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“F--H- w me Sons of Russ. this night our

shall feel the fangs of the Wolll

eal yoursell my brother and | will tell you of the

sacred tome that you hold In your trembling
hamds. Within the pages of this leamed book you will
learn the kore required to collect, paint and game with
the bravest and mosl headsirong of all of the
Space Manng Chapters — the meghty Space Wolves|
As ona of the sons of Auss, you will learn 1o glory in
the thrill of battle and will discover that the sweetest
sound in the galaxy is the crack of bolter and whirring
slash of frost blade. And you will leam that even in
thia dhark future thaere can sl ba heroes

THE SPACE WOLVES

Thi Space Wolvas are one of tha most famous of all
the Space Marine Chapiers, and their name and
deeds are known throughoul the galaxy. The
Space Waolves were ona of the original twanty Space
Maring Leglons, founded by the Empercr over ten
thowsand years ago.

From these fimes, there are few detals of amy
cartainty. I was a time of legands. It was an age of
war. Such records as were made have not survived
avd only kater did chroniclers of e Administratum
describe the bloody events of those days. The
Imperium was renl by a lesribie civil war, commaonly
knowmn as the Horus Heresy after the Warmastar that
led hatf of the Space Marne Leglons in rebelion
against the Emperor. According 1o their own tradition,
the Space Wolves were pivatal 1o one of the early
campaigns in this war. when the anlire Legion
attacked and devastated the rebel
Thousand Sons Space Marinas an thair homeawaorld
of Prospers. The superhuman Primarch and
pratogenalos of the Thousand Sons, the cyclopean
mant Magnus the Red, is said to have fought against
the equally superhuman Space Wolves Primarch
Leman Russ, whilst all arouend the rival Space
Marines battled for supremacy. Eventually the
Thousand Sons gave way and Magnus tha Red fled
with what remained of his forces,

For 1en thousand years sinca tha end of the Horus
Heragy, the Space Wolves have continued to serve
the Emparor faithlully and with honour. The Chapler
has endured ages of constant batile. It has survived
fimes ol anarchy within the Imperum and panods ol
occasional iolation from Earth. The Imparium itself
has weathered crises from within and wihout but al
times it has bean deeply riven by rebellion or divided
by invasion, On other occaslons, umuliuocus warp
storms have stranded pars of the galaxy for
rwndreds of years, Through all these years of mixed
fartune, the Space Wolves have held trua to the vow
of Leman Russ 1o serve the Emperor, though not
always In ihe way that the High Lords of Tarra mighi
hawe approved. As many administrations have found
1o thedr cost, the one way you can guaraniee to get
the Space Wolves to do something is 1o order them
ncd b do il

This headsirong aftitude means that the
Space Wolves have fought in maore conflicts and
campaigns than any other Space Marine Chaptear, so
much s that it would be impossible to describe at
any length the wars fought by the Space Wodvas ovar
thair ten thousand year histony. Indsed, not even their
own axlensive records give a full account,

Legends 1ol of flerce batlles fought against the
Chaos Space Mannes following the Horus Heresy.
Howewver, no lormal history of those limes has
survived, Somea of the Chapter's earliest history is
preserved only in the form of epic sagas, takes of
haraism composed by Fenrisian bards at the courts
of tha Wolf Lords

Such flales form an important part of the
Space Wolves' tradition and it is in this form that
Space Woll warriors habitually recall the deeds of tha
past. Thare are many thousands of these sagas
Some seem 5o improbable as o be pure invention
but most confain a germ of truth and all are accepted
tor whal they are — a flitting lestamant to the heroes
af the past.

WHY COLLECT A
SPACE WOLVES ARMY?

A Space Wolves army makes for a truly different and
unigue type of Space Marine army, Thi arganisation
and wnits found in the Space Wolves are radically
different to these found i other Chapters and this
maans thal the composition of your amy and the
factics you use will be very differant as well. You'll
find that the Space Wolees belong to an attacking
army that rewards a player who likes to play
aggressively and gets ‘stuck in'. This said, the
Space Wolves are not ferockous beserkers like 1ha
Blood Angels. The Space Waolves™ headstrong
atitude tends to get them into battes, but onoe there,
thay Teght with the cunning of the well pack rather
than the frenzy of a rabid dog!

In terms of appearance, the Space Wolves offer
greal opporunities for the palnter and modeller. For
the novice, the Space Wolves are delightfully
stralghtforward to paknt, just requinng a coat of Space
Wolves Gray paint and the application of a shoulder
badge. On the other hand, tha individualiste nature
of the Space Wolves, comparad to the consarvative
attitude of Chapters like the Dark Angels or
Litramarmas, offers more axparianced modellers and
paintera an almost clean sheel 10 work with
Basically, as long as their armour is grey and they
wear the badges and iconas demanded by their Graat
Company's Woll Lord, the rest of the details of sach
Space Wolf's panoply is up to you to decide. This
provides a huge range of possibilities for datailirg
and convarling models to suil your own styla and
level of akill,

The othar theng that makes the Space Wolves unigque
and fun to collect is thal they are wvery much a
‘tamtasy’ army that happens to inhabit the Imperium
Space Wolvas armies are fike barbarian warbands,
led by a heroic warrior who has a bodyguard of
Wollguard Velerans backed up by expeérianced
warriors and eager young Blood Claws. Rather than
the Techmarines, Librarans and Apothecaries of the
otiher Chapters, they have Rune Priests, Iron Priests
and Woll Priests. Characters lika these can be
accompanied by fierce Fenrisian Wolves. The whaole
eftact is 1o create an army thal has a strong “laniasy
element’. Basically, the Space Wolves are Viking-like
barbarians in space — and who could ask lor more
than that!
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WHAT’S IN THIS BOOK?

This book breaks down into the three main sections listed baiow,
each of which illuminates a different area of creating your own
Space Wolves force and getting it into action on a tabletop
battlafield.

The Army List. Tells you about the different characters, troops,
weapons and vehicles available 1o a Space Wolves amy, and
how o work out an army for use in a Warhammer 40,000 game

The Painting and Collecting Guide. Describes choosing an
army, basic tactics plus step by step details of assembling and
painting models and wvehicles. This section also shows
examples of Space Wolves markings, gives advice on creating
your own Great Company and has tips on modelling and
converting.

The Appendix. This section is dedicated to background details
and extra information about the Space Wolves. It alzo includes
a one page summary of the troops, vehicles and special rules
that are used by the Space Wolves, which you can use as a
quick reference shaet when fighting battles

On the pages that follow, you will find special rules and an army
lizt which will allow you to field a Space Wolves ammy in games
of Warhammer 40,000. The army list iz designed to work In
conjunction  with  the scenarios included in  the
Warhammer 40,000 rulebook but it also provides the information
you will need if you wish to use Space Wolves in scenarios that
you have devised yourself or that form pan of a campaign

USING THE ARMY LISTS

The Space Waolves ammy list is different to the army lists in the
Warhammar 40,000 rulebook in that it is used in conjunction
with the army list in Codex: Space Marines, rather than an its
awn, Although the Space Wolves vary from a ‘Codex'
Space Marine ammy, there ana more similarities than differences.
For this reason, and to avoid unnecessary repetition, the
following pages detail only the different organisation and ammy
list options available to the Space Wolves. Full entries for the
other troocps available to a Wolf Lord can be found In Codax:
Space Marines.

Unless noted otherwise in this volume, all of the rules, options
and limitations that apply 1o a Space Marine army also apply to
a Space Wolves army

CHOOSING YOUR ARMY

When you are choosing your army, you may make choices from
Codex: Space Marines and/or Codex: Space Wolves within the
normal limitations of the Force Organisation chart being used,
points values of the battle, etc. Some of the entries that follow
raplace an entry or option from the Codex: Space Marine list, if
this is the case, you may anly use the entry or option presented
in this Codex. Mote that no maiter which Codex was used to find
the entry for a troop type, it |s the special rules that apply to
Space Wolves presented in this volume that are used for it
rather than the special rules in Codex: Space Marines (e, the
unit will have acute senses, be able to counter-charge, te),
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All around the buildings burned. Ragpar strode through the maclstrom of
hattle, shouting commands to his men.

o
o
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“Brother Hrolf - 1 want two krak missiles into that forward emplacement
now! The rest of you, form up and preparc 1o storm in as soon as the door
is blown.”

Acknowledgments filled the earbead that linked him to the comm-ner. He
raced across the gap between the doorway where he had been huddling and a
huge block of fillea masonry some twenty metres closer to his objective
Enemy laser blasts melted the concrete behind his heels but even in his
powered armour he moved too quickly for the herctics to get a bead on him.
He threw himsell into a crouch behind the rubble and waited for 2 moment.

The thuader of heavy ordnance filled the air. Somewhere off in the distance
he could hear the howl of Thunderhawk engines and the multiple sonic booms
as they slowed their speed down from the sub-orbital Even as he watched,
bright yellow contrails pierced the leaden clouds and the gunships hove into
view, Missile clusters detached themselves from their wings and hurtled
carthwards to smash into the heretics” positions. He checked his weapons with
the unconscious precision which came from a century of experience, took a
deep breath, intoned a prayer to the Emperor and waited,
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He was sware of everything, The beat of his primary heart was regular. His
body was already healing the minor cuts and grazes he had taken from
fragments of shrapael He could feel & slight nick on his face closing mself.
His scoses, far sharper than those of the human he had once been. kept up
a steady flow of information from the battleficld around him. From necarby
he could smell the comforting presence of his battle-brothers 2 compound
of hardened ceramite, oil, the flesh of Fenris and the subtle markers that
showed that they were not quite human He could also pick out the faim
pheromone traces of anger, pain and well-controlled fear.

He checked his armour to ensure that the integrity had not been breached.
Here and there were a few scuffs where shrapnel had bounced from the
hardened ceramite of the carapace. In two spots he found blisters on the
puintwork that teld of the flecting kiss of a lasgun beam. In onc place there
was a distinct chip on the shoulder pad where a bolt pistel shell had torn
through the raised rim. MNothing serious. The servo-motors that powered the
| mighty combat suit were currently operating at 75 efficiency, idling on most
systems fo save power. The suit's built-in autoscnsors told him of faint traces
of pollutants, contaminants and a residue of the seurotoxins which the heretics
had used in their surprise attack on the loyalist forces when they began their
rehellion. Nothing much to worry about. praise Russ. His body's ability to
metabolise poison was barcly peeded to deal with them. He had known
| poisons strong enough to give him headaches and muscle spasms and dizzincss
| while his body adapted fo their presence, These were nowhere near that potent.

All in all. things did not appear too bad. If the truth be told, he was enjoying
the situation, After a month of meditation in his cell back in the Fang and
| a2 week cooped up onboard one of the great Imperium starships en route to
| this minor war, he relished the action. It was hardly surprising really: it was
@ what he had been born to do. and what he had trained for. His entire life
| had been in preparation for this moment. He was, after all. an Imperial Space
: Marine of the Space Wolves Chapter. What more could he possibly ask from
w | life than this? He had 2 loaded boltgun in his band and the Emperor's cocmies
P before him. In this life. there was oo greater pleasure to be found than
| performing hus duty and ending the lives of those sorry heretics,

Excerpted from the wovel “Space Woll' by William King
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SPECIAL RULES

The following special rules apply to a Space Wolves army:

‘And They Shall Know Mo Fear’ Space
Wolves automatically regroup as they fall back,
aven if the squadq is reduced to less than 50°%
by casualties, If the enemy advance inlo them
the Space Wolves are not destroyed and the
advancement of the anamy unit is reated as a
nivw assault (enemy siriking: +1A the following
turn} in the same way a5 a sweeaping advance
Il the enemy do not advance into them the
Space Wolves are free to move, shool and
assault normally In their following turm

Drop Pods. Al the start of a battle where you
can use the Deep Sirke rules, you can declare
that your Space Wolves are deploying by
landing in drop pods from orbiting spacecrall.
Models doing this deploy using the Deep Strike
rubgs in the Warhammar 40,000 rulabaok.
Only the following can deploy from drop peds.
Mo ofher models in the ammy can be used in
this mission (they stay aboard shipl: any
Space Marine model in power or Terminator
armour, Space Marine Scouts, Dreadnoughts
and Land Speadars.

Mixed Armour. It's possible for Space Wall
umits o have models with different amaour
saves. So the normal casualty removal and
amaour save rubas ara altared sligihithy.

The opposing player rofls to hit and wound for
whichever unit he is fiing with as normal,
Howewver, when the Space Waolves player
makes his armour saves, ha uses the save
for the amour worn by the greatest number
of models in the enit, In the case of a be. the
Space Wolves player may decide which save
Is used, Any casualties removed after saving
threws have bean taken must comea first of all
fram the models whose saving throw was
usad (even 0 hit by weapons that don't allow
a save to be taken, ke power weapons aic. ),

For exampla, # a Woll Guard bodyguard
consisted of three models with Terminator
anmolr and two with powar armour then the
Tarminator armour save would ba used, bt
casualtes woukd be taken on the Terminators
first of all

Will Not Teleport. Space Wolves have liftle
trust or respact for the more arcane aspects
of the technology used by the Impedum., In
particular, thay dislike the idea of teleporing
Into battle and remain stubbomily opposed 1o
s use, To represent this, any Space Waolves
models with Terminator armour may not
Deep Sirike unless the entive army enters
play in drop pods.

Acute Senses. The Space Wolves have
senses as acute as & Wolf of Fenris, superior
ovien 1o other Space Maring Chapters. This is
a result of their corrupt genetic implants and
part of the blessing, as well as the curse, of
the Wullen. To represent this, you may re-rol
the dice when rofling to see how far a Space
Waolves unit can see when fighting af
night. You must accept the: resalt of the
saoond rodl, aven il it is less than the

firal one

Their acule senses make Space
Walves very difficult to sneak up on. To

represant this, In scenarios which use the
spacial rules for Sentries, a8 Space Waolves
amy uses four Grey Hunters as Sentries and
aach santry has a spoiting distance egual o
twica its Initiative value.

Blood Feud. Tha Space Woalves never fomet
a grudge and have had a millennia long leud
with the Dark Angels Space Marine Chapter
and the Thousand Sons Chaos Space Maring
Leglon. A Space Woll will hit on a roll of 3+,
regardless of the model’'s respective Weapon
Skilts, when fighting In close combal against
troops from either of these formations,
Howewver, Dark Angels ard Thousand Sons
apponants will reciprocate and will alao hit on
a 3+| You should determéne which models in
a Chaos army are Thousand Sons at the start
af the battle,

Counter-Attack. To the Space Wolves,
attack is always the best form of defence, If
charged, they will spring forward themselves
and counter-aitack the enamy. To represent
this, unengaged Space Woll and Fenrisian
‘Waoll modals from a unit that has been
charged by the enemy must move up to 6° to
got info base-to-basa contact with tha enamy.
Treat the counter-attack as you would an
assaull move, 50 take termain into account as
normal.

Models that counter-attack do nol receive tha
+1 attack bonus for charging but will be abie
to fight with their full complament of atacks,
Long Fangs may not counter-charge because
they are a bit old for thal kind of thing! Models
may countes-attack if the unit they ara in was
charged as part of a 'sweeping advance’, In
which casa the move s mada immediataly
alter the unit that made the sweeping
advance complaies 1S move

No Matter The Odds., Space Walves never
know when toogive up and will keep on
fightig no matter what the odds. They may
ignore the negative Morale check modifiers
for being cutnumbered in close combal.

True Grit. Bolters have a 'pistol grip' which
means they can be fired with a single hand,
This takes considarable practica and skill and
5 not nommally encouraged. Units noted as
having the Tree Gril' skill in the ammy #list,
however, have leamt how 1o use their bolters
in this mannar, In game l&rms, this means
that they may count their bolter as a boll
plstol in close combat and will therefors be
sllowed to roll an extra Altack dice i they
have been equipped with & second pistal ar
closa combal weapon. However, 8 modal
using their bolter in this manner may nol
racaive the attack bonus for charging, as a
bolter is oo unwieldy 1o be fired with one
hand while simuttansously hurling yoursalf at
the anamy.

Fenrisian Wolves. A number of antries in the
army list allow charactars 1o be accompanied
by Fenrisian Wolves. The Wolves can be
represanted by any suitable wolf model from
the Citadel range of models. Thay must
ramain within 2" of the charactar at all times
and move at the same rate as hm (in effect
iz Wolvas and the character form a small
unit). Bacause the Wolves and the character
form @ unit they have io take Morale checks
for suftering 25% casuakties In a tum and will
be worth viclory paints if reduced to half
strength, elo.

The character and Wobves may join other
units. Treal these mixed units as one large
unit led by the character, The Wolves must
still stay within 2" of their master, but
otherwise count as being part of the unit and
may be removed as casualties in place of the
charactar or in place of models in the wnit
which they have joined.

Fenrisian Wolves may be transported in &
vehicle in the same way as a Space Marina in
power armour. Characters accompanied by
Fenrisian Wolves may nat be equipped with
jump packs bul may ride a bike, as the
Wialves ara able to run alongside, Fenrisian
Waolves always move at the same rale as the
charactar thay are with,

Fenrigtan Wolves benefit from the And They
Shall Know No Fear, Acute Senses, No
Mafter The Odds and Counter-Attack spacial
rules. Fenrisian Wolves may nol use the
optional Viluntary Fail Back rile,

It their master s kilad then te Wolves will
drag away his body to a place of safety and
a0 are remeved from play &s so0n as he dias.
In gamas whara the eanamy are allowed to
'capture’ characiers, ar can remove hings
from thelr dead bodies, they may not do so if
any of the Fenrisgian Walves that
accompanied the characler wears abda to drag
hirm off {ie, at least one was still alive when the
character was stain),
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Retinues. The Space Wolves don't use the military organisation followed by most other Space
Marine Chapters. Instead of a strict systam of ranks and suchlike, the Space Walves larm groups
that follow a particular warrior or leader into battle, This system iz fluid, troops being moved from
one retinue of followers to another as needed by the Wolf Lord in charge of the
Great Company. Retinues are generally quite small and several will be joined together to carry
oul impartant missions.

In game tarms, this method has littke direct effect, except that the largar the force, the more HOQ
units it will include, each HG representing the leader of one of the retinues that make up the
army. To represant this, the following special rules apply to choosing a Space Wolves army:

* The number of HQ units a Space Wolves army must have is not determined by the force
organisation chart being used for the scenano.

* Instead a Space Wolves ammy must have exactly one HQ unit for every 750 points in the amy,
rounding fractions up. For example, a 1,500 point Space Wohves army would have to have two
HC units — no more and no less!

= HQ units aside, all other stipulations on the force organisation chart for the scenarnio apply.

0-1 WOLF LORD

Points/Model | WS BS S T W I A Ld Sy
Wolf Lord 75 5 5 4 4 3 5 4 10 3+
Fenrisian Wolf +12 4 0 4 4 1 4 2 B B+

Options: The Waoll Lord may be given any equipmant allowed from the Space Wolves Armoury.

Fenris Wolf: & Woll Lord may be accompanied by up to four Fenrisian Wolves,

SPECIAL RULES

Independent Character: Unless he has a bodyguard, a Wolf Lord is an independent
character and follows all the special rules as detailed in the Warhammer 40,000 rulebook,

Wolf Guard Bodyguard: A Wolf Guard bodyguard may accompany the Wolf Lord. See the
Woll Guard entry for details.

True Grit: The Walf Lord has the strength and skill to fire a bolter with one hand and may
use the True Gnt' rule described on page 4.

WOLF GUARD BATTLE LEADER

Points/Model | WS BS S T W | A Ld 5Sv
Battle Leader 60 5 5 4 4 2 5 4 9 3+
Fenrisian Wolf +12 4 0 4 4 1 4 2 8 6+

Qptions: The Wolf Guard Battle Leader may be given any equipment allowed from the
Space Waolves Armoury and/or the Wolf Guard entry in tha ammy list.

Fenrislan Wolves: A Wolf Guard Battle Leader may be accompanied by up to four
Fenrisian Wolves.

SPECIAL RULES

Independent Character: Unlass he has a bodyguard, a Wolf Guard Battle Leader
s an independent character and follows all the special rules as detailed in the
Warhammer 40,000 rulebook.

Woll Guard Bodyguard: A Wolf Guard bodyguard may accompany the
Battle Leader, See the Wolf Guard entry for details.

True Grit: The Woll Guard Battle Leader has the strength and skill to fire a bolter with
ona hand and may use the True Grit' rule described on page 4.
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_ Each Space Wolves
' Greal Compa led by
"8 Wolt Lord, a mighty
* warrior who has eamed the
respect of his fellow warriors
and been elec lead them.
Once elected, Lord's
word is law for the Space Wolves
in his Great Company. |

% On the eve of battle, a H
Wolf Lord will appoint |
" leaders to command the |
_ troops taking part in the coming
gonflict. Often these batile
leaders will be chosen from
‘amongst those of the 1
| . Wolt Guard who have pﬂ:n\\lﬂ
. that { thy are wise co
‘.. as well as mighty
gt  warriors.
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O vdm-w@fcww cokdirgd 0-1 RUNE PRIEST
mmm Wulm have

Points/Model | WS BS S T W
RAune Priests.' These grim

warriors have potent psychic ) Rune Priest B0 5 5 4 4 2
powers based upon the native

e

-
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Fenrisian shamanic traditions Options: The Rune Priest may be given aquipment allowed from the Space Wolves Ammoury,
and are the keepers of the oral i

f of the Space Wolves

SPECIAL RULES

Independent Character: Unless he has a bodyguard, a Fune Priest is an independent characler
and follows all the special rules detailed in the Warhammer 40,000 ruleboak,

Wolf Guard Bodyguard: A Wolf Guard bodyguard may accoempany the Rune Priest. See the
Well Guard entry for details

Psychic Power — Storm Caller: In the Shooting phase of any Space Wabves tum, the Rune Priast
can use his psychic powers o call up a blizzard of psychic energy which can be used 1o hide
frendly troops from the enemy. He may not shoot on the same tum that he calls up the stom. If
he successfully usas the power then he can summon the storm either over himsall and the unit he
is with or over any friendly unit that has a model within 12" of him. This unit counts as being in cover
for rules purposas and so will receive a 5+ cover save and will strike first in close combat until the
end of the following enemy tum. Units that are protected in this way may assault and, if they do sa
and the enemy are also in cover, attacks are resolved in order of Initiative

True Grit: The Rune Priest has the strangth and skill to fire a bolter with one hand and may use
the True Grit' rule described on page 4

Wolf Priests the, ||
b i . 0-1 WOLF PRIEST

el :"’:1“““"“ and Points/Model | WS BS S T W I A Ld Sv
Th::ldnur warriors mm:F:- the | Wolt Priest 85 5 5 4 4 2 5 4 10 3+
Fenrisian Wolf +12 4 4 4 ‘4 A 4 2 8 6+

attributes of both medics, tralned
In the arts of heafing and the lore .

“ genetics, and cult leaders, Weapons: Bolt pistol, power weapon and Iron Wolf amulet {see balaw).,
heavy with the accumulated
Wﬂhm Options: The Woll Priest may be given any aquipment allowed from the Space Wolves Armourny,

Fenrisian Wolves: A Wolf Priest may be accompanied by up 1o four Fanrisian Wolves, Refer 1o the
Special Rules section for details

SPECIAL RULES

Independent Character: Unless ha has a bodyguard, a Woll Priast Is an independant character
and foliows all the special rules as detailed in the Warhammer 40,000 rulabook

Wolf Guard Bodyguard: A Wolf Guard bodyguard may accompany the Wolf Priest. See the
= Waolf Guard entry for detalls.

= Iron Woll Amulet: This amulat bears the symbol of the Iron Wolf, In game terms, it has
the same effect as an lron Halo (see Codex; Space Marines)

True Grit: Tha Woll Priast has the strength and skill 1o fire a bolter with ena hand
and may use the "True Grit' rule described on page 4.

His word was the roar of thunder,

His glince was the look of the cagle,

His might was the strength of the kraken
His guile was the cunning of the Wulfen,
His temper was the death of men.

Saga of Wolf Pricat Yaltar the Bloody




Armour:

Points/Model | WS BS S Front Side Rear | A
Venerable Dreadnought 125 5 5 B(10) 12 12 10 4 3

Type: Walker. Crew: One Space Wolf,

Weapons: The left arm is fitted with a Dreadnoughl close combat weapon with a built-in
storm bofter. The Dreadnought's right arm is equipped with one weapon from the following list:
assault cannon al +30 pts; twin-linked lascannon at +50 pts; twin-linked heavy bolter at +30 pts:
multi-melta at +40 pts, plasma cannon at +40 pts; twin-linked autocannon at
+35 pis.

Options: The Dreadnought may be equipped with any of the following vehicle upgrades for the
cost listed in the Space Marines Armoury: extra armeour, searchlight, smoke launchars. No
upgrade may be chosén more than once.

The storm bolter may ba upgraded o a heavy flamer at an additional cost of +10 pts,

The Dreadnought's close combat weapon can be replaced with a missile launcher at an
additional cost of +10 pts.

SPECIAL RULES

Old & Wise: Venerable Dreadnoughts are revered, ancient warrors who are extremely wise
in the ways of war. If a Space Wolves army includes one then it may re-roll the dice if the
mission baing played has a dice roll to see who gets the first tum.

Hard To Kill: Venerable Dreadnoughts are extraordinarily tenacious. To represent this, when
the Venerable Dreadnought takes a glancing or penetrating hit, you may force your opponent
to re-roll the resulting damage. You must accept the result of the second roll,

Leader: In exceptional circumstances a Vienerable Dreadnought can lead a Space Wolves
retinua inte battle. To represent this, the Dreadnought can either counl as an HQ unit or as
an Elites unit.




A DREADNOUGHT
' SEE CODEX: SPACE MARINES
Thers are only a limited number of Waoll Guard in each Great Company and 1o represent this thare may raver
be more than 20 Wolf Guard in total in an army, Woll Guard can be used in fwo ways; they can sithar be
assigned a3 a bodyguard for a character or they can be used as leaders for Space Waolves packs, Whichavar
way they are used, there can never be more than 20 Wolf Guasd in the army altegether.
If you include any Waolf Guard In your army then they count as a smgle Elites choice. The total number of Woll
Guard taken and tha numbar af units that they form is unimportant. If you take one or mom Well Guard modets
s than they count as a single Eltes unit chosce
X
The Wolf Guard are the g
Bt . S aach Wolf Guard Leaders . . ...........::2.....30 points
Great Company - the Y PointsModel WS BS S T W | A Ld Sv
chosen battle brothers of the
Great cmwa" Lord. The Wolf Guard 30 4 4 4 4 1 4 2 ) 3+
Woll Lord fa his chosen )
Options: & Wolf Guard leader may ba given equipmant from the Space Wohes Armaur
battle brothers with gifts such as P e ¥
antigue weapons, ornate armour
of ancient origin and, most
precious of aill, iImmense suits of SPECIAL RULES
Terminator armour. True Grit: The Woif Guard have the strength and skill o fire a bolter with one hand and may use the Trug
it sseribed an page 4.
In battle, the Woll Guard are R D
assigned to lead units or form a Wolf Guard Leaders: At the start of & battle, ane Woil Guard model may be attached to each Space
hodymurd 1o protect the leader Wohies pack as a leader for the pack. A Wolf Guard leader is a8 member of his pack and cannol leava i
of a retinue during the game
Wolf Guard bodyguard ...........:c:c:: .« . -25 points
Points/Model WS BS S T w | A Ld 5w
Wolf Guard 25 4 4 4 4 1 4 2 9 3+

Squad: A Wolf Guard bedyguard can consist of between 4 to 9 models. I musi be assigned to a character that
|5 allowed o have a bodyguard ard the character and the bodyguard form a gingle unit,

Options: Ary model may be given equipment from the Space Wohas Armaoury,

Wolt Guard Heavy Weapons: Up to one in three models in the Walf Guard bodyguard {rounding

fractions up) may be armed with one of the following heavy weapons. each, Madals armed with

heavy weapons may nol use any other weapons and cannot ride bikes. All heavy weapons count
as two-handed weapons' with regard to other opbons allowed from the Armcury

Terminator Heavy Weapons (may only be taken by a Woll Guard in Terminator armour): Assault
camnon @l +20 pis; haavy Namer al +10 pts; cyclone missile launcher at +30 pis,

Power Armour Heavy Weapons (may only be taken by a Woll Guard in power armour): Heavy
botter at +15 pts, missile launcher al +20 pts, lascannon at +35 pts, multi-melta at +35 pis,
plasma cannon at +35 pls.

Transport Vehicles: A Wolf Guard bodyguard may be mounted in a Bhino at +50 pts, a Razorback at

+70 pis, or & Land Ralder at +250 pts. Woll Guards in Terminator armour may only ride in a Land Raider,

Transport vehicles cannot be taken uniess the bodyguard and character assigned o them can all fit into the
wahicha,

Bikes: A bodyguard assigned to a character riding a bike must ride Space Marine bikes al +20 pis per
moded. Note that Space Marine bikes may not be used by medals in Terminator armour and that modals
on bikes may nat ride in transport wehiclas

SPECIAL RULES

True Grit: The Woll Guard have the strength and skill to fire a bolter with one hand and may use
the True Gt rule described on page 4.




Points/Model
14

Squad: The Scout sguad consists of batween £ and & Woll Scouts.

Weapons: Boll pisiol and close combat weapon.

Options: Up to one Wall Scout squad may choose weapons from the options included in the Space Marine
Scout entry in Codex; Space Marines, All other Wolf Scout squads may only choose the foliowing aplions:

Any model in the pack may replace their bolt pistol and close combat weapon with a bolter ar a combat shotgun
at no additional points cost.

Up 1o two models may replace thelr bodt pistol with a sniper rifle at +5 pis or a plasma pistal at +10 pls

Up 1o two modeds in the pack may replace their close combat weapon with a power weapon at +10 s

Cne model may replace his bolt pisiol and close combat weapon with one of the follawing weapons:
flamer at +6 pts; meltagun at +10 pis; plasma gun at +12 pis.

The entira sqguad may be equipped with rag grenades at an additianal cost of +1 pt per model and meltabombs
at an additional cost of <4 pis.

SPECIAL RULES

Infiltrators: In the nght circumstances, Scouts have the abdity to work their way Info a forward position
on the battiefeld. To reprasent this, they (and their attached Woll Guard leader if they have one) may sat
up using the infitrators rule but onky If the: mission allows for Infittrators 1o be used. If the mission does not
allow troops 1o use the infiltrators rule then the Scouts must set up namally with the rast of the army.

Move Through Cover: Scouts (and any characters or Woll Guard leaders with the unit) rol an extra DB
when rolling to move through ditficult terain. In most circumstances this will mean that they roll 306 and
pick the dice with tha highest scora.

Operate Behind Enemy Lines: Instead of being set up normally, ona unit of Space Wolf Scouts (and their
Wodl Guard leader if they have one) can be sent out ahead of the army to operate behind enamy lines,
They will use their natural skills o work their way round behind the enemy position and then attack tha
enemy from the rear. I you decide to wse this option then the Scout unit must be kept in reserve, evan in
scenarios that don't normally allow mserves 1o be used. When the Scouts turn up, they mus! anter play
from the lable adge that the opposing side's reserves enter from or retreat towards, rathes than from their
own Eide's table edge. If the opponent doesn't have a table edge then roll randomly 1o see which adge
they enitar from

Points/Model | WS BS S T W I A Ld Sw
Iron Priest 80 5 5 4 4 2 5 a 9 2+
Thrall +10 3 3 4 5 1 1 1 8 5+

L
Equipment: The lron Priest is armed with a botter or bolt pistol, and & thunder hammes. He wears
artificer armour (save included above),

Options: The lron Prest may be given any equipment allowed from the Space Walves Armoury

Any number of Thralls may be armed with close combat implants (which count as a power weapon) at
+10 pis each.

SPECIAL RULES

Independent Character: The Iron Priest is an independent character and follows all the special rules
85 detalled in the Warhammer 40000 rulebook unless he is accompanied in batile by a
Thrall Bodyguard.

Thrall Bodyguard: In sach Great Company there ans many tasks that an lron Priest needs to
pardorm and he could not possibly do them all without the aid of the hal-human,
hal-machine creatures known as Thralts, Thralls are created using the lron Priasts’ arcane arts
and carry out numerous menal tasks for thelr master. In addition, they ofien serve him as a
bodyguard in battla

To represent this, an iron Pries! may be accompanied by a bodyguard of between 1-4 Thrail
Bodyguards. Tha Thralls and the Iron Priest form a single unit, If the Iron Priest is killed then his
Thralts will deactivate and are removed also

Designer's Note: Thrall Bodyguard modeis are only avalable from Games Workshop Mail §
Ordar and some highly specialized stockis!s,

' They are used
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PointsModel | WS BS S T W | A Ld Sv

Grey Hunter 17 4 4 4 4 1 4 1 8 3+

Squad: The sguad consists of between 6 and 10 Gray Hunlers,
Weapons: Bolt psiol and close combal waapon

Dptions: Any numbsar of modals may replace thair bolt pistol and closs combat l:.eapnn'wulh a bioller and clase
combat weapon for +1 pt, Lip 1o two models in the pack may replace their close combat weapon with ana of
1he follawing weapons each: power weapon at +10 pls; power fist at +15 pis. In addition, up 1o twa models in
the pack may replace thelr bolt pistol with a plasma pistol at +10 pts.

Ona model may replace his bolt pistol and close combat weapon with one of the following weapons:
flamar at +6 pla; meltagun at +10 pis: plasma gun at +12 pts.

The entire pack may be given frag grenades at an additional cost of +1 pt per meded and krak grenades at an
additional cost of +2 pis par model,

Standard Bearer: The honcur of bearing one of the Space Wolves' many standards i usually given as a
reward to a Grey Humer who has performed an exceptional act of bravery or valour in battle. To reprasent this,
one Gray Hunter meded in the army may be upgraded to a Standard Bearer and given a woll totem from the
Armoury at the cost isted there,

Transporl Vehlele: The enlire sgquad may ba mounted in a Rhino at an addiional cost of +50 pis ar a
Razorback at an additional cost of +70 pts (see Transport eniry for upgrade cpticns)

SPECIAL RULES

True Grit: The Grey Hunters have tha strangth and skill to fire a bolter with one hand ‘and may use the
‘Trwe Grit’ rule dascribad on page 4

BLOOD CLAWS PACK
Points/Model | WS BS S T W
- Blood Claw 14 3 3 4 4 1 4 1 8 3+

. mmuwmmmm
Mmlyyﬂ.ll:mdmm :
y B o

Squad: The squad consists of batween 8 and 15 Blood Claws.
Weapons: Baolt pistol, close combat weapon and frag grenades.

Options: Lp to one in every five models in the pack {rounding fractions up) may replace their close combat

weapon or bolt pistal with ona of the following weapons each: power weapon at <8 pls. pawer fist at =12 pts;

plasma pastol at +8 pts

The entire squad may be equippad with krak grenades at <2 pts par model. or meftabombs at <4 pls per

madel

Ona model may replace his boll pistel and close combat weapan with ona of the following weapons: flamer at
+6 pts; maltagun at +8 pts; plasma gun at +10 pts.

Transport Vehicle: The enfire squad may be mounted In a Rhino at an additicnal costl of +50 pts (sea

s Transpor entry for upgrade options) as long as the squad consists of no mora than ten modets, Mote thal

Blood Claws never receive Razomacks as transpoert vehicles (thay are reservad far senior units).

SPECIAL RULES

Head-strong: Blood Claws must charge i one of thair madals is within 6' of the anemy, unless the pack
is baing led by an independent character. They must advance after a defeated enamy unit, and may nevar
choosa o use the optional Voiuntany Fall Back ruba.

Berserk Charge: Blood Claws are famed for delivering ferccious charges. They receive a bonus of
+2 attacks whan they charge, rather than only +1 altack as Is normally the case. Note that this rule cnly
applies to Blood Claws, not to Woll Guard Leaders or characters that have |oined the pack,

Transport Vehicles: Certain Space Wolves squads can take a Rhino or a Razorback as a franspon
vehicle. Details of thase vehicles can be found in Codex: Space Marines, Mote that the only unit that may
ambark on the transpaort vehicle B the unit it was bought as an upgrade for, plus any charactars that have
My jcenad thal unit (e, Iranspor vehicles do nol provide a taxi service for the enfire army!)




PointsModel | WS BS S T
a0 3 3 4 45 1 4 1 B 3+

Blood Claw Biker

Squad: The squad consists of between 3 and 8 Blood Claws

Weapons: Each bike is fitted with fwin-iinked bolters and each Space Marine biker is armed with a
baolt pistal o a closa combat waapon

Options: Up 1o twa models in the pack may replace thelr bolt pistol or close combal weapon with ane
of the faliowing weapons each: power waapon al +8 pts; power fist at +12 pts; plasma pistol at +8 pts.
Ona model may replace their balt pistol or close combat weapon with one of the following weapons:
flamer at +6 pts; maltagun at +8 pts; plasma gun at +10 pts,

SPECIAL RULES

Headstrong: Blood Claws must charge if ane of their models is within 6° of the enemy, unless the
pack is being led by an independent character, They must advance afler a defeated enemy unit
and may nevar choose to use the optional Voluntary Fall Back rule.

Berserk Charge: Blood Claws are famed for delivering feroclous charges. They receive a bonus
of «2 altacks when they charge, rather than only +1 attack as s normally the case. Note that this
rule only applies to Biood Claws and not to Wolf Guard Leadars or to characters thal have joined
thie pack.

Jump Packs: You may choose fo replace the bikes of a Blood Claws bike pack with jump packs
instead, If you do this, they are armed with a jurmp pack, bolt pistol and close combat weapon but
thair points costs and weapon options all remain the same.

Remamber to usa the Blood Claws' normal Toughness of 4 il they hava |ump packs, rather than
the increased Toughness of 5 whilh they recaive for hawving a bike.

Blood Claws that have jump packs are allowed to Desp Sirike in scenarios that allow the Deep
Strtke rules fo be used,

SEE CODEX: SPACE MARINES FOR THE FOLLOWING

ADDITIONAL FAST ATTACK CHOICES:

LAND SPEEDER SQUADRON............ 50 PTS EACH
LAND SPEEDER TORNADO .............65PTS EACH
LAND SPEEDER TYPHOON............. 75 PTS EACH
ATTACK BIKE SQUADRON ............50 PTS/MODEL
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LONG FANG PACK

Points/Model | WS BS S5 T W |

Long Fang 18 4 4 4 a 1 |
Pack Leader a6 4 4 4 4 1 |

Squad: The squad consists of 1 Long Fang Pack Leader and between 2 and 4 Long Fangs.

Weapons: The Pack Leader is armed with a bolt pistol and close combat weapon, Each remaining
Long Fang must be armmed with one of the following weapens each: heavy balter at +15 pis;
missile launcher at «20 pis, lascannon al +35 pis; multi-melta al +35 pts; plasma cannon at +35 pis,

Options: The Pack Leader may raplace his bolt pistel and close combat weapon with ane of the
lollowing: bolter and close combal weapon at +1 pt, flamer at +& pts; melttagun at +10 pts; plasma gun
at +12 pis. He may choose to replace a closa combat weapon with one of the following weapons: powar
waapen at +10 pts; power fist at +15 pis; plasma pistol at +10 pis

Transport Vehicle: The entire squad may be mounted in a Bhino at an additional cost of +50 pis or a
Land Raider at an additional cost of +250 pts (see the entries for upgrade options).

SPECIAL RULES

Fire Control: A Long Fang pack leader has trained and worked with the other mambers of his pack
for many years. This allows him to direct their firepower at the most desirable targets guickly and
_ efficiently. To represent this, as long as the pack leader is still alive and doesn't shoot In the
N Shooting phase then the pack may engage up to two different target units instead of ane.

Simply dectare which models will fire at each targetl and then carry on using the narmal rules.
The points value of the Leng Fang Pack Leader has been Increased ta represent this special
ability.

True Grit: The Long Fangs have the strength and skill to fire a bolter with one hand, and so may
use the Trua Grit’ rule described on page 4,

0-1 LEMAN RUSS EXTERMINATOR

Paoints Front Armour Side Armour Rear Armour BS
Leman Russ 180 14 12 10 4

Type: Tank Crew: Space Wolves

Weapons: The Leman Russ Exterminator is armed with a turret-mounted twin-linked
autccannon. In addition, you must also have a hull-mountad weapon at the following additional
points cost: lascannon at +15 pts; heavy bolter at +5 pis.

The Leman Russ Exterminator may be fitted with two side sponsons amed with heavy bolters
at a cost of +10 pts for the pair.

A Leman Russ Exterminator may be fitted with any of the vehicle upgrades allowed in the Space
Marine Armoury. It may not take vehicle upgrades from Codex: Imperial Guard.

SEE CODEX: SPACE MARINES FOR THE FOLLOWING
ADDITIONAL HEAVY SUPPORT CHOICES:

WHIRLWIND .........cccuuvess2::2..75PTS EACH
PREDATOR ANNIHILATOR ............120 PTS EACH
PREDATOR DESTRUCTOR .............100 PTS EACH
LANDRAIDER .........c0vveunss»a..250PTS EACH
VINDICATOR ........... »120 PTS EACH




“Bran Redmow, bloody-handed warrior,

He piles the skulls of his encmies,
He builds 3 mound of the [allen,

. His foes weep rivers of blood” . {9




i ARG o NI SO T N

'SPACE WOLVES ARMOURY

| character may carmy up 1o twa weapons, but only one of these may be a two-handed weapen. Within these limits, a character may add ar

replace any weapons he has with weapons from the Armoury, In addition, each character may select up 1o 100 points of wargear, You may

not take dupficate tems lor the same model or vehicle, and all wargear and weapons must be represented on the model. The Armmaotiry inciudas

Yarts paints values for each model; the first is used for Wolf Guard, the second (usually higher} value is used for all ather matsts that are allowsd
1o choose equipment from the Armoury. Modets wearing Terminator armour may only use wargear and weapons marked with a 7,

IMPORTANT. Space Wolves may NOT pick wargear from the Armoury in Codex: Space Marines and must take all of thelr equipment fram the list
| balow. A number of entries are basically the same as their counterpart in the standard Space Marines Ammaoury and, in this case, we've noted this ||
by writing the aniry In italics below. There is a brief description of how these iems work on the summary page later in this Codex but you should |
rfer to the Wargear section in Codex: Space Marines for a full description. Il

SINGLE-HANDED WEAPONS TWO-HANDED WEAPONS
Weapon........... . . » Wolf Guard/Other Weapon............ . - Wolf Guard/Other

Chainfist (Terminators only) . . ... .. .... 20 pts’/30 pts’

|| Closgcombat weapon.............ic...0- 1pt'1 pt Bolter-flamear. . . ooy i 00 B pts0 pig!
| | Rune weapon (Rune Priests only). ..., ... . nafd0 pis' Bolter-plasma gun... . .. ........ 10 pts'/15 pts’
Frostblagde orase. ..o oo ovve e e, na/20 pts’ Bolter-mefigun ... o .ooovodien s 10 pis'/15 pts'
!Wm T A 15 pis"/25 pis” Combl bolter (seé nota 1), .,,......3 pt=5 pis
Lightning claw Storm bolter (Terminators omly) ... ... .. 3 pis™/5 pts”
{pair, counts as two choices) . ......... 20 pis' /30 pis”
P e e 10 pis/15 pis SPACE WOLVES VEHICLE UPGRADES
e g I R e 15 pis"/25 pis” Some Space Wolves vehicins may ba Bitted with ihe following equismarnt
%WFW _____________________ 10 pis’/15 pis’ mrhﬂmwmrmmmm&mx:m”ﬂmmygﬂw
ez}, des taken )
Fiiic Stalf (Fune Priests only} . ... <. . .. N/ pIST . Susie (0 CUEERS WASEMR Ob EhowT on the moda o clptbeies | 1
SlommaNeld. ...l e e S PIFAG DS ot LT, e el R gt S
THUNGBE DRMIMBE . o4 i e veie va's s 20 pts"/30 pis Exraiamotr b S SE e !
Hunter-ldilor missae . ...\« ............ 1508
} Pintle-mounted stormn Doler . ... ... ... 10 pis
N R H F ¢ Searchilght 0 SRR S et

Smoke launchers - . ..o e e

| tem................. Wolf Guard/Other Hem....... v onaeae e Wolf Guard/Other
| Auspex ......uriiein, . L A O 2 pts/2 pits Wolf tail talisman . . ... ...,........0......1pv1 pt
|| Beltof Russ (oneperamiy)............... na/25 pts Wolf tooth necklace. ., ........... ... 10PIBHO pis™
1T S e e T e s A 5 pis/10 pls Wolf totem

(Gray Hunter Standard Beareronly).. ... ....

Fang of Morkai (Wolf Priest only) . .. ......... Notes

Jump pack (seenote 2). .. ... ..... ... .. 10 plsina Nate 1. Also known as a combi-bolter. Onee per batlie i can be
i Healing potions & balms fired a5 if it were a storm bofter,
| (Wolf Priests onby) ... ..oviiine s iievniond . NA/25 pis Note 2. Only Wolf Guard leading a pack of Blood Claws equipped
L KT CTOrIRaE - e e s e 2 pite/2 pis with jump packs may use fump packs themselves,
|| Mark of the Wulfen Note 3. Space Woives do not have access to Terminator honours,
i OO Guard anly), . . . o0 it e i R 10 pta/na as the attack bonus nomally associated with such an upgrade has

already been includad in thair charactanisics whiva appropriate fin

Master-crafted weapon................. 10 pts/15 pts effect all Space Wolves characters and Wolf Guard already have
Moltabombs . . . . .«o.iiiiniiii e 3 pis/5 pis the Space Wolves equivalant of Tarminafor hanours). Space
Runic armour. ..., ... b= o o b e e s e TR RS Wolves characters given Termingtor amnour do not receive the +1
Bne ORI s o Taira e g B 5 ptsi10 pts’ attack bonus for the same reason and, fo reflect this, the cost of
Servo-arm (lron Priests only) .. . ... ........ na/30 pts Taeminlor amour has been reduced.
Space Marine bike . .. . .. .......unin. 20 pts/35 pis Note 4. Space Wolves do nof have access to oy relics, which are

raplaced instaad with the Wolf Helm of Russ. Only ane of these
Terminator armour (see note ) . ....... .. 5 pts/15 pts: tems may be lakan per army and it may only be used in armies of
Wolf Helm of Russ (see noterd). . ... ....... na/d0 pis 2,000 points-or more,
Graat Company banner (see note 5) Note 5 O ; ;

v anmies of 2,000 painfs or more may lake a Graat

(Wolf Guard Standard Beareronly) .. ..., .. 60 pts'/na Company banner. Only armies of 3,000 points or mdra may Include
YHOM B . e i s R 3 pis/3 pts’ bath this banner and the Walf Helm of Russ.




TR LN ST Tl B N
SPACE WOLVES WARGEAR

rules below describe how the specialised equipment used by the Space Wolves works in the game. Any itéms not listed
here function exactly as described in the Warhammaer 40,000 rulabook or Codex: Space Marines. Any wargear chosen must

| be represented on the model

Beit of Russ. Each Great Company has a
single Balt of Auss, The bells were crafted by
master Iron Priest Stef Blacksoul following
Russ' disappearance, and are said to have
been based on the mighty bealt that Russ
himsalt wore, Each belt incorporates a devios
that generates a protective field which will
protect ks wearer from harm. In game terms
they have the same affect as an lron Hako
{see Codex: Space Marines),

Chooser of the Slain. This is a mechanical
fiying creature that is attuned to & Rune
Priest's brain pattern, It can fly ahead of the
Rune Priest so that he can see what it sees
and It will pratect him If he is attacked. Enemy
infiltrators may nof set up using their special
rules agains! a Space Wolves army that
l includes a Rune Priast with a Choosar of tha
| Slain uniess they first roll.a 4+ on 1D8 (roll
| saparately for sach unit). In addition. Rune
Priests that have a Choosar of the Slain count
as having an addiional close combal weapon
in close combat {ie, +1 attack), although this
modifier does not apply  the Rune Priest
aiready has an additional hand weapon.

Fang of Morkal. In Fenrisian legend, Markal
is the huge woll that guards the Gates of
Death, The Fang of Morkal is the biade used
by Woll Priests to axiract the progenaid gland
from fallen Space Wolves. In game terms i
has the same effect as a reductor (see

Codex: Space Marinas).

Frost blade or Frost axe, These are one of

'l the moat prized anciant weapons owned by

the Space Wolves Chapler. Each was
| handcrafted by a Master Iron Priest and they
3 ulllise he diamond-sharp fangs of the loe
B | Kraken as the testh for their chainsaw blades.
g !Afmal blade or axe s treated as a power

Ml | weapon bul adds +1 to the user's Strength.

1 Greal Company Banner. Each Great
Company has its own banner, inscribed with
finely woven runas and pictures which tell the

| history of the company. Only a Weall Guard
| Champion in the Wolf Lord's bodyguard may
| carry a Greal Banner. The bannar fallows the
| same rules as 8 Chapter Banner (see Codex:
| Space Marnes).

Healing Potions and Balms. Many Wolf
Priests are skillad In the native Fanrisian
| healing ars and carry with them potions and
balms that quickly reduce the pain and
discomfort of an injury. Il a Woll Priest
equipped with healing pofions and balmsa
joins a unit, you may ignore the flirst failed
sawing throw aach turn for the wnit. Tha
potions will not work on a moded that has
suterad fnstant Death (eg, is hit by a
weapon whose Strength s twice the modef's

B Toughness) or that has been hit by a weapan

that allows no save. it may not be used If the
| Woll Priest is in base contact with an anamy
| model, The Wolf Priest cannot use the
pations and balms on himsst,

Mark of the Wullen. This iz a form of gonatic
instability o which soma members of the
Space Wolves are prone. These Individuals
are terally ‘marked oul’ by facial tattoos that
are applied by a Woll Priast, Warriors bearing
the Mark ara both feared and revered by their
fellow Space Wolves.

The Mark of the Wullen is mited 1o a single
Woll Guard model in each army. It can be
shown by either painting faclal tattoos on the
mioded, or copvering the model to show it in
its beastike state. A Woll Guard bearing the
Mark is treated as an indepandant charactar
and must remain on his own at all times. He is
allowed to be near anothar unit but he cannol
joén it. A model bearing the Mark of the Wulfen
may not ba given Tarmanatar armour, 8 jump
pack nor may he ride a Space Maring bike.

A model bearing the Mark of the Wullen
explodes inlo wild bestial fury in close
combal. He undergoes a  physical
transformation into a wild beasi-ike creature,
Such 8 his savagery in combat that he
recaives D3 addifional attacks and always
strikes his foes on a rodl of 3+ whatever their
Weapon Skill. On tha other hand, his
complete disregard for his own safety means
that cpponants will atways hit him in close
combatl on a D8 roll of 3+, whatever their
Weapon Skill. Finally, a character bearing the
Mark of the Wulfen simply does not know the
meaning of lear and he will automatically
pass all Morale and Pinning tests and may
Ignore opposing troops or weapons that can
causa an apponent o automatically fall back.

Runic Armour. This can only be forged by
the combined afforts ol a Rune Priest and an
Iron Priest. Tha resulting armour is inacribed
with powerlul protective runes which can
protect the wearer from harm. In game terms,
it has the same eflect as a suit of arificier
armour {ses Codex: Space Marines),

Runic Staif. A Runa Priest's stalf k= carved
with many mighty runes of nullification which
profect him against enemy psychic powers. In
game larms it has ihe same effect as a
peychic hood (see Codex: Space Marines)

Runic Weapon, This ancien! weapon is
nscribad with potent death runes which can
drain the e energy from an enamy. In game
lerms il has the same effect as a force
weapon (see Codex: Space Marines)

Runic Charm. Space Wolves warriors arg

strong befievers in charms and other blessed -+ |

Items, which they believe have the power o
pratect them in battie. A model protected by a
runic chamm may. re-rell one lailed armour
saving throw per batile.

Woll Helm of Russ. This Is one of the Space
Wolves' most revered antelacts and is said fo
have been wom by Russ himsalf. Which
Great Company receives the honour of wsing
the Helm is decided once every hundred
years, at the Great Feast of Russ. Al this
feast, champions from edch of the Great
Companies compete in a series of
increasingly dangerous contests, The fast
contestant standing wins the Wall Helm for
his Greal Company, The Helm was last won
by Ragnar Blackmane, who presented it 16
Ulrik the Slayer as a mark of respect to his
menter In game terms, the Wolf Helm has the
same affect as a holy redic {see Codex: Space
Marines),

Woll Pelt. This pell comes from a massive
Wolf of Fenris, alain by the bare hands of tha
wearer himsell, The onlty way lo slay a
Fenrigian Walf in this way |5 to wait until the
Wilf pounces and then o leap forward while
It is in the air so that the exposed neck and
belly can be attacked. Swch an attack calis for
cunning combined with bestial ferocity. To
reflect these traits, a model with a Wall Pai
recaives a +1 attack bonus when they
Counter-Aftack,

Woll Tail Talismans. Space Walves warriors
are highly superstiious and many cary a
collection ol talismans which they teal
somehow protect. them in battle against
enemies that have the evil eye’. Mesl potent
of thesa are said 1o be a wolf tail talisman, A
model protected by such a talisman is not
aflected by enemy psychic powers on a D6
roll of B+, The power still takes effect, but any
character that makes his save will be
unaffecied.

Weoll Tooth Necklace. A Space Wolves
warriar who has shown exceptional ability in
close combat may be granted a wall tooth
nacklace as a mark of his prowess. Models
with a wolf 1ooth neckiace always hit ona 3+
In close combat, even against opponents
whose Weapoen Skill s equal to or higher than
thair awn.

Wolf Totem. All Space Wolves Great
Companies have totems and banners which
are somatimes carriad into battle by a Gray
Hurter, These have the same effect as a
Sacrad Standard {eee Codex: Space
Marines)

“At the end 1 will be there Far the final
hattle For the Wolftime™

Lust words ol Lemsn Huss, Primarch of the
Spece Wolves Chapies,
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Hulmn struggled through hip-decp snows 1o follow the tracks ito the trees. It was 1 long time befare he could lean against
& trunk rimmed with hoarfrost and rest for 3 moment. He gasped as the cold stwog his fungs like 3 thousand necdles.
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The dull pains in Haakon's limbs sharpened 1o burning agonies ripping through his body, driving hack all thought of the cold as
be doubled up and howled his pain at the uacaring lindscape He could feel his body splitting and distorting within his flesh, his
guts were a whirling void that threatened to consume him. Flesh! He must gorge on warm flesh and hot blood soon or he would
dic. His brain scemed to beat against the inside of his skull sod he knew that the Canis gene was corroding his mind even as it
warped his body to complete the process which would make him o full Space Marine warrior, that or kill him.

But he was the onc who had taken the Cup of Wulfen from Father Ulrik's hands. He was the one whe had accepted the Curse
of the Wollen and banishment from the Fang to take the trial of Morkai and return triumphant or ot af all. The henger burned
in him and he fought off the wrge to howl agsin. lnstead he let his animal-sharp senses guide him and went on all fours 1o follow
the scent of prey. The saowy wastes of Asaheim spread before him. sloping ever upward 1o where the distant peak of the Fang
picrced the iron—grey clouds.

gy

It seemed an eternity since he had been taken from the Fing, the great fortress-mountain of the Space Wolves. But it was only
last sight that their Wolf Pricst. Father Ulrik. had told Haskon and the other initistes that they were about to take the final 1est,
the trial of Morkai.

Morkai was the twin-headed woll that gusrded the Gates of Death and Father Ulrik had told the sarviviag initiates that 1o fail
this test was 1o be consumed by Morkai. that only those who passed the test were worthy of sailing the sea of stars with the
Space Wolves. The initiates had trained long and hard together, learned the sicred mysterics of bolier, chainsword, frag grenade and
meltabomb together undes the [linty gaze of Father Ulrik. Together they had suffercd the agonies as the Wolf Priest inserted the
gene-runcs into their growing bodies but now Haakon was unterly alose

There had been ‘other tests. Many of the other initistes had failed those and Haskon was one of the few left. Haskon's hlood

brother Asal had been killed in the trial of the Thunderwolf, Egil and Torsul had bees reduced to mete bondsmen after their :.
wnjurics in the trial of the lron Woll. Haakon grimaced when he recalled the contempt he had fcht for the Space Walves' machine- k
glaves when he first saw them, little realising that the lron Pricsts would change him into one if he failed any of the trials yer |
had the temerity to sarvive his failure b
1

His keen ears caught the soft sound of movement 3 moment before the prey came mto view., Haakon crepl sill;ull}' closer, careful
to keep the wind blowing toward him. A small herd of clk were grazing in 2 hollow below him. digging in the snow with thick I
hooves. There was & young male, his antlers wider than Hauaken's cutstretchied arms and four females who watched ‘the Hrecline
cautiously between cropping at the green shoots, The clearing was at Jeast 1 chain across and by the time he crossed it the elk
would be off mto the woods

The burning huager rose in Hazkon again and he tasted his own blood s he bit his lips and tongue to
keep the savage pain silent. He was about to run forward hopelessly when the howling of wolves burst
from the right and the elk suddealy bolted in all dircctions. Haskon leapt to seizc his
chance. By Russl The male was coming straight ar him, head down and
ncedle—sharp antlers extended like some omate halberd.
Haakon caught the antlers and swung himsell past,
grazmg his side as he twisted up and over the
beast’s meck. He vwisted savagely and
hurled his weight against the beast 10 pull
it dows, With a rotten crack the male’s
neck snapped and Haakon, overcome
with blood lust, tore into it with
sharpened  tecth and  clawed
hands

Minutes later, some sixth sense
made Haskon ook up from B
feasting on the warm, coppery |
blood and soft pink meat g,
Grey and silemt as death, o ;
stood watching him. It was
lean and poweriul, tall as his 4
shoulder and its grinning faws |

and lalling tongue revealed row ¥
upon row of fangs the size of
fighting knives. Intelligent. yellow
cyes weighed up Hakon as
predator or prey. The true

wolves of Fearis were here

<

-

£ R

b TP,

n
e

--:i'rﬂ':; 1 2,




WHERE TO BEGIN?

Collecting a Space Wolves army is different from building
up an army of a 'Codex' Space Marines Chapter, Firstly, | ¢ F ;
the Retinues rule for HQ choices (see page 5) means e p

that the number of HQ units in the army is not based |t SSEE—— o Sl
I upon the Force Organisation chart for the Venersble Dreacnought I Lt
scenaro you are playing, instead it is dependant Woif Lord
i on the overall size of the force. This means that v

you'll have to decide beforehand how many
points you want to start collecting.

For example, we've been building our collection

towards a.2,000 points force, so we need to

include three HQ units {one for every 750 points
in the army). No Space Wolves army would be
complete without the Great Company's Woif Lord
to lead it, and for that extra Space Wolves' touch
we gave him a couple of Fenrisian Walves. Qur -_ S v st i 3

second HQ choice takes advantage of the fact l;w: ém,r PP
that a Venerable Dreadnought can either be an Above: Blood Claws pack
Elites or an HQ choice, while our third HQ is the
potent Wolf Priest.

The other special thing about the Space Wolves is that
they must include at least one unit of Grey Hunters,
which is highly appropriate considering that they form
the bulk of the Great Company. Our Grey Hunters are
primarily armed with bolters for some serious
firepower, but the special 'True Grit' rule means that
the squad is also good at fighting in close combat.

. y Woll Scouts  [§

The backbone of any Space Wolves force is usually its infantry, and it's
a good idea to start with at least a unit each of Blood Claws, Wolf Guard
and Long Fangs to back up your Grey Hunters. From here, it's up to
you. The more anarchic organisation of the Space Wolves means that
pretty much anything goes. If you favour armoured assaults, buy Rhinos
for your infantry squads and then get some tanks to give them some
serious supparting firepower. If you have more of a bias towards close e
combal, you can invest in more Blood Claws (perhaps on bikes) and Blocd Claws bike pack

Space Wolves Scouts. |I's your choice!

Space Wolves are also relatively straightforward to paint. Once you've
got a technique for painting grey that you're happy with, you can paint
anything in a Space Wolves army.
The individual way that Wolf Lords
choose their own markings for their
Great Company also means that
you can tailor your army's colour
scheme 1o the time you want to
spend on painting and your
experience. If you want to have no
markings except the Great
Company icon, that's just fine, Or, if —— 2=
you're mare ambitious, you can Above: Leman Fuss ‘Exferminator’
devise a more complex scheme. Right: Land Raider |




SPACE WOLVES ARMIES

You have to include an HQ choice for every 750 points in your army. Wolf Lords are excellent fighters, and with
the many types of wargear you can equip them with, they can survive a lot of enemy altacks. They're even
better when backed up by a Wolf Guard or Blood Claws squad.

Space Wolves Elites add some highly specialised skills to
your force, such as the armour and firepower of the
Dreadnought, the close combat ability of the Wolf Guard
ar the superb infiltration technigues of the Wall Scouts,
which are so good that they can even turn up behind the
enemy army!

Left: The lead Wolf Scout has a top knol laken from a plastic Ork and

his plasma pistol has been swapped for a plaastic balt plshal,

Wl Guardg elther act as pack leaders or as bodyguards o a character.




SPACE WOLVES ARMIES

The Grey Hunters and Blood
Claws are the real backbone of
a Space Wolves force, and a
unit of each is a good star
when collecting an army. Like
all Space Marines they are
highly skilled and difficult to
take down. To enhance this, it's
. best to take thern in large units,
where their numbers increase
their chances of survival,

The fast and long-ranged units of the Space Wolves are
best used to back up the infantry squads. Bikes can make
rapid attacks along the flank, while Long Fangs provide
| heavy firepower or tank-busting support. The Space
Wolves are the only Chapter to use a Leman Fuss battle < W,
tank, the mobile and deadly 'Exterminator’ variant. The B : e
Exterminator is perfect for cutting through enemy light i i gl e
vehicle and infantry squads. Biood Ciaws bike pack




SPACE WOLVES ARMIES

On this page we take a look at how to
paint your Space Wolves models as well
as adding Company and pack markings
to decorate your different squads.

Shadow Grey is the main colour for Space Wolves and you
only need a single coat of it over a black undercoat for your
miniatures to look good. A simple highlight to the edges of
the armour with Space Wolves Grey will add extra definition
to the armour. Use Bestial Brown for pistol holsters, Boltgun
Matal and Chaocs Black for weapons and Shining Gold for

Shadow Grey over a black endercoal A simple highlight fo give the
i {we wsed Shadow Grey spray bul you anrmour axlra definifion wsing
Imperial eagles, can gat the samea aifact with paint), Space Wolves Grey

GREAT COMPANY MARKINGS

The left shoulder pad of a Space Woll shows the Greal Company
marking wiich 18 basegd on e
amiam of e Woll Lovd, You couwld
use & fransfar an the same coloured
background on all your froops fo unily
the look of your army, o you can
vary the coiours ang even adap!
the  emblem  from  lrooper fo
traopar,  The emblem can ba
combingd with namas, nnes,
stars and ofher imagery fo give
YOU dran fmore oplions.

PACK MARKINGS

You can diferentiate belween your diferant packs with pack markings on the nght shouider pad. The axampies below show ideas for creating pack
markings, wsing transfars, runas, geomelnic patterns and spiit colowr schermes, all of which can be combumed freely fo give you even mare ideas.

These markings are made up wsing fransfers. applied over differant Qne of the simplast opflons is fo use
background cotours and palnted a8 spiil colour schama,

Lol

Add runes, letters, Aumbers and even names i0 provide  Geomalne shapes reminisent of claws are anothar way of
vanation. This looks paricularly effective on Sergaants identifying your units,

Space Wolves hawve a
gat  of traditional
catowr  combinakions
that they often use o
differantiate belwaen
the differant squad
Iypas i thedr anmiss.!
Biood Claws use rad
armgd  yalow, Gray
Hurters rad and black,
Long Fangs white and
biack and Woll Guard
black and pallow

e (6

S&rg‘ﬂﬂl'lfg can featwe vananons on ihe afandand ﬁ‘!l,‘l’ T."Iiﬂl"‘l'ﬁ"lﬂ‘_ [ .'.qrgnrw
We've used the following pack markings on our army:




SPACE WOLVES ARMIES

Using just the plastic Space Wolves accessories, you can quickly turn any Space Marine miniature into a
warrior of the Fang. As well as converting normal Space Marines into the brave Sons of Russ, you can use the
selection of wolf pelts and symbols to personalise vehicles, bikes and Dreadnoughis.

Woif palts and fails, both large
and gmall, ane g from bifs
and the handies of weapons
Wiran  painting  woll  palfs
drybrushing is an aasy way fo
bring ol the fur el

Abowve: Bare heads. closs combal
weapons, woll peits and the Space
Winlves backpack have been cominned
fa create fese Gray Huntars.

Laft: Lsing fhe accessorias 5 just as
simpla with bikes and vehicles as f s
wilh fho rest of the army. Knfvas, peils,
heads and breasiplates can be used on
Mkars and Land Speeder crews, as
well a5 thair vehiclas.

You can see many oifher axamples of
how we'va used the Space Wolves
accessarles for our army throughout
this Codex.




SPACE WOLVES ARMIES

Space Wolves accessonas have been added fo thiz Leman Huss 'Exterminator’

USSR - —— v




SPACE WOLVES ARMIES

On this page are a few hints and tips that should help you in your first few games with a
Space Wolves army. With time you will start to develop your own strategies and tactics
based on your experience of using your own army.

The Grey Hunters and Dreadnought can act s a sacond wave,
following up after the Biood Claws and the WON Lerd, From this
position thay can provide ciose range fire suppart. If the assault
froops take the enemy posifion then the Grey Hunlers and the
Draadnought can cocupy i, leaving e assault froops fo move on
fo the next cbjective.

"

The Land Raider and Long Fangs prowide long

range support. Put them in & position with good lines
of sight a5 you want o make sure thase units don't

The Wolf Lord and his bodyguard are
bast sulled fo an assaull and should
support the Biood Claws closaly in
particular, the Woll Lard showld be able
fo deal with any anemy troops that the

Biood Ciaws find hara fo tackla,

The Blood Claws are Kepl back in
rasenve. Try to keep them within 12° of
the frant lime frocps (Gray Hundens el |

sa [hat they can launch & counter-altack
against an enemy tha! makes It Into
alse be wsad o deal with any enemy
ihat try to outtlank your frant lne.

The Grey Hunters, Dreadnought and the Woll Lord are placed weill
forward, so they can baze away af the enemy, holding their ground
against any assautt. if they lack cover then it's wall worth advanging
forward on the first furm lo occupy better defensive positions.

The psychic abifly of 8 Space Wolves Rune Priest s pamiculary valuable for
assault froops ke the Blood Claws as thay will couwnt as being in cover avan if ali | 5 L ]
they move. This gives them & save, but in combal if maans they strike first, or Wolf Guard with their enhanced abiifes and access Io low cost
al wors! simidfaneously with the anamye I's wall worth placing Blood Claws, and wargear are 8 valuable asset for any Space Wolves army. Try fo
any characters with a bodyguard, fn Rhinos. Grey Hunters also benefit from ke surd thal you include af feast ome Woll Guard bodyguard for a
hawing & Ahing bo ransport tham, as s will &liow them o keap up with the first charactar, and take & Wolf Guand leader for sach Blood Claws and
wave during an attack or grab good defenaive fermain on the defence Grey Hunters pack

5 - e M T AT s B




SPACE WOLVES ARMIES

Anthovyy Wamngton has based his Waoll Lang on
Liink the Slaver with & new head, power figl and an
Empire horse archer bannar.

Ne Thomazon's Aune Priest is based on a Blood Darren Latham's Woll Lord is based
Claws Sevgeant with addifional weapons and woll on  Ragnar Blackmane  with
pelts. The modal was the 1398 Golgen Demaon additional parts from Grey Hunters
Single Mirlature and Slayer Sword winner and Azrael's sword arm,

New Hodgson has also used nk ftha Siayar, this b
combimed with & Grandmastar of the White Woll mogel to
make this barbiare Woilf Lord,

e P D A

[ Kivm beilt his Wall Lord, based on the Ragnar Blackmane
model, from 57 different pans! The axtensively modeiied
axe head is parficulany impressive!

Kim Sybarg’s Venerabie Draadnought is coverad with Space Wolves symbols and other axtra
datalls, In paricwlar, he'’s converfed the power fisf into & missile launeher,




e following pages include all kinds of information which sheds more light on the arcane history and arganisation of the Space Wolves. You
should find this background information useful whan you start collecting your cwn Space Wolves army.

i e e AIRSSE o e N W SR T Y BT B

he Long Fing stood up and stepped forward, commg out from

the gloom that filled the border of the iroa-wrought chamber.
Gisnt figures in wrmour stood or crouched arcusd the walls, the
cologrs of their armour procluming them as members of differen:
Chapters of the Adepras Astartes; White Coesuls, Flesh Tearers, lron
Hande. All were temporarily affiliated to the Rogue Trader fleet of
Armntas De Yore and sow they filled the time between traindmy
dogmas and firing rites with the telimg of ules Brother-Sergeant
Ran, in the blick armour of the Iron Hands, had just completed the
tale of the Fall of Medusa, and mow it fell 1o the Space Walves to
speak and bind their brotherhood closer that they might understand
one another better 1o fight well when buntle came

The Loag Fisg spoke softly bur clearly. “1 sm Haskon Yellow-Eye,
of Eirik's pack. My arm is strong, my aim tree, my fangs and
whiskers long | am wise with the wesght of years. And T will tell
you of our homeworld, the lisds of the Space Wolves. 1 will tell

grest asd Feoris fled 1o the ourer durk again So n & each Gren
Year that Fears races towards the sup in suminer and flees sguin. &0
that all is plunged imto winter as it cools in the cuter reaches.

As Fenris flees from the sun, its mighty oceans [reere, the grinding
ice mountsing are stilled so that at the height of wister 3 man can
wilk between the many small iskes where our people dwell It is even
told bow onc fell wister, Sigurd the Tall climbed the ice [rom the
girdle of the world to the mountam realms of Assheim i the nosth
and his mighty deed carned him a place in the halls of the gods.

| At yars esd a8 Fenris sweeps close o the sun once more, the
| Walf's Eye swells in the sky, the icc mountains gredgisgly retreat
snd the dwellers of the decp waters, the Kraken and Dragon, emerge
ta feast on the bounty of wirm oceans. When Fensis veers closest
to the sus. it twists and strams in the beat, bescath the oceans the
carth-fires tosch the sy waters and the Time of Fire is ar hand.
Blasing islands risc from the sea spewing flame. Steam bails up [rom
the depths and grest tida] waves scour the coasts of Asbeim. But
the Land of the Gods stinds fast, a single chapgeless place amosgst
a3 world of tuin snd tormest The isles of our foreluthers rise and
fall. Some endure, but many are smashed and swallowed by the se,
casting their peoples into the merciless decp. We of Fearis keow the
harsh rules of the linds we live spon. We koow that it is the will
of the gods that we be tested so sorely. Such s the way of our
world So it bas always been So it will always be

The greatest trcasure held by aur people i the lnd No mas knows
how much the land will chasge o the turning of the
year, Sometimes old linds survive the changing
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it is more likely that they will be broken and destroyed, submerged
beneath the ocean by the upheavals of Fearis’ savage heart. lslinds are
devastated 5o that only « few can live where before there were many.
When this comes to pass, there will be bloady war apd osly those
who succeed i chiming new linds will survive 1§ we can find oo
wew band, we must fight to take the teeritories of other teibes Our
life i ose of contisual migration, and of constant, bitter warfare a5
cach tribe attempts to take possession of the lands, Thus truly we
are blessed, for it in only warriors forged by such o life that can
become the grestest of the Empeross defeaders Tt i from thes
hardy warriors thay we Space Wolves recruit ouwr kisd, taking osly
the best of the brve 1o become Space Marines worthy of the
Emperor

Ouly spon Assheim do the beasts of the lind flowrish. girded by
cliffs so high that they scrape the stars and separate ot from the
oteans 43 one world from asother. Here the great wolves of Fears

with a single gulp Others are long and serpenting, sometimes
plucking 2 warrior [rom the deck and dragging him to bis death i
the cold waters Siill others are too uscertam in form to deseribe,
many-tentacled things with cold eyes like beacoss that shise decp
below, Such m the mature of most of the crestores that live in the
oteand of Fearis

To survive in such o Lind, we Fearisisns must become warriors fram
birth, This is why the child-gift i always the axe and why those
who will sot grasp it are cast owtside to die quickly in the sea
Because our world is almost catively swathed with waters, we must
muster the sea or dic. We Fearisians endure & smavage existence which

of Feasin.. hust in the rocky highlinds and high forests. preying on the mighty
7 il
P wodhil'Ss Sk B b whes Mo chuelie b ks o' hice < it Eﬁmﬂﬁ. o st 1 doing hule ik She Seow O
and e, where the summer sun can boil your blood and the wimter's : o
chill will frccae you salid Tt in sid that in the Time of Makiog, ~Most of the bests of Fearis live in the sca and it is on those huge B
the Almighty cast the sphere of Fearis far inio the seu of stars, grey oceans that we Fearisians must five asd Tight if our mcc i 1o
reckasing it to be no place fit for life. but that Fearis (clf the cold  Survive It is st an casy life Many manstrons thisgs inhabit the | g
| of the durk und ran buck 1o the warmih of the sus, the Eyc of the  decp. ancient creatures that bantle for supremacy against others of (g%
{ Wolf a5 our ascestors called it But the heat of the Eye proved 100 theer kind, Some are as big a5 islinds and can swallow a Jongship

aften ends in battle against the monstrows crestures of the deep as

we atruggle 1o feed our peoples.

Alibough Fearis is the world of the Space Wolves, our Chapers
cccupics only the island continent of Ambeim which rises from the
polar pceans like & massive pillar, sheer and forbidding The pemainder
of Fearis i left in its wild state and the people survive as best they
can amidst the endless seasons of ice and fire 'We Space Wolves keep
watch aver aur brethren, but never appear openly amongst the wareior
tribes. To uninitiated Fenrisians, the Space Wolves are the warrioss
of the gods, glimpsed only from afas, possessing powers both magical
and holy. The linds of Assheim src the forbidden realms of the
divine, where legend forbids man 1o go. Ouly & warrior whose bravery
surpasses all his fellows cin enter Asiheim and only the best of the
brave arc ever chosen, For truly we Space Welves are the warrions of
the gods, the chosen companioas of Russ whe will

fight alongside him in the final battle at the cad

al the stasons, and good fortene may preserve v ’./":\\“ A it i e
a tribe’s territory intact for many years. but % "*%'f,tl."".\:‘x ’ o over be
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he Great Hall was [illed with raised wvoices a5 the

assembled Wolf Lords argued over which course of
action 1o fake aganst the Oirk horde :I!H'Jd.luH Priory 11

shall take my Great Company and fall wpon their heels

¢ to turn them [rom their attack on the sentfements! declared

WRagnar Blackmane, youngest of the Wall Lords.

YRl spat Egil Tron Wolf "My Great Company shall fall
upon their camp in drop pods, attacking at their hearntl
“The honour shall ge to my Fire Wolves! declared Kjarl
jumping to his fect and smashing a huge fist onta the
wooden bench
As the vproar continued. Logas Grimnar was sat at the head
of the fﬂiljng bench, hands ;‘.lui:-:fi in front of him, passing
his eye slowly over the ssseenbled throng

‘No,” he sud 10 no one 18 particulie The Wolf Lords
quictencd instantly as they realised their leader had spoken
They tuened 10 him. questioning looks on their faces

T will lead the artack.” the Grear Wolf told them: standing

to his feet

Then 1 shall follow youl declared Ragnar hotly. eyes
shining with {icree pride

1 toal’ bellowed Egil grabbing 1 tankard of frothing ale
from the bench and raising it in 2 toast.
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‘Na” Login told them. You will remain here in cise oue
might at arms w needed clsewhiere” : .
But Old Woll.." pleaded Ragnar, unable 1o fully articulate |
his disappointment. Logan began to walk sround the table, .V
staring at cach of the five Wolf Lotds present They turned
to {ace him as he continued his circuit Az he walked, the
Great Walf spoke to them in his calm voice

Do any here think that my Great Company a5 insufficient
to deal with these greensking® he asked. 'Have T betome so
old and weary that 1 can no longer lead my packs in bartle?
Docs any wolf here challenge my right to lead the wolves
ta hattle?

The room was sileot. the Wolf Lords staring fixedly at
Logan, purposclully avoiding cach other's gares

‘No? Logsn continsed, "That is good, for I have spent the
long months here in the Fang, devising battleplins, orpanising
strategics, mustering our packs for the conflicts we ae
fighting . You are quite willing te follow my lead thes,
aren't you !

He pavsed and grinned at them, his huge fangs red in the =)

firelight of the Grear Hall
‘Besades,” he bellowed, | haven't had 3 good fight in yearsl
The roar of approval from the Wolf Lords could be heard
halfway across the Fang.

S




WOLF LORD

Points/Model

§ s o, mt& an 1mr|1tng
luurtu! pride.  He  tolerates '
4 interlerence in the ranning o the |
f_.?uplzrh aistside intheitice and §
ow the use o = mare willing than any ather Chapter &
§ Master to Fight for the Space Walves, |
ks

L r armour, S ar, woll looth neckl: woll tail lalisman, iu.dq::ntl:nca_t I.,agu'a _a!a_lgi:ir_m of 8
wolf pelt, the ather Imperial organisations, including
ather Space Marine Clapiers, suns |
deep andd ab b omay offer my. humble
SPECIAL RULES sidnn. this i with good reason. Ever
| sance the Age ol ‘\p:!ﬂ!‘ﬁ the Space
. Wolves  have  been . wary ol the
\ intentions of othorsand | have  had
" numerous clashes with the: Ministoruin
ol Teres Logaw's leadership,  whose /8
sags muns for some geven hundred
o years, by endured for five u:urunff.
 Dusing this time, the Old Woll (s he |
& hnown smonget bis hattle-brethred)
his willingly, seme would cven A
' v Jed his Grest Company an
the E:lrﬂ'.l:-_q:lf'hil feblos Wall l..m:_
in open et againan the fores |
ather  Imperial  orginisations  whode
uard may accomy e Wolf Lord, See | |8 actions e decaned 1o threaten the
Space  Wolves  and  their  thinly
scattered  domains, This has Jed §
any acelnating b hﬂﬂr and. l'l'ﬂsuldq
h:in.u_ lewelled at I..Cnt,‘l:n, almg with th
wsual rumours ol - genetic - devianc
| within the Chapter.  Howevsr, imnorg '8
& than any other Chapter.* the Space
B Wolves stapd ever ready 1o ii_!;h_.f the
o foes of the Emperor Under Logan's
uidance and  [aelled by his awn
weaowned  thimt  for  hattle [ihicl-n
many of his supporters cliim equaks

The Axe Morka

| bumsell) the Space  Walves  bave
delesterd many threats [roim  withou
and within the Imperism. and the vast
majority of the Imperial comounders &
within the sectors surroending Feans |
wre gratelwd #o he usder the Old J
Wolt's warchlol eye Peosonally, if | o
should make s bold, 1 find the |
:tn.'r-nu l:t 3 C&;pﬁr ‘k!uttr aich as
:I..nﬂm heartily rr.usﬂrmg. Tor he 8 s B8
cunning nd resoarcelul Avader of ‘the 85
S‘F“_"’ Wuj'n:: l.'nﬂ 'ﬂzt h.lp about him |

i charmeng demesnonr asd - familar

manner whick  is lt::ﬂdd.l':
istial “abookncss one amocaies
gwmuundu ol the hd:ptua .‘.aurm.

“Leadess of the *Addept ‘tu-ﬂt
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Blackmane

Space Wolves army of 1,500 points or more may include Ragnar

Blackmane. If you decide to take him then he counts as one of tha army's
HQ choices. He must be used axactly as described here and may not ba given
axira equipment or wargear. In addition, he may only ba usad in a battie where
all players have agreed beforehand to allow the use of special charactars

Wargear: Master-cratted boll pistol, master-crafted frost blade, frag & krak
granades, woll tooth necklace, wolf tail talisman, woll palt

SPECIAL RULES

Headstrong: Ragnar must charge if he Is within 8" of the enemy. He
must advance after a defeated enemy unit and may never choose to
use the optional voluntary Fall Back rule. If he has joinad a unit then
these rules apply to that unit as well

Berserk Charge: Ragnar receives a bonus of 42 attacks when he
charges, rather than only +1 atack as is normally the case. This ability
also applies to any unit he joins, as long as he is with them.

Dodge: Ragnar is renowned for his lightning fast reactions. Bacause
of this he receives a 4+ invulnerable save, which he may choose to
use instead of his normal saving throw.

Wall Guard Bodyguard: A Wolf Guard bodyguard may accompany
the Wolf Lord. See the Wall Guard entry in the anmy list for details.

agnar Blackmane is the youngest

Woll Lord in the long asd
proad hestory of the Spuce Walves
A brilliant if unorthodog
be © renowsed for
dways beading from the front. It is
said that he is always the first o
drop to the plinctary surface sad
slways  the lest 10 leawe the
battleficld. In muny cases such tales
imclude an clement of exiggerstion,
but | am certan that in Ragnar's

case  the

commander,

tales are truc. For
this 1 direct my
Lard, if | mght be so bold. to the
[irs1 hand accounts that | have been
able to scquire of Ragnar's exploits
All, without exception. describe him
being at the forcirost of the hanle

verification  of

It would appear that Ragnar hus
been touched with glory from his
carlicst days in the Space Walves
Chapter. 25 evinced by the nle
smocisted  with the pelt of the
blackmased  Fenrisian thar
[orms Ragaars personal totem, As |
am sure my Lord s wware, the
Mackmaned woll 18 the most [ierce

wall

of the mighty Fearmsiin wolves, 2
buge cresture that stands ax mll at
the shoulder a8 o full-yrown mun,
with tccth that are by all sccounts
i lomg and sharp a5 a Catachan
knafe. Du'rilu his imitiation mio the
Spacc  Walves
returned to the Fing naked and
wnarmed, it scoms that Hagnar was

Chapter. & he

sct upon by ane of these horrendous
creatures. but rather than perishing
as one would expect, he slew it with
his bare hands! It was 4 good omen
and the first heroic deed of maay,

From that day, Ragsar rose quickly
throogh the ranks of the Spuce
Walves, He poined the Woll Gaard
directly from the Blood Claws - 3
ncar moheard of event afier Be
allegedly slew the Ork Warboss
Horzag  Khan  and  his
bodyguard m close combat, | have
to say here. my Loed. that [ fecl
that this story = almost certamly
apocryphul. Having scen am Ork
Warlord with my ows cyes, whes |
was but 3 yousg scribe at the

Second Battle of Armageddon, |

entre

feel o umlikely that cven as maghty
1 warrior a3 Bagmar could have shin
such o creatare amd his bodyguard
single hlﬁdcdir More likely, T feel
is that Ragmar was able 1o shiy the
Warlord, rest of the
Bload Cliws pack of whech be was
2 member slew the bodyguard, Bu
that & by the by: what is Lmporiang
is that Hagnar jomed the Wolf
Guard  directly from  the Blood
Clows, and 10 schieve this must
have performed 2 feat of grest

while  the

valour

Omce he became & member of the
Woll Cuard he coatisued to excel
in battle, and many heroic tales are
recorded of has decds in thosc days.
What is more he proved himsell 4
able leader of men, and very soon
promotion

afier  his there  arc

sccounts  of him  being  given
command of retmues of troipa ind
leading them isto battle. Whea the

Weli Locd Berek Thusderlist died

in mortil combat with & champion
of the Chaos gods, HIEDIT led the
foree that tracked down asd slew

b masters  killer.  Afterwards,
Ha.tuur wan  hailed” a5 Berck's
successor and Be became Walf Lord
m  his

stead, o quite remarkable

Icmmpliahmcul for ome s0 young

the Great
Company, it has become clear that
Ragnar's great skill lies in leading
raids  and spacedrops The Grest
Wall often chooses Ragnars Great
Company 1o spearhead any planetary
landing, and with time, tles of his
brave deeds hive spresd across the
entire  galaxy, especully following
the crushisg  of the Draxian
incurseon on Medes 541 Although
still young, Hagnar has already had
a heroic career and looks set to win
still more fume and  glory,
Cossideting his young age he may
well go o to become one of the
grestest of all of the Woll Lords

Simee he took aver

“Leaders of the Adeprus Astartes’ - A
mast secret report, c:::upi[zd lar hss
Must Sugreme Excelleacy the
Pateraonal Envoy, by his humhble
wervast Muster Maximus Pling. ||
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f wmstoppabi
but Kruger {2l beloee the

Dark ranks of the damncd. fallen sons ! ese [arth
arrayed themse wnied, a Puss,
Belusdes !_} m shone n e € ated scw Jord by all

. rager desth glinesed in every fist lor his Lath snd bravery well-shown

The Woreld Esters cast ther ¢ Bt Ulnk quath
agamst the Wolves of Rum Ba masier of

Thesr lme unbending. suee aad trus Naught but o
sgamst Kruger, Woll Lord. they broke well raised in

With ihe bartle all bt woo

Kruger was besct by many hose anothes

For cach be slew rwo moee sprang [orth var Ulnik's deeds and wsdom
soir woanded wan Be his |de’s cnoe = r Wa riest thereadies.

Young Ulnk strode foreard Ta ham fell the resding
eager to guard his Bord of the chibdren of Russ’
Blade flickeriag is lightming does
his righteous blows liid evil low

SPECIAL RULES

Independent Character; Ulrik
Indapendant ac P

3 BOLHET
addition, he me
n & batlle whera

WwWall Halm of B

Options:  Ulrik
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allowing my report on the beliefs of the

Adeptus Astartes [rel: Ecc/8474/BvH2). 1
have contmued my investigations into speciflic
Chapter cplts. My most recent cxploits have
revalved anarchic  and
undisciplined of SPu’.: Marine C.lupur:. the
Space Wolves While | hud believed other
Chapters to be uw:n-:.pcu'u:: and ohstructive
on being approached, the Space Wolves proved
to be completely intractble. Befare my ship
had even approached their homeworld of Feoris
it was intercepted and turmed back. The Space
Wolves had scant regard for the Ecclesiarchical
commission | carried and my insistence on at

arossd  that  most

least meeting with one of their representatives
brought only warning shots and the threat of

off destruction. To an extent, their response is

understandable in relation to the wafortanate
activities of the Apostate Cardinal Buchars but
it is ueconsciomable thatr they sull bear 2
grudge agamst the Ecclesiarchy after almost
five milleania

However. as the Emperor willed, | later found
an Imperial Guard colonel of the Cadian Tth
regument stationed at the nearby Cadian Gate.
This colonel, mamed Hassar, had  fought
:J-.mgsld.c the SFM:I: Walves 1w the Gorias
locursion and grown to know a good deal
b (about their belicfs. Colonel Hassar furnished
me with sufficeent koowledge that, aonce
combined with lengthy examination of archive
knowledge. 1 was able to complete this report,
As sn sside Col Hassar commented that in his
expericace the Space Wolves, while proud and
often boustful. do mot generally bear grudges
past the immediate scttlement of blood-debt
fl'and bonour in his ows words “They live for
the present and have little interest in celebrating
or mourning the past, they honour great deeds
but ooly a5 2 standird to set themselves aganst
so they can strive for greater Eh:nr" In the
context of this statement the Space Walves
antipathy om my approsch seems harder 1o
comprebend. Could it be there something
they are trying to conceal?

BASIC TENETS OF BELIEF

As noted pl‘cnnn!l?'. all Sp:.r.: Marine Clupt:rs
revere  their  Primarchs snd draw 2 strong
component of their mythos from ther
homeworld and their Primarch The Primarch
Leman Russ. who founded the Space Walves,
is scoounted from ancient texts to have been a
guant warrior, fierce and canny in battle but also
headstrong  and  impatieat traits  which
characterise the Chapter to this day. Of all the
Primarchs, the end of Leman Hoss is the most
mysterious, for

he i accomnted to  have

vanished ten thousand years ago. Ope of the
most [undamental of the Space Wolves tencts
is the belief that their Primarch will eventually
return o oppose the Evil One. Horus in the
Fizal Battle at the end of the universe

The Chapter's homeworld of Fenrs ix 2 cold
snd deadly place which, by all sccounts. is
mhabited by fierce. somadic sea-peoples. The
state of
primitivism by the Space Wolves so that they
must battle for swrvival against the harsh
conditions, According to Col, Hassar, they are
taight fo valee comradeship and loyalty 1o
their tribes from birth, & trait which 18 carried
through to their lives as Space Wolves for the
handful of Fenrisiins who are
initiates and survive the trials of entry, Within

native Femrisiana- are kept m a2

chosen s

the Space Wolves. their loyalty is given 1o
theit Wolf Lord sod the Company of his
followers. As warrior-barbarians they set great
storc by personal bravery and grear deeds,
having little but contempt for authority which
is bestowed rather than carned through the
proven virtues of combar.

Aguin according to Col Hassar, the Space
Wolves revere the Emperor as the grestest
wartior of all time, the only being o have ever
bested Leman Russ in hand-to-hand combat
They are not a -highly religioas Chapter,
sccmang fo expect little from the gods and
relying on thewr own valour asd efforts. When
Space Walves call wpon Russ or the Emperor
i battle, it = to witness the deeds of men and
to qudge the fallen

FRIESTS OF THE SPACE WOLVES

The rough and ready cults of the Space Walves
are ministered by a trmvirte of priesis:
mamely Iron Priests, Woll Priests and Bune
Priests. These 1end the shrines of Russ and the
holy relics, and mamtsm oral histories i the
form of sagas which arc reconnted to pass
down the lore of the Space Walves to the
fighting brethren. Caol. Hassar recounted seeing
all thres orders of priest on the battlefield and
there can be little doabt that they are counted
amongst the lighting streagth of the Chapter.
It appears. from Col Hassar's expericnces, that
the priesthood of the Space Wolves i separate
to the fightisg men of the Great Companics,
coming beseath the suspices of the Chapter
Master [or ‘Greast Woll' a5 he s known),
they advise and .- council Nete
Interestingly for sach an outwardly irreligious
group, these pricsts must therelore wield great
power, perhaps from their knowledge of the
sagas and the wisdom inherent therein Fromt
Cal. Hassat's observations and archive texis, |
have compiled the following informastion on

whom

Spal:: Walves Pri:uls

Wall Priests: These individuals are learned in
the ways of bio-mechanics and chirurgy, filling
Apothecaries  in

a mimilar role to other

Chapters. They also function as spiritual guides
in the manner of Chaplins amoagst Space
Marines, bearing  the sacred Rosarins s 2
symbal of their (somewhat tenucus) hond with
the Imperial creed. Tt is the Wolf Pricsts wha
vodertake the recrumtment and indoctrination of
the young ‘Blood Claw' packs, taking full
responsibility for their physical and acathetic
development. Wall Priests are highly hosoured
and trusted [igures amongst all Space Walves
Even the pmud.cﬂ Walf Lord bows before the
wisdom of 3 Wolf Pricst and will step aside
from his Fll.th.

Iran Pricsts: These are masters of the forge and
form a sub-cult dealing with the so-called
machine-spirits of weipons and armonr used by
their battle brothers. lo this they [ulfill the
tole of Techmarines in other Chaprers and are
ramoured to learn their most arcane mysterics
from the Tech-Priests of Mars. Iron Pricsts are
accounted to be mysterious, solitary individuals
who shun the company of men m favour of
thetr sacred machines.

Rune Priests: These arc the strangsst of all the
priests of the Space Wolves They kecp the
histary and lore of the Chapter, chanting the
ancicol sagas at the barharic Grest Feasts of the
Space Wolves. They possess paychic capabilities
akin to those of Librarians in other Chapters
hut their powers appear to be interlinked with
the shamanistic func-magic of the natives of
Fenrie Vid logs show that Renc Pricsis iadeed
use runic inscription on  their armour and
weapoary to concentrate and focus ther warp
spawned powers

CONCLUSION

To summarise, the Space Wolves maintain o
feral warrior code which could be termed 2
system of religions beliefs in only the broadest
terms. In many ways | am reminded of the tales
of the mystic warrior lodges of Davin which
]:scruds tell ws tuinted Horus in ancient times
and brought shout the Great Heresy. The
Space Wolves have already proven their ability
to stave off the most determined attacks on
their realm, so overt sction is out aof the |
However, | believe that it is
imperstive that this particular. Spsce Marine |
Chapter 15 closely  monitored for signs of
shomination and that whatever influence can be
brought 1o bear upon the Inquisition 1o take an
interest in  this mstter shiuld “be applicd
forthwith

question

—
Balthoiar hae ﬂ%.,l,..-?-
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SUMMARY
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This ks a one page summary of the troops, vehicles and special rules used by the Space Wolves, to use as a quick reference sheet when

fiphting battles.

CLOSE COMBAT WEAPON SUMMARY
impartanl, Ary model armed wilh WO wespans
frovm this Nat recsives + 1 Bhack

Chainfist: Strika last. Double strength. Mo save
Roll 2D6 for armour panadration

Close Combat Weapon: No additional effect,
Frost Blade or Axe: +1 strenglh. Mo save
Lighining Claws: Re-roll wound molis. No save
Can only receive +1 attack bonus for two
weapons || used as pair,

Pistol: May ba used as closs cOMDE! WO,
Power Fist: Strike last, Double strength. No save
Fower Weapon: No save,

Runae Weapon: Mo save. Make Paychic test to kill
outright ond iving opponand that suflers a wound.
Thunder Hammer: Sirike last. Double strangih

Mo save, Wounded models may not aitack for one
b, Yahickss kit are shakbn

WARGEAR SUMMARY

Auspex: Fraa shol al infillrators that set up within
ADE"

Beft Of Russ: 4= invuinarable save.

Bionles: Killad modals recover with ong wound ai
start of naxt tum on & roll of 6+

Chooser OFf The Slain: Enemy units may only
infiltrate on ol ol 4+, Counts &5 addiional close
comibal weapon.
Frag Grenades:
oppOnaEnts in covar

Strike simaultaneaously va

Fang of Morkai: +1 victory point per slain Space
Wall Il bearer of Fang is alive at end of battle.
Great Company Banner: Add «1 io combal
resolition soore for units within 6°_ ks captured if
bearer is slain in close combal. Lise once at any
tima 1o give all Space Wolwes within 208" +1
attack.

Healing Polion & Balms: Ignore 15t falled save
on accompanying unit, May nol be used ve
mstant death, on salf, or if in ciosa comibal

Jump Pack: Move 127, Mot slowed by temain
Kiled on DE mall of "' whan landing in dangerous
lerrain

Krak Grenades: May be used fo Inflict single
Strength & hil on vahicle or immobiksed walker,
Mark Of The Wulfen: +D3 attacks, Always hisis
hit on 3+ in closa combat. Automatically pass all
Morale or Pinning tests

Master Crafted Weapon: Re-roll one o hit noll
par bum

Meltabombs: May be used to make a single 58
chose combal aftack with 208 arrmour penptration
on a wvehicla or immobillsed walker

Aunic Armour: 2+ Srmour Sawe

Runic Charm: Re-roll one armour
batla

BaVe par

Runic Staff: Mullify one paychic powar pas tum by
beating opponent's DE+Ld roll with own DEsLd
roll

Sarvo-Arm: Seores hil on 44 in close combat with
sama effect as power fist Hepairs immaobilisad

'_
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Wolf Lord
Feanriskan Weod
Wolf Guard
Battie Leadar
Rune Priest
Wailf Priast

Iron Presst
Thrall

Woll Gumsrd

‘Wiolf Guard Leader
Wiodf Goout
Girey Hurrbas
Hinod Claw
Blood Claw Bika
Atack Biie
Lang Fang
Pack Leader
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Rear

withichy atl slart of turn on ol of G+

Space Marine Bike: Move 12° +1 Toughness,
Twin-linked bolters. Afectad by termain s vehicks,
Storm Shield: 4+ imulnerable save va one cloaa
combat npponent,

Terminalor Armour: 2+ save

Wol Helm Of Russ: 4+ invulnerable save,

Walf Palt: +1 attack # model countar-anacked,
Wolf Tall Tallsman: B+ save vs psychic powers
Walf Tooth Necklace: Alwsys hit i close combal
ona 3.,

Wolf Totem: Add +1 to combal resalution scone
for wnits within &". |5 captured I Dearer is slain =
close combal,

VEHICLE UPGRADE SUMMARY

Dorer Blade: Re-roll Diflicult Terrain test i vehicle
moved 67 or lass

Extra Armour: Cound crew stunned as orew
shaken,

Hunter-Killer Misslle: Cowns as krak missile
with unfimitad ranga. Cne use only,
Fintle-Mounted Stormbolter: May be fired in
acdition o any cfher weapons allowad
Saarchlight: Moy be used at pight to Bluminals
one fangel spattad by vahicle, Target and vehlcle
can be saan a3 in daylght

BEmoke Launchers: Usa afler move. May nof
shool, All penafrating hil count as glancing, Cne
use only. Lasts one e

A Fmour
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Weapon

4 4 610y 12 12 10 4 2

ARANGED WEAPONS

Range Sir,

Type

T

Bolt plsiod
Boligun

Silorm balbaer
Heavy boltar
Shotgun

Agsault cannon
Aulocannon
Lascannon
Flarmaar

Honvy famar
Maltagun
Multi-malta
Sniper e

M. Launcher [Krak)

] ”

?

5

S s A BEEN s RSy G = RS . BN B
B o @ @D @ ol
ey o

=]
Liz]

11
11

11
1
10
11
1
"
12
14
Armour

Fihdmo
Razorback
Land speader
Whartwind "
F'r:lljuk:r 13
Virdicator 2
Laman Russ Extemminabor
Land Raider 14

W5 _BS

10
10
1
10

1a
10
14

S Front Side Rear

M. Launcher (Frag)
Plasrma pistol
Plasmsi R
Plasma cannon
Typhoon Missile

NN NN

ORDNANCE
Weapon

Flazol

 Fapid fira

Assault 2

12°
24%
24"
36
12°
24
44"
48°
'_I'amplar.a
Temiplate
12"

=

o

o [ -1 ﬁxﬁrmmg:'ﬁﬁ'w'ﬁu&r-n'.&h

o
%

Assauli 1
| Assaut 1
Assauft 1°
 Heawy 1
H-s&y'_.' 1 b
i
H Blasl®
Raxnid fira®
~Hoawy | Bagt

-] Haavy 1 Blas

Baro B B s e R B s
e i i e i

o

* These weapons have addiional speclal rles, see the Weapons section
of the Warhammear 40 000 ridehoak for morg dlaibs,

Range Str, Pane. Type

Dasmalishar

Venerabe | 5 8(10)
Direspdinoughi

12

12

10

Glﬂﬁ'ﬂ&-‘l :.;5--: 5 f.ﬁ‘ o

24° 10 2 O, 1/Bilast
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teanal codes suhmined 1o the Adeprua Te
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CHAPTER ORGANISATION

3 |':-'|||'|'|u'|. investigation info he Space Walves Ch spter ol the Adeptus Astarios. |1 |||:H;.'\| by examinmp the
by the Space Wolves

LHIE ML Thes
the Space

aality of s wrimogenitar and the so ial orgapdsaiics of the sarive |--||-.-I.| 1 s
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e show o Chapter laad out along very diffierent lines 1o that shown
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recruited from

THE GREAT COMPANIES

Archive mformation indicies that the Space Walves
Chapier o divided into twebe 'Crest Compasics’
Eich Great Compary i led by 3 Woll Lord s
warrior whoss only muster s the Grest Woll himaelf,
the  leader ol the entre Chaprer Each  Goent
Compiny hss its own beadquarters and territory
within the Spece Wolves' mussive Chapter-fortress
snd it ows spacccrift, weaposs, forges end other
Lacilitses. In alenowt all respects. it a8 o seperate, sedl-
siifficicat body of warriors The  Great Companics
wach huve their pwe mvcicnt customs. renowned heroes
and warnor traditons which they honour

Graat Companizs are nemed after thesr Wall Loed
When 3 Wall Losd is slain 3 new Wall Lord is
Pmllu'ui by the cld Lard's chise retinne of Walf
Guard and the Creat Compuny takes o2 3 new name
Thes the Grest Companies are not fixed a are the
compatien of other Space Manine  Chapters bt
chasge theowgh tbc ages @ onc leader sudcecds
mather. Esch Woll Lord chooses a symbal or hadge
from the sntient begends of Feodis a8 hds emblem
This symbal sppears oo the Geest Campany's basner
el 15 commonly repeared on the armour of members
ol the Coanpany

Though there have bees thossinds of Wall Lords
over the Space Wolves' Jong hatory, many have
chesen to repent hadges or legeadary ligures used by
lomous precursors. For example. amongst the most
favosred - emblems & thaa of  Direkan’, the
Thunderwall, which in Fenrssian legend was defeated
by Lemas Russ. The saarling of the Theoderwall =
wiid 1o be the cousc of the thunder of Feoris whils
the gline of ite Langa erexten the lightning

THE COMPANY OF THE CREAT WOLF

Is sddition 1o the rwelve Creat Companies, there o
the howscheld of the Great 'Woll himacll When the
Great Wall dics, the entiee Chapter selects o
imnagst the twelve Woll Lards
cutrently leading the Great Companees.

The Compary Of The Grest Wall ia effectively
anctber company but it dilfers from the Geent
Compisies in some important respects. The Company
af the Grest Woll is heme ta all the Chapeer's Woll
Priests, Irog Priests and Buss Preests bt v adso where
all the Chapeer's Space Marmne Dreadsoughts are kept
I stasds 1o extend thelr lives The Grest Wolls

emblem 0 always the same, usbke the embiems of

wuccessar  [rom

the Great Companies which are the personal badges
of their Wall Lords. This is the Wall That Stalke
Berween Srase: ihe sacacni hadge of Boss himsell snd
the symbal carred an the Chapter's hanoer

The current Grest Woll & Logis Grimnar. He - the
Batest i a lene of Space Marene masters thar streiches
Back 4is the Spuce Wolves” founding belose the Great
Crusafe Logen Goimnaz = one of the lmperivm’s
oldest snd most powerlul warnors. This comnng and
fioee odd man bas led the Space Walves for aver
five ceoturies but cven this incredibde spen = 0o

record amoaget thess long-lved Space Manines

WOLF GUARD

Every Wall Lord hat o persomal retinue ol picked
Space Manae warriors alled the Wall| Cuard. The
Wall Guard sccompanies ity Wall Loed in battle. asd
coasists ol the most q'ughly wartiors in the Greit
Compasy. The troops in  each Grent
Compaay are divided o four growps al Space
Walves warriore the Grey Hanters, the Blood Claws,
the Long Fasgs. and the Scouts Grey Hunters are
proven warrioss ol shility, Blood Cliws are glory-

r{mllﬂ.lﬂ‘

husgry yosng warmors,  Long  Fings ane older,
steadfast warriors armed with heavy - weapons: - while
the Scowts e ferocious fighters who pecler 1o

aperate alooe

SPACE WOLF PACKS

Warniers of the Gregt Compasies Gight in squids
koown as packs A Space Wall poms his pack when
he poins the Chapter as 1 Blood Cluw, snd & pack
will remain together throughout the members’ service
i the Chapter The only way a Space Wall can leave
hi= pack ie through death, or by being wshed 1o min
the Wolf Guard or the Space Wall Scouts. Having
s pack-brother join the Wall Guard or Scosts i
consdered o grest Bosour for the pick. ln his
Treatise Dhes Astartes. Master Shadiel noted:

o bartle, Space Wolves risk heir bives for their
pack-brothers without o second thaught Thes crestea
debes of honosr asd Eriendship that moy nake @
{liletime) f& repay. Even alter pack-broshers have
maoved on through promoticn ar have bees sssigned
o other dutes these honds remaim Over thc yeam,
the warrwars m o pack are bosod sogether by chains
of honour and boyalty sironger than sempered siecl
and learn 1o underwtand each ather dn ways that caly
these whi buve I-':u;'.;h1 pade h:f pade [og decades cam
achaeve,”

As 4 Specc Woll warncr becomes  obder and
iscreasingly buttle-wise, his robe withis the Grest
Company changes. Ar-first be lights with the Blood
Claws, where hand-to—hind combat s all impartant
idl where hot-blooded  aggression s dirctied izto
mske such a5 sciting cocmy owlposte and driving focs
out of lorward pasitions. As & Sphee Wall warrian
prows obder, bis Barr becomes progressively grey and
kis I-up I:nl.;rhrn = a result of & BEmetic flow in the
Space Wolves' gene—seed. Even his skin becomes ever
more fansed and leathery snd, of course, he scquires
the inevitable scirs of combat Mature Space Wolves
who are insured to bartle asdat the pek af tbeir
powers arc. called Grey Humters. Grey Honters make
wp the mapority of the Great Companms They are
expericnced warrioes, dour and sombre. prosd of their
skills asd rightly honoured by theit  younger
comrades. The oldest warriors are called Loay Fangs
in recognatin of theis ags and experience. Their langs
ate cven loager tham thase of pther Spece Walves saed
their grizzled hair has turned the colour of the ashen
Fenrwsian sky, Losg Fisgs ase batthe—wise and cunnmg,
they are steadlast an sdversity sod it i said that they
are abwayn the kamt 1o resrest from s battle

MNew members are pever added to b pack, 50w the
pack growos alder and mare experienced, the mevirable
casualtses the pack suffers seduces sta pombers, For
thus resson. o pack of Blocd Class will usually haove
more memhers than s pack of Gy Hunters, whe
likewise wsmlly hae moce memibers thin pachs of
Long Fisgs Even when a pock & reduced o one or
two members it will sor be dishanded. Towtead sis
members will ke ashed o set as leaders {or Hicad
Cliw packs fhat. have pest been formed, In this way
the mose. experienced members of the Chapter are
sble 1o teach the newest: recruits of the Chapter's
proud history and of what it meass 10 be & member
ol a1 Spacz Wolves F.m:k.'

SPACE WOLYES SCOUTS

In most Chapiers, new Space Marines are initaaped
i the Scony Compasy and. only ones they have
proves  themsclves there do they  become  fully-
fledged Space Macines: Tt appeare. that thin-is s the
cise with the Space Walves — 4 fact which: has coused
some  confussan  amongst  Tmperisl  archovists and
regearchers in-the pest. Again Shadiel sates:

“When @ Fearisian warmor arrive ot the Fang Bavng
drwnk of the Cip of Wialfen and wnderiaken: kis fin
trial, B s welcamed by all a8 4 brother Space Woll
Woll Pricsts will catry cor the accomary. progedures
to wmplant dhe additicned geac-sced helinee required
ta costrol the primary gescoseed which has alady
heen implanted. Ohnce the Spars Wall has reosered
[rom  this ordead, Be will he indocted into the
company a5 & member of & new Blood Claws pick

As time passes the new Elood Claws waill prove
themseles in batthe. The majority will remam” with
theid pack for thedr eotite fome dn the Chapter bt
soeme will show exceprioha] prowess in burtle and will
be inducted dnfe the Wolf Guard, while athers will
instesd become Space Walves Scouts. Fenricians afe
usually o saciable ind gregariows race. but there have
ilways been some smangst thewr sumber wha are sisd
to be tomthed by Lokyar, the great Lone Woll of
Feanisian Jegend These warriors are geacrally tacnurm,
very fierce and [ind it difficult to shide the trappisgs
of covilsatios even the rough snd ey form ol
civitiation followed by the Speic Wolves. Such
wartions cannot st ae Ball members of 3 pack, so
they will be inductcd anto the Scouls whers their
indivicial nature and navare]l talene can ba given full
reign. Here, smongst fellow warngis of a sunilie
temperament, they 0 elite wnit which nanges
shead of the rest

and earn”
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