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Editorial

Welcome to another issue of Incoming.

Much has happened since the last issue and the worst news in most peoples view is the scaling
down of Fanatic. Fanatic is now concentrating on being not only online with its magazine after
issue 10 but will be scaling down of the release of new miniatures. That is a shame for Epic
because the Chaos and Tyranid core armies don't have even the old models to fall back on.
Jervis is working on trying to get the old stuff back into production and | hope that the few new
models we have seen so far; Chaos Warlord by Mark Bedford—Epic40 000 mag 8, the Chaos
dreads and bikers painted by Tuffskull. I do hope they see the light of day as they looked really
good. As far as Jervis is concerned the current Swordwind supplement and Feral orks will be
released as planned which fits in with the summer 2005 deadline which Jervis has mentioned in
various messages. | do hope Jervis succeeds in what he wants to do and hopefully Epic still has
a chance to get some of the remaining stuff back into production. Whatever the case, we all
owe Fanatic a great deal of thanks for what they have achieved and the new miniatures that
have been made for this version of Epic so far. After the recent release of the Grey Knights one
can only wonder what Forgeworld will be releasing next for Epic scale.

Any articles you have please send to:

Epic Releases

No releases have been made from the Forgeworld gang however when queried I did get the
reply that a few projects required finishing first tying it in with the new Space Marine codex
release so how long that will take | am not sure.

Fanatic has released the Ragnarok tanks, Space Marine character and IG character set.
Hopefully by the end of December the new Ork character pack will be available.

Incoming

Submissions have been quiet of late where either people were preparing for the conclusion of
the painting competition on Epic40k.co.uk or life taking over things so | decided | wanted to get
some stuff together for a really good Christmas Issue. Firstly | painted up a set of each Grey
Knight units including some Inquisition units for support although my Grey Knight army is far
from complete. | was going to do a battle report where the Tau take on the swift Eldar, Paul
Tuffskull if you are reading this its your painted Eldar army ! However with a tough schedule
and a few embarrassing games where we need to at least more practice, | took advantage of a
last minute article submission from Paul on his Fanatic winning Space Wolves piece for
Gamesday 2004, so the Battle report will come later. Tom and | also thought we would get a
few words from various people about the current release of Epic. We managed to get a few
words from Dave Perry, Steve Mussared and Agis Neugebauer on things so far. Dave Perry had
worked for Gamesworkshop as a painter and modeller and Agis who paints for Fanatic also was
around for the playtesting of the E:A rules when Jervis was looking for people.
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Editorial Cont’

Agis has a website www.agisn.de and paints some test pieces for Fanatic which included the
Chaos Titan by Mark Bedford which is in the Epic 40000 issue 8 mag, first inside page and last
inside page. Steve Mussared was also a painter and modeller with pictures of his work
throughout many White Dwarf magazines especially in the earlier ones. There are also
interviews with Paul Tuffskull, Peter Ramos (aka Primarch) and Stormseer. Warmaster Nice
had given us an article regarding his ork airship and Paul has sent in his Space Wolf article.

The Future

Incoming will be going through a revamp and will have an assigned team to it. | cannot do this
job alone especially when there are so few contributions. At least then | wont feel alone trying
to fill in the gaps which for me takes ages if | am painting for articles. A few have suggested
that we could sometimes use 40k articles to fill in gaps and if really, really necessary that’s
what we will do, though remembering the poll we took regarding incoming content there was
quite a lot of support for Epic only. This ezine has increased in popularity beyond what |
initially expected and | would like it to remain that way. Hence a team, as | cannot take time off
just to see to Incoming which is what | am beginning to do. Paul has luckily saved me a bit of
work so that I could relax and not use the Tau battle report which helped a great deal. | could at
least enjoy my weekend without having to spend even more time trying to write up the battle.
We would like more articles sent in and the more the merrier. | know some people have little
time so anything received would be really appreciated. For the moment things may seem a little
up in the air but we are trying to organise what is happening and monitor whats coming in for
articles. With the shared workload we can concentrate on producing an even better Incoming
ezine. More details will be given when we have worked out who the people doing the
magazine are and what the schedule will be.

Doug

The original front cover before | mutilated it! Happy Christmas!
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Hons gl

Davin's moon was silent; the thick red dust that covered the surface was still, no wind to
disturb the trails of a thousand mining tractors. The heretics had been trawling through the ore
rich sands, gathering resources for their raids against the Imperial convoys. The technology was
staggering, they had been stealing Imperial supplies for years now and slowly building up their
forces. The main fortress was located in one of the few areas of bedrock, four bastions
surrounded the main keep. Razor wire and mine fields were staggered to channel any attacking
forces. The keep itself was four towers studded with lascannon and heavy bolters, a circular
curtain wall was thrown up to slow down attackers. The only entrance was a giant gate and
studded into the gates mantle, heavy flamers waited with their cargo of death. When the
Imperial fleet was spotted approaching the cultists reacted with the calm reactions of the highly
trained fanatic. All tractors were recalled into the base and all personnel except for the operators
of the massive defences, retreated deep into the tunnel network under the base. Deep within the
bedrock miles upon miles of tunnels waited. Enough supplies for decades waited down below
and they expected a lengthy siege. Traps, check points and turrets awaited any attacker who
intended to take the base intact.

Unfortunately for the heretics Horus was a man of pride. He had no intention of taking the
base whole. Despite the wealth of equipment waiting to be recaptured. His response to their
raids was a pair of glowing comets. The defenders saw the comets hurtling towards them from
the fleet, raising the bases perimeter shield they fired off the bases three torpedoes. Two tracked
the largest comet and the third hurtled towards the smaller one.

Horus watched dispassionately as the defenders attempted to destroy his apocalyptic display
of power, when the torpedoes were two minutes from impact he nodded to his flagships tactical
officer. The officer flicked open a commlink channel.

"This is Osiris Command, launch from bays and intercept." From within the depths of
the speeding comets thunderhawks powered out at full throttle, barely able to accelerate faster
than the speeding comets they moved swiftly to intercept the torpedoes. Each torpedo the size
of a small building, they didn't even try to close and dogfight, instead opening up the rear cargo
holds they dropped a cargo of space mines and veered off at a right angle. They were far from
the blast radius when the torpedoes were triggered by the precisely placed mine field. The
comets sailed past the remaining shrapnel with impunity.

A smile tugged at the corner of Horus's mouth, his eyes glinted darkly as the comets smacked
into the moons surface. The bedrock sundered and the planet tilted on its axis. Earthquakes
ripped across the planets surface. The last remaining tractors trying to get back to base were
shredded by sand storms of an unprecedented ferocity. The flagships view screen zoomed in on
the crater that was the fortress, the explosion of the bases ammunition had turned the
surrounding sand to glass. Cracks were ripping through the rapidly solidifying surface, it
seemed as though nothing could have survived, but standing in the centre of the ruins was a
miracle building.
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A black pyramid laced with glowing green veins stood unscathed, a main entrance slowly
swung open, an undisguised challenge to the Primarch in orbit. Horus growled with surprise
and disgust, his second in command approached his throne.

"Primarch, should I notify the inquisition? Procedure dictates that the grey knights be
dispatched to neutralise this artefact." A glimmer was in Horus' eye, and he stood up.

"This is my battle Abaddon, not the inquisitions, prep cohorts one through four; we are
teleporting down to cleanse the pyramid immediately!"

Anger flooded his mind; he would not tolerate the survival of this moon for another day!

The Sons of Horus were a unique chapter. Due to the prestige of its Primarch and his ability
to reroute supplies, they had a far larger compliment of terminator suits than usual. Fully half
the legion was equipped with the mammoth armour. So it was that the four cohorts, each with a
thousand armoured behemoths teleported down. Each man a veteran of a hundred battles, the
structure in front of them held no fear to them. The ground underneath them hissed and popped
as the now solidified glass took the weight of the marines. The metallic rasping of their
respirators filled the commlinks.

Horus snarled as the teleporter crackled with energy and he burst through the warp to appear
with a bang. The hated structure loomed in front of him. However, for all his anger, Horus’s
emotions were tempered with experience. He turned to Abaddon.

“Send the scouts to secure the entrance.” His voice was steady, his earlier anger
dissipated. The terminators around him had formed three concentric rings covering the
entrance, with a narrow line circling the pyramid. Between the hulking figures covering the
entrance, ran the scouts. Lithe and nimble they ducked under the heavy weapons and armoured
limbs of their fellows and approached the entrance. Bolt pistols in their hands, two ran to each
side of the door. Thick veins throbbed with a deep fluorescent green. The corridors glowed with
an evil light. The sound of drums boomed from the depths. Chanting could be heard in a strange
dialect, a perverted form of Imperial Gothic. A gentle clicking could be heard, a faint heartbeat
reverberating round the soldiers helmets. Runes appeared on the walls as they penetrated the
pyramid, disappearing as they walked past. Whispers echoed around the men, a faint chuckling
caused them to whip round and aim there guns at empty shadows.

Horus waited patiently until the scouts reported back.

“The main entrance is secure, evidence of heresy is plain. The walls seem almost
possessed. There is runic scripting in ancient Gothic. They almost seem alive.” The scout spoke
quietly, gently with the utmost caution. Horus could almost taste the tension in the mans voice.
He tapped his commlink, connecting to the fleet’s frequency.

“Teleport down a lore master, | want those scripts examined.” Horus paused for a
moment then turned to Abaddon. “I want the lead elements of the third cohort to enter the
complex. Once contact with the enemy is established the Terminators are to shield the scouts.
The scouts are only to detect enemy concentrations not to engage. We will enter next with the
first cohort.”
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The marines filtered into the structure, the first floor was swiftly secured. There was no
resistance. No signs of life, except for the whispers that surrounded them, haunting and chilling
voices in a language that seemed alien, yet at the same time strangely familiar.

Horus entered the structure, immediately aware of the presence of daemonic energy. He had
never honed the psychic powers that were part of his birth right, but he could sense the strength
of will that buffeted him within the walls of the pyramid, it was like rolling thunder across his
mind. Behind him was one of the legions lore masters, a master of the ancient languages. The
lore masters hands brushed the blank wall. Where his skin touched the damp, obsidian he could
see runes flash in a vibrant green. Horus turned to Abaddon.

“The third company is remaining as a reserve on the first floor and continue searching. |
want the entire structure scanned. The second company is to descend to the next level.” Marines
filed past him, following his orders. Next to him the lore master began to speak.

“It is an ancient for form of an ancient Earth language, from before unification. Called
Latin, it reads as follows.”

We are the guardians. We are the creators. We are the rulers.
They are the mind spawn.
This is there prison, these are there chambers, there cells.
Our children spawned them, there minds were sick, the echo living on within these walls.

Horus snorted.

“l want answers not riddles!” Horus, grew impatient, the sounds of conflict erupted from
his commlink. His head snapped up. Reports started coming in.

“This is Baker Squad, rebels in fortified positions, well equipped. We are outhumbered
five to one. Situation normal.”

“This is Delta Squad, encountered resistance, resistance has been crushed.”

“This is Zeta Squad, located the entrance to the next level, minor resistance, enga...”
The report broke off in a squeal of white noise.

Horus smiled. Motioning to Abaddon, he gestured for him to follow. The first cohort moved
with them as they descended. The lore master remained, studying the runes intently.

The sounds of battle filled Horus’s ears, status reports indicated that the second level had
been cleared. He walked past the thick, clustered corpses of dead rebels. The occasional
Terminator lay dead. The rebels had been equipped with huge stockpiles of Imperial weaponry;
thankfully they had lacked the implants necessary to use the suits of armour they had captured.

Nearing the third levels entrance, he saw the empty shells of ten armoured marines. Stepping
close, he could smell a sickly rotting smell. Deep rents in the Terminator armour showed the
fate of the occupants. He pulled off one of the helmets and frowned. One of his guards gasped,
and Abaddon growled. The armour was empty, the bodies were gone.
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Tracing the slashing in the armour with his lightning claws Horus wondered briefly what
kind of a weapon the rebels possessed that could destroy a squad so quickly and efficiently.

He descended the stairs; the floor was spongy, a mucus covering that stuck to his feet.
Squelching through the stagnant mess he marched onwards. Daemonic energy was strong here;
he didn’t notice a green shape appear on the wall, a face silently wailing. Fists appeared
smashing against the wall as if the entity was trapped inside. Had he seen it, there was a chance
he might have recognised the sergeant of Zeta squad.

His squad followed him, years of training and total dedication quelling there fear.

Horus stopped. His guards brought up there weapons, gazing around. Then suddenly Horus
flicked on his lightning claws, moving into a combat stance, a corona of power crackling
around his weapons. The floor erupted into motion; tiny daemons emerged all the way up the
corridor, heavy flamers doused up and down the floor. The diminutive creatures, less than a
foot in height but equally wide, were trying drag down the marines. Abaddon was sweeping his
power sword in an arc of green gore, power fists gripped the daemons causing them to erupt
into a pile of slime. Miniature horns crested there heads and they giggled insanely throwing
themselves at the marines, without fear of death. Horus bellowed.

“Move! We must locate the source!” Behind him the rest of the first cohort charged to
support them, but the numbers of daemons seemed limitless. “Bring up the fourth cohort as
reserves!” Horus led the charge; massive armoured feet trampled the creatures. Daemons
loomed in the distance, formed like a man, but with one eye and single horn erupting from their
brow. Wielding thick, notched, two handed bastard swords, the dull metal was pitted and rusted
and they lumbered forward like zombies. Then as one their eye blinked and they roared
charging with an unbelievable speed. Horus leapt forwards without a pause, his claws splitting
the enemy in two. A thick mist shrouded the marines vision until their filters automatically
flicked into infra red. The Daemons were invisible to their eyes, the sinister spirits gave off no
heat. Blinded for a moment Horus never saw the blade which swung towards his exposed side.
He manually flicked off the visors infrared. Time slowed as he saw Abaddons blade parry the
daemons death blow. With a brief smile, he continued forwards. The ichor stained his armour.
The scent of decay filled the air. More died under his hands, the clunking of his armour echoed
through the dank air. Black armour glinted in the foul light of a thousand eldritch fiends. The
Storm Bolters chatter threw out bursts of explosions, their fiery blossoms illuminating the faces
of the walking corpses. Abaddon walked at Horus’s side, they had the momentum of victory
now. The daemons died as soon as they appeared, the phantoms of the pyramids mere shadows
dancing to there doom.

Light appeared up ahead. Horus walked towards it faster, a huge doorway opened to a giant
antechamber. Ancient statues leered at them, the faces of long dead guardians looking down
upon them. Silence fell as the daemons dematerialised. The soldiers cried out.

“Victory is ours!”, then the voices died down once more. Not a whisper was heard as a shadow
fell across the men. The wedge of terminators raised there weapons once more wearily as a
voice echoed across the room.
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PART II: THE WHITE SCARS
WS 1. White Scars army list.

White Scars Space Marine armies have a strategy rating of 6. All White Scars formations have an Initiative rating
of 1+.

WS 1.1 Special Rules

Always on the move: White Scars detachments cannot take Sustained Fire orders. When on Marshal orders, they
must move unless movement in any direction would bring them within 15 cm of the enemy, and if it is the case,
then they are allowed to shoot on enemy as per normal rules for Marshal.

In addition, White Scars can only have one Garrison detachment per every full 2500 points of their total points
allowance.

Unless they are used as a garrison or are left in reserves to enter the game later, all White Scars detachments must
be equipped with transport vehicles if they have such an option allowed, unless they enter the game from off-table
by Teleporting, deploying through Drop pods or in Landing Craft. This does remain true also for the Terminators,
who have to pay for their transports an additional points cost.

Power Lances: If a White Scars Character is added to a Bike, Attack Bike or Land Speeder stand, his Power
Weapon gains First Strike ability.

Born in the saddle: All White Scars Bikers have Walker ability.

WS 1.2 Using the Army list
The following army list allows you to field an army based on a White Scars Chapter army. It can also be used as a
"stand in" army list for any of the White Scars’ succesor chapters.

The White Scars’ are organised into small formations called detachments. Each detachment is made up of several
units, and may also include a number of extra units called upgrades. The detachments that may be taken are shown
on the chart below. The chart also shows what units comprise the detachment, what upgrades are allowed, and its
points cost.

White Scars can spend normal 33 % of their total points allowance on Titans and Imperial Navy, BUT the cost of
Titans themselves can never exceed 20 % of the total points allowance.

White Scars Detachments
Detachment type Units Upgrades allowed Cost
Assault Four Assault units Commander, Specialists 175
1+ Bike Five Bike units Commander, Attack Bike, Specialists 200
Land Speeder Five Land Speeders Commander, Typhoon/Tornado 200
Landing Craft One Landing Craft NONE ALLOWED 350
Predators Four Predators (may choose either Hunter, Specialists 300
Annihilators or Destructors or a combination
of the two)
Scout Four Scout units plus transport Commander, Razorbacks, Sniper 150
Strike Cruiser One Strike Cruiser Battle Barge 200
Tactical Six Tactical units plus transport Commander, Razorbacks, Hunter, 300
Specialists
Terminators Four Terminator units Land Raiders 325
Thunderhawk One Thunderhawk Gunship. NONE ALLOWED 200
Whirlwind Four Whirlwinds Hunter, Specialists 300
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White Scars Upgrades

Upgrade

Units

Cost

Attack Bike

Replace any number of Bikes with 1 Attack Bike each

25 points each

Battle Barge

Replace Strike Cruiser with Battle Barge

150 points

Commander Add one Space Marine Commander character to a unit in the formation. The | 50 points (+50 if
Commander may be a Techmarine, Captain, Librarian or Chaplain. Supreme Commander)
One Space Marine Commander in the army may be a Supreme Commander.

Hunter Add one Hunter 75 points

Land Raiders Add four Land Raiders 400 points

Razorbacks Replace any number of Rhinos with 2 Razorbacks each +50 points per Rhino
replaced
Sniper One Scout unit may be given the Sniper ability +25 points
Specialists If there is no Space Marine Commander added to the detachment, then up to | 50 points each
one Specialist, Techmarine or Apothecary.
If a Space Marine Commander is added to the detachment, then both
Techmarine and Apothecary can be added, but if any joins the detachment, he
must be added to the same stand as the Commander.
Typhoon/Tornado | Replace any number of Land Speeders with 1 Land Speeder Tornado or +25 points per Typhoon

Typhoon each

+10 points per Tornado

Imperial Navy Aircraft

Formation

Cost

Three Thunderbolt Fighters | 150

points
Two Marauder Bombers 300
points
Titan Legion Battlegroups
Formation type Units Cost

0-1 Warlord Titan Battlegroup | One Warlord Class Titan | 850 points

Reaver Titan Battlegroup One Reaver Class Titan 650 points

Warhound titan Battlegroup One to Two Warhound 250 points

Class Titans each

DESIGNER’S NOTES: The White Scars are a very fast moving army, and so they will rarely join with Titan
Legions - most of them are too slow to keep up with the Scars’ speed! The Warlord Titans are limited in number
allowed. This forces a different approach then most Space Marine armies. Combined with requirement of most of
the army being quickly mobile, this leads to a lightning-fast army, who strike and fall back, only to strike harder
again, just a while later.




PART Ill: THE SPACE WOLVES

»Follow me Sons of Russ, this night our enemies shall feel the fangs of the Wolf!”

,»As many administrations have found to their cost, the one way you can guarantee to get the Space Wolves to do
something is order them NOT to do it.”

SW 1. Space Wolves units.
The Space Wolves are allowed to use the following new units. All other units that may be used in a Space Wolves
army are covered in section 5.3.1 of the Epic:Armageddon rulebook.

WOLF LORD

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Frost Blade base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Notes: Character, Invulnerable Save, Commander, Leader, one Wolf Lord per army can be upgraded to Great
Wolf, effectively gaining Supreme Commander ability.

FENRISIAN WOLVES

Type Speed Armour | Close Combat | Firefight
Infantry 15cm - 4+ -
Weapon Range Firepower Notes

Claws and Teeth base contact | Assault Weapons | -

Notes: Infiltrators

WOLF GUARD BATTLE LEADER

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Frost Blade base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Notes: Character, Invulnerable Save, Commander, Leader

RUNE PRIEST

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Runic Weapon base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon
Stormcaller base contact | Assault Weapons | Extra Attacks (+1), First Strike

Notes: Character, Invulnerable Save, Leader
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WOLF PRIEST

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Frost Blade base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Notes: Character, Invulnerable Save, Leader, Inspiring, Medic

VENERABLE DREADNOUGHT

Plasma Cannon

30 cm

AP 4+ | AT 4+

Type Speed Armour | Close Firefight
Combat
Armoured Vehicle |15cm 4+ 4+ 4+
Weapon Range Firepower Notes
Power Fist base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Slow Firing

Notes: Walker, Reinforced Armor, Commander, Leader

WOLF GUARD

Type Speed Armour | Close Combat | Firefight

Infantry 15cm 4+ 3+ 4+

Weapon Range Firepower Notes

Bolters 15¢cm Small Arms -

Missile Launcher |45 cm AP 5+/AT 6+ -

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Notes: Leader

WOLF GUARD TERMINATORS

Type Speed Armour | Close Combat | Firefight

Infantry 15cm 4+ 3+ 3+

Weapon Range Firepower Notes

Storm Bolters 15cm Small Arms -

2x Assault Cannon |30 cm AP 5+/AT 5+ -

Power Weapons base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Notes: Reinforced Armor, Thick Rear Armor, Leader

WOLF GUARD BIKERS

Type Speed Armour | Close Combat | Firefight

Infantry 35cm 4+ 3+ 4+

Weapon Range Firepower Notes

Bolters 15¢cm Small Arms -

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Notes: Mounted, Leader
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WOLF SCOUTS
Type Speed Armour | Close Combat | Firefight
Infantry 15cm S 4+ 5+
Weapon Range Firepower Notes
Shotguns 15cm Small Arms -
Sniper Rifle 30cm AP 5+ Sniper
Plasma Gun 15 cm AP 5+/AT 5+ Special Weapons
Notes: Scouts, Infilatrators, Teleport

DESIGNER’S NOTES: The Teleport ability represents the Wolf Scouts’ ability to sneak up at the enemy and
strike at their rear lines, rather then use of any sophisticated teleportation devices.

IRON PRIEST

Type Speed Armour | Close Combat | Firefight
Character na na na na
Weapon Range Firepower Notes

Thunder Hammer

base contact

Assault Weapons

Extra Attacks (+1), Macro-Weapon

Notes: Character, Technician

THRALLS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 6+ By -
Weapon Range Firepower Notes

Combat Implants

base contact

Assault Weapons

Extra Attacks (+1), Macro-Weapon

GREY HUNTERS

0-1 Plasma Gun

15cm

AP 5+/AT 5+

Type Speed Armour | Close Combat | Firefight

Infantry 15cm 4+ 4+ 4+

Weapon Range Firepower Notes

Power Weapon base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Special Weapons

Notes: Only one in every two Grey Hunter stands has a Plasma Gun. Simply divide the number of Grey Hunter
stands shooting at the enemy by two and round up to receive the number of Plasma Gun shots.

BLOOD CLAWS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 4+ 3+ 6+
Weapon Range Firepower Notes

Bolt Pistols 15¢cm Small Arms -

Chainswords base contact | Assault Weapons | -

Notes: Infiltrators, Fearless
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BLOOD CLAW BIKERS

Type Speed Armour | Close Combat | Firefight
Infantry 35cm 4+ 3+ 4+
Weapon Range Firepower Notes

Bolters 15¢cm Small Arms -

Chainswords base contact | Assault Weapons | -

Notes: Fearless, Mounted

BLOOD CLAW JUMP PACKERS

Type Speed Armour | Close Combat | Firefight
Infantry 30cm 4+ 3+ 6+
Weapon Range Firepower Notes

Bolt Pistols 15¢cm Small Arms -

Chainswords base contact | Assault Weapons | -

Notes: Fearless, Jump Packs

LONG FANGS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 4+ 5+ 3+
Weapon Range Firepower Notes

4x Missile Launcher |45 cm AP 5+/AT 6+ -

LEMAN RUSS EXTERMINATOR (Fenris pattern)

Type Speed | Armour Close Combat | Firefight
Armored Vehicle |20 cm 4+ 6+ 3+
Weapon Range Firepower Notes

Twin Autocannon 45 AP 4+/AT 5+ -

Lascannon 45 AT 5+ -

2x Heavy Bolter 30 AP 5+ -

Notes: Reinforced Armour

SW 2 Space Wolves army list

Space Wolves armies have a strategy rating of 4. All Space Wolves formations have an Initiative rating of 1+.

DESIGNER’S NOTES: Strategy rating has been lowered by 1 for two reasons, one being that Wolves pay little
attention to complex strategic plans, taking more interest in combat itself, and the second that the large warbands
can be quite unwieldy sometimes.
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SW 2.1 Special Rules

No Matther the Odds: Space Wolves never know when to give up and will keep fighting no matter the odds.

To represent this, once per turn when the Space Wolves player loses an assault, he can opt to change the result to a
draw instead, following all the rules for drawn assaults. Note, that it is the Space Wolves player who chooses
which assault he loses will be drawn, and it does not neccesarily have to be the first one. However, such is the
stubborn nature of Space Wolves that if the Space Wolves player did not use this ability and lost at least one
assault during that turn, his opponent may use it on any Space Wolves warband losing an assault in the next one.

Transports: As the Space Wolves use a lot of new units, there might crop up misunderstandings when it comes to
transporting them. To prevent this from occurring, | wrote down the table below. ,,Unit” colum lists the name of
the Space Wolf unit, while the ,, Transports as” shows which unit it is treated as for purposes of using transports or
taking space in them.

Unit Transports as...

Fenrisian Wolves Space Marine Tactical

Venerable Dreadnought Dreadnought

Wolf Guard Space Marine Tactical

Wolf Guard Terminators Space Marine Terminators

Wolf Guard Bikers Space Marine Bikes
Thralls Space Marine Tactical
Blood Claws Space Marine Tactical
Blood Claw Bikers Space Marine Bikes

Blood Claw Jump Packers | Space Marine Assault

Long Fangs Space Marine Tactical

Leman Russ Exterminator | Predator

SW 2.2 Using the Army list
The following army list allows you to field an army based on a Space Wolves Chapter.

The Space Wolves are organised into formations called warbands. These only vaguely resemble the highly
organised cookie-cutter detachments that other Chapters field, as the Space Wolves’ organisation also only vaguely
resembles this of other Chapters (in other words, they thrown the Codex Astartes out of the window), being much
more flexible then the others.

The warbands that may be taken are shown on the chart below. The chart also shows what units can comprise the
detachment and what upgrades are allowed.

As the Space Wolves Warbands can drastically vary in their size, there is no fixed points value for most of them.
Because of this, | removed the ,,Cost” column, and listed the points values in the Units column instead. The value
is always for a single unit of given type. Unless there is an X-X limitation on number of units of given type in the
Warband, there is no restriction of how many of them should be there.

Command: Space Wolf Warbands, Space Wolf Armoured Companies and Blood Claw Bike Warbands must take
one HQ upgrade per every 500 points worth of units and upgrades it does contain. (rounding up, and including the
HQ units themselves in this quota) No more and no less HQ can be added. Also no more then a certain number of
most HQ’s can be present in a single detachment or in some cases in the army as a a whole. These limitations are
listed in the Upgrades table under the HQ entry.
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Space Wolves Warbands

Warband type

Units

Upgrades allowed

Space Wolves Warband

3-16 units chosen from the following list:
0-3 Wolf Guard (75 pts each)

1+ Grey Hunters (50 pts each)

Blood Claws (45 pts each)

0-3 Long Fangs (125 pts each)

Plus 0-3 tanks chosen from the following list:
Predator Annihilator (75 pts each)

Predator Destructor (75 pts each)

Vindicator (75 pts each)

Leman Russ Exterminator (75 pts each)
0-2 Land Raiders (100 pts each)

Dreadnought, Fenrisian Wolves, HQ, Hunter,
Iron Priest, Rhinos, Razorbacks, Wolf Guard
Terminators

Space Wolves
Armoured Company

3-6 tanks chosen from the following list (may take
duplicate units and mix different types within a
single formation):

Predator Annihilator (75 pts each)

Predator Destructor (75 pts each)

Vindicator (75 pts each)

Whirlwind (75 pts each)

Leman Russ Exterminator (75 pts each)

0-2 Land Raiders (100 pts each)

0-3 Hunters (75 pts each)

HQ, Hunter, Iron Priest

Blood Claw Bike
Warband

4-8 Blood Claw Biker stands (60 pts each)

HQ, Wolf Guard Bikers

Blood Claw Jump Pack | 4-8 Blood Claw Jump Packer stands (60 pts each | NONE ALLOWED
Warband

Wolf Scouts 3-6 Wolf Scouts NONE ALLOWED
Land Speeder Warband | 4-8 Land Speeders Typhoon / Tornado

Strike Cruiser

One Strike Cruiser (200 pts)

Battle Barge

Landing Craft

One Landing Craft (350 pts)

NONE ALLOWED

Thunderhawks

1-3 Thunderhawk Gunships (200 pts each)

NONE ALLOWED
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Space Wolves Upgrades

including Venerable Dreadnoughts)

Upgrade Units Cost
Dreadnought Up to 4 Dreadnoughts 50 pts each
Fenrisian Wolves | Up to one Fenrisian Wolves stand per HQ unit in the Warband (not 30 pts each

Terminators

Terminator stand each

HQ 0-1 Wolf Lord / detachment 50 pts (+50 if Great Wolf)
OR 0-1 Rune Priest / detachment 50 pts
OR 0-1 Wolf Priest / detachment 75 pts
OR Wolf Guard Battle Leader 50 pts
OR 0-1 Venerable Dreadnought / detachment (no more then 3 per 75 pts
army)
Wolf Lord can be upgraded to Great Wolf (Supreme Commander
Ability) for +50 points.
Hunter Up to 2 Hunters 75 pts each
Iron Priest 1 Iron Priest plus 0-2 Thrall stands plus (only if Thralls are taken) 0-1 | Iron Priest: 35 pts
Rhino Thralls: 35 pts each
Rhino: 15 pts
Razorbacks Up to 3 Rhinos can be replaced with 2 Razorbacks each 50 pts per Rhino replaced
Rhinos Up to 8 Rhinos. 15 pts each
Typhoon/Tornado | Replace any number of Land Speeders with 1 Land Speeder Tornado or | +25 pts per Typhoon
Typhoon each +10 pts per Tornado
Wolf Guard Up to 2 Wolf Guard Biker stands 75 pts each
Bikers
Wolf Guard Replace any number of Wolf Guard stands with 1 Wolf Guard 35 pts each

Imperial Navy Aircraft
Formation Cost
Three Thunderbolt Fighters | 150
points
Two Marauder Bombers 300
points
Titan Legion Battlegroups
Formation type Units Cost
Warlord Titan Battlegroup One Warlord Class Titan | 850 points
Reaver Titan Battlegroup One Reaver Class Titan | 650 points
Warhound titan Battlegroup | One to Two Warhound 250 points
Class Titans each
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PART Il APPENDIX: 13TH COMPANY

,»«The Ulfheddin.» (...)
«The Lost - they return?» asked Logan
«Aye, my Lord. For good or for ill, the Were-Kin shall once more stalk the domains of Man.»”

TC 1. Thirteenth Company units.
The Space Wolves Thirteenth Company armies are allowed to use the following new units. All other units that may
be used in a Thirteenth Company army are covered in section 5.3.1 of the Epic:Armageddon rulebook.

WOLF LORD

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Frost Blade base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Notes: Character, Invulnerable Save, Commander, Leader, one Wolf Lord per army can be upgraded to Great
Wolf, effectively gaining Supreme Commander ability.

FENRISIAN WOLVES

Type Speed Armour | Close Combat | Firefight
Infantry 15cm - 4+ -
Weapon Range Firepower Notes

Claws and Teeth base contact | Assault Weapons | -

Notes: Infiltrators

13TH COMPANY RUNE PRIEST

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Runic Weapon base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Notes: Character, Invulnerable Save, Leader

The Gate: Any 13th Company detachment containing a Rune Priest can be issued a Special Order.

Place a marker (dice, glass bead, whatever) anywhere within 30 cm of the detachment, and then roll a Scatter
dice, moving the marker D3 * 5 cm in the direction rolled. Then move the detachment to the location indicated
by the marker. If landing in Difficult Terrain, a Difficult Terrain test must be made.

If the marker scatters into impassable terrain, then place the detachment as close to the terrain piece as possible
and roll a D6 for each unit, on 4+ it receives a hit with no saves of any kind allowed.

After using The Gate, the detachment can make one move and fight an assault (but without the bonus for being
the attacker) OR shoot heavy weapons with a -1 modifier to hit.
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WOLF PRIEST

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Frost Blade base contact | Assault Weapons | Extra Attacks (+1), Macro-Weapon

Notes: Character, Invulnerable Save, Leader, Inspiring, Medic

GREY SLAYERS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 4+ 3+ 4+
Weapon Range Firepower Notes

Bolters 15¢cm Small Arms -

Plasma Gun 15 cm AP 5+/AT 5+ Speical Weapons
Notes: Scouts

WULFEN

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 4+ 2+ -

Weapon Range Firepower Notes

Savage Claws base contact | Assault Weapons | Extra Attacks (+1)

Notes: Infiltrators, Fearless

STORM CLAWS

Type Speed Armour | Close Combat | Firefight

Infantry 15cm 4+ 3+ 6+

Weapon Range Firepower Notes

Bolt Pistols 15¢cm Small Arms -

Chainswords base contact | Assault Weapons | -

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

FENRISIAN WOLVES

Type Speed Armour | Close Combat | Firefight
Infantry 15cm = 4+ =
Weapon Range Firepower Notes

Claws and Teeth base contact

Assault Weapons | -

Notes: Infiltrators




STORM CLAW BIKERS

Type Speed Armour | Close Combat | Firefight

Infantry 35cm 4+ 3+ 4+

Weapon Range Firepower Notes

Bolters 15¢cm Small Arms -

Chainswords base contact | Assault Weapons | -

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Notes: Walker, Mounted

LONG FANGS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 4+ 5+ 3+
Weapon Range Firepower Notes

4x Missile Launcher | 45 cm AP 5+/AT 6+ -

TC 2 Thirteenth Company army list
Space Wolves Thirteenth Company armies have a strategy rating of 5, with an extra +1 on the first turn ONLY. All
Thirteenth Company formations have an Initiative rating of 1+.

TC 2.1 Special Rules

No Matther the Odds: Space Wolves never know when to give up and will keep fighting no matter the odds.

To represent this, once per turn when the Space Wolves player loses an assault, he can opt to change the result to a
draw instead, following all the rules for drawn assaults. Note, that it is the Space Wolves player who chooses
which assault he loses will be drawn, and it does not neccesarily have to be the first one. However, such is the
stubborn nature of Space Wolves that if the Space Wolves player did not use this ability and lost at least one
assault during that turn, his opponent may use it on any Space Wolves warband losing an assault in the next one.

TC 2.2 Using the Army list
The following army list allows you to field an army based on a Space Wolves Thirteenth Company.

The Thirteenth Company isorganised into formations called warbands. These only vaguely resemble the highly
organised cookie-cutter detachments that other Chapters field, as the Space Wolves’ organisation also only vaguely
resembles this of other Chapters (in other words, they thrown the Codex Astartes out of the window), being much
more flexible then the others.

The warbands that may be taken are shown on the chart below. The chart also shows what units can comprise the
detachment and what upgrades are allowed.

As the Thirteenth Company Warbands can drastically vary in their size, there is no fixed points value for most of
them. Because of this, | removed the ,,Cost” column, and listed the points values in the Units column instead. The
value is always for a single unit of given type. Unless there is an X-X limitation on number of units of given type
in the Warband, there is no restriction of how many of them should be there.

Command: All Warbands must take one HQ upgrade per every 500 points worth of units and upgrades it does
contain. (rounding up, and including the HQ units themselves in this quota) No more and no less HQ can be added.
Also no more then a certain number of most HQ’s can be present in a single detachment or in some cases in the
army as a a whole. These limitations are listed in the Upgrades table under the HQ entry.
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Space Wolves Warbands

Warband type Units Upgrades allowed
Thirteenth Company 3-16 units chosen from the following list: Fenrisian Wolves, HQ, Lord of Wulfen
Warband 0-6 Wulfen (60 pts each) OR Storm Claws (60

pts each)

1+ Grey Slayers (50 pts each)
0-6 Fenrisian Wolves (30 pts each)
0-3 Long Fangs (125 pts each)

Storm Claw Biker 4-8 Storm Claw Biker stands (80 pts each) HQ
Warband

Space Wolves Upgrades

Upgrade Units Cost
Fenrisian Wolves | Up to one Fenrisian Wolves stand per HQ unit in the Warband 30 pts each
HQ 1 Wolf Lord / detachment 50 pts

OR 0-1 Rune Priest / detachment 150 pts

OR 0-1 Wolf Priest / detachment 75 pts
Lord of Wulfen Replace all Grey Hunter stands with one Wulfen stand each. 10 pts / stand
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PART IV: THE IMPERIAL FISTS

IF 1. Imperial Fists units.
The Imperial Fists are allowed to use the following new units. All other units that may be used in an Imperial Fists
army are covered in section 5.3.1 of the Epic:Armageddon rulebook.

EMPEROR’S CHAMPION

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Black Sword base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1), First Strike

Notes: Character, Invulnerable Save, Inspirirng

IF 2 Imperial Fists army list
Imperial Fists Space Marine armies have a strategy rating of 5. All Imperial Fists formations have an Initiative
rating of 1+.

IF 2.1 Special Rules

Blind to risk: If there is an enemy detachment within charge range of an Imperial Fists” detachment that contains at
least one Infantry unit, then the detachment MUST be issued an Engage order.

Broken Imperial Fists detachments that have been assaulted will never fall back, but instead fight to an end - thus if
they lose an assault, threat it as a draw instead.

Siege Masters: The Imperial Fists have formidable siege skills and as such count as Siege Masters. This has several
effects on the scenario-specific special rules concerning fortifications, as detailed below:

Fortifications: Siege Masters receive +1 to hit against bunkers and otherwise interpreted enemy fortifications of
any sort.

Stubborn defence: When Siege Masters are in fortifications, they are Stubborn in addition to any extra special
abilities they might have.

If a Stubborn detachment loses an assault, it becomes an automatic draw. Proceed as per normal rules for tied
assaults. If the re-fighted assault ends again in the Stubborn detachment’s loss, then proceed as per normal rules for
losing an assault.

If several detachments are fighting in an assault, and at least one unit among them has the Stubborn ability, all of
them are subject to it.

IF 2.2 Using the Army list

The following army list allows you to field an army based on Imperial Fists Chapter. It can also be used as a "stand
in" army list for any of the Imperial Fists’ succesor chapters, like the Crimson Fists, for example. It should be
stressed, however, that Black Templars Chapter differs from their parent Chapter so heavily, that they had their
own, separate army list written by Jervis Johnson. Also to him goes the credit for the Emperor’s Champion
datasheet.

The Imperial Fists are organised into small formations called detachments. Each detachment is made up of several
units, and may also include a number of extra units called upgrades. The detachments that may be taken are shown
on the chart below. The chart also shows what units comprise the detachment, what upgrades are allowed, and its
points cost.
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Imperial Fists Detachments

Detachment type Units Upgrades allowed Cost

Assault Four Assault units Commander, Specialists 175

Bike Five Bike units Commander, Attack Bike, Specialists 200

Devastator Four Devastator units plus transport Commander, Razorbacks, Dreadnought, 250
Hunter, Vindicator, Specialists

Landing Craft One Landing Craft NONE ALLOWED 300

Land Raider Four Land Raiders Commander, Specialists 400

Land Speeder Five Land Speeders Commander, Typhoon/Tornado 200

Predators Four Predators (may choose either Commander, Hunter, Vindicator, Specialists | 300

Annihilators or Destructors or a
combination of the two)

Scout Four Scout units plus transport Commander, Razorbacks, Sniper 150

Strike Cruiser One Strike Cruiser Battle Barge 200

Tactical Six Tactical units plus transport Commander, Dreadnought, Razorbacks, 300
Hunter, Vindicator, Emperor’s Champion,
Specialists

Terminators Four Terminator units Commander, Land Raiders, Dreadnought 325

Thunderhawk One Thunderhawk Gunship. NONE ALLOWED 200

Vindicator Four Vindicators Commander, Hunter, Specialists 300

Whirlwind Four Whirlwinds Commander, Hunter, Specialists 300

Imperial Fists Upgrades

Upgrade Units Cost
Attack Bike Replace any number of Bikes with 1 Attack Bike each 25 points each
Battle Barge Replace Strike Cruiser with Battle Barge 150 points
Commander Add one Space Marine Commander character to a unit in the formation. The | 50 points (+50 if
Commander may be a Techmarine, Captain, Librarian or Chaplain. Supreme Commander)
One Space Marine Commander in the army may be a Supreme Commander.
Dreadnought Add one or two Dreadnoughts 50 points each
Hunter Add one Hunter 75 points
Land Raiders Add four Land Raiders 400 points
Razorbacks Replace any number of Rhinos with 2 Razorbacks each +50 points per Rhino
replaced
Sniper One Scout unit may be given the Sniper ability +25 points
Specialists If there is no Space Marine Commander added to the detachment, then up to | 50 points each
one Specialist, Techmarine or Apothecary.
If a Space Marine Commander is added to the detachment, then both
Techmarine and Apothecary can be added, but if any joins the detachment, he
must be added to the same stand as the Commander.
Typhoon/Tornado | Replace any number of Land Speeders with 1 Land Speeder Tornado or +25 points per Typhoon
Typhoon each +10 points per Tornado
Vindicator Add one or two Vindicators 75 points each
Emperor’s Add one Emperor’s Champion character to the detachment. 50 points
Champion Emperor’s Champions are limited to 0-1 per army.
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Imperial Navy Aircra

Formation
Three Thunderbolt Fig

Two Marauder Bombe

Titan Legion Battlegr

Formation type
Warlord Titan Battlegr

Reaver Titan Battlegro
Warhound titan Battle




PART V: THE BLOOD ANGELS

BA 1. Blood Angels units.
The Blood Angels are allowed to use the following new units. All other units that may be used in a Blood Angels
army are covered in section 5.3.1 of the Epic:Armageddon rulebook.

BLOOD ANGELS COMMANDER

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)
Quickening base contact | Assault Weapons | Extra Attacks (+D3)

Notes: Blood Angels Commanders can be one of four types: Captains, Librarians, Sanguiniary Priests or
Supreme Commanders. All are Characters and have Invulnerable Save and Leader abilities. Each of them has
also another ability, representing their specific qualities. These are as follows:

Captains have the Commander ability.

Librarians have a Quickening attack (listed in the weapon section above).

Sanguiniary Priests have the Medic ability.

Supreme Commanders have the Supreme Commander ability.

BLOOD ANGELS CHAPLAIN

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Notes: Character, Invulnerable Save, Leader

DEATH COMPANY

Type Speed Armour | Close Combat | Firefight

Infantry 30 cm 4+ 2+ 5+

Weapon Range Firepower Notes

Bolt Pistols 15¢cm Small Arms -

Chainswords base contact | Assault Weapons | -

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)

Notes: Jump Packs, Fearless, Reinforced Armour, Berserk

DESIGNER’S NOTES: The Death Company datasheet assumes there is at least one Death Company Sergeant
per stand.




VETERAN ASSAULT SQUAD

Type Speed Armour | Close Combat | Firefight
Infantry 30cm 4+ 2+ 5+
Weapon Range Firepower Notes

Bolt pistols 15cm Small Arms -

Plasma Gun 15¢cm AP 5+ / AT 5+ -

Notes: Jump Packs

FURIOSO DREADNOUGHT

Type Speed | Armour Close Combat | Firefight
Armored Vehicle |15cm |4+ 4+ 5+

Weapon Range Firepower Notes

2x Power Fist base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)
Meltagun 15 cm MW 6+ Special Weapons
Notes: Walker

BLOOD ANGELS SCOUTS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 5+ 3+ 5+
Weapon Range Firepower Notes

Shotguns 15cm Small Arms -

Notes: Scouts, Infiltrators

BAAL PREDATOR

Type Speed | Armour Close Combat | Firefight

Armored Vehicle |30cm 4+ 6+ 5+

Weapon Range Firepower Notes

TL Assault Cannon |30 cm AP 5+ / AT 5+ -

2x Heavy Flamer 15cm AP 5+ Special Weapon, Ignore Cover

A 2 Blood Angels army list
Blood Angels Space Marine armies have a strategy rating of 5. All Blood Angels formations have an Initiative
rating of 1+.

BA 2.1 Special Rules
Black Rage: All Blood Angels Infantry units improve their Close Combat value by 1, e.g 3+ becomes 2+, 4+ is

upgraded to 3+ and so on. On the datasheets above it has already been included, so it does apply only to the units
taken from the Codex Astartes army list and used in the Blood Angels army.
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In addition, roll a D6 for each unbroken Blood Angels detachment (except the Death Company) on the beginning
of turn. You must specify for which detachment you will roll BEFORE rolling the dice. Best would be to have 5 or
6 pairs of different colored dice, to speed up the process.

1: Only Engage, Advance and Double orders can be issued to the detachment. Every move the detachment makes
MUST be directed straight towards nearest enemy detachment it has LOS to. As a result, if there is an enemy
detachment in charge range, it must be charged.

2-5: No effect.

Death Company: Before the battle, roll a D6 for each Blood Angels detachment that contains at least one Infantry
unit. You must specify for which detachment you will roll BEFORE rolling the dice. Best would be to have 5 or 6
pairs of different colored dice, to speed up the process (One to mark the detachment and one to roll for it).

1-3: No effect.

4-5: Remove one Infantry stand of your choice from the detachment, and add one Death Company stand to the
Death Company detachment.

6: As 4-5, roll again for this detachment.

After you finish rolling for Death Company, the initial Death Company detachment must be split into smaller
detachments, numbering anywhere from 4 to 7 stands each. A free Blood Angels Chaplain is added to each of
these detachments.

Berserk: The Death Company are almost uncontrollable on the battlefield. As a result, they must be issued a
Charge order if there is an enemy detachment within charge range, and if there is no such one then they must make
ONE move towards nearest enemy detachment, and assault it if within charge range. If it is outside the charge
range, then Death Company detachment makes another move.

BA 2.2 Using the Army list

The following army list allows you to field an army based on Blood Angels Chapter. It can also be used as a "stand
in" army list for any of the Blood Angels’ succesor chapters (Blood Drinkers, Flesh Tearers, Angels Vermillion,
Angels Encarmine, Angels Sanguine etc).

The Blood Angels are organised into small formations called detachments. Each detachment is made up of several
units, and may also include a number of extra units called upgrades. The detachments that may be taken are shown
on the chart below. The chart also shows what units comprise the detachment, what upgrades are allowed, and its
points cost.
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Blood Angels Detachments

Detachment type Units Upgrades allowed Cost
1 Death Company* One Death Company stand plus one Blood NONE ALLOWED 125
Angels Chaplain character plus any Death
Company stands generated.
Assault Four Assault units Blood Angels Commander, Veteran 175
Assault
Bike Five Bike units Blood Angels Commander, Attack Bike | 200
Devastator Four Devastator units plus transport Blood Angels Commander, Razorbacks, | 250
Dreadnought, Hunter, Vindicator,
Specialists
Landing Craft One Landing Craft NONE ALLOWED 350
Land Raider Four Land Raiders Specialists 400
Land Speeder Five Land Speeders Blood Angels Commander, Typhoon/ 200
Tornado
Predators Four Predators (may choose either Specialists, Hunter, Vindicator 300
Annihilators, Destructors, Baal or a
combination of the three)
0-1 Scout Four Scout units plus transport Blood Angels Commander, Razorbacks, | 150
Sniper
Blood Angels Scouts Four Blood Angels Scout units plus transport | Blood Angels Commander, Razorbacks | 100
Strike Cruiser One Strike Cruiser Battle Barge 200
Tactical Six Tactical units plus transport Blood Angels Commander, Dreadnought, | 300
Razorbacks, Hunter, Baal, Furioso,
Specialists
Terminators Four Terminator units Blood Angels Commander, Land 325
Raiders, Dreadnought, Furioso,
Thunderhawk One Thunderhawk Gunship. NONE ALLOWED 200
Vindicator Four Vindicators Hunter, Specialists 300
Whirlwind Four Whirlwinds Hunter, Specialists 300

* This means you must purchase one Death Company and cannot purchase more then one.




Blood Angels Upgrades

Upgrade Units Cost
Attack Bike Replace any number of Bikes with 1 Attack Bike each 25 points each
Battle Barge Replace Strike Cruiser with Battle Barge 150 points
Baal Add one or two Baal Predators 75 points each
Add one Blood Angels Commander character to a unit in the formation. The | 50 points (+50 if
Blood Angels Commander may be a Captain, Librarian or Sanguiniary Priest. Supreme Commander)
Commander
One Blood Angels Commander in the army may be a Supreme Commander.
Dreadnought Add one or two Dreadnoughts 50 points each
Furioso Add one or two Furioso Dreadnoughts 50 points each
Hunter Add one Hunter 75 points
Land Raiders Add four Land Raiders 400 points
Razorbacks Replace any number of Rhinos with 2 Razorbacks each +50 points per Rhino
replaced
Sniper One Scout unit may be given the Sniper ability +25 points
Specialists One Techmarine. 50 points
Veteran Assault | Replace all stands in the detachment with Veteran Assault Squad units 100
Vindicator Add one or two Vindicators 75 points each
Imperial Navy Aircraft
Formation Cost
Three Thunderbolt Fighters | 150
points
Two Marauder Bombers 300
points

Titan Legion Battlegroups

Formation type Units Cost

Warlord Titan Battlegroup One Warlord Class Titan | 850 points

Reaver Titan Battlegroup One Reaver Class Titan | 650 points

Warhound titan Battlegroup | One to Two Warhound 250 points
Class Titans each




PART V APPENDIX: DEATH COMPANY

This army list is based upon Chapter Approved article which dealt with matter of fielding an all-Death Company
army. As strange as it might sound, such army would be quite powerful... and almost uncontrollable. It stroke me,
that such an extra army list would make a perfect additon to EIA... As they say, the rest is history.

This army list is highly suitable to represent, for example, the battle at Hive Tempestora, where Captain Tycho and
the Blood Angels 3rd Company succumbed to Black Rage. Please take note that it is not an army for feint-hearted,
and therefore it is recommended mainly to veteran Epic players who want to experience something both new and
unusual. You must remember, that this army is comprised mostly of infantry, and they cannot expect any extra fire
support in form of Predators, Vindicators or the awesome Land Raiders. You will have to do with just the
Dreadnoughts, Razorbacks, Attack Bikes and your infantry... but since they are Death Company, this might be
easier then it seems...

DC 1. Blood Angels units.
The Blood Angels are allowed to use the following new units. All other units that may be used in a Blood Angels
army are covered in section 5.3.1 of the Epic:Armageddon rulebook.

BLOOD ANGELS COMMANDER

Type Speed Armour | Close Combat | Firefight

Character na na na na

Weapon Range Firepower Notes

Power Weapon base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)
Quickening base contact | Assault Weapons | Extra Attacks (+D3)

Notes: Blood Angels Commanders can be one of four types: Captains, Librarians or Sanguiniary Priests. All
are Characters and have Invulnerable Save and Leader abilities. Each of them has also another ability,
representing their specific qualities. These are as follows:

Captains have the Commander ability.

Librarians have a Quickening attack (listed in the weapon section above).

Sanguiniary Priests have the Medic ability.

VETERAN ASSAULT SQUAD

Type Speed Armour | Close Combat | Firefight
Infantry 30 cm 4+ 2+ 5+
Weapon Range Firepower Notes

Bolt pistols 15cm Small Arms -

Plasma Gun 15cm AP 5+ / AT 5+ -

Notes: Jump Packs

FURIOSO DREADNOUGHT

Type Speed | Armour Close Combat | Firefight

Armored Vehicle |15cm |4+ 4+ 5+

Weapon Range Firepower Notes

2x Power Fist base contact | Assault Weapons | Macro-Weapon, Extra Attacks (+1)
Meltagun 15 cm MW 6+ Special Weapons

Notes: Walker
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BLOOD ANGELS SCOUTS

Type Speed Armour | Close Combat | Firefight
Infantry 15cm 5+ 3+ 5+
Weapon Range Firepower Notes
Shotguns 15cm Small Arms -

Notes: Scouts, Infiltrators

DC 2 Death Company army list
Blood Angels Space Marine Death Company armies have a strategy rating of 7. All Blood Angels formations have
an Initiative rating of 1+.

DC 2.1 Special Rules

Death Company: Since all units are Death Company, it would be pointless to roll if they become Death Company
again. However, they all enjoy certain... benefits, which are as follows:

-All infantry and vehicle units in the Death Company army are Fearless, with no exceptions. Yes, this applies to
Thunderhawks too.

-All Infantry and light Vehicles have Reinforced Armour

-Dreadnoughts gain +1 bonus to their armour saves

-Scout and Tactical units benefit from Infiltrators special ability

Black Rage: All Death Company Infantry units improve their Close Combat value by 1, e.g 3+ becomes 2+, 4+ is
upgraded to 3+ and so on. On the datasheets above it has already been included, so it does apply only to the units
taken from the Codex Astartes army list and used in the Death Company army.

Berserk: The Death Company are almost uncontrollable on the battlefield. As a result, they must be issued a
Charge order if there is an enemy detachment within charge range, and if there is no such one then they must make
ONE move towards nearest enemy detachment, and assault it if within charge range. Rather then automatically
making one move (like the Death Company stands in ,,normal” Blood Angels army) if there is no enemy
detachment within charge range after the move, the detachment in Death Company army can choose to shoot once
without modifiers or make another move. Death Company Thunderhawks are not subject to this rule, as if their
crews have managed to keep themselves in check enough to pilot the gunship so far, they are unlikely to succumb
to Black Rage during the battle.

DC 2.2 Using the Army list
The following army list allows you to field an army based on Blood Angels Chapter Death Company army.

The Blood Angels are organised into small formations called detachments. Each detachment is made up of several
units, and may also include a number of extra units called upgrades. The detachments that may be taken are shown
on the chart below. The chart also shows what units comprise the detachment, what upgrades are allowed, and its
points cost.




Death Company Detachments

Detachment type Units Upgrades allowed Cost

Assault Four Assault units Death Company Commander, Veteran | 225
Assault

Bike Five Bike units Death Company Commander, Attack 250
Bike

0-1 Scout* Four Scout units plus transport Death Company Commander, 175
Razorbacks

Blood Angels Scouts* Four Blood Angels Scout units plus transport | Death Company Commander, 125
Razorbacks

Tactical* Six Tactical** units plus transport Death Company Commander, 375
Dreadnought, Razorbacks, Furioso

Terminators Four Terminator units Death Company Commander, 400
Dreadnought, Furioso

Thunderhawk*** One Thunderhawk Gunship. NONE ALLOWED 200

* the Infantry of these detachments benefit from the Infiltrators special ability.
** Tactical units in Death Company army have Plasma Guns instead of Missile Launchers.

Weapon Range Firepower
Plasma Gun 15cm AP 5+ / AT 5+

*** might not make to much sense, but Death Company army would need some effective air support, as they don’t
have any AA weapons nor do they have any aircraft support from Imperial Navy. Therefore, you might want to
keep more with background by using the following:

Death Company Roll a D6 before battle: NONE ALLOWED 100
Thunderhawk 1-2: One Thunderhawk Gunship.
3+: Nothing

Death Company Upgrades

Upgrade Units Cost

Attack Bike Replace any number of Bikes with 1 Attack Bike each 25 points each

Death Company | Add one Blood Angels Commander character to a unit in the formation. The | 50 points

Commander Commander may be a Captain, Librarian or Sanguiniary Priest.

Dreadnought Add one or two Dreadnoughts 75 points each

Furioso Add one or two Furioso Dreadnoughts 75 points each

Razorbacks Replace any number of Rhinos with 2 Razorbacks each +50 points per Rhino
replaced

Veteran Assault | Replace all stands in the detachment with VVeteran Assault Squad units 100

The next and final Installment for the Emperor’s finest will cover the Iron Guard, Ultramarines, Salamanders and
Ravenguard, which is issue 21. However for those who want the rules now rather than later can get the
information for the following site:




When the Grey Knights were released for Epic by Foreworld | was over the moon! Not only
had the Grey Knights recieved attention from Will Hayes but it was based on the new 40k
models. The older models were still nice but | have to admit that | have a few 40k squads to
paint of these guys, they just look really cool.

Although they were due to be released around the end of October beginning of November, |
couldnt wait and had phoned Forgeworld as soon as | got the newsletter and ordered them for
the UK gamesday. | wasnt disappointed and decided there and then that this would be the
perfect opportunity to take a break from the Tau force | was still assembling and paint up some
of these guys and this article will take you through the steps that | went through as | frantically
painted to what | had hoped to be a high standard.

Step 1

I primed the knights in a Chaos black which | sprayed on, not only was it primed evenly but no
details were lost. Next | used Boltgun Metal for the armour and painted as thin as possible so
as not to loose the details. | then used a watered down Blue ink which | used to give a blue tint
for the armour and it brings out the details more sharply. 1 did this first instead of later so that
at the end | only need to tidy up rather than mess up anything by blue inking it.
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Step 2
I painted the one shoulder pad Blood Red as you can see and the purity seals, parchment label
for the name and book on the opposite shoulder was painted up using a light coating of Bestial
Brown, Vermin Brown and Bleached Bone. | then used Blood Red for the Purity

seal heads. | then painted the bolters back to Chaos Black. ‘

Step 3

The armour was matched
against the 40k models in the
codex to locate where all the
gold trims were and painted
in on the chest plate as well
~ as the leg armour and around
the belt. This was highlighted
very lightly with Shining
gold. The halberds were then
coated black and head of the
halberds painted with Brazen
Brass then Shining Gold to
highlight the gold bit on
them. The blade itself was
Boltgun Metal with Mythril
Silver. Then finally a touch up of Mythril Silver for a few highlights here and there and then a
touch up of Blue Ink on the armour. The bolters were highlighted with Codex Grey.

Bases

These were sand painted black and drybrushed with Codex Grey, Fortress Grey and finally
Ghost Grey, with Scorched Brown around the edges and static grass added.
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Grey Knight Terminators

Step 1

These were really great to paint and | followed the same principle as with the power armour. |
had primed using Chaos Black which was followed by a coating of Boltgun Metal. As with the
power armour Knights | used Blue Ink for more definition.

The shoulder pads were then painted Chaos Black and then with a very thin

brush I tried to imitate writing with Brazen Brass. This was then highlighted

Shining Gold here and there. The black should still show through here and

there but should look a little like the Codex pictures were the scripts are shown

on the 40k models

Step 2

Using the codex as a guide | marked out the gold trimmings with Brazen Brass then highlighted
lightly with Shining Gold. The purity seals were then painted in using Bestial Brown, Vermin
Brown, Bleached Bone, and a light coat of watered down Brown Ink. Purity seal heads were
Blood Red, and the parchment on the shoulder pad and Book were painted the same way as the
seals. The shields were coated white and then Scab Red used with Chaos Black for the Knights
Heraldry although | was unable to paint a sword on as it was too small and | couldnt get the
scale correct. Halberds and bolters painted as described before.
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Grey Knight Dreadnought

Without sounding like a broken record, the same methods used for the Power Armour Marines
and Terminators were applied here. The only difference being that Codex Grey and Fortress
Grey was used on the sword which goes through the open book. | still attempted to do the
script effect with the gold on black which didnt seem so bad. It wasnt easy to get what | got!

Grey Knight Land Raider

Again nothing completely different. The lights were Leprous Brown rather than a yellow and
seemed to have a nice affect. On the eagle wings I drybrushed a little Bleached Bone to make
the wings stand out even more.
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Inquisition Troops
The Inquisition troops looked really good in the Daemonhunters codex so | thought that the

Epic Stormtroopers looked really good as well with the same colours and | really liked the
results.

The Base colour was black and broken up with Scab Red. Magenta Ink and then highlighted
with Red Gore. The black is highlighted with Vallejo Black Grey. Weapons a mix of Boltgun
Metal and Mythril Silver or Brazen Brass with Shining Gold highlights.
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The Inquisition Rhino

The was again a base coat of Chaos Black and then painted several layers of Scab Red with
Magenta Ink and the Red Gore Highlight, although its not as highlighted as | wanted to | will
have to revisit the highlighting. As you can see | used Boltgun Metal with Mythril Silver and
the black highlights were a very faint Vallejo Black Grey which seems really good for
highlights. Then | used Brazen Brass for the rusty bits around the tracks with Shining Gold here
and there.

The Rhino isnt finished yet, | would like to do something for the hatch and so far | have to
either paint the Inquisition insignia on or maybe green stuff it on so hopefully when you next
see this model it should have quite a look to it.

Hope you enjoyed, now its time to get back to finishing more units of Tau.....
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We wanted to find out just what people thought about Epic now that it has been available for
some time. | also wanted to interview a couple of people who had seen Adeptus Titanicus and
was around to paint up some of the models. Which leads us to our first person Steve Mussared
who was happy to answer a few questions.

When Adeptus Titanicus was been developed what was your role in the team ?

| was just freelance - at first a guest painter for WD, then later Design and Manufacture -
Citadel was looking for cheaper alternatives for their metal Ork Gargant, but didn't have the
design time to experiment.

What was it like being involved in a game such as Epic compared to say Rogue trader?
Was there any similarities between RT and epic from what Jervis wanted to get out of the
Epic system?

My only meetings were with the top brass - Bryan Ansell, who would chair the meeting would
explain what he wanted, John Blanche would conceptualize it, then we would have seperate
discussions with individual designers - Kev Adams was very helpful on the Orks, and Jez
Goodwin was also very helpful, giving us access to his concept library.

Many models both resin and metal were produced for the promotion, what was the idea
behind it, considering the infantry and titans were to be plastic?

In the beginning there wasn't going to be any infantry - Titanicus was just going to be a big
futuristic warmachine battle - then a couple (I think 3?) metal marines were made, and were put
in the metal titan blisters, as extras, and of course people wanted to buy them seperately in large
numbers - hence the plastics. The metal and resin versions of plastic models were just made for
promotional purposes, as metals could be made far quicker (and cheaper) than the plastics.
They were used for adverts, box art, and the like

Who came up with the gargant variants which were resin? Was the idea going to be
expanded?

The Original Gargant was not the multi section one that Kev did (which was the first one they
released). The Original Gargant was split right down the front, with a seperate back plate and
different head - that was what we based our shape on for the resin gargants - though ours were
bigger. The idea was to have several different gargants - we designed 3 different, and were
contracted to produce 1000 in resin. The short squat one there was about 600 - 700, the middle
sized one there were 300 - 400 and the tallest one there were only ever 10 produced. Our next
project was the Emperor Titan.
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Did you ever get into the game yourself and if so what was your favourite army?
Not Adeptus Titanicus - | was a Fantasy Gamer and had a fantastic Chaos Army
I know you still paint and sculpt but do you actually get any gaming in?

Yes - at the moment | am developing my own Fantasy Horror Games (and figures) - Disturbia,
Gotterdammerung and Field of Reeds. | am hoping to get the first one published in 2005

What do you do now so many years later?

Still designing, still painting, but for myself now. GW gave me that all important break, which
made me realise that there was a living to be made from what | had previously only considered
to be a hobby

Being someone who likes to preserve the history of games and has helped me get a few old
pieces, have you seen some really old stuff the brings back the old days? Do you miss
anything from those days when the likes of Adeptus titanicus, Rogue trader, Dark Age
was around?

| think that quite rightly that period is called the Golden Age. GW was so much more diverse -
more games, more diverse ranges, all of the licensed figures, and figures just for the sake of it
regardless of whether they appeared in an Army book or Codex. It was a magical time! Ah
nostalgial
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Next up Paul Tuffskull!

Hi Paul,

Thanks for agreeing to spend the time to answer a few questions -Just quickly as an
introduction. Paul was the webmaster of Epic40k.com, and now runs his own company:
(The Mercenary Brush ) as part of his work he regularly
paints for Fanatic and has recently begun sculpting as well. He is a very talented painter
and recently picked up the Fanatic award for his amazing Epic Space Wolves, Wolf
Guard detachment (complete with Logan Grimnar). He is available for hiring via his
website at a competitive rate.

When did you first come onto the EPIC scene?

It was with the release of Space marine Il that | first witnessed a game of epic & was instantly
in love with the hordes of tanks. | guess | must have been about 10... OK ... that's quite scary....
I guess my first entrance onto the "Epic scene" as such was with the launch of Epic40k.com
back in 2000.

When did you really get into painting? and then sculpting?

For Many years | wasn't interested in painting, just collecting the largest possible force &
fielding it in massive battles. | put more time into lots of simple conversions than | did into my
painting (I have a chapter of Blood Angels that are red. Just red. Except the command stands -
they have helmets picked out. That was my level for many years - & no, you CANT see any
pictures!). However, about 4 years ago (start of 2000) | found myself without any opponents &
too many models to be able to afford to just “Give up™. Thus | started to take more interest in
the painting & modelling side of things. It was also at this time | started up Epic40k.com. The
sculpting side is far more recent. I've done conversions from the offset of my painting interest,
but true sculpting has only happened in the last few months. | did a Logan Grimnar conversion
for GD 2003 & followed it up with my Logan MKII this year. This years Logan might count as
my first sculpt - there's certainly not much of the original terminator left visible!

It was after my success at the show that | was asked if | would be interested in doing some
sculpting for Fanatic & started working from scratch on a few pieces for the first time.
Unfortunately with the current climate at Fanatic its unsure if they'll be able to use my work,
but we'll have to wait and see! Either way I've learnt a lot about this new skill in the past few
weeks alone.

How did you learn to paint so well, any tips for where newbies like myself could find
resources?

Many, many hours being a bit of a hobbit with nout but a paintbrush & a collection of lead to
pass the time! | don't really know how I got good to be honest - I'm still rarely pleased with my
own work. The best resources are critiques from other painters. | benefited a lot from my Local
GW staff - they always made jokes about “only 2 colours on an Epic Tau's eye lenses??" & thus
| upped it just to shut them up. The Yahoo Masterclass Miniature Painters group has been of
great interest & use for me in more recent months as well. Some of the world's best painters
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Having a local painter (or someone online) to “compete™ with is very very useful. If you're of a
similar standard, you tend to try and best each other & force yourself to higher standards & try
new styles. Then you get to gloat & teach the other guy, until he does something a little better
than you & returns the favour. In this way | went straight from dunk painting to winning a local
contest inside 2 months.

If you want to see what a beginner can really do with the right mindset & determination, this
article blew me away when | first read it - the guy had only been painting for a year & won a
Slayer Sword!

Were there any pitfalls that you fell into that perhaps you could warn us of when starting up?
Looking at Golden Demon pieces & thinking | couldn't do it, rather than looking at them as a
target & pieces to learn (steal..) styles & techniques from. Its very easy to see great work & let
it get you down as an unachievable goal or simply dismiss it as impossible when you're starting
out. Remember that painting miniatures is simply “advanced colouring in" (the guys at my club
hate it when | say that - but its true!) for the most part. The sculptor has defined the lines for
you to stay within & if you're neat it will look good. Highlighting is just the same - you're just
staying within a smaller outline with each layer. If you have the patience (& in 6mm scale, the
eyesight..) anybody can paint a display miniature (assuming they can colour in.....).

With regards to starting up as a professional - | recommend anyone contemplating it to think
long & hard. It has to be a labour of love. You cant be in this profession for long if you're in it
for the money - There isn't much there! It also Kills of some of your interest in it as a hobby -
working on miniatures 10 hours a day every day means that your enthusiasm to game, let alone
paint, in your free time (if you have any!) will be severely limited. | love epic (as all should
know!) but I've not played since its release & haven't really missed it. I'm painting miniatures
for the game almost every week & quite frankly | see enough of the miniatures now! The
challenge is to find different areas of the hobby to keep you interested enough to still want to
work. The WWII gaming is a nice change, both in scale and style.

What snacks do you recommend for during painting?
Good question! I live off of the three C's. (diet) Coke, Crisps & Chocolate.

What paints/brushes do you use?

People never believe me when | say it but a Citadel Small drybrush is my favourite, but | do
have a wide selection of fine detail brushes as well. The size of the brush doesn't matter as
much as the quality of the tip & certainly in comparison with the rest of the citadel line, the
drybrushes hold their point far better than the rest.

Have you ever used magnets/air brushes or other equipment and what do you
recommend?

| have a couple of airbrushes, but I've never really got along with them. | used the first one
once, then upgraded & | don't think I've ever used the better one!

I“‘m not a magnet guru either so I'm afraid I'm rather useless here.....moving on...
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Do you prefer based or unbased vehicles?

Based. But that is a by product of the unfortunate truth that most of my figures spend the
majority of their life in cabinets rather than on the battlefield!

On an unrelated subject, who is your favourite slayer, Original Buffy (Kristy Swanson),
New Buffy (SMG), Kendra or Faith :p

Ms Gellar wins it for me - especially in the earlier episodes ;0)

Your diaries, both lyanden and Desert Ferrin were very well received by the EPIC
community - any plans for more?

If | get time (& ££!) to paint another epic force, then | probably will do it as a diary but | don't
think that will be for a while yet. | enjoy writing them & they also form a useful reference for
myself to remind me how my styles & abilities have changed. I'm keeping a close account of
my Space wolf force, but its not really diary material as the time frame is so long!

With the changes in recent Fanatic (department downsized, moving to an internet based
support structure) has this effected your Fanatic commissions?

Yup. My sculpting career lasted a total of 10 days! | also think that with the move to the main
studio, more of the work will be done in-house so us freelancers are in trouble! Please note
anything | say on this matter is 100% unofficial & may be totally wrong - | am not the voice of
Fanatic!

Your articles in Incoming! have always generated a lot of interest - have you any plans to
release a form of purchasable painting guide from the Mercenary Brush?

Now there's a thought.....Seriously, | have enough trouble finding time to write a few pages for
my website & Incoming! so its unlikely - | do have a long list of half complete painting articles
which one day I'll complete though so the stuff should keep coming (if a bit slowly) for
incoming! readers.

Have you any involvement in NetEPIC Gold?

Every time the shout goes out for images, | promise some & offer up the produce of my
website, but | never get off my lazy butt & paint anything specifically for the project. I've not
had any involvement in the playtesting side though - my gaming has been hugely limited since |
started to paint as a profession.
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With your recent forays into WWII, how have you found the contrast and simularities?
Anything you think could be adde