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INTRODUGTION

Servants of the Emperor, turn back now, for within these pages you will find acts of treason on an unimaginable scale. Yours

to command are the secrets of the Heretic Astartes, a dark brotherhood of traitors hell-bent on the bloody conquest of the
Imperium. Thisbook will help you assemble your collection of Chaos Space Marines Citadel Miniatures into a powerful army.

In the legends of the Warhammer 40,000 universe, the Chaos
Space Marines are the most reviled of the Imperium’s foes. Each of
their marauding warbands is a brotherhood of fallen heroes with a
shocking history that you will uncover as you delve into the pages
of this book. Among their number are counted the Traitor Legions,
those Space Marines who renounced the authority of the Emperor
during the Horus Heresy ten thousand years ago, and the Renegade
Chapters, Adeptus Astartes warriors pushed over the edge by

an uncaring Imperium who now exist only to serve their own
selfish ends. Marching alongside both factions are hellish Daemon
Engines created in the nightmarish soul forges of the Eye of Terror,
and Daemon foot soldiers of the Dark Gods themselves, drawn to
realspace by the appalling carnage unleashed by their mortal allies.

Whether you decide to base your collection around a force of
millennia-old traitors or renegades recently turned to Chaos, this
book gives you everything you need to amass a dizzying variety
of armies. Simply choose the elements that you like the best, and
seek out a battle. Whatever route you take, a force of Chaos Space
Marines presents a vision of dark majesty on the battlefield, and
has access to powerful daemonically enhanced wargear capable of
obliterating anything your opponent throws at you.

Within this book you will find all the information you need to
collect a Chaos Space Marine army and field it upon the tabletop.

LET THE GALAXY BURN: This section provides an account of
the Heretic Astartes’ history, the epic battles of the Long War, and
an in-depth analysis of how their armies fight.

SCIONS OF CHAOS: Here you will find a showcase of beautifully
painted miniatures showing the full range of Chaos Space Marines
and example armies to inspire you.

SLAVES TO DARKNESS: This section includes datasheets,
wargear lists and weapon rules for every Chaos Space Marine unit
and model for you to use in your games. '

THE LOST AND THE DAMNED: This section provides additional
rules, including Warlord Traits, Stratagems, Relics and psychic
powers, as well as matched play points costs for every entry.

: o
To play games with your army, you will need a copy of the ;
Warhammer 40,000 rules. To find out more about Warhammer

40,000 or download the free core rules, visit games-workshop.com.
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Abhor the heretic, for in his heart he fosters only hatred, and in his hands he carries only death. Curse the heretic, for his mind is aflame with
unholy passion, and with that fire, he seeks to burn the galaxy to ash. Purge the heretic, for his strength is swollen by the dark power of his

gods, and his body hath been wrought anew as a weapon of murder. Abjure the heretic, for he has sworn to sacrifice the faithful upon the altar
of darkness. Let the storm of battle rage in denial of his unholy oaths, and cast him out by his heel into the void whence he came!







‘Heresy is like a tree -
its roots lie in darkness
whilst its leaves wave in
the sun, and to those who
suspect naught it has an
attractive and pleasing
appearance. Yet all the
while the roots grow thick
and black, gnawing at the
bitter soil, drawing upon
its nourishment from the
darkness, and growing
even greater and more
deeply entrenched. Such
is the nature of heresy, for
it must be eradicated leaf,
branch and root. It must be
exorcised utterly or it will
return all the stronger, time
and time again, until it is
too great to destroy. Then
we are doomed.

- Master Galan Noirgrim,
Prelude to the Abominatus

LET THE GALAXY BUR

The menacing strongholds and hidden fleets of the Chaos Space Marines fester like

a canker within the heart of the Imperium. In the roiling depths of the Eye of Terror,
amidst the gas clouds of the Maelstrom, upon darkened moons and dead worlds, the
bloodthirsty hordes of Chaos plot the downfall of their loyalist brothers. Once proud
and majestic warriors armoured with righteousness, these Heretic Astartes are now
bitter, selfish champions of dark and hungry gods.

The Chaos Space Marines are a dire threat and
rightfully feared by those who have heard their
bloodstained legend. They possess not only
the superhuman abilities, peerless training
and devastating weaponry of their loyalist
counterparts, but also supernatural power
gleaned from their unholy pacts with the Dark
Gods. If that were not enough, they march
beside daemonic war engines that function
through the application of fell knowledge far
beyond that of the Adeptus Mechanicus.

For ten thousand years, Traitor Legions and
Renegade Chapters have ransacked the worlds
of the Emperor. The scale of their slaughter
and conquest is a well-guarded secret of the
Inquisition, lest awareness of the heretics’
existence tempt others to the service of Chaos.
For ten millennia, the Long War has raged
unseen and unheard by the vast majority of
the Imperium, fought on countless battlefields
where loyalists and rebels wage war for the
future of Humanity itself.

THE PATH TO DAMNATION

All men of power can choose to devote

their lives to great good or great harm, and

so it is with a Space Marine. Biologically
engineered to be an exemplary warrior, armed
and armoured to the highest standard, a

Space Marine is the ultimate defender of the
Emperor and Mankind. Not only is his body
protected against the weapons of the foe, his
mind is toughened to endure all pain, despair
and temptation. To become a Space Marine is
to surrender ones own life to the protection of
Mankind and dedicate ones body and soul to
that single purpose. Those who prosper behind
the shield of the Space Marines can never
truly comprehend the sacrifice made on their
behalf - the sacrifice of the very humanity the
Adeptus Astartes are sworn to defend.

When a Space Marine falls from grace, he

falls further than any other man. A lifetime of
deprivation and selflessness is thrown aside,
and the Space Marine indulges his newfound
independence to its fullest extent. Freed from
the shackles of tradition and responsibility,
this newly-fallen heretic can exercise his every
whim, whether it is for bloodshed, sensual
pleasure, ambition, love or hatred. Given

full rein, his incredible physical prowess and
mental strength can be turned to the most
despicable acts without any sense of mercy or
shame. Like a dam holding back a flood, when
a Space Marine’s will finally breaks, the result
is catastrophic.

Having been created purely to fight, most
Chaos Space Marines turn to the only thing
they know - war. Though their ideals and




goals may have been cast aside, their superhuman bodies and
military skills remain undiminished. Let loose from the confines
of orders, ritual prayers and prescribed missions, a Chaos Space
Marine becomes a psychopathic killer without morals or restraint.
He pursues his new life to its fullest and most bloody extent,
glorying in the unbridled power of his own body and his ability
to inflict death and misery upon the weaklings around him.

Some never grow beyond this point and will remain bloodthirsty
renegades and pirates for the rest of their long lives. Others, having
begun to explore the tempting and mysterious galaxy they now
inhabit, will reach out in all directions to widen their experience.

Having long been subservient to the lords of the Imperium and the
distant Emperor, a Chaos Space Marine relishes the opportunity

to be the master rather than the servant, enslaving nations, and
even worlds, to his creed. Others may feel free to pursue other
avenues, such as the study of illicit texts, or a passion for forbidden
knowledge. Some Chaos Space Marines seek to inflict pain and
pleasure upon themselves, pushing their bodies and minds to the
uttermost limits as they search for a sensual reward they were
never intended to enjoy.

To be a Chaos Space Marine is to feel a god-like power over other
creatures. Having long since been freed from physical fear, and
now released from liability, a heretic does not dread retribution

or punishment. For most Chaos Space Marines, all memories of
the past are swiftly washed away by blood and sensation, and any
thoughts of the future are little more than half-imagined cravings
and dreams. By dedicating himself to the gods of Chaos, a heretical
Space Marine not only finds a patron who approves of his new life,
but who will actively reward him for following it. For one whose
existence was denial and obedience, the euphoria of this realisation
can be more powerful than the pride he once felt at being accepted
as warrior of the Adeptus Astartes.

It is this temptation, this abyss of bloody gratification, that
constantly beckons to the Space Marines. They cannot claim
ignorance of it, because the teachings of their Chapters and the
Chaplains remind them on a daily basis of what lies on the other
side of their purpose and stringent duty. A Space Marine’s life
presents many opportunities to turn away from his duties and
follow the path of damnation. To turn to Chaos, he must walk a
different road, choosing obscene freedom in place of righteous
servitude — whether done with good or selfish intentions, once
made, it is a decision that cannot be recanted. From the moment he
renounces the Emperor, a Space Marine is truly damned.

THE CREATION OF THE SPACE MARINES

To understand the origins of the Chaos Space Marines, one must
delve deep into the prehistory of the Imperium - even as far as the
Emperors first rise to power in the Unification Wars of Terra. During
the Age of Strife, swirling warp storms, brutal alien invasions and
rampant civil war had isolated many worlds, leaving them vulnerable
to attack and leading to their drastic technological decline. When,

at the end of this era, the Emperor revealed himself on Terra and

! gk,
began his quest to reunite the race of Mankind, it was at the head of
an army of altered super-warriors — the predecessors to the Space
Marines. Following his success in conquering the techno-barbarian
tribes of Terra, the saviour of Mankind turned his eyes to the stars.

While his warriors proved more than capable of slaying the rebels
and strange beasts of Terra, the Emperor knew that the shadowy
threats lurking in the darkness of the galaxy would require
something more. He set about improving his biological techniques,
perfecting the warrior genes he would need to create an army of
post-humans that could reconquer the galaxy. The pinnacle of his
success was the Primarch Program, in which the Emperor used
his own rich genetic code to create twenty super-beings, each with
the strength of a dozen men and intelligence to rival that of the
Emperor himself. These gods amongst men were masterpieces of
arcane science, destined to reunite the scattered realms of Man.

At the Emperor’s moment of triumph, disaster struck. A mysterious
force swept up the infant Primarchs and flung them through the
immaterjum far from Terra, eventually depositing them upon
distant human worlds. Perhaps it was during this cosmic voyage
that Chaos first touched the Primarchs, whispering in their dreams
and sowing the seeds of future tyrannies as they slept. Yet not

all was lost for the Emperor’s ambitions with the disappearance

of the Primarchs. He had gleaned much invaluable knowledge

and data from his experiment. Using the genetic structure of the
Primarchs, or ‘gene-seed’ as it would come to be known, the Master
of Mankind created the first Space Marines.

THE GREAT CRUSADE

The Emperor formed twenty Legions, each using the gene-seed
of one of the Primarchs. Numbering hundreds of thousands of
genetically enhanced warriors and boasting fearsome weapons
and starships, each Space Marine Legion was powerful enough to
conquer whole worlds. With these warriors under his command,
the Emperor stepped out into the turbulent galaxy.

World after world was brought into the Imperial fold, some
rejoicing at being found by the warriors of Terra, others not so
willing to bow before the might of the Emperor. It mattered not, for
there was no force capable of resisting the Space Marine Legions
for long. As the Great Crusade spread out from Terra, the Space
Marines rediscovered the lost Primarchs, one by one. Reunited
with the Emperor, they became Mankind’s paramount warriors and
generals. Each was given a Legion to command - a Legion created
from his own genetic material. With joyous vigour and unequalled
martial prowess, the Primarchs and their Legions pushed back the
boundaries of the wild galaxy, claiming many thousands of worlds
in the Emperor’s name and reconnecting the distant reaches of
space in an ever expanding empire. It was a golden time for the
armies and servants of the Emperor of Mankind.

Yet, even at the pinnacle of the Emperor’s might, there arose

an enemy that would almost destroy his growing Imperium.

The insidious forces of Chaos had set into motion the events

of their near destruction many decades earlier. The most dire
threat to the Imperium was not to come from the xenos filth
that infested the galaxy, but from amongst the ranks of the Space
Marines themselves.

Theleader of this rebellion, after whom the heresy is named, was
the most praised and respected of all the Primarchs - Horus.

= T
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THE HORUS HERESY

-

In the dark days of the 31st Millennium, the betrayal of the Emperor by his most favoured son almost tore the emergent
Imperium apart. Such was Horus’ burning ambition that he turned a full half of the Legiones Astartes against their battle-
brothers and personally brought about the downfall of the Emperor himself. Since that cataclysmic act of treachery, the
Imperium of Man has been consumed by war within and without; a war so vast it may yet bring the Imperium to its knees.

THE BIRTH OF A NEW ERA

Therise of the Imperium of Man began after the fall of the Eldar.

The innate psychic abilities of that ancient race brought about the
creation of a new and terrible god - Slaanesh, the Dark Prince of
Excess, whose birth almost spelled their extinction.

The psychic apocalypse of Slaanesh’s ascendancy had two profound
effects. Firstly, its immense catharsis blew away the warp storms
created by the build-up to the Chaos God’s emergence, thus
ending Terras long isolation and allowing Mankind to ply the
stars once more. Secondly, wherever the populations of Eldar were
the greatest, the immaterium literally spilled out and mixed with
material space. This created many of the scattered zones in the
galaxy where the warp and realspace overlap, the largest and most
significant of which is known as the Eye of Terror. The Eldar had
come face to face with their darkest desires and had been found
wanting. For Mankind, the rise of their own empire - and its
inexorable slide into damnation — was only just beginning.

THE GREAT CRUSADE :

The Emperor of Mankind had long foreseen the birth of Slaanesh
and had made preparations for that fateful day. Though his
Primarchs had been scattered by the machinations of the Chaos
Godes, he strived to track each of them down and enact his vision
of a superhuman army. By the time the warp storms around Terra
had ended, the Space Marines, bolstered by the Imperial Army

and the Mechanicum of Mars, stood ready to begin the reconquest
of the galaxy. Many worlds once claimed by Mankind had been
taken over by aliens or corrupted by megalomaniacal tyrants.

The reclamation of the stars was a long, hard-fought struggle, but
the Legiones Astartes were ascendant. With every victory, the
Imperium grew as new worlds joined the Great Crusade.

Led by the Emperor and the Primarchs he had gathered to his
side, the conquering armies of Mankind swept across the galaxy
like a firestorm. Thousands of worlds and untold billions of

souls were liberated by the triumphant Space Marine Legions.
Foul and sinister holds were shattered, alien dominions were
overthrown, and the Imperium of Man was forged in a heroic age
of conquest and rediscovery. With the unparalleled vision and skill
of the Emperor driving it onwards, Humanity rose to the task of
rebuilding its ancient heritage. The minions of darkness retreated
to their own realms, and the alien was cast into the void.

PRIDE AND BETRAYAL

Despite the Great Crusade’s many victories, the war against the
scions of the Ruinous Powers had barely begun. The seeds of
corruption had already been sown across the Imperium, tainting
the ambition of common men and even taking root amongst its
highest echelons. The Chaos Gods whispered to the Primarchs
from the warp, disturbing their dreams with promises of '
limitless power.

¥ v
In the underground labyrinths of Calth, the vendetta between the Word Bearers and the Ultramarines turned to outright war. Brother
fought brother, former allies turned into the most bitter foes by an act of treachery that would resound through the galaxy forever more.
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They appealed to their pride, their martial prowess, their
perfectionism, and their courage - all the while casting doubt on
the Emperor’s plans. No single Primarch was wholly resistant.
The character of each was sorely tested, and fully half of them
eventually failed that test.

When the rebellion against the Emperor came, its leader was to
be the Primarch least suspected of any treachery; the great and
noble Warmaster, Horus. Horus had always loved and respected
the Emperor as a young man looks up to a strong father, and
had faithfully remained at the Emperor’s side throughout the
Great Crusade. After Horus’ stunning victories against the Orks
during the Ullanor Crusade, the Emperor announced that he
was returning to Terra, elevating Horus to the ultimate rank of
Warmaster in his stead and giving him free rein to prosecute the
Great Crusade as he saw fit. As a mark of honour, the Emperor
renamed the Luna Wolves as the Sons of Horus in honour of
their mighty Primarch. Yet the announcement bred jealousy and
confusion in many of the Primarchs. Did their father really intend
to abandon them at this most critical time? Without explanation,
the Emperor left for Terra in order to further his mysterious
agenda, leaving Horus to deal with the Crusade in his wake.

_g‘I, * '1 5"'_!______
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THE WARMASTER COMETH

Horus strove to carry out the Emperor’s will to the best of his
ability. Either by fate or sinister design, he came to lead the Sons
of Horus to the haunted swamps of Davin's moon, hoping to bring
the Emperor’s light to that benighted orb. There, beset on all sides,
Horus fell to a blow from an eldritch sword. The tainted wound
festered, plunging Horus into a fugue state from which he could
not be roused.

The Sons of Horus were desolate at the loss of their founding father.
Under the advice of Erebus, a respected Chaplain of the Word
Bearers, the most senior members of the Legion took their Primarch
to one of the Davinite warrior lodges for healing. Unbeknownst to
the Space Marines, the Ruinous Powers restored Horus to his full
strength, cementing their grip upon the Warmasters soul in the
process. Awed by the ‘miracle’ worked by the Davinite priests, the
Warmaster spread the newfound cult throughout the warrior lodges
of the Sons of Horus and beyond, infesting the Legions with heretical
notions disguised as beneficence.

THE SLIGHTED SONS

Horus was not the first Primarch to turn to Chaos. Although
superhuman in physique, they were all too human in their souls,
and therefore fallible. One by one they fell: Lorgar, golden-skinned
lord of the Word Bearers; Konrad Curze, the Primarch of the Night
Lords, called Night Haunter; Angron, battle-hungry Primarch

of the World Eaters. With them were Mortarion, pallid lord of

the Death Guard; Magnus the Red, one-eyed Primarch of the
Thousand Sons, who unwittingly destroyed the great work the
Emperor was striving to create; embittered Perturabo of the Iron
Warriors; Fulgrim of the Emperors Children, formerly thought
beyond reproach; and Alpharius of the Alpha Legion, whose part
in the heresy remains forever shrouded.

This list of names should have been a roll-call of honour, a roster of
mighty heroes that would make the enemies of Mankind tremble.
Yet each succumbed to the honeyed promises of Chaos and

reneged on their fealty to the Emperor, and each became a figure of

infamy that would haunt the Imperium for time immemorial.

Initially; even the mighty Primarchs had little idea that they had
fallen to the wiles of the Chaos Gods. When they rebelled, their
good intentions and just causes began to fall away as their spirits
became saturated with the energies of the warp. Slowly they were
remade, body and soul, by the powers that claimed them. The
Space Marine Legions that they led inevitably followed the fall of
their commanders, blind to the faults of their genetic fathers and
ever hungry for more conquest. The corrupting force of Chaos
spread into the Imperial Army and the Mechanicum. Soon enough,
the rot seeped through to the core of the Emperor’s new domain.

HERESY UNBOUND

The final catalyst for the Heresy came from a rebellion in the
Isstvan System. The Imperial governor upon Isstvan IIT had
renounced his oaths to the Emperor and declared independence.
The Emperor decreed that if the commander of Isstvan went
unpunished, other worlds might follow. He ordered Horus to put
down the rebellion by whatever means necessary, not knowing of
the subtle changes Chaos had wrought upon the Warmaster’s soul.

Horus chose to end the Isstvan rebellion swiftly and without
mercy, employing virus bombs against Isstvan III from orbit. The
voracious life-eater virus consumed every living thing upon the
planet in a matter of minutes. Whole continents and cities were
burnt to ashes as the mass of gasses released by the rotting organic
material ignited in the atmosphere, scouring Isstvan III clean in

a devastating firestorm. Twelve billion souls died with a death
scream that momentarily pulsed brighter than the Astronomican.
It was a signal to the Chaos Gods that Horus was now completely
theirs, for it was an act of treachery on a scale never before seen.

Over one hundred companies drawn from the Emperor’s Children,
Death Guard, World Eaters and Sons of Horus Legions had already
taken up arms against the rebellion on Isstvan IIT’s surface at the
time of the virus bombing. Horus had ensured their numbers

were almost entirely made up of those Space Marines from each
Legion who were still loyal to the Emperor, intending to wipe out
those who had proved incorruptible in a single deadly stroke. Of
these brave warriors, fully two-thirds miraculously survived the
bombardment, thanks to warning messages received from the
dwindling ranks of loyal comrades left aboard the orbiting fleet of
the Warmaster. Angron, headstrong as ever, made planetfall at the
head of fifty companies of Traitor Marines to slay these survivors.
The ground war began in earnest, signalling the start of the greatest
turmoil to ever have engulfed the Imperium.

As the forces of Horus launched their orbital barrage upon the
loyal Space Marines on Isstvan III, Captain Garro, of the Death
Guard, seized the frigate Eisenstein from the traitor fleet. His
instinct had led him to warn the loyal warriors on the planet’s
surface of their imminent betrayal, and he was determined to

flee the Isstvan system. Garro was unable to prevent the atrocities
that followed, and his vessel was no match against the battleships
of Horus blockading fleet; all he could hope for was that the
Eisenstein could escape from the Isstvan system and somehow find
a way to reach Terra to warn the Emperor of Horus’ treachery.
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THE IMPERIUM DIVIDED

Throughout the nascent Imperium, armies turned on their
commanders and traitorous generals led their troops in attacks

on their former comrades. On Mars, the Tech-Priests turned
ancient, forbidden weaponry upon each other, further scarring the
face of the Red Planet in their bitter struggle for dominance. The
Imperium tore itself apart as old feuds were revived and ambitious
planetary lords seized the opportunity to declare their secession.

Having been informed of Horus’ treason, the Emperor, after
overcoming his dismay, ordered no fewer than seven of his Legions
to hunt down the Warmaster and destroy the rebels. The Emperor’s
delay cost him dearly, and the loyal Primarchs had spent precious
months mounting their counter-attack, allowing Horus and his
rebels to consolidate their grip on the Eastern Fringe and start their
advance upon Terra.

THE DROP SITE MASSACRE OF ISSTVAN V

The Warmaster’s forces had redeployed to Isstvan V, where the

tirst wave of loyalists made planetfall. According to the Mythos
Angelica Mortis, the Raven Guard, Iron Hands and Salamanders
Legions made up the vanguard of a massive planetary assault that
was caught off-guard by the speed and ferocity of the traitors’
counter-attack. As the first wave became pinned at the drop site,
they attempted a breakout, only to discover that the four Legions
of the second wave - the Iron Warriors, Night Lords, Word Bearers
and Alpha Legion — had betrayed them at Horus” behest. The
loyalists were attacked from both sides, and very few escaped.

The Imperium was soon entirely engulfed by civil war. All across
the galaxy, loyalists and rebels fought tooth and nail to destroy each
other, gripped in a bitter conflict that would see all of Mankind fall
— or worse, enslaved by the Ruinous Powers. Even with his Space
Marines, his daemonic allies and half the Titan Legions behind
him, Horus could sense that time was of the essence. He needed

to crush the Emperor’s followers before they could consolidate, to
land a blow that would break the Imperium forever — nothing less
than a full-scale assault on the seat of the Emperor’s power.

THE INVASION OF TERRA

Horus’ numbers grew as his dark creed gained influence, and

his hordes pushed on inexorably towards Segmentum Solar.
Displaying the tactical brilliance that had once dazzled the enemies
of the Imperium, Horus outwitted the Emperor’s forces again and
again, finally launching a well-orchestrated and audacious attack
on Terra and assaulting the Emperor’s Palace itself.

The Siege of the Emperor’s Palace was the darkest hour in human
history. The skies turned black with Chaos Drop Pods and
Dreadclaw assault craft. As the traitors sought to conquer the
hundreds of square miles of towers, walls and bastions that formed
the Palace defences, the dead were piled so thickly that their
corridors became blocked by the press of corpses. The forces loyal
to the Emperor withstood the initial assault, but they could not
prevent Horus’ traitor Space Marines from setting up siege lines.
Gigantic dropships landed at Lions Gate and many other starports,
bringing a second wave of Heretic Astartes to the fight.

The bloodthirsty Berzerkers of the World Eaters Legion were

the first to attempt an all-out assault against the Imperial Palace,
and were only hurled back by the defenders after days of bloody
fighting. With the initial attack stalled, Horus brought his entire
arsenal of weapons and warriors to bear. For over a month, the
gigantic cannons of the rebel army pounded the walls, foremost
amongst them the siege weapons of the Iron Warriors and the
Legio Mortis Titan Legion. Eventually, after heavy bombardment,
part of the curtain wall came crashing down. The Traitor Legions
hurled themselves at the breach to pour into the inner palace. At
the heart of the fighting stood the Primarchs. The indomitable
Rogal Dorn of the Imperial Fists and noble Sanguinius of the
Blood Angels fought a desperate rearguard action to halt the force
pouring through the breach. Angron of the World Eaters slew
loyalist Space Marines by the dozen, while Mortarion of the Death
Guard led his pestilent Plague Marines into the thickest fighting.
To the terrified populace of Terra, it was as if their world was
drowned in battle.

As the rebel forces slowly closed their grip upon the loyalist

troops, the Emperor readied himself for the final conflict. The

last hours of Humanity had come, and the few remaining gallant
defenders prepared themselves for certain death. The Legions of
Horus poured into the Imperial Palace in an unstoppable wave.
Shouting praise to the gods of Chaos, the Traitors threw themselves
at the final lines of defence. Hundreds of depraved attackers died
to salvos of bolt shells and lascannon blasts, but the Chaos Space
Marines were implacable in their advance.

THE FINAL BATTLE

The Emperor had always been guided by his innate prescience,

but even he could not be sure which way the tide of this battle
would finally turn. The moment of Horus’ victory was near,

but the Warmaster deemed progress too slow; the defenders

still stubbornly resisted. After being notified that loyalist
reinforcements were soon to arrive, the Warmaster decided to

take a risky gambit and lowered the shields protecting his flagship,
hoping to lure the Emperor into a personal confrontation. That
very instant, the Master of Mankind saw what he had to do.
Gathering his immediate companions, the Emperor teleported
directly onto Horus’ battle barge with Sanguinius, Rogal Dorn, and
a select group of warriors. It was the final chance at victory for both
sides, for the future of the human race was at stake.

The Emperor and his entourage were scattered throughout the
vessel but immediately saw the full extent of Horus’ betrayal. The
Warmaster had become an almighty champion of Chaos, and

he and his ship writhed with the fell power of the Dark Gods.
Nightmarish beyond comprehension, the sight of it drove many of
the Space Marines mad. Despite the horror of his surroundings, the
Emperor pressed on towards the bridge, seeking the Warmaster.

When the Emperor breached the armoured doors of the bridge, he
finally came face to face with his misguided son. Horus, swollen
with the power of Chaos, stood over the dead and broken body of
the angelic Primarch Sanguinius. Horus faced his creator, and in an
instant, the two were locked in deadly battle, likened ever after to a
duel between gods. They battled not only with powered blade and
claw, but also on the psychic plane, their bodies and spirits locked
in a struggle to the death. Though Horus dealt the Emperor several
grievous wounds, the Master of Mankind stalwartly withstood the
Warmaster’s attacks. With a last effort, the Emperor struck home,
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slaying his beloved son and blasting his psyche to utterly destroy
Horus’ presence in the warp. In doing so the Emperor paid the
ultimate price for his victory, and darkness overcame him as he
finally allowed his body to suffer his terrible wounds.

With the death of the Warmaster, the Chaos armies lost the
assistance of their daemonic allies — and with it, the resolve to fight.
The Battle for Terra was over, but the cost was unthinkable. The
Emperor ascended to the arcane life-support systems of the Golden
Throne to hold his ultimate death at bay. Terra was in ruins, her
cities levelled, her peoples devastated. Even the planet’s tectonic
plates were shifted by relentless months of orbital bombardments
levelled by the traitors. Such was the ferocity of their attacks that
nothing short of the complete rebuilding of Terra could even begin
to heal the wounds inflicted during the siege.

Theloyalists had won, though the Imperium lay in tatters around
them. The Traitor Legions retreated to the Eye of Terror, swearing
that they would return to set the galaxy aflame once more. Chief
amongst them was Abaddon, Captain of the First Company of the
Sons of Horus. He took with him the body of the Warmaster, and
an unquenchable thirst for vengeance.

Within the giant warp rift, the traitor Primarchs and their Legions
found sanctuary amongst the nightmarish Daemon worlds. They
warred amongst themselves for dominance and territory, while
factions split from the Legions to found other warbands and
armies. Theyhave never stopped fighting against the Emperor. This
struggle has lasted for ten thousand years and even now besets the
Imperium. The Horus Heresy is a distant memory, but the taint of
Chaos still threatens to corrupt - the Long War continues.

THE SCOURING

After the traitor Space Marines were hurled back from the
walls of the Emperor’s Palace, the survivors of the loyalist
Legions were united by a desire for vengeance. Theysought
to purge those brothers that had turned to darkness,
following on their heels with the focus of a pride of lions
on the hunt. The period that followed was known as the
Scouring. The Traitor Legions and their twisted Primarchs
continued to fight - no longer for the conquest of the
Imperium, but for their own survival. War was so incessant
that at times the threat to the Emperor’s realm was almost
as great as at the peak of the Heresy.

The wars of the Scouring lasted many years and almost

exhausted the manifold armies of Terra. Theloyalists
eventually hounded their turncoat brethren into the
Eye of Terror. It became both prison and stronghold

to the traitors, the only stable space lane in and out
barred by the fortress world of Cadia. Still the traitors
launched their raids, wounded animals lashing out with
blood-crazed savagery.

As if the traitors were not enough for the badly mauled
Imperium to deal with, this time also marked the rise of the
alien threat. With so much of its strength committed to its
grand civil war, Humanity found itself assailed anew by the
very xenos empires it had recently driven back. The Horus
Heresy had torn the nascent Imperium from the heights of
glory, and plunged it into a nightmare of eternal war.

Upon the colossal death-ship Vengeful Spirit did the Emperor’s finest face his traitor son, Horus. Though the Angel, Sanguinius, was
found wanting, slain by the Warmaster’s cruel claw, the Master of Mankind took his vengeance. It was to carry the most terrible cost.
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THE PATH TO GLORY

The Heretic Astartes are
united by their hunger for
power. At first, this desire

is focused towards specific
goals, but as time passes,

it becomes a bone-deep
obsession. Though the Dark
Gods are given to rewarding
their mortal followers for
acts of carnage that further
their divine cause, the gifts
they bestow upon their
favoured are fickle indeed.
A particularly extravagant
slaughter might be rewarded
with a blood-red aura that
invigorates the supplicant,
but it is just as likely the
champion will find his arms
being reshaped as axes of
bone, or that he has the

face of a slavering hound.
Eventually, the Chaos Space
Marine seeks immortality, to
ascend to such lofty heights
of favour that he is remade
as a Daemon Prince. But for
every successful aspirant
there are hundreds of failures,
mutated beyond recognition
into mewling abominations
known as Chaos Spawn.

‘Those who scale the
pinnacles of glory have
the furthest to plunge into
the abyss’
- Melothrucius Lux

The ancient events of the Horus Heresy

have long since passed into myth within the
Imperium; the average Imperial citizen is
entirely ignorant of the tumultuous events of
the Imperium’s founding. Ten thousand years
of history have obscured those dark days when
Horus almost enslaved Mankind with the
shackles of Chaos. Indeed, records of the full
horror of the Heresy are only preserved by the
Inquisitors of the Ordo Malleus, and perhaps
the memories of the Emperor himself.

Within the Eye of Terror, however, time
flows differently. Many of the same traitors
who howled their praises to the Gods of
Chaos before the Imperial Palace still live

to this day. Their defeat gnaws at them like
a cancer, and their hatred of the Imperium
burns undimmed. Those warriors who were
once dutiful, honour-bound Space Marines
have become cynical and embittered reavers
determined to destroy that which they once
protected. For these traitors, the Horus Heresy
is not some distant, half-forgotten age, but a
glorious war still in living memory - a war
that is still being fought.

Little remains of the organised Legions that
waged war upon ancient Terra. Millennia of
jealousies and infighting have broken down

The Traitor Legions have remained the sworn enemies of Mankind since the time of the Heresy. Many strange and hideous
changes have been wrought upon them since their retreat, and their bodies have been reforged into forms more pleasing to
the Ruinous Powers. Still these killers remain unrepentant, convinced they walk upon the path to everlasting glory.

the Legions into companies and warbands
of varying sizes. Each is led by a captain or
champion of Chaos who pursues his own
destiny. The most fervent worshippers of the
Dark Powers band together to form squads
blessed by a patron god and bear their

mark upon their bodies and armour. Most
have simply sworn themselves to all of the
Chaos Gods.

In the ever-changing delirium of the Daemon
worlds, many traitor Legionaries have survived
the worst of the warping influence of Chaos
by keeping their sense of purpose. They are
carried forth by ancient warships that have
survived from the time of the Heresy, but are
now encrusted with millennia of baroque
decoration and scarred by old battle wounds.
The Traitor Legions also capture drifting space
hulks - vast agglomerations of spaceborne
detritus and wreckage - and refit them to

use as vast battle barges carrying thousands

of troops. With these assets, the warbands of
Chaos go forth to despoil the worlds of the
Emperor, enslave his followers and steal his
wealth so that they might carry out further
attacks. Thus, the punitive raids of the Traitor
Legions are an ever-present threat to the
worlds of the Imperium, especially to those
systems around the Eye of Terror.




GHADS RENEGADES

The Traitor Legions are not the only Space Marines to fall to Chaos. With each new millennium, dozens of disillusioned or

power-hungry Chapters defect, just as Horus did. Only the High Lords and the Inquisition have any idea of how deep the rot
goes. Nonetheless, some renegades have achieved such notoriety that their legends resonate throughout entire sectors.

Over the course of centuries, the forces of Chaos have been further
swelled by Space Marines who have turned from the light of the
Emperor to pursue their own agendas. Freed from the dogma and
traditions of their Chapters, these renegade Space Marines become
corsairs and mercenaries, using their unequalled battle skills to
gather wealth and power. The most powerful then set themselves
up as the tyrannical figureheads of pirate fleets and rulers of bases
hidden on desolate planets.

As they explore this new freedom, these Space Marines inevitably

turn at some point to the Gods of Chaos to grant them more power

to do with as they will. From this point on, they are as doomed

to walk the path of the Chaos champion as any Traitor from the

Horus Heresy. These renegades are hunted men; they are especially

loathed by other Space Marine Chapters, who consider it a duty of
honour to crush any renegades lest their perfidious behaviour

become a stain upon the honour of all Space Marines.

Though never rivalling the size and power of the Legions, a

Space Marine Chapter is a potent military force. When an entire
brotherhood turns renegade, it is a grave threat that can destroy
armies, conquer worlds and despoil whole sectors of Mankind’s
realm. Such events always warrant an extreme response from

the Imperium, usually involving the intervention of other Space
Marine Chapters. It is perhaps the most trying test of faith for a
Space Marine to have to pit his skill, training and loyalty against
another Space Marine. Though the scions of Chaos do not have
the unshakeable faith of their loyalist brethren, the disturbing gifts
they receive from the Ruinous Powers in return for their allegiance
can more than compensate. Because of this, these internecine
conflicts often have a calamitous effect on other Chapters nearby.
Inter-Chapter wars tend to escalate quickly, engulfing many worlds
in war and bloodshed. On occasion, those forces sent to deal with
the treacherous Chapter may actually end up, in whole or in part, -
joining with those they were sent to destroy.

Just such an occurrence took place during the Obscuran Uprisings
of the late 34th Millennium. During the four hundred years of
separatist rebellions that were spread across much of Segmentum
Obscurus, at least seven Chapters broke their oaths to the Emperor
and took part in the pillaging of hundreds of vulnerable or war-
ravaged worlds. Of these Chapters, two — the Sons of Vengeance
and the Silver Guards - initially fought on the side of the Imperium,
but fractured into warbands and turned renegade after their actions
against the Free Council of Hannedra II. Insurgencies such as
these plague the history of the Adeptus Astartes, and
each has been a devastating setback to the Imperium
that its masters are eager to suppress.

THE MARK OF THE HERETIC

Whether he be a traitor from the prehistory of the
Imperium or a renegade turncoat from a recent war, a
Chaos Space Marine will find himself slowly reshaped by
the eldritch powers he worships into a form that better
echoes the darkness in his soul. The energies of the warp
will cause a warrior’s flesh and blood to meld with his
armour over time until they become one and the same,
just as it conjoins his consciousness with the once-pure
machine spirits of his wargear. Over the years a Chaos
Space Marine obsessed with death may find his helm
transforming into a flayed skull that is fused to his own
features, whilst one who seeks to glut himself on flesh
finds his intestines mingling with the recycler cables
of his power armour until he is a living engine of
consumption. Often, these perverted anatomies
echo the shapes and hues of the Daemon
servants of the Ruinous Powers, marking the
Chaos Space Marine as the property of his
patron, body and soul.
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The Long War has raged for ten thousand years. The bitterness and spite of the Heretic Astartes has spread throughout the
galaxy, spilling from the warp before bleeding back once more for time immemorial. Though the Inquisition takes great pains
to quell reports of Chaos incursions in order to spare the common populace from unconventional thought, legends of these
events persist across the galaxy, handed down through the generations by the foolish and the brave.

M30-M31 AGE OF BETRAYAL
The Great Crusade

The Emperor rises from the anarchy of
sundered Terra and creates the Primarchs.
The first Space Marines are created in turn.
With the warp storms that isolated Terra
dissipated, the Emperor goes forth into

the galaxy. Over the course of campaigns
unnumbered, the Emperors Legions unite
Mankind. The Imperium of Man is born.

The Horus Heresy

The galaxy is torn by rebellion. Horus
and his Traitor Primarchs lay waste to the

Legiones Astartes and all but overthrow the |

Emperor of Mankind. The forces of Chaos
are eventually hurled back from Terra.

Fall of a Primarch

Fulgrim, the Daemon Primarch of the
Emperor’s Children, leads his hedonistic
armies in a spiteful strike against the
Ultramarines upon Thessala. Amongst the
swirling pink mists of Slaaneshs favour,
Fulgrim hunts down his brother Primarch
Roboute Guilliman and fights him in single
combat. Though Guilliman is mighty
indeed, his opponent is a serpentine giant
swollen with daemonic power, each of

his four arms wielding a poisoned blade.

Guilliman is struck down by a slash across &
his throat. He is spirited away by his Space |

Marines and placed in a stasis field before

Fulgrim’s poisons can kill him outright. For |

ten long millennia, Guilliman lingers on
the very threshold of death.

The Long War Begins

Thirsty for revenge, the Chaos Space
Marines strike out against the Imperium
from the depths of the Eye of Terror. The
Adepts of the Administratum are horrified
to find that the number of their invasions
increases with every passing decade.

M32-M39 AGE OF
RETRIBUTION

Perturabo’s Curse

The Daemon Primarch Perturabo perverts §

the eight rituals of possession, turning

them against his enemies. Invoking Nurgle, §
Perturabo imbues his curse with contagion

and releases it into the mechanical systems

.. of Toil, a vassal forge world. Chaos

spreads through the machines, and the
manufactorums begin to change. On the
eighth day, giant cables burst from the
earth, daemonic machines hunt the living,
and many-legged cathedrals of industry
prowl the wastes. The planet is scoured of
all native flesh.

The Shattering

Craftworld Lugganath comes under

attack from a psychically shielded

fleet of Emperor’s Children. The Eldar
vessels destroy the first wave of fighters,
but the sheer number of Chaos Space
Marine dropships forces a breach in the
craftworld’s defences. After a bitterly
fought boarding action, a teleport relay is
established in the Plaza of Reflection and
the Emperor’s Children begin to deploy
en masse. The Eldar are swift to seal the
breach, but they realise their foe’s true
intent too late. At the heart of the plaza,
several hundred Noise Marines combine
the output of their sonic weapons into a
cacophony that resonates in both realspace
and the warp. The damage caused to the
craftworld’s psycho-reactive architecture is
extreme, causing its thin spires to crumble
down onto the battle raging below.

The Red Dawn of Iriad IV

Iriad IV, a fortified industrial world,

is invaded by a horde of World Eaters.
Captain Revellion of the Ebon Knights
leads his Chapter against their traitor
cousins. The battle tears across the planet
until less than a company’s worth of
warriors remains on either side.

Whilst the World Eaters are unconcerned
by their own losses, Revellion is driven to
desperation by the deaths of so many of
his men. Uttering a dark oath, he leaves
his surviving forces to combat the enemy
alone. Hours later, the Captain stalks from
the shadows covered head to toe in blood.
As he strikes down the last of the World

Eaters, the surviving Space Marines give
voice to victory cries, though their moment
of triumph soon turns to ash. In a frenzy,
Revellion hacks a swathe through the
remaining Ebon Knights. He does not stop
there, however - district after district is
ravaged as the Captains pact with Khorne
bears slow but terrible fruit. Iriad IV’s
population is evacuated and the planet
declared perditas.

The Great Degeneration

After the unremitting violence of the
xenocidal Quietus Campaign, the

® Annihilators Chapter finally succumbs to

blood psychosis. Those of the Chapter still

| able to act rationally gather at their fortress

monastery in the hope of finding absolution.
Instead of redeeming their sins, however,
their corrupted Chaplains lead them in a
ritual that leaves their souls wide open to
daemonic influence. Every member of the
Chapter is possessed over the course of a

\ single night, shifting forms into armoured
| half-Daemon monstrosities. Calling
| themselves the Beasts of Annihilation, the

brethren go to war again, though this time it
is the Imperium that feels their wrath.

The Abyssal Crusade

Warp storm Dionys ripples across the

i galaxy, its empyric energies polluting a

swathe of star systems. In addition to
billions of Imperial citizens, no fewer than
thirty Space Marine Chapters are judged by
the charismatic Saint Basillius to be tainted.
The Ecclesiarchal lord gives a choice to
those so accused - seek redemption in the
Eye of Terror or be exterminated.

Without exception, the condemned
Chapters — known as the Judged - choose

! to embark upon a redemptive crusade

. aimed at purging the Daemon worlds of

| the Eye of Terror. Within that great warp
¥ rift some of the Chapters go missing or are
. destroyed, whilst others turn renegade in

order to survive. The most resolute of the

Judged return to the Imperium bloodied
| but unbowed nearly eight hundred years
later, and discover that their accuser,

i Saint Basillius himself, is a servant of the
Ruinous Powers. The corrupted saint’s

| demise is swift.




M40-M41 AGE OF
APOTHEOSIS
Double-edged Swords

Agents of the Alpha Legion infiltrate the

indoctrination of the dominant sects and
gangs, the Alpha Legion seed potential

Space Marines with deviant philosophies
and subconscious triggers. Though many
of these youths are rejected by Librarians
and Chaplains, some are recruited into

the Chapter nonetheless, a lurking threat
unknown even to the recruits themselves.

Almost three centuries later, the Alpha
Legion mount an invasion of Ghorstangrad
and are met in battle by the Emperor’s
Swords. The Legion employ psychic attacks
that awaken the latent personalities of

the unknowing infiltrators amongst the
defending Space Marines. Within hours,
the Chapter disintegrates into a morass of
battling factions, some of which join forces
with the invaders. The Emperor’s Swords
are wiped out, Ghorstangrad is razed and
the gene-seed stores of the Chapter are
pillaged. The Alpha Legion withdraws to
the Eastern Fringe, its numbers bolstered
with new renegades.

The 1st Armageddon War

Imperial forces upon the strategically vital
world of Armageddon struggle to contain
a rebellion across both Armageddon
Prime and Armageddon Secundus. At the
height of the civil war, a space hulk enters
the system and disgorges a horde from

the Eye of Terror, led by Angron and his
massed warbands of World Eaters. Angron
and his armies carve a red path across
Armageddon Prime.

The conquest of Armageddon appears
inevitable until the Daemon Primarch
pauses to draw more chaotic energy to the
planet. During the reprieve, the Imperial
forces are reinforced not only by Space
Wolves from nearby Fenris, but also by the

Grey Knights 1st Brotherhood. Though the §

subsequent battle costs the lives of all but
a handful of the Grey Knights, Angron is
driven back to the warp.

The Fall of Nova Terra

The sons of Guilliman free Nova Terra
from a Tyranid attack. Afterwards, Squad

Constantinus hunts down remnants of the H'

hive fleet, uncovering Genestealer Cults
within the noble families of the capital.
The entire ruling class is executed. To
the Ultramarines’” horror, the outraged
population rises up against their Space

| Marine liberators. His patience gone,

Sergeant Constantinus blames the
Imperium for making him a monstrous

killer and denounces the Emperor.
hive slums of Ghorstangrad, home world of B
the Emperor’s Swords. Through subliminal

Constantinus swears to lead Nova Terra’s
populace to a better future, and his

| conviction is infectious. As his oratory
§ takes hold amongst the anarchy, his agenda

of martial discipline is beaten into the
fabric of the Nova Terran civilisation. The
old order is thrown down and statues of
Constantinus the Liberator are raised in

| their place. Other servants of the Ruinous

Powers soon arrive, drawn by the anarchy

{ and bloodshed. The rebel sergeant’s

megalomania escalates until it plunges the
whole sector into war. The rebellion ends
only when Constantinus is killed by agents
of the Officio Assassinorum.

The Badab War

Lugft Huron, Chapter Master of the Astral
Claws, declares himself the Tyrant of
Badab and secedes from the Imperium.
Eleven years of inter-system war follows,
embroiling more than a dozen Chapters
of the Adeptus Astartes. Huron’s reign is
eventually brought to an end, but despite
suffering grievous wounds, he escapes into
the Maelstrom.

| The Vaxhallian Genocides

The Chaos renegades known as the Purge
vent their hatred of all living things upon
the verdant Imperial world of Vaxhallia.
The planet’s inhabitants are soon riddled
with consumptive disease and crippled by

, famine. Over the course of a single month,
| the Purge engineer the deaths of no fewer

than fourteen billion Imperial citizens.

: The Wolf at Bay

Mustering five companies of Space Wolves, |

the Cadian 301st and the Tallarn 14th, the
decorated Inquisitor Pranix attempts to
reclaim the nine Hollow Worlds of Lastrati
from the Red Corsairs. The Drop Pods of
the Space Wolves crash down to the algae-

| encrusted surfaces of the Hollow Worlds,

and war soon rages throughout the tunnels
that link them. Huron Blackheart collapses
preselected portions of his gate networks
with cold precision and timing, isolating

i and destroying much of the Imperial army

sent against him. Heavy casualties are
sustained on both sides, and the invading
forces withdraw in disarray.

| Skulls for the Skull Throne

: Having long ago amassed more human

skulls than he knew what to do with,
Roghrax Bloodhand of the World Eaters,
swears to collect a skull from every
warrior species in the galaxy. Bloodhand’s
masterwork takes a dramatic new turn
with the coming of the Tyranids. Making
haste for the Eastern Fringe, the maniacal
trophy collector leads his fleet directly into
the path of Hive Fleet Kraken. Delighted
at the prospect of collecting such large and

| varied skulls, he reaps a grisly bounty from

| the Tyranids.

The Great Awakening

: A ripple of psychic activity passes through
| the Imperium, awakening the dormant

powers of latent psykers across the galaxy.

| The resultant empyric backlash tears

open hundreds of warp rifts, and many

| worlds are lost to daemonic incursion. The

Thousand Sons are seen in unprecedented-
numbers as the psychic apocalypse runs
its course.

The Sons of the Maelstrom

A Heretic Astartes fleet emerges from

# the Maelstrom with over thirty Daemon-
. infested space hulks. The massed fleet

& brings the Chogoris, Kaelas and Sessec
| Systems to their knees, establishing a

| stranglehold over their space lanes.

" The Fall of Vilamus

After a series of raids leaves the fortress
monastery of the Marines Errant

I garrisoned only by a single company,

Huron Blackheart sends his Night Lords

l allies to infiltrate the fastness and bring

down its power shields and defence lasers.
Teleporting in from low orbit, Chaos
Terminators launch a sledgehammer
assault upon the fortress’ apothecarion as

8 Huron Blackheart moves in to steal the
| Chapter’s relics. Caught in a dilemma, the
8 outnumbered and outmanoeuvred Space

Marines fail to repel the invasion. The Red
Corsairs withdraw with nearly all of the

# Chapter’s gene-seed, dooming the Marines
! Errant to a slow demise.

. The Great Rift
The principal agents of the Dark Gods are

i

united in a single grand cause, though few
of them realise their labours coincide until
their efforts yield truly spectacular results.

@ Wars rage, cosmic rituals reach completion,
* and the barrier between realspace and the
y warp is weakened across a fault line in the
. fabric of reality. The heavens themselves

split apart, and the Cicatrix Maledictum
yawns wide.




A Black Crusade is so vast that it darkens
N | the stars. In the years preceding each
] titanic invasion, the hell-forges of the
Daemon worlds echo with the clangour
" of monstrous machines and nightmare
industry, churning out armour and
weapons for the wars to come. Daemon
Engines are roused from their embittered
slumbers and warring factions vie for
command of the massed warbands of
Heretic Astartes that will form the grand
invasions rank and file.

When a Black Crusade is finally launched,
M the warp vomits forth the diabolical hordes
9 of Chaos: armies of wretched mutants,
hosts of Daemons, twisted monsters the
size of buildings, numberless masses of
cultists, wild tribes of abhumans and
terrifying Chaos Titans. Spearheading
these nightmarish hosts are the Chaos
Space Marines, united behind their
champions in their desire to wreak untold
destruction upon the Imperium.

The most destructive Black Crusades have
been those led by Abaddon the Despoiler.
Thirteen times has the Warmaster
- rampaged from the Daemon worlds of
F the Eye of Terror to wreak havoc upon his
mortal enemies, his hosts plunging into the
Imperium like an envenomed blade. Every
attack has sent the Imperium reeling and
ravaged worlds close to the Eye, but the
Thirteenth Crusade dwarfs all those that
) have gone before. Many Imperial strategos
' have theorised that the first twelve
campaigns were mere precursors to the
current invasion, each seemingly unrelated
1 event paving the way to the same goal - the
: Fall of Cadia, the coming of the Great Rift
and the ultimate invasion of Terra.

THE CRIMSON PATH

Abaddon intends to succeed where his
predecessor Horus failed, to break the
Imperial Palace wide open and tear the
Emperor’s corpse from the Golden Throne.
Over the millennia, each of his conquests
has gradually paved the way from the Eye
of Terror towards the Sol System. Less
obvious, however, is that, along that path,
his actions have gradually unpicked the veil
between realspace and the warp.

During the course of his long years on the
threshold of the Eye, Abaddon discovered a
strange truth about the barrier between the
materium and immaterium. Dotted across
the galaxy were ancient structures of black
stone, stark and monolithic on the outside
but extremely complex within. There were
many of these upon the fortress world of
Cadia. Known as ‘pylons’ to the planet’s
militarised populace, they were so old

that none gave them more than a passing
thought. It was Abaddon’s belief that

these structures were the very things that
maintained the stability of the Cadian Gate
- something about them kept the energies
of the warp from spilling through the Eye
of Terror into realspace.

For thousands of years, the Despoiler

sent his agents across the galaxy to locate
these monoliths of black stone. He spent
many years calling in old alliances, striking
daemonic bargains and invoking ancient
pacts with the Traitor Legions and their
corrupted Primarchs. Thread by tenuous
thread, the Despoiler put together a plan
to isolate and destroy these structures,
using false objectives or even entire Black
Crusades to conceal his true motives.

Over the course of several world-scouring
invasions, Abaddon shattered, toppled or
blasted apart these structures wherever

he found them - sometimes in person, at
other times with his agents, his flagship the
Planet Killer, or the immense Blackstone
Fortresses he co-opted during the

Gothic War.

Thelast of and greatest of these destructive
campaigns was levelled at Cadia itself.
Abaddon’s Thirteenth Black Crusade
brought about so much death and
destruction that his daemonic allies could
breach realspace wherever they wished and
be sustained indefinitely by the unbridled
mayhem that raged around them. The
demolition of the strange black monoliths
scattered across Cadias surface was finally

Perhaps once in ten generations, a truly great champion of Chaos will arise in the depths of the Eye of Terror. Through the
(-8 power of his implacable will and the favour of the Dark Gods, this champion brings about an unsteady alliance between the
. @  infernal scions of the warp, drawing together a terrifying army of Chaos Space Marines, Daemons, mutants and renegades.

achieved, the capstone of a grand design
that had seen the cataclysmic events

of Pandorax, Fenris, the Planet of the
Sorcerers and a dozen worlds besides tied
together into one galaxy-wrecking whole.
Suddenly, all the manifold armies of Chaos
were free to pour into realspace like blood
from a deep wound. True to his claims,
Abaddon had succeeded in ripping open
the gates of hell.

As the galaxy has split along its length,
with warp storms raging in a hundred
locations and more, those Traitor Legions
and Renegade Chapters who have sworn
allegiance to the Warmaster have formed
the vanguard of the invasion. Theyare a
broad-headed spear that has plunged deep
into the heart of the Cadian System and
emerged from the other side. Abaddon
cares little how many casualties are
amassed as his great agenda comes to
fruition. His only concern is that enough
blood be spilled to saturate the battlefields
of the Imperiums defenders, and in doing
so summon more daemonic armies to his
cause. Thisis a strategy Abaddon intends
to see replicated on world after world as he
extends the Crimson Path, each planetary
invasion taking the Chaos Space Marines
closer to Terra, with the armies of the
Daemon lords following in their wake.

With Cadia reduced to ruin, the Cicatrix
Maledictum is being effectively weaponised
by Abaddon’s invasion. It spills out behind
the Thirteenth Black Crusade, roiling and
growing more violent in Abaddons wake,
agitated by the scale of the Black Legion’s
many slaughters. Simultaneously, dozens
of Renegade Chapters from the warp
anomaly once known as the Maelstrom are
pouring out into Segmentum Solar, forcing
the Space Marines and their Primaris
reinforcements to spread themselves

thin as they fight on hundreds of fronts.
Abaddon has driven a talon of unreality
into Segmentum Solar, its onset heralding
the doom of the Imperium. The High Lords
of Terra live in constant fear of realspace
collapsing entirely, and are sending every
military force they can muster to halt
Abaddon’s rampage. As the drama plays
out to its desperate conclusion, one thing
remains certain — unending war.




During the Heresy, the Sons of Horus
served as the Warmaster’s praetorians
throughout his campaigns. They were the
first to remove the icons of the Emperor
from their armour, replacing them with
the Eye of Horus, an image that would
become a symbol of dread throughout

the Imperium. They fought with pride

and unthinkable ferocity, knowing

that they were the chosen amongst the
Warmasters new order. When the Emperor
defeated Horus, the Legion’s morale was
extinguished; their patron, their father, had
been taken from them, and they launched a
costly but successful raid to recover Horus’
body from the loyalists.

Factions in the other Traitor Legions later
blamed the Sons of Horus for initiating the
rout from Terra by retreating into warp
space with the body of the Warmaster,
leaving the horde below leaderless. But the
battle for Terra was lost the moment Horus
fell, and no power in the universe could
have brought victory to the forces of Chaos
after that. In the Eye of Terror, the Sons

of Horus fought ferocious battles with the
other Legions for possession of key worlds
and resources, fighting to re-establish
themselves as the pre-eminent Legion.

The Sons of Horus worshipped one
Chaos God after another, and each time
more and more of their number gave
themselves up to possession by Daemons.
Opver the centuries they were bled white
in a succession of conflicts with the other
Traitor Legions. This internecine warfare
eventually culminated in the destruction
of the Sons’ fortress by a combined force
of their rivals. To add to the ignominy of
defeat, the body of the Warmaster was
stolen and attempts were made to clone
him, much to the horror and revulsion

of his remaining Legionaries. Denied
their genetic and spiritual father, the Sons
of Horus swore allegiance to Ezekyle
Abaddon, Captain of the 1st Company, and
hailed him as the new Warmaster.

One of Abaddonss first edicts was to reject
the name of Horus and the Legion’s title.
He ordered the remaining Chaos Space

BLAGK LEGION

The Black Legion are the only Traitor Legion to have changed their name in ten

thousand years of exile. Originally created as the Luna Wolves, the Emperor renamed
them the Sons of Horus in honour of their actions during the Ullanor Crusade. After
the Horus Heresy, Abaddon renamed the Legion once more, rejecting the name of their
Primarch, whom he regarded with contempt after the rebellion’s failure.

Marines to paint their armour black to
mark their shame, and then led them in

a lightning raid to destroy Horus’ body
and the misshapen clones created from

it. The Legion’s gigantic command ship,
the Vengeful Spirit, and its attendant fleet
disappeared into the obscuring nebulae at
the very edge of the Eye of Terror, which
were to serve as a hidden base for Abaddon
and his warriors, who were now known as
the Black Legion. The Legion has launched
attacks across the breadth of the Imperium
ever since, often vanishing as swiftly as
they arrive.

Abaddon and his warriors fought hard

to regain their honour and rebuild their
reputation, throwing themselves into

the most dangerous conflicts they could
find. At first, Abaddon won the grudging
respect of the surviving Traitor Legions,
but as his deeds became ever bolder and
his list of extraordinary achievements
grew, respect turned into active support.
His impassioned words have since fanned

the smouldering resentment of the Traitor
Legions into the raging fires of hatred.
Champions of many Legions and gods now
vie to fight for Abaddon in the colours of
his Black Legion.

The Black Legion is made up of many
warbands whose appearance and
motivations vary wildly, but all are guided
by the implacable will of Abaddon the
Despoiler and so broadly employ the
same tactics in battle. The Legion has a
preference for close assault over ranged
combat, and the swift application of
extreme force to disrupt or neutralize key
targets. The frequency of these attacks
increases exponentially, applying a constant
and escalating pressure on the enemy and
gradually crushing their ability to muster a
coordinated defence. Eventually, the Black
Legion commanders and their Chosen
launch a devastating strike at the crucial
moment — usually a teleport strike by
warriors in Terminator armour — which
breaks the back of the enemy forces.




The Black Legion is the largest of the Traitor Legions inhabiting the Eye of Terror, vastly outnumbering even their closest
rivals. As long as a warrior is willing to bow before Abaddon the Despoiler and take the oath of obedience, he may join the
Black Legion. During the centuries of warfare and acts of vengeance since the Horus Heresy, Space Marines from dozens of
Chapters and other Legions have joined the Despoiler. Now, the Black Legion boasts warlords and warbands from almost
every permutation of Chaos worship, depraved doctrine and ruinous faith.

Usually, these warbands work in isolation, raiding planets and
pillaging the Imperium in the name of their master, but largely
pursuing their own agendas. However, when Abaddon calls, the
warbands gather. Their oaths to the Warmaster force them to

put aside their hatreds and feuds to fight alongside the Legion
united. Even so, there is no denying that the Black Legion

remains an alliance of traitors; the warlords therein are constantly
scheming against their rivals, vying for prominence and glory, and
undermining their contenders’ achievements, even when they are
not openly battling amongst themselves. Only their collective fear
of the Despoiler forces them to suffer cooperation - fear and the
chilling memory of the fates of those who have crossed him.

Heretic insignia is often painted, scored or tattooed in
prominent places to draw the eye of the gods.

-

Bolters and bolt pistols often bear damage from being
used as clubs when ammo supplies are low.

The Black Legion bear the infamous Eye of Horus Brother Iagor wields the bolt pistol Hellhowler and a ritual knife used
upon their shoulder pads. for cutting out the hearts of the wounded. His pauldron shows the
infamous eight-pointed symbol of the Black Legion - the Eye of Horus.
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LEGION OF A THOUSAND HOSTS

The Black Legion has recruited countless warbands of every stripe to their cause — though some of these still claim autonomy, they
have all bent the knee to Abaddon the Despoiler, and all wear some variant of gold and black in honour of their adopted faction. Many
warbands worship one of the Chaos Gods above the others, adorning their black battle plate with icons, trophies and the favoured
colours of their patron in the hope of attracting more divine favour - and perhaps ascending beyond the Black Legion to claim mastery
of their own fate. Many traitor legionnaires are counted amongst these hosts, for Abaddon’s strength as a leader is impossible to deny.

HOUNDS OF ABADDON

Ontid Varrax, Hound Principus and Eater
of the Latter-Day Kings

BRINGERS OF DECAY

The Plague God has
a strong following
within the Black
Legion. Under the
dominance of Skyrak
Slaughterborn,

the Nurglites have
converted many to
their cause. In battle,
the Bringers of Decay
are Abaddon’s plague
carriers and heralds of
contagion, appearing
before other warbands
to sow infection and
sickness. This could
also be why many
other warbands will
have little to do with
the Bringers, repelled
by the blessings of the
Plague God they bear.

Within the ranks of the
Black Legion there are
thousands of devotees
of Khorne. The Hounds
of Abaddon revel in
close combat, where
they can spill the
greatest volume of
blood for their god,
using chainaxes,
lightning claws or even
their own fangs. The
Hounds are currently
led by Threxos
Hellbreed, Admiral of
the Black Fleet. He has
won great favour with
Khorne due to his skill
at launching ship-to-
ship ambushes, and
has a reputation for
initiating spectacular
boarding actions.

SONS OF THE CYCLOPS ¥

Consisting of the B
followers of Tzeentch, e
Sorcerers and their
Rubricae, the Sons A
of the Cyclops hold o

a disproportionate s
amount of power i
within the Black “h
Legion. This is largely Loy
through the ceaseless -
efforts of the warlords - s
that have led them; ’x_q
invaluable psykers g s
such as Zaraphiston s r@
and Ygethmor the
Deceiver. Gifted seers o i
and diviners, they b k%
make up the core of o :
Abaddon’s advisers, el b
peering into the future =
for him and guiding 2
his Black Crusades. =

Vashandis, Scryer of the Ninth Path, claims
to be blessed by Tzeentch

CHILDREN OF TORMENT

Under the guidance

of such warlords

as Devram Korda

and Zagthean the
Broken, the followers
of Slaanesh that have
joined the Black Legion
are collectively called
the Children of
Torment. These
traitors have

sided with the
Despoiler so they
might wallow in the
anguish he spreads and
bathe in the gushing
blood of his victims.
The Children of
Torment are despised
by the Emperor’s
Children, who see
them as traitors to
Fulgrim and puppets of
Abaddon.

Gogroc Laugr, bearer of the Yellow
Dementia and pustulent prince of Id

Veindon Slass, Earl of Dissonance and self-
proclaimed Bane of Tybaltia
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Thirteen times has Abaddon led the Black Legion in a grand assault against the Imperium. Every time, the Despoiler and
his hordes have achieved a great victory, slain millions of loyalists or completed some obscure objective before vanishing
back into the Eye of Terror. At the close of the 41st Millennium, Abaddon has led his Thirteenth Black Crusade in the final
conquest of Cadia, emerging stronger than ever before at the head of a vast army of traitors, heretics and Daemons.

M30-M31 AGE OF BETRAYAL
Heresy and Aftermath

The spiritual rot spread by Warmaster
Horus takes root in a full half of the
Legiones Astartes, and ten thousand years
of war is put in motion.

The Great Crusade

The Emperor unites the warring tribes of
Terra and sets out to restore Mankind’s
place among the stars. At his side, Horus
and the Luna Wolves fight with great
fervour, laying waste to countless foes

in his name and helping to create the
Imperium of Man. In the aftermath of the
Ullanor Campaign, the Luna Wolves are
renamed the Sons of Horus in honour of
their Primarch.

The Horus Heresy

Tainted by the touch of the Dark Gods,

the Warmaster Horus turns against

the Emperor. Fully half of the Legiones
Astartes join with him as he attempts

to bring the Imperium to its knees and
destroy the loyalist Space Marine Legions.
In the final battle for Terra, Horus is struck
down by the Emperor in mortal combat

aboard the Vengeful Spirit. Abaddon seizes

the Warmaster’s body and flees with the
Sons of Horus into the Eye of Terror.

The Legion War

The traitor Astartes fight among
themselves within the Eye of Terror in
a war for resources and slaves which
further fractures the already broken

Legions. In the culmination of the war, the |

Emperor’s Children attack the Daemon
world of Maeleum and raze the Sons of
Horus’ fortress, stealing the body of their
Primarch and vanishing into the warp.

The Black Legion Rises

Ascending to dominion of the Sons of
Horus, Abaddon embarks on a quest to
slay the clones Fabius Bile has crafted
from Horus' remains. Destroying the
Primogenitor’s hidden laboratories and
the abominations he created, Abaddon
leaves behind no trace of his gene-father.
With the final and utter destruction of
Horus, Abaddon renames his Legion the

.. Black Legion.

M32-M39 AGE OF
RETRIBUTION
The Long War

Swearing to succeed where his forefather
failed, Abaddon takes up the mantle of
Warmaster and begins the Long War anew.

Abaddon the Despoiler’s
First Black Crusade

Mustering a vast army of traitors and
Daemons, Abaddon leads the Black Legion
out of the Eye of Terror to lay waste to the
Imperium. In a great battle around the
worlds of Cadia, the traitors are turned
back by newly raised Space Marine
Chapters and the Legio Titanicus. During
the fighting, Abaddon secretly travels to
the world of Uralan and claims the ancient
Daemon sword Drach’nyen.

The Tormented Mine

Faenroc the Forgotten of the Black Legion
discovers a world formed from warp-
infused iron ore. He constructs a vast mine
to harvest its wealth for the Warmaster.
Slaves prove too fragile to work the mine
as the ore mutates them uncontrollably,
while some mine shafts secrete fluids

that dissolve the workers within. Faenroc
remedies this problem by binding
daemonic entities to his mining machines
in a ritual that involves the mass sacrifice
of the entire mortal workforce.

Abaddon the Despoiler’s
Second Black Crusade

Abaddon places a death-curse upon the

)
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worlds of the Belis Corona Sector, infusing |

them with the touch of the warp. His fleet
attacks the sector’s shipyards, destroying
dozens of Imperial cruisers under
construction or repair. The Imperium,
focusing on the war in space, musters a
naval force to fight back. Entrusting his
flagship to his Sorcerers, the Despoiler
then teleports to the Inquisitorial
stronghold of Nemesis Tessera. He topples
its hexagrammic ‘Eldritch Needles,
ravaging the black stone with sustained
melta fire before withdrawing. The
Inquisition later find that a critical vault
cell has been opened and its daemonic
prisoner - the legendary nemesis for
which the planet is named - is missing.

The Traitorous Eye

Drecarth the Sightless forms the Sons of
the Eye out of those Sons of Horus who
refused to join Abaddon after the Heresy.
In the Battle of the Keening Deep, the
Sons defeat Voslok and his World Eaters,
claiming their fortress and hurling their
skulls into the soulfires that rage beneath
the planet’s crust. Drecarth personally
wrests Voslok's daemonic axe from his
grip during the battle, turning the weapon
upon its former owner.

Abaddon the Despoiler’s
Third Black Crusade

The Despoiler sends the Daemon Prince
Tallomin against the Cadian Gate in a
reckless frontal assault. The daemonic
horde that follows in Tallomins wake
accounts for millions of lives and draws
in Imperial Guard regiments and Space
Marine Chapters from across Segmentum
Obscurus. Eventually, the Space Wolves
manage to banish Tallomin back to the
warp. Under the cover provided by the
attack, Abaddon leads a strike force to
desecrate the shrine world of Gerstahl,
breaking the ancient seals on the
eponymous saints tomb and destroying
his remains while the Imperiums attention
is directed elsewhere. This act of supreme
violation banishes the saints spirit,
thwarting the prophecy that he would
one day rise again whilst weakening the
planet’s psychic defences.

Zaraphiston’s Penance

The Thousand Sons Sorcerer Zaraphiston
travels deep into the heart of the Eye of
Terror at the behest of Tzeentch, where he
is granted the power of prophecy. Gifted
with a profound understanding of the
millennia to come, Zaraphiston pledges
his loyalty to Abaddon the Despoiler.

Abaddon the Despoiler’s
Fourth Black Crusade

During the EI'Phanor War, the Black
Legion besiege the Citadel of the Kromarch.
Abaddon leads the charge against the

gates of the fortress, but so great is the
firepower of the citadel that only a handful
of his Chaos Space Marines make it past
the kill zones of the Imperial defenders to




the fortification’s walls. With a single blow
from Drachnyen, the Warmaster sunders
the towering doors of the fortress. In the
process he shatters not just a portal of
immense strength, but an ancient empyric
barrier, for the citadels gates incorporated
ancient monoliths that had kept a potent
warp node sealed. The Black Legion

and their daemonic allies fall upon the
Kromarch and his kin, conquering the
citadel and extinguishing their ancient line.

The Nightmare Well

Zagthean the Broken pillages Helosian

in the Agripinaa Sector. Taking the
Convent of Alabaster Maidens prisoner,
he exposes them to the energies of the
warp, triggering their latent psychic gifts.
Zagthean then uses warp-tech to fuse the
maidens into a single entity, before using
the resultant abomination as a living warp
portal to unleash a daemonic invasion.

The Ragged King

Imperial cruisers orbiting the feral world
of Skyrro destroy the traitor vessel Talon of
Rage. A single Black Legionnaire escapes
the ships destruction and makes his way
down to the surface of the world. Skyrros
indigenous populace come to worship the
Chaos Space Marine as a god whom they
hail as the Ragged King, and are gradually §
turned to the service of the Ruinous
Powers. It takes the Imperial Guard more
than a decade to destroy the legionnaire’s
cultist armies and reclaim the world.

Abaddon the Despoiler’s
Fifth Black Crusade

Abaddon scours the Elysia Sector,
ordering the destruction of specific cities,
shrines and temples across dozens its
worlds. Each act of violation shatters the
warp-seals that had held psychic mutation
stable in that region of space. On Tarinth,
the Despoiler lures the Warhawks and
Venerators Chapters into the ruins of
Kasyr Lutien where he traps them between
the daemonic hordes of Khorne and the
Black Legion. In a bitter last stand, both ~ §
loyalist Chapters are completely destroyed, §
their skulls taken by the Daemon Prince
Doombreed to be mounted upon
Khornes throne.

Abaddon the Despoiler’s
Sixth Black Crusade

The Warmaster visits his wrath upon
Drecarth the Sightless. Abaddon aids
the Sons of the Eye in an assault on
the forge world of Arkreath, fighting i
with them side by side until the planet’s I
Adeptus Mechanicus defenders are l

finally crushed and its complex durasteel

. ziggurats battered to shapeless lumps of

metal that no longer fulfil their function
as sophisticated flux-cages. As the two
leaders address their respective forces

in the war’s aftermath, Abaddon strikes
Drecarth down, forcing him to watch

the arrayed Sons of the Eye kneel before
slaying him in a ritual display of violence.

The Tournament of Blood

Displeased with his Chosen, Abaddon pits
them against each other. For eight days,
the Chosen fight in the gore-spattered
holds of the Vengeful Spirit until only

one of them remains. Impaling the

victor on the Talon of Horus, Abaddon
seals a pact with Khorne, gaining a
powerful daemonic ally in the form of the
Bloodthirster HakKkangraah.

Abaddon the Despoiler’s
Seventh Black Crusade

During the Ghost War, a strike force

of Blood Angels joins battle against
Abaddon’s forces upon the world of
Mackan. The Despoiler singles out the
sons of Sanguinius, personally leading a
band of Khorne Berzerkers in a charge

against their lines. The traitors that survive

the loyalists’ gunfire reap a bloody toll. So
frenzied is the assault that the surviving
Blood Angels are unable to recover the
bodies of their fallen.

The Prison of Madness

Abaddon conducts experiments on
captured loyalist Space Marines, torturing
them with repeated visions of a future

in which the Imperium falls to Chaos.
Despite the psycho-indoctrinated mental
resilience of the Adeptus Astartes, such is
the ring of truth in these prophecies that
those who do not take their own lives are
left as soul-blasted husks that eventually
swear allegiance to the Despoiler.

Abaddon the Despoiler’s
Eighth Black Crusade

On worlds throughout Segmentum
Obscurus, Abaddon’s forces cull precise
numbers of Imperial citizens in the name
of Tzeentch. The living-metal monoliths
beneath the crater-cities of Teekus glow

| on Sanisor, they find it crawling with

. with impunity.

brighter with each ritual slaughter until, = t_,
. at the culmination of the ninth, the ol

structures begin to melt. By the time ey

agents of the Inquisition identify a pattern

in the Black Legion’s actions, Abaddon has " _ 4

already achieved his aims. A ?

The Ark of Damnation e -
&

Flesh Tearers Terminators board the
space hulk Soul of Damnation as it drifts
dangerously close to the core worlds of
the Scelus Sub-sector. In the depths of
the hulk, they uncover a stasis chamber "-7?"' )
containing a single casket. Inside is an A
ancient warrior of the Luna Wolves. When

told of his Legion’s fate, the ancient Space .
Marine is filled with rage and takes one of
the Flesh Tearers’ craft before disappearing P
into the void.

The Feast of Daemons

The Black Legion ravages the desert world
of Sanisor, staining its dune oceans red
with blood. In the Warpwind Canyons,
the Chaos Space Marines erect a towering
steel-framed device with a sail-like v
membrane of flayed skin. The creatures [

of the immaterium are drawn to the '

world to feed on the soul-stuff caught in

. the nightmarish construction. When the y .- >

Cadian 232nd Expeditionary Force land 5

' Daemons like flies on a corpse.

Abaddon the Despoiler’s
Ninth Black Crusade

As part of a wider strategy to disable the A
naval fortress Cancephalus, Abaddon

leads his Ninth Black Crusade against .
the heaving population of nearby &
Antecanis. The seat of the world’s Imperial
commander, Monarchive, is besieged by A
Abaddon’s vanguard. Black Legionnaires

butcher their way through the lower levels

of the hive, whilst the Despoiler himself

storms its inner sanctums. By the time

Imperial Guard from Cancephalus arrive

to reinforce the surviving defenders,

Abaddon and his forces have already left

the planet’s surface.

As a gesture of contempt, the Black Legion

| drop a dozen cyclonic warheads onto

the ruins of Monarchive. The seventeen-

year war that ensues eventually robs ]
both Antecanis and Cancephalus of their =+l
most precious resource — manpower.

8 Without the fleets of the naval fortress to

* stop him, Abaddon is able to ravage the
sector at will, and his Sorcerers are free
to conduct the rituals required to weaken
the walls of reality in that region of space



- The Forgotten Company

Almost eight millennia after it was sent,
an astropathic distress signal reaches
the Black Legions Sorcerers from alost |
company of Luna Wolves. Abaddon travels
to the planet located at the coordinates in
the message to find his ancient brothers
have become a twisted parody of his
original Legion, perverting their own
gene-seed with primitive rituals and
dwelling with the native inhabitants.
Expecting no mercy from Abaddon’s
forces, the debased Luna Wolves are
surprised when he welcomes them into the §
Black Legion.

Abaddon the Despoiler’s
Tenth Black Crusade

Abaddon’s armies and Perturabos Iron
Warriors invade the Helica Sector. While
the Black Legion assault the capital world,
Thracian Primaris, the Iron Warriors
focus their attack against the Iron Hands
Chapter, seeking to settle an old blood
debt. The Iron Warriors lay waste to the
worlds of the Medusa System and push
the Iron Hands to the brink of extinction.
Only when the loyalist Chapter receives
heavy reinforcement do Abaddon and
the Iron Warriors disengage, taking with
them valuable intelligence concerning
Medusas defences.

The Daemonic Shipyard

Deep within the Eye of Terror, Abaddon
discovers an ancient shipyard drifting
through the warp. Amongst its rusting
gantries and crumbling manufactorum
towers, the Warmaster finds a half-
constructed vessel, vast in scale and
terrible in its design. His Warpsmiths
examine the ship, marvelling at its dark
majesty, and promise that, when complete,
it will be the doom of worlds.

Abaddon the Despoiler’s
Eleventh Black Crusade

The Despoiler’s fleet becomes lost in

the warp, finally returning to realspace
in the path of Waaagh! Murgor. In the
ruins of Relorria, the Black Legion bring
the greenskins to battle. After months of
fighting, Abaddon orders the Black Legion
to leave Relorria to its fate and return ]
to the Eye of Terror — but not before the
Warmaster fills the holds of his fleet with
captured Ork Weirdboyz. In conjunction
with a coven of his most powerful
Sorcerers, he uses the volatile psychic
energies of the greenskin abductees in

a daemonic hybridisation ritual that
weakens the fabric of reality across the '

. Relorrian System. |

Fall of the Savage Swords

© The Chapter Master of the Savage

Swords mistakenly believes the Imperial
governor of the planet Hyboras has stolen
an ancient relic blade belonging to his
Chapter. Caught up in their wrath and
righteous retribution, his Space Marines
commit a series of atrocities on the world.
Only when their Chapter Master sits on
the governor’s gore-stained throne does
he realise the extent of his folly, but by
then it is too late. When the Black Legion
arrive to push the world over the brink of
disaster, the Savage Swords have already
fallen to the worship of Khorne. It does \
not take much for Abaddon to persuade  #
them to join him. ’5

M40-M41 AGE OF
APOTHEOSIS
The Hungering Prince

Glutgora, a Daemon Prince of Nurgle,
invades the agri world of Pilentos with a
massive force of Black Legionnaires. While
the Chaos Space Marines crush every
vestige of Imperial resistance, Glutgora
gorges itself on the weave-worms of the
planet’s sprawling silk farms. Insatiable in
its hunger, the Daemon Prince consumes
everything and everyone in its path,
swelling to immense proportions with
the meat of worm and man. Eventually,
Glutgora bursts in a tide of festering
organs and rancid effluvia, and a million
Nurglings crawl out from its corpse.

The planet is declared perditas and
quarantined indefinitely.

The Penumbra Prophecy

Abaddon is guided by the visions of
Zaraphiston to an Eldar crone world. In
the ruins of an ancient wraithbone city
littered with skeletons, the Sorcerer leads
the Warmaster to a room where a tapestry &
of flayed skin covers the walls from floor il}‘
to ceiling. Upon its surface Abaddon reads
a prophecy that reveals the secrets of six i:
weapons of immense power. i

Abaddon the Despoiler’s
Twelfth Black Crusade

Abaddon leads his fleet into the Gothic
Sector, capturing three of the prehistoric
star-forts known as the Blackstone
Fortresses. Under Abaddon’s control, the
might of the Blackstone Fortresses is used
to destroy the star Tarantis, consuming
several of the system’s closest worlds in the
process and ravaging the Imperial fleets
sent against the Black Legion. Eventually,
the Despoiler’s fleet is driven back, though
at the end of this period — known in the
Imperium as the Gothic War — Abaddon
escapes into the Eye of Terror with two of
the Blackstone Fortresses. The vast engines
of destruction are to emerge once more

in realspace during Abaddon’s Thirteenth
Black Crusade.

TheIron Labyrinth

A Chaos fleet spearheaded by the Black
Legion cuts a path into the worlds of

the Cadian System. With the aid of the
Imperial Fists, the Astra Militarum
manage break the Chaos forces at the
battle of the Iron Labyrinth, driving them
back to the Eye of Terror. However, what
their enemy’s seemingly reckless thrust so
far in-system achieved remains a mystery
to the Imperial commanders.

The Skull of Ker’ngar

Abaddon travels to the maiden world of
Ildanira, seeking the Skull of Ker'ngar.
Though initially confounded on

the planets surface by Eldar snipers
from Craftworld Alaitoc, he orders

all cover around his position to be
levelled by orbital bombardment. Eldar
reinforcements react swiftly to drive the
Despoiler back, but not before he secures
his prize.

The Pilgrimage of Dark Lament

Struck by a vision of Abaddon, millions

of pilgrims abandon their worship of the
God-Emperor and turn their ships toward
the Eye of Terror. After a long and perilous
journey in which thousands perish, the
pilgrims finally reach worlds held by the
Black Legion, where they are immediately
enslaved. Even as they fall beneath the lash
of their new masters, the pilgrims give
thanks to the Warmaster.

The Damnation Cache

The Despoiler invades the Pandorax
System with an alliance of Traitor Legions.
Sweeping aside Imperial resistance,
Abaddon breaks into the vaults below the
world and opens the Damnation Cache,
an ancient portal to the warp. A combined




force of Dark Angels and Grey Knights
come to Pandorax’s aid in an attempt to
stop a daemonic incursion from engulfing
the sector, and eventually succeed in '
closing the portal. Unbeknownst to the
Imperium, however, the Despoiler has
already left Pandorax, taking with him a
rogue psyker of prodigious strength.

The Promethean War

The Salamanders fight an urban war
against the Black Legion on Heletine.

The Order of the Ebon Chalice arrives to
reinforce the Space Marines, and together
they push forward, but their advance is
halted by the Daemon Prince Gralastyx.
Saint Celestine appears suddenly, storming
through the Chaos hordes and slaying
Gralastyx, before vanishing once more.

The Cage is Cracked

Lord Xorphas of the Black Legion

invades the planet Amethal alongside the
World Eaters of Kharn the Betrayer and
the Crimson Slaughter. An alliance of
Blood Angels and Adeptus Mechanicus
repels the invaders, but as the planet is
consumed in a rising tide of carnage, the
ancient ‘Daemon cage’ that forms the
planet’s interior has its structural integrity
breached. The Chaos invaders are driven
off, but the damage has been done. Within §
the year, a nearby warp storm breaks the
Daemon cage entirely, plunging the system
into warp-haunted mayhem and adding

to the empyric tempest raging across

the galaxy.

The Wrath of Magnus

With the aid of the Tzeentchian trickster
known as the Changeling, the Daemon
Primarch of the Thousand Sons, Magnus
the Red, gathers his Sorcerers and, at the
head of several war sects of Rubricae, visits
his revenge upon the beleaguered world
of Fenris.

Abaddon the Despoiler’s
Thirteenth Black Crusade

The armies of Chaos invade Cadia and its
many surrounding worlds. The forces of
the Dark Gods read like a roll call from
epic battles of the ages. Always in the
vanguard are the Black Legion, followed
by the Death Guard, World Eaters, Alpha
Legion, Thousand Sons, Night Lords

and other Legions from the annals of the  |§
blackest days. Renegade Chapters long ).
thought extinct renew their assaults on
the Imperium of Man. Before them run
scabrous cultists, deranged mutants and &
traitorous scum in numbers too greatto
count. Behind them march Daemons of |

. of mortals made real, led by their

all the Ruinous Powers, the nightmares
infernal overlords.

After a gruelling campaign with a death
toll that spirals into the trillions, Abaddon
the Despoiler succeeds in tearing down
the strange pylons that for thousands of
years had held the Cadian Gate as a stable
region of space. Cadia falls soon thereafter,
and a wave of warp storms roars into being
across the length of the galaxy. Astropaths
everywhere fear to open their minds to
receive or broadcast messages, for the
immaterium rings with mind-splitting
peals, possibly the sound of the myriad
tears ripping open in the barrier between
the material universe and the warp, or
perhaps the laughter of the Dark Gods...

The Great Rift Opens

A chain reaction of warp cataclysms rips
across the Imperium, plunging its worlds
into disaster and awakening the dormant
powers of latent psykers across the galaxy.
The Imperium is torn in two along its
length, giving rise to the phenomenon
known as the Cicatrix Maledictum.
Countless civilisations are lost to
daemonic incursions as the galaxy burns.

Crippling Terror

Thousands of Imperial planets lying along
the edge of the Great Rift are evacuated

as the tapestry of warp storms threatens
to consume them. On the forge world
Raeddon, the Adeptus Mechanicus
Tech-Priests gather their most sacred
manufacturing relics in preparation of
shipping them off-world. But before the
frigates are loaded and launched, an
armada of Black Legion warships emerges
from the warp, forming an impenetrable
blockade around the planet.

Before long, hordes of Chaos Space Marine | :
shock troops descend upon the forge ]
world. The bulk of its Skitarii defenders are |
deployed to guard the basilica logisticum
where the Mechanicus have stored their
invaluable archeotech. However, the
Chaos forces do not even attempt to

lay siege to this complex. Instead, they
conduct a series of devastating orbital
bombardments on the planet’s spaceports,
obliterating their static lascannon arrays
before sending in waves of ground

troops to mop up the remaining Skitarii.
With Raeddon stripped of its transport
capabilities, the Black Legion armada
recedes, leaving the Tech-Priests and their E

1R

precious relics untouched as the warp
storms envelop them.

\ Blacker Pastures

The rampant advance of the Hounds of
Abaddon through the Bellicose Stars
comes to a grinding halt when they are
met by the Imperial Fists on Gandor’s
Providence. The sons of Dorn deploy
numerous squads of Intercessors, creating
a series of heavily defended redoubts
across the surface of the agri world. Rather
than allowing themselves to become
bogged down in a prolonged siege, the
Hounds of Abaddon withdraw to wreak
destruction elsewhere.

Gods from the Warp

After a months-long battle in the

Aralest System, the Imperial Navy are

all but wiped out by a massive war

fleet comprising several Black Legion
warbands. The few remaining Imperial
forces retreat to Everwatch Stanchion, the
heavily fortified orbital docking platform
above Aralest VII, to consolidate their
strength. Meanwhile, on the planet’s
surface, Governor Melachron Indis
marshals his planetary defence forces and

| prepares for invasion.

As the Black Legion ships approach,
dozens of Chaos cults emerge from
amongst the indentured populace of

8 Aralest VIL. These deluded fanatics do not
' see the Chaos Space Marines as invaders,

but rather as saviours who have emerged
from the Great Rift that burns across

the sky day and night. Indis is forced to
expend his troops in bloody fights deep
inside the hive cities to prevent the planet
from falling to the savage cultists before
the Black Legion even arrive. These battles
do not go in the governor’s favour, for
with each passing hour, more and more
members of the citizenry join in the
anarchic uprising.

Indis and the remaining fragments of his
armies barricade themselves inside the
spire of Aralest VII's capital hive and pray
to the Emperor that the naval garrison

on Everwatch will soon be able to send
them aid. Their prayers are not answered.
The Black Legion, having captured

| Everwatch Stanchion days earlier, dislodge

the platform from its orbit and send it
plummeting down to the planet’s surface,
directly towards the capital. The explosion
created by the colossal impact leaves only a
crater where the hive city once stood, and

' the ensuing quake is felt across the planet.

This display of raw power is the final proof
the Chaos cults need. No one on Aralest
VII now doubts that the warriors of the

" Black Legion are gods.




The Alpha Legion are devious beyond
measure. Where other Legions seek to
dominate through raw strength, divine
favour or inspirational charisma, the
Alpha Legion impose their will through
intelligence and skill. The tools of war
they value most highly are misdirection,
confusion, treachery and duplicity, but
when the time comes for them to spring
their traps, they are such a focused and
well-coordinated force that they can

set a world ablaze in a single hour of
blitzing assault.

When Horus made his pact with Chaos,
the martial pride of the Alpha Legion

was their downfall. The Warmaster

was a mighty warrior himself — he
commanded armies and fleets, and fought
at the forefront of the Emperor’s wars. By
comparison, he made the distant Emperor
on Terra seem a weak and cowardly
individual. The Warmaster was a leader
worthy of the Alpha Legion’s respect, while
the Emperor sought only to exploit Horus’
conquests and crush the liberated humans
of the galaxy beneath his stifling regime.

ALPHA LEGION

The Alpha Legion was the twentieth and last Legion created during the First
Founding. Under the critical eye of their twin Primarchs, Alpharius and Omegon,
the Legion became renowned for its discipline and strict organisation during the
Great Crusade. Though the youngest Legion, the Alpha Legion sought to outshine
their brethren in all things, as if to prove their worthiness amidst the older Legions.

So the lies of Horus and his agents were
insinuated into the hearts and minds of
the Alpha Legion, and if any lie is repeated
often enough it begins to be accepted, and
once accepted, it ultimately becomes truth.

With relish did the Alpha Legion fight
loyalist Space Marines on Isstvan V, and
in many campaigns thereafter. At last
they had found an opponent as tough, as
trained and as ferocious as themselves.
The brethren of the hydra inflicted

stinging defeats on the loyalists at Tallarn,
Yarant and dozens of smaller outposts
before moving onwards into the Ultima
Segmentum. The Alpha Legion became
entirely separated from the forces of
Horus, but continued to wage war on

all they came across. By the end of the
Heresy, they were inventing objectives

and missions of their own to fulfil their
war-lust without reference to their allies.
Thelast of the Legions to be founded, they
were considered by others to be latecomers
bereft of any true experience, and hence
were keen to prove themselves as capable
as any other. With the Ultramarines being
held up as the exemplars of what a Legion
could be, it was not long before the Alpha
Legion sought to match themselves against
the standards of Macragge — and in the
end, match themselves in battle against
those who had dismissed them or looked
upon them as pale by comparison.

Even after the Heresy ground to a halt,
the Alpha Legion continued to fight a
covert war against the Imperium. Raiding
parties still sally out from secret bases to




catch the defenders of Humanity unaware
— sabotaging bases, attacking shipping,
terrorising settlements and destroying
small outposts with merciless efficiency.
Their spy networks and double agents

are without number; the Alpha Legions’
connections with humans on the settled
worlds of the Imperium are unparalleled.

The Alpha Legion coordinates and directs
the activities of Chaos cultists across

entire sectors and they instigate massive
insurrections against Imperial rule. These
revolts are often used as a cover for a series
of shattering Heretic Astartes raids or as

a precursor to a full-scale invasion from
the Eye of Terror. The Inquisition holds

a special loathing for the Alpha Legion

for their role in spreading Daemon-
worshipping cults and fanning the embers
of discontent into the fires of outright
rebellion, but for every cult they put down,
two more spring up elsewhere.

Tactically, the Alpha Legion believes in
striking from several directions at once.
This requires meticulous planning and
skilful infiltration. Extensive use is made
of spies and corruption to weaken the
enemy’s resolve before any decisive move
is made. Amongst the Traitor Legions,
the Alpha Legion makes the most use of
cultist troops. As they tend to operate as
raiders deep within the Imperium, they
require local support to bolster their
numbers. Considerable effort is expended
to spread propaganda inciting revolt and
acts of sabotage. Once the Alpha Legion
is committed to action, events move
very quickly. The Legion attaches great
importance to its field commanders, who
use their initiative to outwit the enemy,
magnifying the advantages that Traitor
Marines have over more conventional
troops. The Legion is prideful of its
abilities and welcomes opportunities to
demonstrate their skills against loyalist
Space Marines. They have even been
known to hold back some of their forces
to test themselves more thoroughly in
such circumstances.

The Alpha Legions warriors have adopted
the symbol of the hydra as their Legion’s
icon. This many-headed, dragon-like
creature from ancient myth serves to
remind the Alpha Legion of their unity
in body and spirit. On the battlefield,

the terrifying coordination of the Alpha
Legion is their hallmark, as their multi-
pronged attacks apply relentless pressure
while they search for weak points in their
enemy’s defences.

HYDRA DOMINATUS

likely more complex, and others whispered that Alpharius was one of two twins
who were all but identical. Many of the Alpha Legion were uncannily similar in

had their basis in reality. Unusually for a Primarch, Alpharius was not a giant by
comparison to the battle-brothers that followed him. He was able to assume the

foes off the scent; indeed, in some ways, every member of the Legion is an echo
of his primogenitor in some manner. This grand misdirection is reflected across

for their foes find it impossible to land a decapitating blow.

The Primarch Alpharius was the last to be found by the Emperor, their relationship
distant and formal even before Horus revealed his true colours. Those outside the
Legion believed this was because the Emperor had already completed his galactic
odyssey to reclaim the Primarchs by the time the two met in person, and that his
focus had shifted elsewhere. Some legionnaires realised that their relationship was

appearance and temperament, and their Primarch used this fact to his advantage
— the claims that Alpharius was so efficient he could appear in two places at once

identities of his minions — and vice versa — whenever it would serve him to wrong-
foot his enemies. Many was the warrior who claimed to be Alpharius to throw his

the Legion to this day. Alpha Legion warlords are rarely where they appear to be;

inside the armour of a famed leader may be a new recruit, whereas a bolter-wielding
trooper may in truth be the mastermind behind a sector-wide conquest. In this way
do the Alpha Legion echo their totem and embody their war cry ‘Hydra Dominatus,




#  Themilitary actions of the Alpha Legion are so artfully swathed in misdirection, so efficiently planned and prosecuted,
~ that barely one in a hundred has been correctly attributed to them. Nonetheless, as Chaos Space Marines they strike with
terrifying force, and the worlds which they attack are scarred by the violence they unleash for the rest of their days.

I Am Alpharius

Word reaches the High Lords of Terra of
a Chaos Lord claiming to be Alpharius
ravaging the adamantium-laced moons
of the Danevra Sub-sector. Debate rages
about whether this could potentially be
the case, for the Primarchs death has been
* recorded more than once across the span
of Imperial history. The Grand Master
of the Officio Assassinorum dispatches a
force of six Vindicare marksmen. Over a
number of years they identify and slay a
dozen Alpha Legion champions bearing
the name of Alpharius upon the scrolls
of their battle plate, but the reports
of raids upon the sub-sector’s mining
operations only intensify. Five years later,
the decapitated heads of all six Vindicare

War of Hidden Lairs

" The brotherhood of Chosen known as the
Shrouded Hand infiltrates the way station
world of Zharastia Jensen, a principal

link in the supply chain of the Golgotha
System. In their delvings amongst the
lower strata of society to recruit more
agents to their cause, the Shrouded Hand
uncover a hive of Genestealer Cultists. In
doing so they trigger an uprising that sees
the industrialised populace rise up to seize
rulership of the planet. The sleeper cells
placed by the Alpha Legion are awakened
by the coded messages of the Shrouded
Hand, and the streets run with blood as
the hidden cults of Chaos fight a savage ~ §'
guerrilla war against those who bear the g
mark of the Great Devourer. Content that ¥

too late, that the atmosphere processors
" of the world’s terraforming engines have
been spiked with psychotropic gas. When
the Alpha Legion descend to destroy what
remains of the planet’s guardian provosts
and Astra Militarum regiments, the storm
of psychic energy intensifies to such a
degree that Seer’s Rest is reclassified as a
Daemon world. The Alpha Legion abduct
thousands of comatose psykers.

Assassins are found frozen in the food
storage halls of the High Lords.

Zharastia Jensen is now a broken cog in
the Golgotha war machine, the Shrouded
Hand disappear without trace.

The Hunt for Voldorius

Kernax Voldorius of the Alpha Legion

is elevated to daemonhood by the Dark
Gods. Korsarro Khan of the White Scars

is tasked to hunt down the Daemon

Prince and to return with the monster’s
head, or not at all. After driving Voldorius
from his foremost stronghold, Kor'sarro
Khan tracks him to the planet of Quintus.
There, the White Scars find no mere
warband but a whole planet of traitors

and renegades. Upon making planetfall,
Korsarro Khan finds unexpected allies

in the form of Kayvaan Shrike and the
Raven Guard 3rd Company. Such is the
grievous threat posed by Voldorius that
the two rival loyalist Chapters put aside
their differences and join forces, eventually
slaying the Daemon Prince in the streets of
the planetary capital Mankarra.

Dreams of the Serpent

A plague of nightmares engulfs the
psyker-rich world of Seer’s Rest. Each

of the planet’s oracles, hedge wizards

and soothsayers reports having the

same recurring dream - that of a rain

of serpents that covers the land. Such

is the intensity of these dreams that the
subconscious gestalt of the planet’s psykers
manifests them in reality, and the planets
populace is halved in a day. Millions die to
venomous snake bites before the psykers
fall into a fugue state and the rain stops.
The Adeptus Arbites investigation finds,

‘War is simply the galaxy’s hygiene’
- attributed to the
Primarch Alpharius
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& ThePlanetary Heist of Avernia

A coven of Alpha Legion Sorcerers,

using a combination of psychic hypnosis
and double agents seeded within the
Administratum, convinces the Imperial
authorities that their maps have the system
of Avernia in the wrong place. When the
Alpha Legion invade the industrial worlds
of Avernia III and Primavernia, psychic
distress calls are sent out into the void.
The Adeptus Terra, spurred into action by
reports of a Heretic Astartes attack, divert
a formidable battle group from the war
for the jewel world of Negligence towards
Avernia’s coordinates in Segmentum
Pacificus. They make their warp
translation in good time, but in entirely
the wrong segmentum. Both Avernia and
Negligence fall within the year.

The Nest of Serpents

The long-seeded plans of the Alpha
Legion come to fruition when the Great
Rift ripples into being across the heavens.
Billions of mortal eyes look to the night
sky, and in a thousand locations and
more, networks of sleepers and hypno-
indoctrinated agents blink in confusion
as the mental imperatives of the Alpha
Legion are triggered. A wave of anarchy
blossoms across every seeded world as
newly revealed demagogues decry the
Imperium that has failed to protect them,
stirring up swathes of Imperial citizenry
that have been forbidden from looking

at the night sky by heavy-handed and
reactionary new laws. Dozens of worlds
fall when the Alpha Legion arrive to turn
rioting into outright war.
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THE FACES OF THE HYDRA

The Alpha Legion wear many skins and don many guises in the prosecution of their covert agendas, but when the time to land -
the killing blow is nigh, they go to war in the colours of their Primarch Alpharius. It is not unusual for the Legion’s warriors
to incorporate designs based on the scales of serpents into their battle plate, or even to have similar icons tattooed under their
skin, visible only when the wearer wishes them to be. Ostentation is rare, giving more of a sense of unity to their armies.

Brother Anaspus, Guardian of the
Intensifying Flame

The pre-Heresy colours
of the Alpha Legion are
not markedly different
from their latter-day
incarnations, an
outward testament

to the fact the Alpha
Legion has - in spirit if
not in body - remained
much the same since
its creation.

Brother Noacus, Second Sentinel of the
Darganti Revenants

The typical livery of
an Alpha Legionnaire
is a combination

of sea blue and
emerald green. This
is sometimes worn in
subtle contrast, half
obscured by the dust
of conquest; at other
times it is polished to
a violently clashing
high sheen, the better
to draw the eye of
the enemy so that the
greater work might
pass unseen.

Brother-Nemesis Alacrax,
the Serpentine Scourge
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The most experienced
of the Alpha Legion are
specialists in the arts
of the infil-traitor and
the thoughtsmith. The
chosen agents of their
warband’s leader, these

master operatives

are able to bind
their victims in
spiralling webs
of suspicion,
confusion and
doubt before
springing their
lethal traps.

Brother Vonius, newest inductee of the
Splintered Sentients

The scaly cloaks worn
by the operatives of
the Alpha Legion are
highly sought after -
should a legionnaire
fall, one of his brothers
will take up the mantle
in his place, donning
it on behalf of the
Legion itself. Often,
these are worn not

by champions, but

by the least favoured
or experienced of

a warband - such
obvious signs of
status attract the
sniper’s bullet, and the
Alpha Legion regard
such linear thinking
with contempt.
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The Iron Warriors see themselves as titans
of old who are loose in the universe,

acting as they please in the knowledge

that no natural or man-made law can

stop them. Theyhonour the Chaos Gods
as a pantheon, but are not truly devout
themselves. Their greatest loyalty is to their
Primarch, Perturabo, whom they believe
saved them from being sacrificed by the
False Emperor.

The Iron Warriors are the most heavily
armed of the Traitor Legions; as siege
specialists, they rely less on close combat
and more on withering salvoes of

fire. Even when fighting outside their
strongholds their approach remains the
same, with great importance being placed
on detailed fire plans. They are adept at
quickly erecting formidable battlefield
fortifications, establishing strongpoints
which will tie down the enemy and thereby
allow the Iron Warriors reserves to achieve

IRON WARRIORS

The Iron Warriors once formed the Emperor’s most formidable siege troops. They
fought alongside the Imperial Fists on a hundred worlds in the Great Crusade,
laying waste to alien citadels and the palaces of rulers who denied the Emperor’s
authority. Their Primarch, Perturabo, excelled in the planning and execution

of siege and trench warfare. However, his stoicism and patience saw his Legion
relegated to the shadows of the Great Crusade. Those shadows were to darken, and

corrupt the Legion beyond recovery.

superiority elsewhere. As with their
Primarch these traitors are methodical
and thorough, always seeking to grind
down their opponents by attrition until the
moment comes when they can be swept
away in a concerted attack.

When they were loyal to the Emperor,

the Iron Warriors had a reputation for
being fearsomely efficient and capable.
Not for them the grandiose heroism of
their brother Legions, nor the quest for
glory that would resonate down the ages.
Instead the Iron Warriors were pragmatic
and cold in the execution of their duty,
seeing the pursuance of excellence and the
craftsmanship of war as reward in itself.
This was an echo of the philosophy held by
Perturabo, a Primarch with the mind of a
genius but the temperament of a recluse.
A master artisan, Perturabo crafted wars
with the same methodical approach and
attention to detail with which he crafted

the intricate inventions that decorated his
sanctums. Content to rule alone, he often
spurned the company of his brothers -
even in battle he had been known to fight
not with his fellow warriors, but with the
towering robots known collectively as the
Iron Circle.

The pursuance of crafting the perfect war
was put aside in the name of duty time
and again, for in Perturabo, the Emperor
had a commander who would enact any
duty without complaint, no matter how
gruelling or unsavoury. In quickly and
effectively completing every task assigned
to them, the Iron Warriors became the
recipients of those missions no other
Legion wished to undertake. Where the
likes of Sanguinius and Fulgrim won glory
under the golden rays of alien paradise
worlds, Perturabo and his Legion slogged
through muddy hinterlands of perpetual
gloom. Where Rogal Dorn and the

- THE TYRANTS OF MEDRENGARD

Freed from the shackles of physical laws, the battlements
and turrets of the Iron Warriors’ fortress world of
Medrengard rise spiralling upwards for miles. Spiked
oubliettes and labyrinthine dungeons pierce the world to its
core, and bastions cover it like fungi. Medrengard is a dizzying
tangle of insane structure, a mad architect’s vision of iron and
stone where twisted stairs run at right angles to one another
and pinnacles plunge eternally downwards. This planet-
sized stronghold is the domain of the Primarch Perturabo
- reincarnated as a mighty Daemon Prince by the Ruinous
Powers that guide him, he has become a being of inconceivable
destructive power whose warp-infused hammer, Forgebreaker,
can shatter the rockcrete walls of a fortress with a single blow.

Countless warbands of the Iron Warriors have used Medrengard
as their base of operations for centuries, plotting as to how to
crush and imprison their enemies, the Imperial Fists foremost
amongst them. Now is the time for those plans to come to

fruition. As Abaddon flings open the gates of the Eye and leads
the hosts of Chaos past Cadias burning husk, Perturabo and his
Legion of embittered traitors march to war once more, their sole
intent to wreak such devastation upon the Imperium that no
stone stands upon another.

- ¢ et

- E ¥ € a— — b . -
e R TTT | f g PR U TPy . B e & = .k 3 Lol

—2\; “ S
A !\ - e




Great Khan refused to split their Legions, Perturabo obediently

garrisoned those fortresses his Legion had built as they brought ‘Huddle close to your Emperor if he

ever more worlds into compliance. He gradually expended his makes you feel safe. He cannot save you,
Legion’s strength in the process, and did so stoically — until the for only Chaos is eternal..”

seeds of doubt were planted by Horus. Was the Emperor taking - Endemion, Captain of the Iron Warriors

Perturabo for a fool?

The idea was pervasive, and after a disastrous return to Perturabo’s
home planet of Olympia, the Legion fully embraced their dark
side. The Iron Warriors’ treachery was revealed in the wake of the
massacre at Isstvan V, where the Iron Warriors joined with the
Night Lords, Word Bearers and Alpha Legion to destroy the three
Legions in Horus’ task force who remained loyal. In accordance
with Perturabos doctrines, the Iron Warriors had rapidly
established strongholds and trench systems around their drop
zones. The loyalist Space Marines, who had suffered tremendous
casualties during their initial deployment, found themselves driven
back against the Iron Warriors fortifications by the ravening
Traitor Legions. Instead of offering the hard-pressed

loyalists respite, the bunkers and bastions
proved to be their graveyards, as the
Iron Warriors mercilessly gunned
down anything that moved within
range. With the booming rattle of
heavy bolters and the slicing beams
of lascannons, the Iron Warriors
declared for Horus.

After Isstvan, the Iron Warriors

were let loose. On many worlds, their
Warsmiths replaced governors and tithes were
paid to the new masters under the shadow of fortified
battlements. The Iron Warriors split up to fight on a dozen
other worlds in the Heresy. They fought on Vanaheim, reducing
its armoured hive cities to twisted ruins one after the other. They
battled across Thranx and Avellorn, worlds where every scrap of
ground is covered by plasteel and rockcrete. They struck at loyalist
fortresses, temples, keeps and palaces across the galaxy and ground
them beneath the tracks of their siege tanks. A strong contingent

of the Legion accompanied Perturabo to Terra where he supervised
the siege of the Emperor’s Palace. There the Iron Warriors found a
sublime pleasure in tearing down the edifices of the Imperium.

Wherever the Iron Warriors fought, they raised great citadels

in their wake. Jagged towers mounting heinous weapons of
destruction dominated the surrounding terrain, each a monument
to Perturabos cunning. Fields of trenches and forests of razor

wire surrounded the strongholds of the Iron Warriors, such that
the loyalists began to dread the bloody assaults needed to destroy
them. Even after Horus’ defeat, the Iron Warriors were only driven
out of the Imperiums worlds at a terrible price. The rest of the
Legion defended the small empire they had built centred around
their home world of Olympia, but there was no refuge from the
retribution of the loyalist Legions. The Imperial Fists supported the
Ultramarines in a decade-long campaign to liberate the subjugated
worlds. They discovered the Iron Warriors to be a barbed hook
that, once embedded into a victim, could only be removed with
great risk of further injury. The Olympia garrison held out for two
years, eventually triggering their missile stockpiles when defeat
was unavoidable. Theyleft a blasted wasteland that, like the other
Traitor Legion home worlds, was declared perditas. The surviving
Iron Warriors were driven into the Eye of Terror, where they took a
world for their own: the impossible fortress of Medrengard.
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THE ENDLESS SIEGE

The galaxy has felt the remorseless wrath of the Iron Warriors on numerous occasions. The death toll taken by Legions such as

-~ the World Eaters or the Black Legion is likely higher, for the Iron Warriors believe in attacks long-planned and painstakingly

executed, but when they strike, they do so with such calculated and unremitting savagery that nothing can survive.

A Rebellion Crushed

A mountainous edifice encrusted

with gargoyle-mouthed cannons,
Cornucopeons capital hive of Steelstone
Keep supplies tithes of war materiel to

the Iron Warriors. When the industrialist
Korothrodd Vessh doubles his tithes

~ after a costly campaign, Steelstone Keep's
defenders rise up against the iron-collared
cultists that keep them beneath the lash.
The cult leader that oversees the hives
infernal industry is battered to death by
smithy hammers, but not before he swears
a mighty oath of vengeance with his last
breath. Perturabo hears its echo in the
warp. Within a week, Cornucopeon is
infested by locomotive-sized Daemon
Engines that burrow through the planet
like maggots gnawing through an apple.
Theyrise up under Steelstone Keep itself,
erupting in geysers of magma to disgorge

Iron Warriors from their fleshmetal bellies.

The rebellious defenders fight level by
level as Perturabos kill teams gut the hive
from the inside out. Beneath them a rising
tide of magma burns away all evidence

of Steelstone’s rebellion. When the Iron
Warriors leave from the hive spires, the
only evidence of the uprising is a metallic

‘IRON WITHIN, IRON WITHOUT’
- Battle cry of the Iron Warriors

mountain filled with cooling igneous rock. |

The Humbling

Endt Thrinn, the genius planetary
governor of Inviolus, completes his
dynasty’s planet-girdling fortress network.
In his cups, he is much given to boast that
his home planet is unassailable. Agents

of the Alpha Legion relay this claim to
their Iron Warriors brothers, and before
long Lord Mandrakk has made warp
translation in-system at the head of a
large fleet. Instead of attacking Inviolus
directly, he invades the nearby agri world
of Dalathros Rest.

The bread basket of the Inviolus system,
Dalathros Rest is well defended by the
Astra Militarum. Mandrakk bombards

it from orbit whilst launching boarding
actions against every craft bound for
Inviolus. Within the year the people of
Inviolus are crippled by starvation. Though
reinforcement arrives in the form of a

company of Mentor Legion Space Marines, :

Mandrakk has ensured that Inviolus™ half-
starved defence forces are easy prey for his
teleporting annihilation squads. The planet
is seized and repurposed as a Chaos base.

The Technovirus Rages
The transmogrifying plague known as the

Technovirus spreads from Medrengard’s | :

deepest dungeons across the worlds of the
Eye of Terror. It infects metal construct
and mortal body alike, turning one to the
other and blending warriors with their
weapons and wargear until only sentient-
metal machine-things remain. After the
resultant conflicts, known as the Wars of
Flesh, the nihilistic Cult of Destruction
proliferates massively. Obliterators and
Mutilators join the ranks of the Iron
Warriors in ever greater numbers.

The Machine Eyrie

The Iron Warriors flagship Merciless Spite
is forced to crash land in the salt-rich
Glowing Ocean of the feudal planet Prime
Gala. Colonised by House Terryn several
years earlier, the planets Imperial Knight
defenders stride out into the shallow
waters to attack the crashed spaceship. The
first wave, led by King Dontros, scales one
flank of the Spite, only to find its upper
reaches infested by Heldrakes. The Knights
fight bravely, but the Daemon Engines
attack in such numbers they are toppled
into the sea or ripped apart.

. The second wave, attacking some weeks

later, is confronted by the corrupted
remnants of their former comrades

— the Merciless Spite’s master, Lord
Admiral Vaen, has replaced each Throne
Mechanicunm’s incumbent with one of his
own Chosen lieutenants. Over the next
three months, the terrifying combination
of Renegade Knights and Heldrakes allows
the Iron Warriors to enslave the feudal
worlds population from one pole to

the other.

Temporia Emerges

In a feat of engineering only the

truly insane could devise, the Dark
Mechanicum stronghold world of
Temporia is dragged out of the Eye of
Terror by an armada of gravitic tugs and
possessed haulers. The mutant machines
churned out by the planet’s sprawling
Daemon-foundries assail the Cadian
System by the thousand.

The Grand Siege Begins

Having studied the Imperial defences
of Segmentum Obscurus in detail

via a combination of remote scrying,
methodically applied torture of captive
loyalists and a network of techno-cultist
informants, Perturabo learns much of
their capabilities and limitations. When
Cadia finally falls and the Cicatrix
Maledictum splits the galaxy from end
to end, the Daemon Primarch mobilises
a thousand armies and coordinates them
in a grand strategy that targets the most
heavily defended Imperial worlds in

the segmentum.

So begins a brutal blockade of the
Imperium itself. As Perturabos embittered
armies march forth, menageries of
Daemon Engines and batteries of artillery
machines at their side, a dozen fortified
worlds previously thought inviolable are
brought to the edge of total disaster by the
Iron Warriors’ merciless siege tactics.
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THE CHILL OF IRON

The Iron Warriors wear largely plain power armour of a deep metallic hue marked with yellow and black industrial symbols. %
They care little for trophies and embellishments, instead preferring to prove their strength and prowess through acts of large- = =%
scale destruction. Though each warband wears markings of allegiance to their champion, these are scoured off and repainted :
whenever circumstance dictates that a change of loyalty would be advantageous.

Mk III Iron armour

is a common sight
amongst the ranks

of Perturabo’s

traitors, as are the
weapon patterns

and configurations
dating back to the
zenith of Perturabo’s
contribution to the
Great Crusade. Their
pre-Heresy armour
was brighter and more
carefully burnished, for
the Iron Warriors once
took some pride in
their martial aspect.

Endion the Warpcutter, fifth blade of the
Medrenguardians

In the Time of Ending,
the colours of the
Iron Warriors
tend to be muted

and dark metallics,

weathered by the
aeons and heavily
scarred by the rigours

of battle. Much could .

be said of the souls of

those who wear such
wargear, for the Iron

Warriors never forget

the inequities that

befall them, using them
as fuel for the fires of
hatred.

Olau Tarlensus, marksman of the Metal

Claw brotherhood

The Iron Warriors are
more likely to have
extensive cybernetics
than they are to have
fleshy mutations, more
likely to become one
with their weapons
than with the Daemons
of the Ruinous Powers.
Some join body

and soul with their
wargear, either because
the twisting power of
the empyrean shapes
them into reflections
of their obsessions,

or because they have
contracted the dreaded
Technovirus of the
Cults of Destruction.
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Varsigonn of Lochos has autosentient
bionics, a gift from a Warpsmith ally

Iron Warriors place

a great deal of
importance on heavy
weaponry of all kinds,
for they value the

tools of destruction
far more than flesh
and blood. Their
Havocs are famously
clinical killers, blasting
apart keystones and
buttresses to bring
down fortifications, or
sniping enemy officers
from afar as they try to
restore order.

Paradus Mawl, a Havoc, keeps an obsessive

tally of his ranged kills
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deddes The Night Lords were the eighth Legion formed during the First Founding.
e Their Primarch, Konrad Curze - later known as Night Haunter - grew up on the
E, i mining planet of Nostramo, a world shielded from its sun by a huge moon, which
% consequently rested in almost perpetual darkness.
-

The days on Nostramo were only slightly
lighter than the pitch-black nights, giving
the inhabitants of the planet a deathly grey
pallor. Suicide and depression were facts
of life on the world, and were it not for the
huge deposits of adamantium ore beneath
the planet’s surface, it is doubtful it would
have settled by Humanity at all. Violent
crime was also endemic on Nostramo -
that is, until the young Primarch Curze
took it upon himself to single-handedly
wage a vigilante war against the crime
lords of the planet, taking on the name
‘Night Haunter’ as one that would strike
terror into the hearts of his enemies. His
methods were simple, vicious and direct:
if you broke his law;, you died. There was
no appeal — Night Haunter was judge, jury
and executioner.
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The Great Crusade finally reached even this
dark world, and the Master of Mankind
was reunited with Curze. Night Haunter
was placed in command of the Night
Lords, who quickly gained a reputation for
ruthless efficiencyand an almost cynical
disregard for human life. Their Primarch’s
methods became the way of the Night
Lords themselves, and as long as the
Legion achieved their objectives, the means
just did not matter. Soon, stories began

to circulate of large-scale massacres and
brutal atrocities being committed by the
Night Lords, some under the supervision
of the Primarch himself, until finally

the Emperor was forced to recall Night
Haunter to answer the charges that had
been made against him and those under
his command.

But the Horus Heresy erupted before
Night Haunter could return, and it quickly
became apparent that all of the charges
against him and the Night Lords were
true. Night Haunter had no hesitation in
joining Horus against the man he started to
see as a weak-willed hypocrite. Operating
from a planet deep in the wilderness area
of space known as the Eastern Fringe,

he led the Night Lords on a campaign

of terror and genocide that has rarely, if
ever, been equalled. Even after Horus was
defeated, the Night Lords continued to
attack, although increasingly without any
discernible motivations for their steadily
more murderous actions. Finally, the
Imperial Assassin M’Shen was able to
infiltrate Night Haunter’s base and slay
the Primarch, and with this act, the Night
Lords quickly ceased to be an organised
threat to the Imperium.

The Night Lords fought their way to the
Eye of Terror, from where they continue
to take part in raids on the worlds of the
Imperium. They do not appear to worship
any one of the Chaos Gods, but rather
fight solely for pleasure and material gain.
Theylook down on their more dedicated
brethren, be they fanatical Chaos Space
Marines such as Khorne Berzerkers or
zealous loyalists like the Dark Angels. In
place of faith and devotion, they respect
only strength — that, and the use of terror
as a weapon. No Legion is as careful as
them in severing enemy communications
and making visible examples of those who
dare to oppose them.

The merciless and sickeningly inventive
atrocities the Night Lords perpetrate are
their way of sapping their enemy’s will

to resist. Many planetary governors have
capitulated rather than face the wrath of
the Night Lords, though none have been
spared as a consequence. Darkness is their
ally, and they ruthlessly use their innate
abilities to give themselves an advantage
over their enemies. Aggressive patrolling
and surprise raids are their stock in trade,
and they will patiently win a hundred
small victories in order to achieve their
objectives rather than pin everything on
one large-scale conflict.
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FEAR INCARNATE

The Night Lords thrive in sowing terror and confusion
amongst the enemy. It is common practice for the
Legion to shut down the communications of a target 4
planet and broadcast hideous messages and screams 1
across the airwaves as they begin slaughtering the
populace at their leisure. Repeated instances have A
shown that they will give no quarter, and are entirely
bereft of mercy. Any poor soul offering to surrender will k,
have their pleas answered with mutilation and death. :
%
Y
|

Night Haunter’s Legion have no holy crusade, no belief

that causes them to spread murder and misery to the

worlds they prey upon. Similarly, they have no martial

creed, all concept of honour eroded by their age-old /
habit of recruiting vicious criminals into their ranks.

The Night Lords are masters of stealth and infiltration.
This skill appears to be innate to the Legion, and comes )
to the fore during the sick games they play to drive ]
their prey into paroxysms of fear. They are extremely
versatile in their use of the forces of Chaos, employing ¥
- the powers of each of the Dark Gods with equal favour
¢ in order to further their horrific agendas.

THE VISIONS OF KONRAD CURZE

Thelast words of Night Haunter stand as one of the great ; i 4 " 4 '
enigmas of Imperial history. It is thought that the Assassin 1 :\\, g
M’Shen was consciously allowed to infiltrate Night Haunter’s I = J
grotesque palace on the world of Tsagualsa, an edifice - ] a ; Z i’
constructed entirely from still-living bodies. Expecting to B r "“_ l -

have to deal with numerous guards and loyal retainers, she . i Ul %, e [
was surprised to find the halls of flesh and bone completely ; _____‘f r % = W3 " o
deserted. The vid-log built into M’Shen’s baroque vambraces, { 1 \\lwﬁ‘ Vi [
kept in stasis at the heart of the most venerated Callidus ! = - i

shrine, shows the final confrontation between the twisted
Primarch and the avenging angel.

Sitting in a pool of shadow upon a throne made from the
fused bones of his victims, a carpet of screaming faces
leading up to bare, gnarled feet, sits Night Haunter himself.
His madness and hate radiate from him, palpable even
through such a remote medium as a vid-log. M’Shen stops
in her tracks when the fallen Primarch raises his head, her
face reflected in his impassive, jet-black eyes. Long moments
pass. Then, in a voice thick with contempt and pain, Night
Haunter speaks.

“Your presence does not surprise me, Assassin. I have known
of you ever since your craft entered the Eastern Fringes. Why
did I not have you killed? Because your mission and the act
you are about to commit proves the truth of all I have ever
said or done. I merely punished those who had wronged,

just as your false Emperor now seeks to punish me. Death is .
nothing compared to vindication’ {’

Then the vid-log blurs for a fraction of a second as M’Shen ‘/
leaps forwards. The last image in the recording is of dark,

staring eyes brimming with madness above a lipless smile,
before the recording inexplicably shorts out.




Across the aeons, the Night Lords have done more to traumatise the psyche of the Imperium than any other Traitor Legion.
As the Time of Ending intensifies, the terror raids and cruel hunts of the Night Lords increase in frequency. Long scattered,
they are uniting, warband by warband, in the name of some dire cause. It can spell only doom for the worlds of Mankind.

False Saviours

Together with the Alpha Legion, the Night
Lords save the algae-mining Garagos
Entrenchment from being completely
overrun by Waaagh! Krushbakk. The
members of this seemingly benevolent
strike force are largely clad in the colours
and insignia of loyalist Space Marines,
giving the populace of Garagos a few
blissful days of hope. Only when the
Orks are driven off-world do they realise
they have merely exchanged one set

of persecutors for another - and that

the second doom to befall them is far
more malevolent.

The Sons of Grendel

In M34, the Imperial frigate Hand of Mercy
answered a residual distress call from
Grendel's World, only to find every single
inhabitant had been hunted down and
killed, the symbols cut into their corpses
identified as those of the Night Lords.

Though Grendel's World is resettled a
century later and the massacre of its people
rendered into a folk tale, that exact same
scene occurs seven millennia later in M41.
This second incidence triggers a full-scale
crusade from the Mortifactors, who take
the fastest ships in their fleet and set off in
search of the perpetrators.

Twisted Justice

After millennia of slaughter, the Night
Lords warmonger Anvrex Rarth becomes
disenchanted with indiscriminate violence.
He vows to embody his Primarchs early
days, punishing only those whom he
believes deserve it — but doing so with such

grievous acts of retribution that none who
hear of them dare stray from the path of
righteousness. For a time, he finds a kind
of peace, but his notions of morality are
broken beyond repair. Within the year he is
wreaking the most terrible of atrocities as a
response to everything from the breaching
of shipping contracts to the incorrect
pronunciation of High Gothic.

The Claws Descend

The warband of Ghilus Venst mounts a
series of crippling hit-and-run attacks,
focusing on the orbital waystations

and macrofibre lifts that surround the
infamously criminalised cargo world
Chokehold. They escape with not only
copious amounts of ammunition and fully
charged power units, but also dozens of
new recruits.

Empire of Fiends

The Great Rift spreads panic and madness
across the Imperium. The Night Lords are
in their element, with many establishing
small empires amongst those systems cut
off from the Emperor’s Light.

An Ill-Fated Crossing

The Navigator Guilds identify a temporary
channel of realspace near the Corinthe
System that leads through the Cicatrix
Maledictum. With the need to travel
between segmentums so desperate, it is
not long before several Imperial fleets are
inbound, intending to make the crossing
with all haste. They plunge deep into the
Great Rift. Only then do the Night Lords,
whose daemonic pacts engineered the ‘safe’
region of space, launch their attack. In a
series of boarding actions, they capture
dozens of Imperial vessels.

The Long Night

With the light of the Astronomican cut

off, thousands of star systems are plunged
into blindness across the Imperium. The
warbands of the Night Lords, seeing a gory
harvest to be reaped, raid and pillage more
than ever before.




IN MIDNIGHT CLAD

Even before they turned to Chaos, the Night Lords adorned their armour with the imagery of death. Theyknow fear can be
used as a weapon just 