The Space Marine player has two squads. One consists of a Sergeant armed with a storm bolter and
power sword, a Space Marine armed with a heavy flamer and power fist, and three Space Marnnes armed with storm
bolters and power fists. This squad deploys on the starting squares in one of the corridors shown on the map. The
other squad consists of a Sergeant armed with a thunder hammer and storm shield, a Space Manne armed waith an
assault cannon and power fist, one Space Marine armed with storm bolter and chainfist, and two Space Marines
armed with-storm bolters and power fists, It deploys on the starting squares in the other corridor

Genestealers: The Genestealer player begins the mission with three blips, and receives two reinforcement blips per
turn. Blips may enterplay at any entry area

SPECIAL RULES

Exiting the Map: Space Marines can exit the playing area by maving off the exit point shown on the map

VICTORY
The mission carries on until there are no Space Marines left in play. When this happens roll a D6: if the score is less

than or equal to the number of Space Marines that have exited the board, then the Space Marine player wins; if the
seore Is higher than the number of Space Marines that exited the map the Genestealer player wins.
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MISSION
/| ALARM CALL

During the attack on the secondary Genestealer infestation, contact was lost with the members of Squad Lorenzo.
Lifesigns transmitters showed that they had not been killed, while sensorium data revealed that they were in their
previous defensive positions but unmoving. As Captain Raphael absorbed this turn of events, he received new
information, this time fram Librarian Calistarius.

Though it remained unclear how Sguad Lorenzo had been incapacitated, the effect on the Space Marines’ strategic
situation was dire. Lorenzo and his warriors had taken a heavy toll of the Genestealer reinforcements but several
hundred had survived to threaten the flank of the main attack. Brother Calistarius raced to link up with the outermost
Assault squad, led by Sergeant Lecdinus.
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Clawdio had never encounitered swch attacking. It was alien and ightning claws, each fist armed with
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FORCES
Conscious Space Marines: The Space Marine player has two conscious Space Marines. They consist of one
Librarian armed with storm bolter and force axe, and one Space Marine armed with lightning claws. The Space
Marine player deploys the conscious Space Marines on the starting squares marked on the map

Unconscious Space Marines: The Space Marine player also has one squad of unconscious Space Marines

It consists of one Sergeant armed with a storm bolter and power sword, one Space Marine armed with a heavy
flamer and power fist, and three Space Marines armed with storm boiters and power fists. The players take turns
placing the unconscious Space Marines in any square in any room not already occupied by another Space Maring
model. Place the models face down to show they are unconscious. The Space Marine player places first.
Genestealers will not attack an unconscious Space Marine, as they are concerned with a more immediate threat
the conscious Space Marines! Unconscious Space Marines block movement through a square, but not shooting
Genestealers: The Genestealer player begins the mission with twa blips, and receives two reinforcement blips
per turn. Blips may enter play at any entry area

Awakening: Reviving a Space Marine costs 1 AR Any Space Marine can revive another Space Marine in one of
his front squares. A revived Space Marine is stood up in their square with any facing desired, but may not take an
action until the turn after he is awakened

Jammed Doors: Twa doors are marked on the map as being jammed shut. These doors may not be opened, but
can be destroyed by shooting or close assault.

Exiting the Map: Space Marines can exit the playing area by moving off the exit point shown on the map

The Sergeant: The Space Marines must use the first command points counter that is drawn from the mug until
the Sergeant is revived

VICTORY
The mission carries on until there are no conscious Space Marines left in play. In order for the Space Marines to win,
the Space Marine player must have woken up at least three of the uncondous Space Marines, and the Librarian and
twa other Space Marines must have exited the map. Any other result is a Genestealer victory.
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/JMISSION

| THE ARTEFACT

sergeant Lorenzo and his warriors confirmed that they had been subjected to some form of psychic attack by the
Genestealers. The exact nature of the threat was indeterminate, but the need to rejoin the main attack was pressing.
However, Brother Calistarius detected a strange presence less than half a kilometre away, unconnected to the Genestealers.
Mot wiching to deprive Captain Raphael of all their warriors, Lorenzo and Gideon agreed to split, with the former
accompanying the Librarian to investigate this new phenomenon while Gideon returned to the main force.

Following the psychic trail, Calistarius and his companions discovered an andient Blood Angels Battle Barge that had been
lost in the Warp nearly nine thousand years earlier. Chapter history attested that the Wrath of Baal had been carrying an
important artefact of the Blood Angels from Terra shortly after the Siege of the Imperial Palace had ended. Lorenzo and
Calistarius were determined to locate this treasure and retrieve it from the cutches of the Genestealers.
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FORCES & DEPLOYMENT
Space Marines: The Space Marine player has one Librarian armed with a storm boiter and force axe, one Space
Marine armed with lightning tlaws, and one sguad consisting of a Sergeant armed with a storm bolter and power
sword, a Space Marine armed with a heavy flamer and power fist, and three Space Marines armed with storm
balters and power fists. The Space Marine player deploys his forces on the starting squares shown on the map.
Genestealers: The Genestealer player begins the mission with two blips, and receives two reinforcement blips per
turn. Blips may enter play at any entry area.

The Artefact & Dead Space Marine: Place the artefact and the body of the dead Space Marine in the squares
indicated on the map

SPECIAL RULES
The Artefact: The artefact is an object (see page 18 in

the Rulebook)

The Dead Space Marine: The body of the dead Space
Marine blocks movement and shooting in the same manner
a5 a living Space Marine

VICTORY
The Space Marine player wins if he gets the artefact back to
any Space Marine Starting Square. Failure to retrieve the

artefact is a Genestealer win
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/1| ESCAPE ROUTE

Within the vault of the Battle Barge's chapel the Space Marines discovered a golden grail; an artefact of the time before
the Harus Heresy. It was stained with the blood of their Primarch and the psychic link with Sanguinius coursed through the
Blood Angels’ veins. Sergeant Lorenzo and Brother Goriel disappeared during the fighting, leaving the squad two warriors
down and leaderless. Brother Calistarius took direct command.

7 MI

The main force had been battling hard to contain the Genestealers within the hull of the merchantman, though a few
would inevitably escape the cordon. it was imperative that all squads were on hand for the final attack.

Brother Calistarius led the remnants of Squads Lorenzo and Leonidus from the Wrath of Baal, back towards the main force
of the 1st Company. They encountered scattered pockets of Genestealers and moved swiftly to rejoin their comrades.
However, such was the treacherous nature of the space hulk's layout that the shortest route forced them to break through
the corridors of a vessel whose emergency doors had closed. As the Space Marines cut their way through the bulkheads,
enemy lifesigns closed in on their position.

' What is it?" Valencio asked e With a closer look, Valencio saw that the

+ + RECOVER THE ARTEFACT
AMD PROTECST BROTHER

CaLiSTARILES. REGDROWUP AT

THE CHAPEL. + +

FORCES & DEPLOYMENT
Space Marines: The Space Marine player has a Librarian with storm balter and force axe, a Space Marine armed
with lightning claws, a Space Marine armed with a heavy flamer and power fist, and twao Space Marines armed
with storm bolters and power fists. One of the Space Marines starts the mission carrying the artefact. The Space
Marine player deploys his forces on the starting squares shown on the mag,

Genestealers: The Genestealer player begins the mission with one blip. The number of blips received as
reinforcements depends on the Genestealer turn as follows

Turns 1-3 1 blip
Turns 4-6 2 blips
Turm 7+ 3 blips
Blips may enter play at any entry area.

SPECIAL RULES

The Artefact: The artefact is an object (see page 18 in the Rulebook).

Jammed Doors: Several doors are marked on the map as being jammed shut. These doors may not be opened,
but can be destroyed by shooting or close assault.
Exiting the Map: Space Marines can exit the playing area by moving off the ewit point shown on the map.

VICTORY
The Space Marine player wins if he gets the artefact off the board at the exit point. Failure to retrieve the
artefact is a Genestealer win.
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REGROUP

Though they were barely one hundred metres from the rest of the 15t Company, the Space Marines returning from the
Wrath of Baal faced two formidable obstacles. The first was a winding network of corridors and rooms sealed by locked
bulkheads. The second was a gathering number of Genestealers that had been attempting to circumvent the cordon set up
around the pumping station. Although the artefact had been returned, the Space Marines were still isolated.

With the main force unable to break out of their pocket to help Brother Calistarius and his warriors, the Space Marines
were left to make their own way through the maze. Squad Gideon had not rejoined the main force, and their Sergeant
despatched his warriors to find a path through to their isolated brethren. Having split up to find the most direct route, both
sguads were in a poor defensive position to respond when the Genestealers located them and began to close in for the kill.
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FORCES & DEPLOYMENT

Space Marines: The Space Marine player receives the following groups of Space Marines.

Group 1: One Sergeant armed with a thunder hammer and storm shield, and one Space Marine armed with a
storm bolter and chainfist

Group 2: One Librarian armed with a storm bolter and force axe, one Space Marine armed with a heavy flamer
and power fist, and one Space Marine armed with lightning claws.

Group 3: Two Space Marines armed with storm bolters and power fists.

Group 4: One Space Manne armed with a storm bolter and power fist, and one Space Marine armed with an
assault cannon and power fist

The Space Marine player deploys Group 1 on any of the three starting squares shown on the map. In the Mission
Status phase the Space Manne player must roll a D6 1o see whether the next group arrives. A 4-6 means that it '_ :
can be deployed on the starting squares, while a 1-3 means that it s delayed and he must roll again at the end GRS
the following turn. Any command points left over from the current turn may be spent after the roll has been

made 10 increase its value, each command point that is spent adds +1 to the dice roll.

Genestealers: The Genestealer player has no blips at the beginning of the mission, but receives two
reinforcement blips per turn. Blips may enter play at any entry area,

SPECIAL RULES
Exiting The Map: Space Marines can exit the playing area by moving off the exit point shown on the map.

Jammed Doors: Several doors are marked on the map as being jammed shut. These doors may not be opened,
but can be destroyed by shooting or close assault,

VICTORY

The mission carries on until there are no Space Marines left in play. When this happens roll a D6: if the score is
legs than or equal to the number of Space Marines that have exited the board, then the Space Marine player
wins; if the score is higher than the number of Space Marines that exited the map the Genestealer player wins
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MISSION

{ DEFEND

Though suffering increasing casualties, the Blood Angels Space Marines had fought hard and the majority of emerging
Genestealers were contained within the hold of the merchant ship. Techmarines had jury-rigged large vats of the toxin
gas to the atmospheric control systems at the pumping station. Captain Raphael expected a strong response once the gas
started pumping and had arranged two lines of defence between the aliens and the means of their demise. The first was a
cordon of squads directly around the hold; the second comprised the survivors of Squads Gideon and Lorenzo, who
protected the pumping station directly.

The mess of hastily connected pipes and ducts in the pumping station was unstable. To ensure that they remained
aperational, the Space Marines defending the control chamber were ordered not to fire heavy weapons into or out of the
pump room for fear of damaging the toxin vats. With a thrum of power generators, the pumping station was activated.
The Techmarines withdrew from the line of battle and the Space Marines prepared for the inevitable assault. In the hold
below, the deadly gas began to seep through the ventilation shafts.

The Genestealers’ lair was a spacious artificial cavern and it would take some time for the toxin to build up to deadly
concentration. Detecting the encroaching gas, the Genestealers began Lo wake more swiftly, roused from their biostasis by
the threat. Soon, more than a thousand aliens were bursting from the ship's hold towards the Space Marines.

The Genesteaers were breaking throug! Oaing r el hirrsall onee more Genestealers and the atmosphenc ducts
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DEPLOYMENT & FORCES

Space Marimnes: The Space Marine player has two squads. Squad 1 consists of a Sergeant armed with a storm
bolter and power sword, a Space Marine armed with a heavy flamer and power fist, a Space Marine with
lightring claws, and two Space Marines armed with storm bolters and power fists, The Space Marine player
deploys this squad in any of the squares in the two rooms in starting zone A Squad 2 consists of a Sergeant
armed with a thunder hammer and storm shield, a Space Marine armed with an assault cannon and power fist,
one Space Marine armed with storm bolter and chainfist, and one Space Marine armed with storm bolter and
power fist. The Space Marine player deploys this squad in any of the squares in the two rooms in starting zone B

Genestealers: The Genestealer player begins the mission with three blips, and receives two reinforcement blips
per turn, Blips may enter play at any entry area, but ne more than one blip may be placed at each individual enuﬂ
area per turn L

SPECIAL RULES

Duration: The game ends at the end of the turn that the stack of blips runs out for the second time

Weapon Limitations: Because of the danger of breaching the ducts, the flamer or assault cannon may not be
fired into or out of the control room or the adjacent corridor. If one is fired then the game ends immediately in a
Genestealer victory. In addition, the limited amounts of ammunition that the Space Marines have remaining
means that they do not receive the sustained fire bonus in this mission.

VICTORY

Ta'win, a Genestealer must enter the control room and attack the wall furthest from the door in close assault, as
thit were a door. If the Genestealer rolls a 6, it has breached the ducts, and the Genestealers win, If the Space
Marines keep this from happening before the game ends, they win,
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The toxin attack had been a success and all but a few hundred Genestealers had been eradicated. The surviving Space
Marine Squads swept the Genestealer lair for the remaining aliens and fanned out into nearby sectors to hunt down those
that had escaped before the gas was released.

Sergeant Lorenzo had reappeared after fighting his way back alone from the Wrath of Baal, He réported encountering a
different kind of Genestealer, larger and faster than the others.

Between the psychic sense of Brother Calistarius and a deep probe scan from the orbiting Strike Cruisers, the Blood Angels
were able to locate two more creatures like the ene that had attacked Lorenzo. Raphael ordered Lorenzo and Calistarius to
take tissue samples from these aliens for future analysis, and then destroy them before they woke. Sergeant Lorenzo
pulled together an ad-hoc squad from the most battle-ready survivors of the fighting.

The squad was issued with portable power field generators to aid them in their mission. These could be used to close off
doors and passages for a short space of time, ensuring that their prey would not escape. What Lorenzo did not know at
the time was that the creature he had followed through the underbelly of the hulk was now stalking him.

" DEPLOYMENT & FORCES

Space Marines: The Space Manne player has the following forces: one Libranan armed with a storm bolter and
force axe, a Sergeant armed with a storm bolter and power sword, a Space Marine armed with a heavy flamer
and power fist, a Space Marine armed with an assault cannon and power fist, and a Space Marine armed with
lightning claws. In addition each Space Marine has one of the power field generators. The Space Marine player
deploys his forces on the starting points shown on the map.

Genestealers: The Genestealer player begins the mission with two blips, and receives two reinforcement blips
per turn, Blips may enter play at any entry area.

The Broodlord: The Genestealer player may use the Broodlord in this mission

SPECIAL RULES

Power Field Generators: A power field generator is a small device that generates an invisible force field

The generators are objects (see page 18 in the Rulebook). In addition, in this mission the Space Marines can use
them to delay the Genestealers by throwing them to block some of the ships corridors. Priming and throwing a
generator costs 2 APs. A Space Marine can throw the generator up 1o six squares, inlo an empty square in his line
of sight. The field fills the square it lands in, blocking it completely for movement and firing, as if the square was
occupied by a closed door, Once activated, the generator may no longer be picked up. A Genestealer can attack an
activated power field at a cost of B APs. A Space Marine may attack an activated power field at a cost of 4 APs
The first time the field is attacked it is flipped to show its damagéd side. A damaged power field that is attacked
for a second time is removed from play,

Extracting the Sample: In order to extract the sample a Space Marine other than the Librarian or Sergeant must
spend their entire turn in the room with the unknown lifefarms, doing nathing else. If the Space Marine performs
an action during the turn, or is attacked by a Genestealer in the Genestealer's turn, then the sample is lost and a
new attempt must be made in another turn

Exiting the Map: Space Marines exit the playing area by moving into the ladder square located at the back of
the room with the unknown lifeforms

VICTORY

The Space Marine player wins if @ Space Marine extracts a sample and exits the room with the tissue sample via
- the ladder at the back, Anything else is a Genestealer win
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MISSION

/L [ PITFALL

Lorenzo had been successful in destroying the two dormant Broodlords, as the Blood Angels had dubbed the Genestealer
leaders. During the encounter, Brother Zael sacrificed himself to save the Sergeant and the active Broodlord was driven off,
believed dead.

Isolated from the main force, the survivors of the mission were now at the heart of a rapidly converging circle of Genestealers

intent upon destroying those that had slain their leaders, There was no chance of relief squads from the main force reaching
Lorenzo and his comrades in time.

Following the readings on their sensorium, the Space Marines fought their way towards the exit. Their objective was a service

shaft that led out onto the surface of the space hulk from where they could be extracted by gunship. The tissue samples
carried by Lorenzo were an important source of information about the Genestealers and needed to be returned at all costs,

A few dozen metres from their escape, the Space Marines came across a collapsed deck. Under increasing attacks from the
Genestealers, they had to negotiate their way across the wreckage and reach the external duct.

To make matters more difficult, the Broodlord Lorenzo thought destroyed was anything but dead, and intent on tearing apart

the enemies that had destroyed its brethren.

DEPLOYMENT & FORCES

Ladders: Take the six ladder counters and place them in the squares indicated on the map. Ladders with the
same letter are connected to each other (see the rules for ladders on page 18 of the rulebook).

Space Marines: The Space Marine player has the following forces: ane Librarian armed with a storm bolter and
force axe, a Sergeant armed with a storm bolter and power sword, a Space Marine armed with an assault cannon
and power fist, and a Space Marine armed with lightning claws. The Space Marine player deploys his forces on the
starting points shown on the map.

Genestealers: At the start of the mission the Genestealer player must sort out 12 bhip counters that represent a grand
total of 18 Genestealers. He must then shuffle these blips fo create the stack of blip counters he will use at the start of
the mission. The Genestealer player begins the mission with two blips, and receives one reinforcement blip per turn. Until
this stack is depleted the Genestealer player may only use entry areas on the lower level, Once the reduced stack of blip
counters is used up, all of the other blips are returned to play, and a new stack is created using all of the blips in the
garme: From this point the Genestealer player may use any of the entry areas shown on the map.

The Broedlord: The Genestealer player may use the Broodlord in this mission

SPECIAL RULES
Disposal Chute: Any Space Marine that steps onto the disposal chute square is immediately removed from play -
he has escaped the hulk.

The Assault Cannon: Rall two dice and add their scores together, but count scores of mere than 10 as 10. The
results is the number of shots the assault cannon has remaining, The assault cannon counts as having already
used its refpad (which means it will explode on a triple!)

VICTORY

The mission carries on until there are no Space Marines left in play. If no Space Marines escaped the hulk then
the Genestealer player wins. If one or more Space Marines escaped, each player rolls a dice, and the Space
Marine player adds the number of Space Marines that escaped to his score, The player that rolls highest is the
winner, In the case of a tied roll the game s a draw.
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THE IMPERIUM OF MAN

In the grim darkness of the 41st Millennium, Mankind battles for survival against innumerable foes. The worlds of man
are spread across the galaxy, pinpricks of light isolated by the vast gulfs of space. Civil war, alien invasion and spiritual
corruption all threaten to bring about the destruction of the human race. All that stands between humanity and extinction

is the Immaortal Emperor and his warriors.

THE IMPERIUM

Nearly four hundred centuries have passed since

Man took the first tentative steps into space. Galactic
civilisations have risen and fallen in that time, and for
the last ten thousand years man has lived in the Age
of the Imperium. It is a time of religious dogma and
superstition, a place where men put their faith in

flesh and spirit more than the wonders of technology
It is the time of the Beneficent Emperor of Mankind,
the deathless ruler of the Imperium; now no more than
a husk kept alive by the arcane engines of the Golden
Throne. Though his body is all but lifeless, the Emperor’s
will lives on, guiding Mankind along its tortuous path,
shielding his people from the threat of spiritual
corruption and daemonic annihilation

Though unimaginably vast, with a population of countless
hundreds of billions, the Imperium 5 yet a fragile, thin
civilisation when compared to the immeasurable enormity
of the galaxy. The Impenum’s million worlds are scattered
thinly across the void, separated by tens, if not thousands,
of light years, It is a realm founded not on political
solidanty, but upon common faith in the Emperor and
military necessity.

THE WARP

To understand the perils of the 41st Millennium, one
must understand the nature of the Warp, also known
as the Immateriurn or Warpspace. The Warp exists as a
separate dimension, alongside the physical world of
mortals. It is 3 place of pure emational and psychic
energy, formless and timeless. Though a separate realm
of existence, the Warp is still connected to the material
world, It is a roiling mass of power shaped by the
thoughts and feelings, the nightmares and dreams,
and the aspirations and fears of living creatures

As the Warp has no conventional time or space, ships can
ride the currents of Warpspace to travel across the galaxy

at many times the speed of light. In this way, Man has
spread amongst the stars and and reached the million
woorlds that make up the Imperium. The Warp is also the

font of psychic power, and mortals with the gift = psykers
- can tap into this energy and manifest many strange and
exotic powers.

Without the Warp there would be no Imperium, but it is
alse home to the greatest threat to Mankind's continued
sinvival. The Warp is home to the great Chaos Powers -
otherworldly entities utterly unlike any mortal creature
The Chaos Gods spawn endless legions of Daemons,
psychic manifestations of anger and lust, decay and
change: These Daemons prey upon the hopes and
terrors of mortals, feeding on nightmare and ambition,
sometimes breaking through the void to invade the
planets of the Imperium. The Chaos Gods tempt mortals
directly, bargaining power for service. Many of the
Imperium's greatest foes come from amongst the ranks
of man, foremost amongst them the terrifying Chaos
Space Mannes

Even without the predatory attentions of Daemaons, the
Warp is very dangerous. Its tides and currents can send
ships adrift, not anly through space but also time, Ships
that are cast astray by the swirling energies of the Warp
are often lost for centuries, and can-even end up in the
far future or the distant past. Even worse, crews on ships
whose Warp fields have failed can be devoured by
bodiless beasts or wiped out by self-destructive madness




ALIEN RACES

Mankind is not alone amongst the dark wilderness of
interstellar space. There are countless alien creatures,
many never encountered by Mankind nor catalogued by
the alien hunters of the Emperors Inquisition. Most are
few in number, inhabiting only a single world, or a mere
handful of planets. Some, howsver, challenge Mankind
for dominance: the enigmatic, ancient Eldar; the brutal
-.-_-ar.'n-_.m[_] Orks: the d-_\.-n;-j*-\,:;' Tau Empire; the |||||“|)T-.’:-.'|.I
evil of the Necrons; and the extra-galactic Tyranid race

that consumes entire star systems

some of these races are as old as man, but many are far
oider. Some ruled star empires that have since fallen into
twilight, others have goals that no human mind can
comprehend. Each is a different threat to Mankind, each
a foe that must be fought every hour of every day lest
the light of the Imperium gutter and die, extinguished by
the shadow of alien conguest. Starships duel in the
depths of space and alien armies invade the worlds of
the Imperium, even as Mankind wages war to claim
territory from its inhuman foes. Truly it is an age of war

— e ———

FORCES OF THE EMPEROR

The armies and navies of the Emperor are vast, though
nowhere near as vast as the population they give their
lives to protect. The greatest bubwark against the many
foes of the Imperium is the Impernal Guard. Armies
numbering in the millions are shipped to innumerabie
warzones, 1o fight and die on alien soil in the name of
the Emperor. So unimaginably vast is humanity’s number
that, no matter how horrendous its losses, there are
always fresh recruits to replace those who give ther lives
for the Imperium. The Adeptus Mechanicus, keepers of
ancient technological secrets on Mars, provide arms and
armour to this massive war machine, as well as immense
engines of war such as the fabled Titan Legions

Though the Impenal Guard is beyond doubl the largest
military force in the Imperium, it is not the most
honoured or most powerful. These distinctions go to the
Adeptus Astartes, the Chapters of the Space Marines
They are at the very forefront of the battle for survival,
the greatest defenders of Mankind and the miost
dedicated warniors of the immortal Emperor.

i — R —— &



”’THE SPACE MARINES

The Adeptus Astartes, more commonly known as the Space Marines, are the most powerful and dreaded of all the
Emperor's warriors. Though they are the prime protectors of humanity, they are far more than human. Each Space Marine
is an enhanced warrior armed and armoured with the finest wargear the Adeptus Mechanicus can provide. A Space Marine
is biologically and mentally strengthened to be a fearless fighter, capable of battling in the most extreme conditions

. without thought of retreat.

The Space Marines are a small elite numbering roughly
ane million warriors — just one Space Marine per world
of the Imperium, They are a shock force, fighting
independently of the Imperidm's massive military
bureaucracy, with the weapons and starships needed to
respond guickly and decisively to emerging threats. They
are at the foretront of the war against the heretics and
aliens that would destroy humanity, The Space Marings
are masters of lightning ralds, last-ditch defences and the
elimination of enemy commanders

Space Marines are the greatest warnars of the Emperor for
three reasons: supenor physiology, advanced weaponry, and
decades of traiming and experience, The first advantage is
confered by the genetic enhancement of a Space Marine’s
body. Recruited when young, an aspirant’s body is implanted
with Astartes gena-seed and artificial organs that change his
physical form. When fully grown, a Space Marine stands far
taller than a normal man, with muscle mass far in excess of
anything nature can accomphsh. With a barrel chest and
broad shoulders, a Space Marine is capable of feats of
strength that have become legendary. He has an additional
heart to keep his genetically altered blood pumping through
thick artenes, and a third lung to filter out toxins and
poisonous gases, Other improvements and organs give a
Space Marine supenor sight, hearing and reflexes. Even
without weapons, a Space Marine is a fearsome adversary.

This prime phiysical warnor is protected by power armour;
an armoured suit filled with artificial fibre bundles that act
as muscles, replicating the wearer's movements and
balstering his already considerable strength. A Space
Marine's power armour is like a thick skin of metal alloy and
ceramite, responding as he moves, protecting him from all
but the heaviest weaponry. This armoured soidier is then
armed with devastating weapons, the most comman of
which are boltguns that fire self-propelled rockets that
explode inside their target. Some carry specialist or heawvier
armaments, such as tank-busting lascannons, shoulder-
mounted missile launchers or rapid-finng heavy bolters.

All of a Space Marine's size, armour and weapons are for
nought without training and purpose. As much as a Space

Marine’s body is hardened to the perils of war, so is his
mind. He knows no fear of death, and willingly lays down
his life for the mission. Utterly dedicated, the Space Marine
gives no thought to human camfort and emotion; his onby
love is the love of battle and service, his only dread is the
dread of faillure. It takes many years of training to learn to
use the weapons of the Adeptus Astartes, and even the
newest recruits would be considered veterans by
conventional forces. Space Marines live for many years if
they do not die in battle, and most are highly experienced
in the art of war, having fought across dozens of
battlefields in a life filled with constant conflict

ORIGINS

The first Space Marines were created when the Emperar
still walked and fought as a man, before his internment
in the Golden Throne and the ascension of his psychic
will. As humanity emerged from the Age of Strife,
civilisation was splintered across hundreds of thousands
of worlds, and the Emperor forged a force of warriors to
bring Mankind back inta the light. The Space Marine
Legions numbered many thousands of warriors, far more
numerous than the Chapters of the Adeptus Astartes
today. They took the cause of the Emperor into the
darkness in a huge campaign called the Great Crusade,
bright beacons of war and hope on a missicn to unite
humanity under the rule.of the Emperor.

Space Marines are more than just comrades; they share
similar genetic data and can be considered physical as
well as spiritual brothers, Each of the original twenty
Space Marine Legions was led by one of the legendary
Primarchs, Created from the flesh of the Emperor himself,
these super-warriors far exceeded mortal men in size,
strength and intelligence. Though the Primarchs are no
more, their living tissue forms the basis of the gene-sead
used to create the Space Marines, an unbreakable line
drawn back through ten thousand years of martial
history, Every Space Marine reveres his Primarch almaost

as much as the Emperor. The Primarchs’ personalities and
experiences shape the characteristics of their descendants
to the present day.
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THE BLOOD ANGELS

As descendants of the ninth Space Marine Legion to be founded by the Emperor, the Blood Angels Chapter traces its
histary back to the birth of the Imperium. Under the leadership of the Primarch Sanguinius, the Blood Angels earned
honour and renown at the forefront of the Great Crusade. Yet, for all of their glories hard-won on the fields of battle, the
Blood Angels’ tale is one of tragedy and blighted destiny. Events far in the past continue to shape the Chapter to this day,
affecting every warrior who fights beneath the Blood Angels’ banner.

To understand the nature of the Blood Angels, one must
know of their history and home world. The Baal system
was once unremarkable, similar in many ways to the star
system of ancient Earth. When the Age of Strife engulifed
Mankind, before the coming of the Emperor and his
Space Marines, the old empire of man shattered and fell,
and Baal fell victim to war and turmail. In the twisted
ruins and across unnatural deserts, the nomadic tribes
waged war from ramshackle vehicles, clad in patched
bio-suits. For centuries their plight went unnoticed by the
rest of the galaxy.

But then fate turned her fickle eye to Baal. A shooting
star descended from the heavens and crashed on Baal
Secundus. This was no natural meteorite, but the
protective capsule of a nascent Primarch, the future
progenitor of the Blood Angels Chapter. Amonagst the
scabrous mutants of Baal, Sanguinius was a walking god,
lean, tall and handsome. He united the disparate tribes of
Baal, and under his leadership the planet joined the
Imperium and went on to become the home world of the
Blood Angels. To this day the inhabitants of Baal continue
to provide all of the warriors that make up the Blood
Angels Chapter,

THE FLAW

The transformation into a Space Marine is a wondrous
process, and in the case of the Blood Angels it could be
considered near miraculous. Even the most physically firm
inhabitants of Baal fall prey to scabs and lesions, defects
of the skeleton and wasting of the muscles. Those with
hearts pure enough to defy the impurity of their bodies
and prove themselves to the Blood Angels are accepted
into the Chapter. They undergo the genetic madifications
required to become Space Marines and are elevated from
base creatures into handsome gods of war, clean of limb,
strong of jaw and in perfect physical condition

However, there are traits within the Blood Angels that are
less than desirable. In battle, they become gripped by a
frenzy of bloodletting, giving vent to all of their anger
and rage in barbaric displays of violence more suited to

the feral tribesmen of their home world than noble
paragons of the Emperor's own bloodline. Some Blood
Angels have elongated teeth, and more than one
member of the Inguisition has noted the Chapter’s
unthealthy fixation on blood rites and acts of excessive
bloodletting in battle

some Blood Angels are afflicted by an even deeper
curse, known within the inner circles of the Chapter as
the Black Rage. These Space Marines become possessed
of a deathwish and are assembled into a special force
called the Death Company. They paint their armour black
and mark it with red paint, symbeolising the fatal wounds
that Sanguinius suffered in his doomed battle with
Warmaster Horus in the final days of the Horus Heresy,

In battle the Death Company are deranged, torn
between fighting the present foe and phantasmic
enemies from the Chapter's past. Most Death Company
brothers die quickly, their deathwish eventually
outweighing their superhuman resilience and their
insatiable desire to gquench their wrath with blood. Those
that centinue to survive are quarantined in desolate brigs
or citadels until the next battle, their howls of rage and
bloodiust a terrifying reminder to the other Blood Angels
of one possible fate that awaits them.

CHAPTER ORGANISATION

When the Horus Heresy was finished, the Blood Angels
Legion was willing to accept the teachings of Guilliman
and organised the Chapters created by the break-up of
their Legion along the lines of the Codex Astartes.

Thus, the Blood Angels’ fighting force is composed of
roughly one thousand warriors, divided into ten
companies. The 10th Company is the Scout Company
where Aspirants undergoing their alterations are trained,
and the 1st Company is the Veteran Company, filled with
warriors who have fought for hundreds of years. The only
major deviation from this ‘Codex’ organisation is the Death
Company, created in the centuries following the Heresy for
the purpose of isolating those battle-brothers afflicted with
the Black Rage.



BLOOD ANGELS
1 COMPANY

Even amaongst the elite warriors of the Space Marines, there are those whose skills and deeds raise them above their
battle-brothers. Every Chapter has a means by which these individuals are marked out and gathered together, and in
Chapters based upon the Codex Astartes this is the 15t Company.

The Space Marines of the

151 Lompany arg yelerans ol
many campaigns. Several centuries old, they will have

spent their lives fighting a wide range of foes, in

{".r]!l{‘[![]:fl[{ situations .-III!_! drme

with a plethora ot

weapons, All will have received training as ¢lose combat
Assault Space Marines and heavy weapon-armed
Devastators. They will have ndden bikes and Lang
Speeders and commanded tanks and other vehicles

Many will have served as sergeants to the squads in their
ariginal companies. All of this experience culminates in
an appointment 1o the 1st Company, an honour for many
oecades of dedicated service and seltless battle

The Master of the Chapter and most of his Captains will
have served as members of the 15t Company before
rsing to their current rank. Indeed, the Captain of the
15t Company is often seen as the first amongst equals,
second in authority only to the Chapter Master, and a
high proportion of commanders will have served in this
role during their life of war

1st Company Space Marines retain all of their awards and

honours from their previous conflicts, and so many are

estooned with "ir;"l‘_'_.ll'-.;|":‘-_-f"_l_,| U:‘-d'i._ll"‘n. campaign NoNouUrs
and purity seals. They are an inspiration to their fellow
battle-brothers, camrying aloft the standard of the 15
Company and embodying the ideals lad down by
Edngl_.-u!.-_;g For the Blood Angels, the 15t Company has

the added importance of showing that it s possible to

the dangers of the Chapters flaw, The veterans are

Iving proof that it is possible to avoid the gnip of the

Black Rage, to rise above one's inherent weaknesses o
become a pinnacle of excellence. The

Ist Company Is

fore a sign of hope for the Blood Angels in a time
when the temptations of sucoumbing to the flaws of the

l;t'.""li‘";l'."l?d dale hlr':.“'!l:'l

The veterans of the 15t Company go to war in five or ten
man squads, depending upon the nature of the mission
they are undertaking. A Veteran Squad's experience
makes it valuable leading a rearguard action of
spearheading an attack. Veteran Squads punch through
enemy lines, anchor a point of defence or act as a mobile
reserve ready 1o either bolster an attack or counter an
enemy breakthrough

The 1st Company is remarkable in one other respect
Tactical Dreadnought Armour. Known commonky as
Terminator armour, this is the ultimate in perscnal
protection and weaponny Terminator suits are rare and
highly prized, so only the veterans of the 15t Company are
trained in their use. Even then, it is rare for a Chapter to
have enough suits for all of its veterans, and Terminator
Squads are deployed only 1o the most demanding frontlines
to perform the most dangerous and wital missions

A Space Manne who 15 trained in the use of Tactical
Dreadnought Armour earms his Terminator Honours, a
symbolic cross known as the Crux Terminatus that can be

included in the Space Marine's other livery. The Crix

Terminatus is held in high reqgard by all Space Marines,
and each is believed 1o hold a shard of the Emperar's
own armour. The Terminator suits worn by the 15t
Company are therefore revered not just for their combat
patential bi

1
Blood Angels' past

a5 MEncs assd

ciated with heroes from the
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TERMINATOR

ARMOUR & WEAPONS

Tactical Dreadnought Armour is the toughest persenal armour in the Imperium, possibly the whaole galaxy. Its internal
frame is made from heavily reinforced alloys. Servos and muscle-like fibre bundles enable the wearer to fight in the bulky
armour with relative ease. Layer upon layer of adamantium, ceramite and other compounds are built over this endo-
skeletal arrangement, proving protection more commonly found on armoured battle tanks. Only the most devastating
weapons are capable of cracking Terminator armour, and the armour is designed to withstand immense environmental
pressures, enabling the Space Marine to fight in a vacuum, in the depths of an ocean or even in the heart of a volcano.

As well as providing protection for the Space Marine,
Terminator armour acts as a very stable and customisable
wieapons platform, There are a number of different
weapon layouts detailed in the Codex Astartes, and others
adopted by individual Chapters. Terminator Squads can
therefore be tasked to an assault or long-range role,
depending on the enemy and the battlefield

The most common Terminator armament s the storm
bolter and power fist. This combines effective anti-
personnel Nirepower with potent close combat
capabilities. Terminator Squads also include a heavy
weapon for additional firepower — usually a heawy flamer
orf assault cannon. It is not uncommon for a Terminator
sergeant to carry a power sword instead of a power fist
These powerful weapons are only bestowed on an
individual for exceptional acts of valour, and are used
with great pride by those that receive them

Some Terminators are designated as Terminator Assault
Squads and forego their ranged weapons for even more
prowess at close quarters. The two favoured load-outs in
Terminator Assault Squads are either a pair of lightning
claws or a thunder hammer and storm shield. Terminator
Assault Squads close guickly with the enemy under the
covering fire of their battle-brothers, smashing enemy
resistance and paving the way for other squads to advance.

lerminators are deployed to the harshest, most testing
battlezones. Their nigh-impenetrable armour makes them
Invaluable in ship-to-ship boarding actions, firefights in
the twisted depths of hive cities and, of course, the close
range combat aboard space hulks. They are an extension
of the veterans' role, acting as an immovable shield in
detence and an irresistible blade on the attack. Where
the fighting is fiercest, the Terminatars thrive

As well as armour and weapons, Terminator suits
incorporate many other systems. In addition to the
power generation and life support functions of all Space
Marine power armour, Terminator suits incorporate an
advanced scanning and communications network, This
enables Terminators to share tactical data almost
instantaneously. Known as the sensorium, this scanning
array means that Terminators can act with precise
coordination, identifying and neutralising threats far
more efficiently than would otherwise be possible. More
advanced systems in some suits allow Terminators to see
through each other's eyes or weapon sights, giving each
warrior unparalleled battlefield intelligence. A captain or
sgrgeant can coordinate several Terminator Squads with
relative ease, each fighting in concert to create a force
whose sum is even greater than its considerably
destructive parts.

Terminator suits incorporate systems that allow for the
teleportation of squads. Teleporter technology is
notoriously unreliable, and is used only when it is
absolutely vital. More often, Terminators will fight to their
objective on foot, or be transported by armoured vehicles
or massive boarding torpedoes. Though more time-
consuming, this is a more reliable way of ensuring the
Terminators reach their target, especially in uncharted or
close terrain such as that found on spaceships and in
dense urban areas






' HEROES OF THE

I COMPANY

Nearly one hundred Space Marines were invalved in the fighting on the 5in of Damnation. Of these, eighty were
Terminators of the Blood Angels 15t Company. Commanded by Captain Raphael, the squads fought valiantly to contain the
waking Genestealers, coordinating their efforts to wipe out the enemy.

Amongst the many heroes of the battle, a dozen individuals were marked out for especial praise by Captain 6]
On a day when every tale was heroic, these warriors fought especially bravely and showed the greatest qualities ot a
Blood Angels Terminator. All were awarded honours for their deeds, some of them sacrificing their lives for the success

LR TS50

SERGEANT LORENZO

Ower six hundred and fifty years old, Sergeant Lorenzo is a
veteran of more wars than any other Terrminator in the 15t
Company. Despite his achievements, one day of failure
Maunts Lorenzo. AS a Space Marine in a squad of the 3rg
Company, Lorenzo was one of only fifty warnors to escape
the disastrous boarding action six hundred years ago. His
battle-brothers were butchered around him and though
absolved of all responsibility, he continues to question his
own courage and commitment. Every day Lorenzo is
haunted by these thoughts, and every night for six
centuries he has prayed for a chance 1o redeem himself
Now he must seize that chance

SQUAD LORENIO

BROTHER VALENCIO

The scouring of the Sin of Damnation 15 Brother Valencio®s first
combat action since his mauction into the 1st Cempany. Having
served the Blood Angels for less than one hundred years, Valencio
is:young by the standards of the Terminators, but has earned his
place amongst them with his forthright, courageous actions in a
dozen wars. To the other members of Squad Lorenzo he is still an
untested youth, desperate to impress Lorenzo ever since the
Sergeant saved Valencio’s life during the Threxian Cataclysm. Even
for one of the Blood Angels Valencio is eager, some would say
foolhardy, but his valour is beyond guestion
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BROTHER DEINO

alongside Sergeant
ry. He has been awarded the
smanship award many times over the years,
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displaying an almost supernatural accuracy on the finng
range and in battle. Like his fellow Blood Angels, Deino
rsuit of perfection and has raised
manship ta the state of art. As well as his ZF.lar.igra of
the Marksman, he carres the customised storm bolter that
earned him such reward. Deino combines quick reactions
with nerves of steel, and his battle-brothers take great
pride and comfort from his calm and effective shooting

prides imselfin the pu




SERGEANT GIDEON

Sergeant udeon s considered to be something of a maverick
individual, happy to flaunt doctrine and tradition f the need arises
This is'no maore evident than his choice of weaponny, Gidaeon was
once a member of a Terminator Assault Sguad, but upon being
promoted to Sergeant replaced his thunder hammer and storm
shield with the customary storm bolter and power sword. In the
next battle, his armour seized up after being hit by a round from
an Ork gun and Gideon declared that its machine spint had been
offended by the change of armament, Ever since, he has refused
to relinquish his beloved thunder hammer and storm shield again

BROTHER NOCTIS

 title of Castellan of the Black Tower, Brather Noctis

s solid and dependable as a rock. Sergeant Gideon has come
to rely on Noctis’' clear head and immovable patience over the
years. Though Noctis is jokingly criticised for being boring, having
little imagination and obeying all of his orders to the letter,
sometimes those are the exact gualities a commander needs
mast, If a rusted grate ar dank tunnel needs guarding, then by
the Emperor, Brother Noctis will guard it 1o the absolute best of
his ability or die in the attermpt

BROTHER OMNIO

Amangst the aesthetically-minded Blood Angels, Omnio. is
something of an oddity; he is driven by logic and intellectual
curiosity. He is analytical, distant even, a guality that
sometimes raises suspicians amongst his battle-brothers but
also ensures that in the heart of a fight he is clear-headed and
can be relied upon for vital tactical analysis. Gideon once joked
that Omnio was a servitor who had been prormoted to the 1st
Company by mistake. Unsurprisingly, ©mmio didn't see what
was funny about that.

BROTHER SCIPIO

Brother Sapio is a fast-acting warrior who thinks on his feet
and adapts to new situations with astonishing speed. He has
been marked out as potential Terminator Sergeant material,
but his lack of communication has held him back. Scipio 15
just as likely to set off on his own initiative as to pass on his
insights to other members of the squad. However, Scipio's
resourcefulness has extricated the squad from certain death
on more than one occasion

SQUAD GIDEON




BROTHER LEON

Brother Leon doesn’t say much, but his devastating assault
cannon is eloguent enough for the both of them. For Leon
there’s only one thing that matters in a battle: kil ratio. The
more targets presented by the foe, the happier Leon is. When
not nghting, Leon f;'l';i!:lijlfll_r_v'\_\.- mamiaims nis |
armaour, making small adjustments, adding his o

and benedictions to their machine spicits. This has

some controversy with the Techmarines of the Chapter

have repeatedly requested that Gideon bans Leon from the
armoury when unaccompamed by one of their orde

SQUAD GIDEON

I.EXICANIUM CALISTARIUS

One of the battle-psykerd ol the Blood Angeals Librarum,

—at i honorary member of the 15t Company for the
5 f Damnation boarding. The Libranans powerful mind and
supernatural abilities s&1 him apart from his battle=brothers, an
ischation he seems o encourage, Calistanus nas Taced the
hoarmors of the YWarp ancd -:|.||!'||. wirestles with damnation and
temptation. As a result Calistanus finds it difficult to look upon
Hig fellow Space Marines with any empathy, In truth, he inhabits
an entirely different sphere of existence, but his precognitive
powers and devastating psychic blasts are a priceless asset to
Captain Raphael

SQUAD CALISTARIUS

BROTHER CLAUDIO

A warrior in Terminator Assaull Squad Leodinus, Claugo (s

skilled at close-quarters combat. His preferred armaments
are a pair of deadly lightning claws. Thousands of foes
have fallen beneath Claudios blades over the centuries
and he is lauded amongst his battle-brothers for his
unflinching dedication to his brothers. Aboard the Sin of
Dammation Claudio’s fellow squad members were slain by
a surprise Genestealer attack and now he s filled with
cold fury and bloodthirsty desire for vengeance




Mankind is not alone in the galaxy. Alien races abound, most of them hostile to humans, some outright devoted
to the destruction of other species. Existence in the 415t Millennium is a constant battle between these forces,
each struggling for survival and dominance. Yet it is not from within the galaxy that the greatest threat might come,

but from outside.

The race known by Imperial forces as the Tyranid
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THE HIVE MIND

Tyranids are able 1o adapt and coordinate in this fashion
due 1o a unique psychic potential, Every Tyranid is linked
to all other Tyranids of its swarm, creating a gestalt
consciousness known as the Hive Mind, The Hive Mind is
not a thinking entity in its own nght; it is not capable of
small, conscious thought like a human. It is an
agglomeration of instinct and racial imperatives, a psychic
embodiment of the Tyranids' function to devour and
destroy. Bound together by this common psychic bond,
saller Tyramd creatures are effectively mindless, utterly
subservient to the needs of the Hive Mind. They are
without emotion, a cloud of biemechanical weapons with
no purpose other than to kill and consume

Certain larger Tyranid creatures have more autonomy and
higher brain functions. These 'synapse’ creatures act as
nodal focus points for the Hive Mind. The presence of
synapse creatures strengthens the Hive Mind’s grip on a
swarm; they not only quell the natural instincts of the
creatures around them but also redirect their psychic
patential back to the Hive Mind in a two-way process
Creatures known as Hive Tyrants and Norn Queens, and to
a lesser extent Tyranid Warriors and other creatures, are
essential for the swarms to operate efficiently Without
the influence of the Hive Mind directed by the synapse
beasts, the lesser Tyranid organisms revert to genetically
instinctive behaviour of feeding and self-presenvation

THE GENESTEALERS

Though the all-devouring Tyranid Hive Fleels are
considered a new phenomena, the Tyranid presence in
the galaxy is far older than any know. Seeding swarms
and infiltration creatures have made their way 10 the
worlds of the Imperium for thousands of years, They have
travelled ahead of the gigantic lving spaceships and their
monstrous cargoes, paving the way for invasion

One such ‘vanguard’ organism s the Genestealer. In the
Hive swarms, these creatures are fast-maoving, deadly
shock troops, but they have a far more insidious role to
play in the wider war. Genestealers have been invading
the galaxy for an unknown length of time, At first it was
believed they were a species native 1o the moon of
¥magarl, and only since the coming of the Hive Fleets has
the connection to the Tyranids been made

The Genestealers’ threat comes from their horrific
reproductive cycle, They do not produce young like other
creatures, but instead insert their genetic matenal into a host
victim by means of a tube-fike tongue called an ovipositor
This is inert of itself, but will combine with the hast so that
ts offspring are born as horrific hybrid creatures. During and

after infection, the hosts consciousness is suppressed by a
localised version of the Hive Mind, i:lf-.!"{l'liL._-]”'nl-' mesmerisad 1o
care for its disgusting children

The hybrid will grow quickly and infect other hosts,
which in turn wall give birth to hybnds increasingly like
the hosts, A fourth generation Genestealer hybnd 5
almost identical to the host species at first glance, though
close examination will reveal physical deformities derved
from its Genestealer parent. Able to act almost as normal
in the host society, these hybrids lure, kidnap or
otherwise provide more hosts for the growing
Genestealer brood. The fifth generation of a Genestealer
is a ‘purestrain’; a fully functioning, unaltered
Genestealer. Thus the cycle begins again

Over years and decades, Genestealer infection will spread
through a society, the brood increasing in size and powver
The Genestealers have an interlinking telepathy similar to
the greater Hive Mind. When a Tyranid Hive swarm draws
within a tew hundred light years of an infected world, a
subliminal reaction is tnggered in the Genestealer's Brood
Mind. This goads the Genestealers into a frenzy of
activity, breeding and killing, destabilising the society in
which they were hidden. At the same time the Brood
Mind acts as a naturally occurning psychic beacon for the
Hive swarm, which will instinctively head towards areas
that the Genestealers have infected

In this way the Genestealers natural survival instincts and
psychic powers serve to pave the way for Tyramd

invasian. It is unlikely that the Hive Mind plans this, at
least not in the way a human being can understand, but
the result is that the defences of the planet will be in
disarray when the Hive Fleet arrives. Almost inevitably,
everything on the planet will be devoured; the
Genestealers recombined with the Hive swarm along with
the organic matter of those they infected. Another world
will die and the Tyranids will move on to their next victim
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SPACE HULK

space Hulk is a game of desperate conflict between the Imperial Space Marines and the fearsome alien
Genestealers. The action takes place on an ancient interstellar vessel known as a space hulk. Only one side
will survive this deadly conflict and emerge victorious.

In Space Hulk, one player commands a force of Opposing the Space Marines are the insidious, repulsive
superhuman Space Marine Terminators, while the and horrific Genestealers, These alien creatures come from
other controls a force of the alien Genestealers deepest space with one purpose: to destray, They are
These two sides battle against each other within the savage, six-limbed beasts with fangs and daws that can rip

labyrinthine corridors and rooms of a gigantic derelict through the thickest armour with ease. Incredibly strong

starship. Each side nas its own goals and cbjectives and lightn

1g fast, supremely adapted for
and is determined to achieve these while crushing Genestealers are virtually un

the oppaosition

\
kithmg,

yppabile

Space Hulk 15 a stand-alone board game based on the

Imperial Space Marines are the most powerful deadly battles fought between the Imperial Space Mannes

I e

warriors of Mankind, detfenders of humanity and and the alien Genestealers. Everything you need to play
guardians of the Impenum. All of the Space Marines in the game is in this box. The game is easy to learn but
the Space Hulk game wear thick Terminator armour and hard to master, and makes Tor fast and funous action as

are equipped with awesome firepower. Only Space you ¢ through the many different missions that are

Marines are brave and determined enough to enter the available. Each mission is different from the rest and each
horror-infested-space hulk and face the dreaded presents s own unigque challenge. It's a bit like getting

Genestealer menace that lurks within twelve different games all in one box




TO PLAY

A Space Hulk game starts by picking one of the missions from the Mission Book. Each mission is based on a
deadly battle that took place between the Space Marines and the Genestealers. The Mission Book explains
what each side must do to win, how the board is set up, where the starting models will be deployed, and if

any special rules apply to the mission.

The game progresses with each player taking turns to
move and fight with the forces under their control

The Space Marine player has a limited amount of time to
complete his turn and must make his moves as quickly as
possible to avoid running out of time. The lightning fast
reactions of the Genestealers mean that the Genestealer

player may take as long to complete his turn as he wants

The Space Marine forces are represented by the red
plastic Space Marine models, while the Genestealer player
uses the blue plastic Genestealer models and the card blip
counters. The blip counters represent 'contacts’ on the
Space Marine scanners that indicate hostile Genestealers
are in the area. Exactly how many Genestealers will niot
be known until the blip is revealed

The blip counters appear first on the areas of the board
indicated as being Genestealer entry areas. These areas are
the only places where the Genestealer player can bring
blips on 1o the boand. The Space Manne player doesn

have to worny about reintorcements |

as he aoesn t Z]"—" dry

BOX CONTENTS

MODELS
12 Space Marine Terminators
= Sergeant with power sword
& Sergeant
with thunder hamimer
* § Space Marines
with storm balters
» Space Marine
with heavy flamer
= Space Marine
with assauft cannan
& Space Marine
with fightning claws
» Librarian with force axe

BOOKS

COUNTERS
22 Blips

10 x Guard

22 Genestealers

The Space Hulk Rulebook
The Space Hulk Mission Boak

« 9 x ‘one Gepestealer

o 4 x ‘two Genestealers

e O x ‘three Genesfealers’
21 x Genestealer Entry Area
10 x Overwatcnflam

6 x Command Point

12 x Ladder Up/Down

& x Flamer Marker

5 » Powerfield Generatar

10 x Space Manne Controlled Area

1
1 x Assault Cannon Ammunition 1 Timer

1 Broodlord

1 Dead Space Marine 1 x Force Barrier
1 Artefact

1 CATL 1 % Psi Points

The Genestealer player moves the blips swiftly towards
the Space Marings, keeping them face down to concea
their true strength from the Space Marines until the very
ast minutel A blip is only revealed when a Terminator can
cee it at which paint the counter is replaced with the
appropriate number of Genestealer models

The Space Marines play a tactical game of moving and
shooting, trying to avoid close combat where possible
even their mighty Terminator suits are no match for the
razor-sharp claws and fangs of a Genestealer. At long
range, on the other hand, the Genestealers are vulnerable
to the hail of fire laid down by the Space Marnnes
powerful storm bolters. Meanwhile the Genestealer player
will be using his superior numbers and speed to reach the

Space Marines and tear them apart with fang and claw

The game finishes when ane side or the other achieves
their mission objective. Space Hulk plays very quickly, so
you may then wanl o swap sides to see if you can do

better than your opponent when the tables are turned

BOARD SECTIONS
24 Corndors
10 Rooms
8 Crossroads
B T-Junctions
b Corner Sections
4 Dead Ends
4 End Pieces
1 Difset Crossroad
2 Disposal Chutes

DOORS
20 Doors

20 Plastic 5tands

OTHER
5 Dice
Mission Status Display
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THE MODELS

e e = = —— e —— - -_—— ——— _—_— — il

All the models consist of several different components that clip together. Select a model you want to
assemble and carefully remove all of the components from the frame. The models will better survive the
wear and tear of battle if you glue them together using plastic glue, and they will look considerably more
attractive if you paint them using acrylic paints from the Citadel range.

Fach mpdal clips together readly for play You can glue the parts in placef your wish

i thi

o e Notures on ine sirfe

box ar the back page of the Missions

Book wihen assembling vouwr models

FACING

During the game the models are placed on the squares The facing of a model is determined by the head of the
on the board to show their location. Each model must model - the direction that the model is looking is the
face one side of the square it is occupying = it cannot direction it i5 facing. If the facing of a model s unclear,
face diagonally simply tell your opponent which way the model is facing,

Correct Facing: The hesd of the model & pointing towards the Incorrect Facing: The head of the model & painting fowargs the

side of a sguare. It 5 facing in this directron carmer of the square. Models may not face diagonally
q Q ] M 13 : :




MISSION BOOK

Space Hulk is played by fighting
missions. Before starting, the
players, Musl.cnoose d mission o

those included in the separate

Mission-Book. Each mis

an shows

which models will be used, and

has a set of victory conditions that

each side s trying

order 1o win the game

THE GAME BOARD

The corngdors, junctions and rooms of the Space Hulk are

'.,'-:urrp-u_-r'in;-r_,‘. by the board sections included with the game

They are designed 1o '[ig’ together to create a maj

) Qn

which the mission is played. Each mission has a specific

sections are se

To regulate movement, the board is divided into squares,
sometimes referred 1o as spaces —.-11 N SqQuare Can hald

ong Genestealer or Space Manne model

Mote that although som

gamagea tnis

Imodey FTEVIneg

Space Hulk includes a number of cardboard doors. These
are designed to be placed in the special stands included

with the game,
de

mission map

re

50 that they can stand up. The location of

yors needed for a mission will be shown on the

any

THE TIMER
y represent the tense environment and split-second

mwion-making of combat aboard a space hulk, the
Space Marnne player has only a imited amount of time 1o

perform his turn. The amount of time is determined by

the sand-filled timer included with the game

THE DICE

The dice {or D6 for short) included with

the game are used to resalve the re

of shooting and hand-to-hand combat

¥z
\-'-
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MiiE‘iﬂl'l Status

Display

Command Points { -Il- E $ al‘ 5 &i
Track

Assault Cannon § | 1
Ammunition Track

Psi Points Track »
Genestealer HHHHFHEH &

Entry Area
I : ¥
ARSI Couniter et S G 3
el P EE E R E R
Reloaded Counter 1 _ —qEF
Psi Points counter ol 2B B
Command Points e -
Counter :
. Jam Counter
. Overwatch Counter
. Guard Counter

. Space Marine
Controlled Area

. Power Field
Generator -
Damaged

. Power Field
Generator -
Undamaged

. Force Barrier Counter
. Ladder Down

. Ladder Up

. Flamer Marker

. Blip - Face Down

. Blips - Revealed

3y yok at thi Marines use, and you will need to keep track of the
: . yayer 1o gather : T | ammunition used by an assault cannan or the psl points
legree of secre( til the exact d used by the Space Marine Libranan. Fhe mission status
nestealers are revealed during the course of the game Jisplay has tracks and counters that are used to record all

this information gunng the game

MARKERS & COUNTERS

There are a wide number of different counters included

ammunition a Space Marine has remaining or it their gun

mmed, and so on
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SPACE HULK RULES

Once you have the board set up and the models deployed, as described in the Missions book, you are ready to
play. Every game of Space Hulk is played through in a series of turns - first the Space Marine player, and then
the Genestealer player. Each turn is broken down into a number of phases, for simplicity and ease of play.

When-it is your turn you may move and fight with all of After the players have completed their turns there is a
the madels under your command. The turn sequence Mission Status phase which is used to tidy up the
below summanses what each player does in his tum, and board and remove any counters or markers that are no
the order that these activities are carried out in longer needead

At the start of their turn each player gains extra nelp
the Space Manne player gains command points, which
allow his Space Marnines to carry out extra actions auring
the turn, while the Genestealer player can bring extra
blips and models into play

The next thing the players do is to move and fight with
their models: The Genestealer player may take as long as
he likes over his turn, but the Space Marine player only
has a imited time in which to complete his turm,

representing the difficulty of fighting against creatures

with the lightning-fast reactions of the Genestealers

SPACE MARINE TURN
Space Marine Command Phase

First the Space Marine player must see how many command points he has for the turn, as explained later. Then
the Genestealer player starts the timer,

Space Marine Action Phase
Next the Space Marine player may move, shoot and complete any other actions with each of the Space Marines
under his command. When the timer runs out the Space Marine Action phase ends immediately.

GENESTEALER TURN

Reinforcements Phase
At the start of his turn the Genestealer player sees how many reinforcement blips he gets this turn and places
them beside the entry areas on the board, as explained later.

Genestealer Action Phase

The Genestealer player carries out actions with the Genestealers and/or blips under his contral

MISSION STATUS PHASE

Once the Genestealers player has completed his Action phase, the turn ends with any necessary record keeping
in the Mission Status phase.




showing it to the Genestealer player.

Space Marine Sergeants
Space Marine Sergeants are veterans of a h

indred

battles, trained to that will be followed

iSSUB COMMa
without guestion. To represent this, as long as there is at
least one Space Marine Sergeant on the board, then the
Space Marine player may choose to return the command
counter he has drawn 1o the container, shake the
counters up, and draw a replacement counter. He must

use the replacement counter, even if it has a lower value

than the counter that w L Ordvrl

Using Command Points

Command points can be used by the

in both the Space Marine turn and the Genestealer tur
im-order 1o allow Space Marine models to carry out extra

actions. How this wiorks is explained in the relevant rules

sections below

Keeping Track of Command Points

The command points counter is placed face down on

Q' space on the command pomnt track of the mission

status display. It is the Genestealer player's responsibiity

¢ reaching its chimax. The

ows that the Space Marines

COMMAND PHAS

At the start of the game take the six command point counters and place them in a mug or similar opaque
container. Then, in the Command phase the Space Marine player draws a command point counter at randorm
from the container, to see how many command points he will have for the turn. After examining the counter
he places it face down on the ‘0’ space on the command track of the mission status display board, without

0 move The marker

along the track whenever the Space

Marine player spends command points

The commana points counter s revealed in the status
phasze at the end of the turn. The Space Marine player is
not allowed to use more command pomnts than the

number shown on the counter, and if he has ¢

ised maore

command points than he had avallable then he

mmedhately !-:_-"_-\.-_'5. e f',]._il'li{'

The Timer
The Space Marine player only has a imited amount of
time to completa his Action phase, which is kept track of

with the timer included in the game.

It is the Genestealer player's responsibility to start the
timer, He does this after the Space Marine player has
placed the command points marker on the '0" space o

the mission status display. When the timer runs out the

Space Marine turn ends immediately! Complete any
action that the Space Marine player was in the process of

carying out, and tnen start the Lenestealer turn
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) ACTION PHASE

The bulk of the Space Hulk rules deal with how models and blips move and fight on the board. This is
conducted in each player's Action phase. In the Action phase each model under a player's command
receives a number of action points that the player can use to have the model carry out actions.

ACTION POINTS

Lurning the Action phase each model or bhp has a certan

g o e AN e emard A o e e
1 L!:’ M.-r action points (&) 10 spenda on achions, as

art below

Action Point Allowance
;.'III.ELTL.E Maring 4
Genestealer B

Blip 5]

Actions
Action points are used to carry out actions

number of AP to perform

sts are collected together o

sheet below and explained in getail later onin this rules

» actions nclude maving, of

'-ili_':"[lli:'l ang artacging the g

n his Action phase the player activates the models and blips

inder his command ane at a tme. When a piece is actvated

t expends action points to carry out actor Intik the piayer

ACTION POINT TABLE

Space Marings: 4 Action Pounts

Genestealers & Blips: & Action Points
Action Space Marine Genestealer
Move torwards 1 square j A
Move backwards 1 square Z2 il
Move sideways 1 square i
Turn 90 degrees 1

Turn 180 degrees 1

Fire storm bolter or assault cannon

Set overwatch/guard

Clear jammed storm bolter
Fire heavy flamer

Close assault

Open/close door




wishes 1o stop or the pece has run out of action points 1o
ise. Actions are performed one at a time, and each action
must be completed before maow
Once all models and blips have performed their actions the

plaver's turm is over, A player may only activate one model or

1o the next one

blip at a time and once that piece has completeq its actions

It may not be activated again excepl 1o use command POINIS

the players must plan their turns so that they do not have

to swap back and forth between pieces

COMMAND POINTS

Each turn the Space Marine player gets a number of

command points. These allow the Space Marnes to take

exira actions in addition to their normal allowance aof 4
action points. and can even be used in certain situations

during the Genestealers’ turn

When used in the Space Marine turn, command points
are treated exactly like additional action points that can
be spant r_u:-rf:,nn'.-m] actions. They may be spent on the

same Space Manne, or spread out over severai as the

player sees fit. Command points can be used on a Space
Manne model at any time during the Action phase, even

Tt Nas ;‘|in_=.E:-,§':,-' finished his move

The Space hMarine player can also use command points in

the Genestealers turn 0 reéact 1o the actions of his opponent

They can be spent to perform actions out of sequence — 50

command points could be used to fire a weapon, close a

door and so an dunng the Genestealer player’s turm

Ward 2 SOuane

he wall spand & comim WO 10 fake ¢

shool ATl Ihe chooling atfack happens bafarg the

Genestealsr take

Command points can only be spent in the Genestealer
turn if a Space Marine model has line of sight to a
Genestealer that has just completed an action (line of
sight is explained under Shoot Actions on the next page)

Each action witnessed allows a Space Marine to

perform one action (this may be an action that costs

2 actionfcommand points). The Space Marine’s action
happens immediately, and before the Genestealer carries

QUL IS next action

MOVE & TURN ACTIONS

A Genestealer, Space Marnine or blip is allowed to take

‘move’ or “turn’ actions. Move actions allow 1
blip to move one square, and turn actions allow them to

change their facing. The number of APs it costs to carry

out the action varies depending on how difficult it is to

carry out, as described below

Mowve: It costs 1 AP 1o move one space

diagonally forwards, and 2 AP to move backwards one

arwards, or

space or diagonally backwards one space. Blips are an
¥ ! |

exception to these rules, and can move in any direction

far 1 AP (see the rules for blips later on), Space Marines
may not move sideways — they must turn to face before
moving into the square. Genestealers can move sideways

atacostof 1 AP

A model or blip cannot move through another model,
blin, or a closed door. A model also cannot move
diagonally if this means it would pass between two
squares contaiming a wall or a model

sep the example below

e Genastegler may ol move info th

WO have [0 mowe DefAeen

Turn: Genestealers may turn 90° to the left or right as part
of a move action. The tum s made before or atter the
move (but not both), ang does not cost any action points o
count as-a separate action. All other turns are taken as a
separate action, Space Marines may turn 90° to the left or

nght for 1 AP Genestealers may turn 90 or 180° for1 AP




Exiting the Map

missions models nead

1 exit point shown on the dep
exit the map the model must 'move’ into an imaginary

square off the board at t it. A model that

Armoured doors often divide the corriders and rooms of

a space hulk. These block lines of sight and movement

closed, but when open have no &
game, Doars start the game closed. To open or clg
door a model must be in a square adjacent to the
and with the door in one of its three forward sguares

costs 1 AP Lo open or ¢lose a o

SHOOT ACTIONS

- 4 W rae ¥
Space Marines are armed with storm bolters and

powerful heavy weapons. They may fire these at

senestealer models and closed doors by taking a shoot

action. The cost of the action varies depending on the

b 4 AD §s

Weapon Demng used? It Cosis 1 Al » Tire a storm Doiter or

assault cannon, and 2 APs to fire a heavy tlamer

e N0 ranged wa

iy at all and must

rely on close assault to kill their

Line of Sight

In order 1o be able to shoot at sor

Marne must be able 1o see it

sguares (n s rorward :

bel A model can ses

WA N the way It there 15 2
doar in any =auare betwean 1 Cmare Marina anmd hi
HOOH any sguare Detwee the space paarine ang nis

target then he cannot see i
target 1 } '

Aarad fry ha i
FETET [0 6

Corners
A Space Manne standing in a corndor can only see found

a corner it he 15 standing next to it




Rooms

When approaching a room, a Space Marne can always

see 3 target in a direct line, as shown in the diagram

below,. However, squares in the corner and the sides

cannot be seen until the Space Marine is in the doora

rares o

Bty & Trond of

Range

Sometimes shooting has a limited range. To see if the
target is withun range, count the number of squares
between the Space Manne and the target, inciuding the

target’s square but not the Space Marine’s

Destroying The Target
When a Space Marine carries out a shoot action, one or
more dice will be rolled, and if they roll high en wough the

target will be :.‘:*':'.I-_r,.-e-:.' For exan

- a '.-.r.:a.r* Marine
firing a storm bolter rolls two dice and will destroy the
target if either dice rolls a 6

Space Marines can carry a variety of ranged weapons
including storm bolters, assault cannons and heawy
rules for these weapons and the rolls they
require to destroy the target can be
section of the

tlamers. The

rulebook (see pages 19-21)

found in the Wargear

OVERWATCH ACTIDNS

A Space Marine armed with a storm bolter or assault
cannon can spend 2 f-‘-.F", to set himself in overatatch
which will last until the

end of the turn. A Space Marne

with a heavy flamer

Iy ot De placed in overwatch

When in overwatch the Space Marine is stant

! dy to
fire and this allows him to shoot dunng the Genestealers’

turn. Place an overwatch marker next to the Space

B s s=t n Se——
Marine 1o show that he 15 In over

} action pamnts to put the Space

inter beside

If & Space Marine is attacked in close assault or performs
any action {(other than clearnng a jam

loses his overwalch status

} he immediately
Overwatch markers ara
removed during the Mission

Status phase if they were not

lost earlier. Note that 3 Space Marine armed with a storm
bolter may jam it if he rolls a 'double’” on the di
the storm bolter entry

ce (see
in the Wargear section later on)

Shooting in Overwatch
When in overwaich, a Space Marine armed with a starm
bolter or assault cannon

can |'i|_'-"'fl'if|"|'| SNoot actions in the

I'.'H:‘L‘Jul_,.'a" (L¥] r 'll"

nout expending any action paints
Hr~ must take one shoot action 2ach time-a Genestealer
perfarms an action within his line of sight and within a
range of 12 squares. The overwatch fire is resclved after
the Genestealer has performed its action, so0f this action
takes the Genestealer out of the Space Marine’s range or
line of sight then there is no shooting



Overlapping Overwatch

It can happen that a Genestealér performs an action in
thie fire arc of more than one Space Marine on overwatch
if this happens all of the Space Marines must take their
shot at the Genestealer, and you must rall for them afl,
even if the Genestealer has been killed by an overwatch
shot from another Space Marine!

M the G ler Action phase the first Genesfealer fakes an

15 the Space Manne (1

stedler spends anolher

ornd sguane (2, and the Space Manne

e Cranesieaisy II"-:.' S0

The Gepestealer moves fonvard one sguare, tumimg 30 degree ¢ forward into the side corridor

o fhe laff as oart of he ame aohon, This Iooers ovenaaich Tve TUare and may

frorm Both of the Space NManmnes

CLOSE ASSALULT ACTIONS

Carrying no ranged weapons, the Genestealers must rely on

their claws to destroy the Space Marines, and a desperate

a Genestealer with his

Space Marne may try 1o ba

power fist. They do this by taking a close assault action

Taking a Close Assault Action

A model can take a close assault action to atiack a target

in the square directly n front of then i

take a close assault action once the model is in position

Resolving Close Assaults
In a close assault both players roll 8 number of dice, and

then compare their scores, G roll three dice ir

& el
Ediers

a close assault, and Space Marines roll just one. Compare

the single highest dice roll for each side, and whoever

has rolled higher has won the close assault. It the scores

are ted then n

ther side Nas WwWon, and no .‘Iilr'r'l,-_lrili' I5
done to either participant
Space Marine Sergeant Bonus i & Ciatastasir tretls ok atiuck o soakd i the

Space Marine Sergeants are highly expenenced combat squane marked with a . i cowld not attack a farget in the

velerans. To represent this, add +1 1o their dice score in a

close assault against an enemy 1o the front




Effects of Close Assault

If the attacker wins the close assault, the defender is
killed and removed. If the defender wins and is facing the
attacker then the attacker s killed and remaoved. If the
defender wins or ties and is not facing the attacker (often
the case against those tricky Genestealers), the defender
may be turned in place to face the attacker

wghest rodl. He soores

The Space Manne rolls 2 sing s andd scores 4. The Genestealer

s the combal, and the ':_:".'I!'r' Adarnne 5 ke

GUARD ACTIONS

A Space Marine can spend 2 APs to set himself on guard
When on guard, the Space Marine is standing ready to
fight in close combat, which can give him a vital
advantage if he s assaulted by a Genestealer. Place a
guard counter next ta the Space Marine to show that he
is-on guard. if he carries out any other action he loses the
guard counter. A Space Marine can either be on guard or

on overwatch, not both at the same time

A Space Marine that is on guard may roll his dice again in
a close assault. The Space Marine may choose to re-roll
his own dice after he has seen the Genestealer's dice roll

Only one dice may be re-rolled, and the result of the

second roll must be used even If worse than the first

A Space Marnne remains on guard untll the end of the
turn, even if he is attacked by a Genestealer. The counter
Is removed at the end of the turn during the Mission
Status phase

The Genestealer moves fonsand one sguare for T AP and then

e for a second AP

Close Assaulting a Door

A model may close assault a door just like attacking a
model. For obvious reasons the door does not roll any
dice! The attacker must score a & on at least one of their
dice to destroy the door

The Genestealer spends an action pomt to close assault the Space

Marine. He scores 2 4 and 5, so his scoreis 5

The Space Marnine rodls a 4, but as he s on guand he can re-roll the

dice. He does 50, scorfimg a 6 and wanning the combat. The

Genestealer s ki

d and the 5pace Marire remauns on guand




Each mission states how many blips the Genestealer player starts the game with, and how many he receives
each turn as reinforcements. Until they are revealed only the Genestealer player will know how many

Genestealers they represent.

At the start of the game, shuffle the blip counters and
face down in a stack
player may not examine the blips in the stack, but 15 Tree
to look at the values of any blips picked up or on the
board at any time. The Space Marine player may not ook
at the value of blips until they are revealed

place them all The Genestealer

Starting and rein ‘ﬂ'ft-“u-'-r.: blips are taken from the stack
at the appropriate arting blips when setting up,
and reinforcernent blips in the Reinforcement phasa)
After the requisite number have been take

Lrme 1s

n they are
and then
him at any of the Genestealer entry areas shown on the

examined by the Genestealer player, placed by

map for the mission. When no blips are left in the stack,

take the used ones, shuffle them, and make

of face-down blip counters. Blips are drawn from the top

of the new stack as norma

PLACING BLIPS

Blips must first be placed face down off the board

outside an entry paint (the Genestealer player may look

at the value of the blip before placing it). While there,

they are not considerec to be on the board and so take

na part in the game. To enter play, the blip simply moves
he first square of the board next to the entry point,

onto
nding the normal 1 AP cost

I.'|:,|_i “r 'n':_'l"."!f‘.f:'! .’_'|:!I_- n.|||r'r"'

From this point on they are part of play and move and
fight as described below

Lurking

Blips do not have to immediately enter piay. They can nstead
lurk at an entry area, usually to wait for more numbers to
arrive. Simply leave the blip off the board next 1o the entry

area. Up to three blips can lurk at each entry aréa

If a Space Marine is six or fewer squares away from an
entry point square at the start of the Genestealer phase,
then any reinforcement blips placed there must lurk for

the rest of the turn. They are free to enter the board on

the follow ng turn i the G pstealer playver Chooses

BLIP MOVEMENT

Blips recewe b APs per turn

Blips have no facing and

therefore can move one sguare in any direction for 1 AR

ng/closing doors (for the usual 1 AP) and moving

are the only actions blips can periorm = they Cannot

attack or perform any cther action
Blips cannot move Into a space mdarine’s fine of .I:_:!I'-‘. it

. happens acoidentally then the blip s returned to the
last square in which it was-out of line of sight and it may

not do anything for the remainder of

Blips cannot move next to a Space
Space Marine is facing another direction and has na line

f sight 1o the blip

CON\I’ER‘I’ING BLIPS

s can be converted in two ways: volunlarily and

nvoluntarily. In either case the blip 5 fiipped over 1o
show how many Genestealer mogels need to be

and is then placed face up beside the board

placed,

Voluntary Conversion

The Genestealer player can convert a blip cou
Genestealers by revealing it during his Action phase. He
reveals the blip instead of activat it; if the blip has
done anything that Action phasa 'h[-r- it may not be

nier into

revealed. The Genestealer player may choose to reveal a

off the board by an entry area

blip that is



e

Neither Space Marine can see the blips, and 5o the Genestealer

player may volunfanly comvart [feam in his Action phase

Involuntary Conversion

if at-any time durng the turn a Space Marnne can draw a
line of sight to a blip (see Shoot Actions) then it is
automatically and immediately reveated. Should this
happen during the Genestealer's turn, then the revealed
Genestealers may be activated so long as the blip has not

taken an action so far this turn

Remember that a blip cannot move into a Space Marines

line of sight; however, the Genestealer player can move a
maodel or open a door that was blocking a Space Marine's
line of sight, allowing the Space Marne 1o see a blip. This

would be involuntary conversion

Bin. The falil

Manne takes s next actran

Placing Revealed Genestealers

When a blip is revealed, one Genestealer is placed on the
cnace the blip was occupying. Any additional
Genestealers must be placed in an empty square adjacent
to the first. If the blip was by an entry area, then the
models are placed by the entry area and may enter play
in the same manner as a blip counter

In the case of voluntary reveals, the Genestealer player
places the maodels, while the Space Marnine player gets to
place the models if the blip was involuntarily revealed
Regardless of who placed them the Genestealer player
can choose the facing of any Genestealers when thay
are revealed

In the case of voluntary reveals, the Genestealers may not
be placed in line of sight of a Space Marine. With
involuntary reveals they may be and, in this case, placing
the Genestealer counts as performing an action and so
the Space Marine can fire on overwatch or spend
command peints to perform an action

If there are not encugh empty adjacent spaces any
Genestealers that can’t be placed are forfeited - these
lost Genestealers are not counted as casualties for the
purposes of mission victory conditions. The samae is true if
there are not enough Genestealer models to place - the
number of models in the box s a limit to the numbeér of

Genestealers that can be in play at any time

it the blip has not yet been activated on the turn it is
revealed, any Genestealers placed are free to be activated
as normal. If the blip was activated before it was

revealed, any Genestealers placed may not be activated

iaber in the turm

5 iy
shaw the

a5 oocued (T As
snesteater (5 placed

The Genestealer player chooses the facing of both models




MISSION STATUS PHASE

The Mission Status phase is used to check if either player has won, and to get things ready for the next turn.
Counters that have served their purpose are removed, and the board is generally cleared up for the start of a

new turn.

The players should first check the victory conditions of the
mission to see if either of them has won, The game ends as
noted in the mission rules, usually when a specific event has
happened or objective has been achieved

Mote that as there are variable victory conditions, it is
possible that-a victory condition has been achieved but the
game does not end - the level of victory may be increased
or reduced

LADDERS &

OBJECTS

After the victory conditions have been checked, the
Space Marine player reveals the command point counter
to show that he has not expended more than he had for
the turn and then returns it to the container with the
other command point counters. Any command points not
spent are wasted. Finally players should remove any
markers for overwatch, jams, flames, etc

You are now ready to start a new twrm

Snrne missions wlll mclude Fadders that lead down to a new level of the space hulk or objects that can be
picked up and carried. The missions that use these rules will say so in the special rules section.

LADDERS

Some missions are fought on two maps, one above the
other, that are connected by ladders. Place ladder up and
ladder down counters on the appropnate squares on
each board, as shown on the mission map

The two ladder squares are assumed to be adjacent to
each other, and a model standing on one is allowed to
shoot or close assault a model on the other just as if they
were standing in adjacent squares to each other's fromt

It costs a Genestealer 1 AP and a Space Marine 2 APs to
move from a ladder square on ane board to the
corresponding ladder square on the other

Rodl a dice when a Space Marine enters a square that
contains a ladder going down (including when he climbs up
from the level below). On a roll of 1 the Space Marine falls
down to the space below. The Space Marnne maintains his
facing, but loses any action points he may have had
remaining at the time that he fell (command points may be
used to perform extra actions as normal). Any model in the
squeare below is destroyed.

Ladidey
Lip

Ladder
D‘al‘lr'rl

OBJECTS

A mission may require that one side
must carry an object into paosition, or
retrieve it for themsehves. This is
specified in the Mission Book
Objects are placed in a square in the
same manner as 8 model.

Objects may not be attacked, though a

model carrying one rmay be. An obpect on its own In a square
does not block a line of sight — 3 Space Marnine can shoot
through the square as if the object was not there. If a door is
closed upen an object then move it into a rendomiy selected
adacent sguare,

A model that moves onto a square with an object
automatically picks it up and may move with it from then
on. & model carrying an object can carry out any action
and is not hinderad in any way. It may choose 1o drop the
object in a square as it moves, leaving the object behind
as it moves on. A model will automatically drop an object
it the mode! is destroyed. Blips may not move into a
square that contains an object.

A miodel may pass an object to another that is in the
square 1o his front. This 15 an action and costs the model
handing the object 1 AP; the model receiving the object
does not have lo use an action or any action paints in
order to to receive it



Space Marines can be armed with a wide variety of weapons, each of which is described in this section of
the rulebook. Don't feel you need to learn the rules for all of the weapons in the game - just look them up

as and when they are required.

STORM BOLTER

Maost Space Marine Terminators are armed with a Storm
Bolter. It s capable of laying down a withering hail of fire
that can cut down Genestealers and blast down doors. It
costs 1 AP for a Space Marine to fire his storm bolter
When firing in this way, there is no maximum ranage. Roll

2 dice to resolve the effects of the shooting action. If

either dice scores a 6 the targe! is destroyed and

removed from play

Moving and Firing

A Space Marine can combine a move or turn action with
finng a storm bolter, paying anly the 1 or 2 APs for the
move or turn action and firing the storm bolter “for free’

after the move or turn action has been completed

Sustained Fire
It 8 Space Marine fires his storm bolter at a target in his
Action phase and misses, he can gain a sustained fire
bonus if he uses his next action to shoot again at the
Ine sustained fire bonus may also be taken
by a space Marine firng on overwatch that takes a
second or subsequent ovenwvatch shot a

same farget

The Space Marnne spends an action paint to move one square and

Shoof, He s a T ang L&

T rmiss g fhe Ier Ha moses

e Hemis a 5 amT 5

Jd

forward again,: shootng for the secont

has moved. He spands a third action point (o remamn stationary and

shoot, rafling a 1 and a 5. This time he can daim the sustained

fire bonws, 5o the 5 kil the Genestealker

A Space Marine shooting with the sustained fire bonus

will hit the target on a roll of S or B, not just on a roll of

b as would norma |-,' e the case
The sustained fire is last if the apace Marine takes any

action other than a shoot action, orif the Space Marine

moves and hires, or it a model other than the target takes

dn action

Shooting at Doors

A Space Manne with a storm bolter can shoot at a door in
the same way as shooting at a Genestealer. This follows the
same rules as above, including the sustained fire bonus. If
the door is destroyved then it is removed from play. If a door
closes within 12 sguares in the line of sight of a Space
Marine on overwatch, he will shoot at the door

Jams
A Space Marine on overwatch is firing even more rapidly
than normal, and it 15 not uncommeon Tor im to jam the

situation. T

g mechanism of his storm bolter in

reflect this, if the Space Marine player rolls a double on

the shooting dice while shooting on overwatch, his storm
bolter jams
side {o indicate this. If he rolls a double 6 (or 2 double 5

with the sustained tire bonus) the Genestealer i1s killed

flip the overwatch marker to its ‘jammed’

and the storm bolter then jams

A Space Manne with a jammed storm bolter cannot
shoot untl he clears the jam. it costs 1 AP to clear a jam
Once the jam is cleared, flip the counter back over 1o
show that the model 5 back in overwateh, Any jam
counters that have not been cleared are removed at the
end of the turn in the Mission Status phase, along with

any overwatch counters that remain in play.

POWER FIST

Terminator armour incorporates a power fist for close
assault combat. It is a massive armoured gauntlet that
contains a power field generator. The field disrupts any
matter it touches, enabling the Terminator to punch
through or crush almost any material. The effects of this
terrifying weapon are included in the rules for dose
combat described earlier in this rulebook, and no
additional special rules are needed
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. Powerfist

. Storm Bolter with
laser sight

. Storm Bolter

. Chainfist

. Assault Cannon

. Foree Axe

. Heavy Flamer

. Pewar Swaord

. Lightning Claws
10. Storm Shield

11. Thunder Hammer

ASSAULT CANNON

Assaull cannons are Neavy weapons that
Space Marine Terminators, Their rapdly r
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nire ten bimes It Cannon ammunitis of

§ =k b il At th pr
n slatus .JI"‘--."-". AL the start

2 the assault cannon ammunition counter on the 10

the track. Each time the assault cannon is fired,

Spade on

including winen it 5 nired on ovenwvatcn, tne Genesteale

player must move the counter one space gown the rack

Cnce all tehn snots have Ded used ine ossduUlt Ca

O longer shoot

can De put

Assault Cannons and Overwatch

BN 355

I i
AL Canmo IMEG

Reloading the Assault Cannon
It cannon ammunition is held in slide-in magazines

mounted an the rear of the weapon, The Space Marine

armed with the assault cannon carmes a spare box of

ammunition, and can el

g { it at a cost of 4 AP Beturn the

1 marker to i the track, but thipit

1 tan shots ha

Assault Cannon Malfun
Although made of a special alloy,
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e Up with the same
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the Space Manne player must ro

door on the same board section as t

model or door 15 destroyed on a ro
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CHAINFIST

Chainfists are used to slice through bulkheads and closed
doorways. A Space Marine armed with a chainfist
automatically destroys a door it they close assault it. No
dice roll is necessary. Though they do more damage in
battle than a power fist, they are somewhat unwieldy,
and therefore are treated as a power fist in a close
assault with a Genestealer

HEAVY FLAMER

A heawy flamer projects a gout of burning promethium that
can Incinerate a swathe of enemies, and coats the room or
comdor with fuel that continues to burn for a short period
after fining. It costs 2 APs to take a shoot action with a
heavy flamer. This cannot be combined with any other
action.-A heavy flamer can target a moded or square up 1o

12 spaces away. This may be an empty square

The Space Marne Can see one
his hedgwy flame

shaoy that it has been et on fire. Bach of the Genesiealers i 1he

sechon wall be attacked, even thowgh the Space Maine cannol aciually

s them, and will be kiled on a rodl of 2 or more

Area Effect

Heavy flamers affect entire map sections (except parts

blocked by closed doors; see below). When a flamer
shools at a square or model, place a flamer marker in the
middle of the section the target occupies. Then roll a dice
for each model or blip in the section including the target
model; the piece is destroyed on a roll of 2 or higher. You
can fire more than once at a section if desired

Persistent Effect

Once placed, the flamer marker remains where it s unti it 15
removed in the Mission Status phase at the end of the tum
All sguares ina map section that contains a flamer marker
are considered blocked for line of sight and movement
Surviving pieces within the section can mowve, but must roll

to see if they are destroyed each time they enter a new
square in the section with the flamer marker, Mote that it i5
possible to trace a line of sight to a target on the edge of a
burning section, as long as there are no burming squares In
between. Also note that the Space Marine player may fire a
heavy flamer at an empty secton, to Dlock it dunng the
Genestealer turn

Limited ammunition

A heavy flamer only carries sufficient fuel for six shots.
This is the number of flamer counters provided, so set
each counter aside when it has been used to keep track
af ammunition expenditure

Flamers and Doors

Flamers cannot destroy or shoot through closed doors. If a
section which takes a flamer hit has any closed doors, then
the sguares beyond the door are unaffected, but the door

cannot be opened until the flamer counter 1s removed

LIGHTNING CLAWS

Lightning claws are bladed gloves surging with lethal
energy. They are usually worn in pairs, and therefore
preclude the Space Marine from using a storm bolter. A
Space Marine with lightning claws fighting a close assault
to his front rolls two dice in close assault, and adds a +1
maodifier to the result of the highest dice. When on guard
the model may re-roll one of the two dice, not both

POWER SWORD

Power swords are rare and extremely effective weapons,
awarded to Space Marines that have proven themselves
in battle. When fighting a close assault to his front a
Space Marine armed with a power sword can parry an
attack, forcing the opposing player to re-roll his highest-
sconng dice. If the Space Marine is on guard then he may
do this befare deciding if he will re-roll his own dice

STORM SHIELD

The storm shield is a defensive energy shield worn on the
Space Marnne's left arm. A Space Manne carrying a storm
shield may block one close-assault dice roll made by an
oppanent to their front, with the result that the opponent.. «
rolls one less dice than normal to resolve the assault.

THUNDER HAMMER

When a thunder hammer strikes a foe it unleashes-a blast
of energy that can stun even the most powerful opponent
To represent this, a Space Marine armed with a thunder
hammer receives a +1 madifier to his close assault dice roll
against models to his front. Note that this means that a
Space Marnne Sergeant armed with a thunder hammer
receives a +2 modifier against models to his front.(+1 for
being a Sergeant, and +1 for having a thunder hamimer)



LIBRARIANS

The Librarians of a Space Marine Chapter have powerful psychic abilities that they use to bolster their own
fighting skills and influence the battle around them. The instructions for a mission will tell you if a Librarian

is part of the Space Marine force.

COMBAT VETERAN

Librarians are highly experienced combat veterans. To
represent this they add +1 10 the dice in a close assault
in the sameé manner as a Space Marine Sergeant

PSI POINTS

The Librarian starts each rmission with 20 psi points. Psi
poinis Can b(‘ Epfl'li 1o oo two !i"il‘lgS'

= They may be spent to increase the Libranian’s dice
rofl im an assault (see the force axe entry below),

* They may be spent to use a psychic power (seeg
psychic powers below)

The psi point counter provided with the game is used to
record the number of psi points the Librarian has
remaining. At the start of the game place the counter on
the ‘20" space on the psi-point track on the mission
status display. The Genestealer player must move the
counter down the track as the Librarian uses psi-points,
Once all 20 psi points have been used, the Librarian may
not use any of his psychic abilities for the remainder of
the mission.

FORCE AXE

The Librarian’s force axe allows him to channel his psychic
energy into a deadly close combat attack. To represent
this, psi points can be used to add a bonus 1o the
Librarian's dice roll in a close assault to the Librarian's
frant. Each point spent adds +1 to the dice roll. The
points are spent after the dice are rolled and any re-rolls
have bean made.

PSYCHIC POWERS

A Librarian can use one psychic power per Space Marine
turn. This costs the Librarian a number of psi points
depending on the power being used. Note that using a
psychic power is not an action as such; it does not cost
the Librarian any action points, and it may be used at any
point during the Space Marine turn, including when
another Space Marine is taking an action. Only one
psychic power may be used per Space Marine turn,

Prescience

Using his powers of foresight, the Librarian allows the
Space Marines to act with greater coordination and
efficiency. Using prescience allows the Space Marine player
to move the command point marker one space back along
the track, The counter cannot be moved back past the ‘0
space. This power costs the Librarian 1 psi point

Force Barrier

The Librarian creates a psychic barier. Place the force
barrier counter in an empty sguare within 12 spaces of
the Libranan (no line of sight is required). The force
barrier remains in play for the rest of the turn, and s
then removed in the Mission Status phase. While it is in
play no madel may enter or shaot through the square.
This power costs the Libranan 2 psi points.

Psychic Storm

The Librarian unleashes a psychic attack upon the enemy
The Librarian can target a single Genestealer or blip
within & squares of the Librarian, or a board section that
has at least one square within range. Mo line of sight is
reguired. If the power is targeted on a single Genestealer
or blip then it is destroyed on a roll of 2+. If a board
section is targeted then any Genestealers or blips on the
board section are destroyed on a rell of 4+. Doors and
Space Marines are not affected by a psychic storm. This
power costs the Librarian 3 psi points,



The oldest and most powerful Genestealers are known as Broodlords. Even more vicious and intelligent than
their offspring, Broodlords are dangerous foes. The instructions for a mission will tell you if a Broodlord is
part of the Genestealer force,

REVEALING THE BROODLORD

If a mission specifies that a Broodlord is present, then

ence dunng the mission the Genestealer player can

choose to say that any ‘3" blip he reveals is in fact the

Broodlord. Instead

ot setting up three Gen alers, place

the Broodlord model in the space occupied by the blip
counter. YWhen revealed, the Broodlord is treated as a

Genestealer with the following additional rules

HARD TO KILL

It takes a lot more 1o kil a Broodlord than an ordinary
Genestealer. To represent this, shox sting attacks will only
kil 'fi'llf' droodliord if two or more of the dice ol .'.-|'|f'.
enough to kill the target - one hit has no effect. Note
this means that heavy flamers cannot harm a Broodlord

This rule does not apply to close assault rolls

MIGHTY BLOW

The Broodiord can deliver a crushing blow in close

combat. To represent this, in a close assault against an

enemy to its front, the Broodlord adds together its best
roll and its lowest roll to find his score. For example, the
Broodiord rolls a 6, 6, 3. The Broodlord adds together the

& and 3, giving a total of 9. If the Broodlord s ever lMM“NE TO FSY'CHIC STORM

forced to roll less than three dice, then it simply uses the The Broodlord has thie psychic strength to resist a psychic
combined total rolled on the dice storm and is not affected by the power
p— e - — —_—

DESIGN NOTES

SPACE HULK WAE FIRET PUBLIEHED IN | 9B9. DEBIONED BY THE ECCENTRIC BUT HIGHLY TALENTED GAMES
DESIONER RICHARD HALLIWELL (HAL TO Hi8 FRIENDS), 1T QUIDKLY EBETABLISHED A REPUTATION AS A CLABEIS
DAME WiITH A LEGION OF LOYAL FANS WHD STILL PLAY THE GAME TO THIE DAY, A NUMBER OF SUPPLEMENTSES FOR

THE FIRST ECITION FOLLOWED, ADDING RULES FOR LIDRARIANE AND WEAPONS SUCH AN THE ASSALLT CAMMOM.

FOR THE MEW EDITION WE CONCENTRATED OUR CREATIVE ENERGIESE ON PROVIDING THE BEST PLAYING PIECES
WE FOESIELY COULD. THE RULES ARE MOBTLY UNCHAMBED, WITH THE EXCEPTION THAT ALMOST ALL OF THE

ADRITIONAL RULES FROM THE SUPPLEMENTS ARE INCLUDED iM THE MAaiM RULEBOOK. WE'VE ALEO TAKEMN THE
OFFORTUNITY TEO MAKE A COUPLE OF NEW ADDITIONS LIEE THE NEWwW BRODDLORD AMD THE RULES FOR OOING

‘OM OUARD', BOTH OF WHIOCH WILL DIVE PLAYERS OF CARLICR VERBIDOMS OF THE GAME SOMETHING NEW TO THY.

WHAT HAR CHANGED MOST I8 THE QUALITY OF THE GAMING PIECES, ESPECIALLY THE MIMIATURES, WHIDH
HAVE BEMNEFITED FROM THE DECADES OF EXPERIENCE OUR MIMIATURES DESIGNERE HAVE BUILT UP BINOCE THE
FIRET EDITION OF THE GAME WA PUBLISHED. WE FEEL THAT THE BRESULT (8l THE FINEST VERSION DF BFACE
HuLk EVER PUBLISHED AND A FITTING TRIBUTE TO HaAL'S ORIGINAL DESIGHN.



REFERENCE SHEET

TURN SEQUENCE PSYCHIC POWERS TABLE

Space Marine Turn Power Cost  Effect
Command Phase Prescience 1 Move command point marker back 1 space
Action Phase j Range 12. Bamer blocks square
Genestealer Turn Psychic Storm 3 Range 6. Single target destroved on 2+
Reinforcements Phase Area target(s)

Action Phase Force Axe - | 1D Ciose d5sdUl

Mission Status Phase

ACTION POINT TABLE
Space Marines 4 Actron Po
Genestealers & Blips: 6 Action Points
Action Space Marine Genestealer
Move forwards 1 square B  fk
Move backwards 1 square 2" F ks
Move sideways 1 square .  fuic
Turn 90 degrees 1 1
Turn 180 degrees - 1
Fire Storm Botter or Assault Cannon 1 -
Set overwatch/guard

Clear jammed Storm Bollt

Fire Heavy Flamer

LiDSe assault

Openfciose door

SHOOTING TABLE

Weapon Range Kill Notes
Storm Bolter Unlimited™* &+ Overwatch, sustained fire, jam
3 iy 3 ;

A s g b e S ] e
&t Ared efrecl, persisient, © Snois

Heawy Flamer 13
Assault Cannon Unlimited* St Overwatch, 10 shots, relead, sustained fire

ANoe 15 2 s0uares whe e

CLOSE ASSAULT
Model Assault Dice MNotes
Genestealer 306
Broodiord 306 Mighty Blow
Space Marine with power fist 106
Space Manne with igntning claws 206+1
Sergeant with power sword 1D6+1 Parry
Sergeant with thunder hammer & storm shield 1D6+2 Black

Librarian with force axe 1D6+147 Psi Points

Component Coda: 60310689001
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e Marines & G

Parchment:
Khemri Brown &
Devlian Mud Wash

Weapons & Base:
Boltgun Metal &
Badab Black Wash

icons:
Shining Gold &
Devian Mud Wash

Space Marines

Crux Terminatus:
Codex Grey &
Devlan Mud Wash

Armour:
Blood Red &
Devian Mud Wash

Blood Drops:
Warlock Purple

PAINTING GUIDE

s in the'b an be painted using

Genestealers

Carapace: Head, Hands & Feet:
Regal Blue & Warlock Purple &

Ice Blue Highlight E G E Putple Wash

Claws:
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y Highlight
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