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The fioor of the chamber Is awash with
blood...It is astounding that a mere eight
bodles could relinquish sa much. They
have been crudely and violently
dismembered. The walls are spattered
with blood to an amazing extent; barely
a square inch of the original fagade
remains unsullied. Long, rope-like
tendrils of gore dangle from the ceiling
and speak of the terrible energies with
which this slaughter was perpelrated.
My servitors, in plecing tagether the
bodies of the fools that summoned this
beast, found that all body parts were still
present exceplt the skulls of the slain, of
which there are no traces,

The Daemons that owe their allegiance
to Slaanash, the Prince of Pleasure, are
the antithesis of the Bloodletters, for they
are said to be creatures of striking and
ethereal beauty. A weak man that so
much as glances one Is lost forever; no
matter how fervently his conscious mind
warns him of danger, he will be
powerless to resist the base instinct to
succumb to these crealures and to serve
them for an sternity of humiliation as a
mindless slave. But there are some wha
have passed the lest of wilnessing these
beings whose souls have not been
ensnared by their sinuous dance and
promises of paradise. They describe
these Daemoneties as resembling nubile
young females. Horrific mutations such
as bony protuberances and cloven
extremities in no way diminish thair
hypnotic beauty. That these blasphemies
can transmule a natural reaction of
revulsion and terror into uncontrollable
desire Is testamen! to their subtle
powers. And yet It Is sald that still greater
servants of Slaanesh exist, the Keepers
of Secrats. Despite the vast size of these
many-limbed nightmares, their lithe
grace surpasses even that of the lesser
order of Slaaneshl Daemon, and they
ravel In consuming not only the bodies of
their prey but also their souls.

All Daemons are [alsehood They are
lies, given the shape of creatures by the
power of Chaos Fear the Diemons of

Khorne for this reason and then fear
them once more

Inquisitor Covenant

Perhaps the foulest of all Daemons are
the minions ol the Lord of Decay, Nurgie,
as they are putrefaction given form. Why
any member of Humanity should worship
a deity of peslilence Is an anigma to the
sane, but nevertheless this ancient god
Is one of the most powerful of the
blasphemous pantheon. His servanis
are the tally-men of disease, ceaselessly
counting every contagion to have ever
blighted lhe universe. An anclent
vox racord from the Apothecarium

t+++Pict Record Begins++++

|ma3c dlsph\.'r.d SWays as pact—sknﬂ avoids male figurc dressed i red surglul smock
[Genetor-Major Lavram Clelland] Clelland approaches a male figure strapped securely 1o a
reclined medicae table The restrained figure 1s in a high state of agitation and appears 1o
be undergoing some form of possession. The pature of the possession s unclear but is
estimated 1o be a higher order of warp enmty. Continual chanting of the Verses of
Repugnance are mtoned [rom a1 source outside the pict-skull's ficld of vision

[Voice - off-pict. Identified as Inquisitor Olarius)

Olarius

Clelland
know the risks inheremt i creating 3 Daemonhost under these conditions

Olarius

is stronger than we imagined. These bindings may not be strong enough

Quickly, man, be done with it! The entity will overcome the wards soon

| am proceeding as fast as s safe. Inquisitor. You of all people should
Do not presume 1o lecture me, Mechanicus Just do it faster. This onc

Clelland nods and hurries forward ro sdmunister hypo-syringe 1o the restrained subject. As
he approaches the medicac table, the subject tears loose an arm that is darkening in coloration
and grips Clelland’s neck. The grip tightens, and 145 scconds later, the subject has broken
Genetor Clelland’s neck and torn his head from lus shoulders Clellind collapses. and the
subject begins spasming

Olarius - Emperor’s blood! Scal the chamber! Now. damn it. now!

The subject [now positively identificd as 3 Daemonhost] breaks free from the medicae table,
and image sways as pict-skull avoids a blow from its hand. which clongates and sprouts
long talons. Inquisitor Olarius and three Ecclesurchy pricsts carrying books of exorcism
enter shot as pict-skull is spun around The Diemonhost's skin darkens: the musculature
swells; and its face becomes bestul The pricsts scream and run for chamber's exit. bur find
it sealed The Daemonhost disembowels the represeatatives of the Ecclesarchy in 1wo blows
before Inquisitor Olarius shoots it with a weapon classified as a psycannon. The Dacmonhast
falls but nises 1o #s [eet. apparently unharmed by the closc-range blasts, and slashes open
the Inquisitor's stomach Olarius falls as the ceiling-mounted sprays ecogage and dousc the
chamber in blessed acids Image blurs as acids eat into pict-skull then vanishes altogether
as Dacmonhost smashes it 10 the floor. Audio lasts a further 342 scconds. consisting ol
screams of Inquisitor Olarius and the Dacmonhost as the acid performs 1ts sacred duty

i+4+4Pict Record Ends+i++

Maloris, dating back to the Drelllan
Plagues and kepl locked away in the
Library Sancius, contains a sample of
their droning, sonarous chant. All who
have heard it have fallen ill and died

All known Daemons of Nurgle exhibit
every outward sign of decay and leak a
hissing gruel ol pus and diseased
viscera wherever |hey drag their foul-
smelling carcasses. The only sure way of
cleansing an area tainted by such beasts
is with righteous, purifying flame.

To try to classify the Horror Daemons
of Tzeenich by thelr physical
characteristics Is futile. Every one of the
servants of the Lord of Change can mold
its form with the slightest thought, and
the majority of these beasts are nothing
more than a rolling mass of clawed limbs
and fanged mouths. From within these
fleshy, ever-changing beasts hatch larval
versions of the original that clamber
screaming from the mouths of their
previous Incarnation. Men have been
driven insane marely by witnessing
these monstrosities, and many have died
In agonizing pain as the balefire thal
servas as thase Horrors' lifeblood

consumed them in a conflagration of
psychic energy

As with all Daemonkind, when the tide of
battle turns against them, they will begin
to fade from existence, the bonds tying
them lo the physical realm dissolving
instantaneously. The Ordo Malleus and
the Eccleslarchy are well aware that true
faith accelerates this process, as do
canticles of abjuration and exorcism

Natural Environment

Daemonic creatlures have no hameworld
as such, since oulside the Immaterum,
they require vast amounis of warp
energy or a host body to exisl. As such
the only planets where Daemons can
exist without fear of being cast back to
the warp are those within the Eye of
Terror itsell, where the Immaterium spills
Into the galaxy In a maelstrom of warp
energy. In this region of space, worlds
exist where the laws of physics and
nature do not apply, and the landscape Is
constantly shifting at the whim of the
Chaos power thal rules the planet

*

&
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Index Malleus: Daemons of the Warp

Each of the Chaos powers is master of
an uncounted number of Daemon worlds
within the Eye of Terror, and their realms

are a twisted reflection of their
blasphemous aspects. A journey within
the Eye of Terror is a voyage that only
the heretic or the insane would dare
undertake. The little reliable knowledge
that does exist has been gleaned by the
most powerful psykers of the Imperium
who have reported dreams or visions
where the worlds of Chaos have been
revealed to them. The worlds of Nurgle
are filth-ridden plague pits where
Daemons shuffle across the necrotic
surfaces and dolorously count the
contagions unleashed by their scrofulous
patron. Slaanesh's worlds, cloaked in the
heady musk of indulgence, throb with
every form of excess imaginable, while
those of Khorne echo with the screams
of those slaughtered by the bloodthirsty
warriors of the Blood God. Tzeentch's
worlds are monstrous, ever-changing
labyrinths where the landscape barely
has solidity before it is reshaped into
some new nightmarish form.

There are a multitude of other worlds
within the Eye of Terror: planets like flat
sheets of black glass, worlds girt by fire,
and others where bloody rain pours
upwards from the surface. On one world,
a black sun stands in a white sky, and
smoky threads pour from it onto a
tangled dark city of nightmare
fortifications — said to be the world of
Medrengard, dwelling place of the Iron
Warriors’ Daemon Primarch Perturabo.
Another world is swathed in lakes of
boiling blood from which spheres of fire
float into the sky and spread their light
across the firmament. There are an
unknown number of worlds within the
Eye of Terror and an infinite number of
realities that exist as potentials in the
swirling Chaos of the Eye.

First Contact

It is impossible to know for certain when
Mankind's first contact with the daemonic
first took place, since — if Chaoticians are
correct — the energy that creates such
monstrous beasts has existed for as long
as humans, if not before. The Warp,

sometimes known as the Sea of Souls, is
a churning mass of raw potential energy,
which humans with psychic talent can
tap to use sorcerous powers. Since the
dawn of time, there have been those who
could shape that power to their own
ends, and their legacy has been
recorded in dark myth since those times.

The volcanic caverns of Hnang-Mei,
beneath the vast mountains of a region
of Terra whose name has long been
forgotten, bore witness to what may have
been the first recorded instances of
daemonic intrusion. Before their
destruction during the Great Betrayer's
assault on Holy Terra ten thousand years
ago, the murals and daubings on the
cave walls depicted primitive humans
and crude, but unmistakable, images all
too familiar to the Daemonhunters of the
Ordo Malleus.

Combat Capabilities

The chosen style of warfare varies
between each class of Daemon and is
largely dependent upon their patron
deity. Just as the Daemon's form is
determined by its allegiance, so too are
its strengths in combat and therefore
also its weaknesses. The Bloodletters
fight with massive brazen axes, wrought
in the likeness of skulls or the symbol of
their patron deity, Khorne. It has been
speculated that the bronze axe was one
of the first tools of war manufactured by
Mankind and hence has a particular
resonance with Khorne. These weapons
are thought to be imbued with limited
sentience and may even have vampiric
qualities, as many of the victims of the
Bloodletters have been found utterly
drained of their blood. The axes of
Khorne are also widely used by the
mortal devotees of the Blood God (cf.
934.457 WorldEaters). In conjunction
with the Bloodletter's unnatural strength,
these deadly weapons can penetrate
even the armored flanks of a standard
pattern Rhino. It is known that there
exists one Daemon creature steeped
further in the favor of Khorne, the
monstrous Bloodthirster. This immensely
powerful creature towers over its minions
and is possibly the most formidable of all
Greater Daemons. It is consummately
skilled in the arts of war and can smash
apart an armored bunker with one blow.
Inordinately powerful, none can best this

I saw three of them. playing like
children in the entrails of Myer and
Rubril, at the end of the corridor, and
I ran like hell back to the front line. If
they had caught me, a violent death
would have scemed like paradise.

Trooper Viliad
of the Minervan Tank Hunters
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The Greater Dacmon Amnaich was  the

scourge of the unsurveyed Golwyn Belt for
the latter centuries of M39 and sought 10
pull the cotire system into an anomalous
region of time-space where no  outside
influence could rcach him. In this manner,
Amnaich could feed from the billions of
souls held captive within this warp rift for
millennia without fear of retribution [rom
the forces of the Imperium

Amnaich had assumed a truly gargantuan
form upon his ascension to Dacmonhood, as
close to physical perfection as his patron,
Slaanesh, could bestow. His voice was
described as rolling thunder in a drought, his
scemingly benevolent gaze like the first rays
of sun after an cternity of night. Such was
Amnaich’s charisma and presence that all who
saw him worshiped him as a god and turned
from their fertility deities in the face of this
towering manifestation of perfection. Even
the dacmonic hosts that cavorted in his wake
were  perceived as shining angels by the
populations of the Golwyn Belt. Such was
the aura of deception the narcissistic
Amnaich was capable of casting about
himsell. Those fools that worshiped him
traveled far and wide as missionaries,
spreading the word of Ammaich and
preaching harmony and tolerance across each
and every civilization they encountered. Such
was their conviction and such was the favor
Amnaich held with Slaanesh that more and
more conversions to the Amnaichan religion
crupted with cach passing day. He was truly
favored in the cyes of the Ruinous Powers
and sought to orchestrate a mass sacrifice of
such magnitude that it would wrench the star
system  across the skein of reality into
Amnaich’s promised land

At the height of his power, Amnaich was
adored by every one of the planets populating
the Belt: His image graced cvery altar, grail,
and banner on a hundred worlds, and worship
of these graven idols was ingrained upon
their populations over the centuries. This
[alse faith was unshakable. for the god they
worshiped walked among them once every
generation.  During  these  manifestations,

At the upper echelons of the daemonic
hierarchy are the Greater Daemons,
those who are truly the closest in nature
and spirit to their overlords. Physical
manifestations of the evil and despicable
Chaos powers they serve, Greater
Daemons have the power to command
whole hosts of their lesser kin. Only
those with the favor of the gods may
summon a Greater Daemon to the
material plane, and such an action
invariably costs the life of those foolish
enough to try.

At the pinnacle of daemonic society are

Amnaich appeared to spread joy and light,
whereas in reality, he spread corruption and
false hope. Under his instruction, a vast
golden colossus was erccted at the heart of
cach city, as faithful a representation of
Amnaich as the finest sculptors of the day
could create. Such was the scale and
perfection of each edifice that it took the
labor of entire bloodlines to complete cach
one, and many hundreds died in  their
creation. This was all the better in the eyes

of Amnaich. for his plan neared completion

As the end of MJ3Y ncared. and the system
prepared to celebrate the dawn of a new
millennium, the creed Amnaich had spread
rcached a fever pitch. On the eve of the
millennial celebrations. he would take the
most devout of his followers to the promised
land. Ever eager to be scen as devoted in the
omniscient gaze of their god. each and every
citizen across the countless worlds of the
Colwyn Belt vowed to transcend mortal
existence in the most [inal and irrevocable
way. The resultant psychic shockwave cavsed
by a svicide pact of such magnitude was
certain to rend reality apart across  the
entirety of the Belt, pulling it within the
Warp for all cternity. If Amnaich succeeded
in his diabolic plan, he would certainly have
garnered enough power to become the god
he had always claimed to be

Needless to say, such a burgeoning presence
in the Warp had not gonc unnoticed by the
Imperial astropaths, despite  the remote
location of the Golwyn Belt. An investigation
was launched by the most talented psykers in
the Inquisition, and the nature of the threat
posed by Amnaich was finally realized. An
Imperial fleet of then-unprecedented scale
was dispatched toward the system

In the days preceding the millennial
celebrations, Amnaich undertook a  great
ritual that allowed him to fragment his
consciousness into countless parts and instill
a picce of himself into cach of the golden
titans at the heart of his disciples™ cities. As
his minions ended their lives at the feet of
these mighty icons, their souls would flow
into cach statuc, granting Amnaich cxistence

the Daemon Princes. To a follower of
Chaos, the ascension to the status of
Daemon Prince is the ultimate accolade.
Although many are less powerful in the
field of battle than the Greater Daemon,
there are those have the capacity to
enslave worlds to their whim, or change
reality with a glance. For unlike the
Daemon created from the stuff of the
Immaterium, the Daemon Prince was
once mortal and has proved himself
through countless centuries of slaughter
and sacrifice to be a truly worthy servant
of Chaos. Daemon Princes retain the

within hundreds of these mighty forms. With
these, he would achieve indestructibility. an
army of golden titans [orged i his own
image, [easting from his captive populations
in a reign of terror that was to last till the

end of time

On the eve of the millennial celebrations,
Amnaich’s plans were in place, and it seemed
nothing could stop his ascension to godhood.
Around cach of the golden titans were
gathered millions of the faithful, chanting
Amnaich’s pame in unison and debasing
themselves as they prepared to  sacrifice
themselves to  his  glory.  Amnaich’s
consciousness filtered into the statues as his
vile ritual reached its climax, ready to gorge
on the departing souls of his disciples. But
the Imperial fleet had wasted no time. Such
was the sheer scale of the golden idols that
they could be detected from orbit, and above
every one was an lmpcml ship. At a
prearranged  signal, cach  of these craft
launched a lance strike upon the exact locale
of the golden colossi Each of the
sacnkglous structures was blown apart in an
instant, the explosion killing cvery onc of

those faithful to Amnaich’s false religion.

Only those few who had not bowed to
Amnaich’s epic religious conversion of the
Golwyn Belt remained alive. At a stroke, the
Imperial fleet had not only obliterated
Amnaich for cternity but also sclectively
destroyed  virtually every adherent to  his
faith. The dawn of M40 did indeed see a
new world order as the Ecclesiarchy was
dispatched ecn masse to convert the confused
and frightened survivors to the Imperial way;
after such a potent display of force, none
dared question the might of the Emperor.
Today, the clite regiments of the Golwyn
Strike Corps number well over 200. and their
planctary tithes regularly exceced cven the
most stringent demands of the

Administratum,

driving ambition and ruthless cunning
that elevated them to Daemonhood, and
the qualities that gained the favor of their
deity are magnified a hundredfold. Each
of the worlds in the Eye of Terror is ruled
by a Prince of puissant power and
influence, and the Princes answer to
their god alone. It is even rumored that
among the ranks of the Daemon Princes
are the Primarchs that turned against the
Emperor during the Horus Heresy, a true
testament to the power that some of
these diabolic individuals now wield.
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However, it is the
swing of the two
grenades attached to
the model's chest that
really gives the key to
the model's direction.

SQUAD LEADERS

No squad of Chaos Space Marines
would be complete without an Aspiring
Champion; these respected individuals
have access to the best weaponry and
equipment that is represented on the
plastic Command sprue.

The first Champion uses nearly all of
the special command
pieces, marking him out as
a particularly feared
individual. The model's
head and hand have
been positioned so that
he is looking and
pointing in the same
direction, as he
readies his deadly
plasma pistol for
the killing shot.

The second model also relies heavily on
the Command sprue to show its
elevated status within the squad.
This time, the body has been
positioned on the legs as if
leaning backwards, with the
power sword and plasma
pistol raised above the
model's head as it
calls on its gods for
their favor. The
mutated arm,
which ends with a
mouth full of teeth,
was used o create a
head for the
Champion; sometimes
the blessing of
Chaos can be
a bad thing!

TOP TIP

The Chaos Space Marine boxed set
can also be used to add variety to
units of Chaos Space Marine bikers.

This model uses a head, chest plate,
large shoulder pads and power fist
from the boxed set to mark him out as
an Aspiring Champion. The head and
arm have been positioned so that the
model is looking the same direction he
is pointing. Again, the hair has been
gently twisted to represent the wind

speeds forward.

With the new assault rules, this
individual would really pack a
punch in close combalt.

blowing his hair backwards as the bike

MUTATIONS

The parts on the Chaos Mutations
sprue simply replace parts of the Chaos
Space Marine. With a mutated head in
place of a helmeted one or a tentacle
instead of an arm, a model will appear
especially gifted by his Chaos patron.

This model was assembled with a bolt
pistol from the Khorne Berzerker sprue
as well as the large mutated arm and
diseased head
[* to represent its

Favored by Slaanesh,
this model includes the large-tongued
head and the tentacle arm to show
where its
allegiance lies.

loyalty to Nurgle.

The spike-encrusted fist, the horned
head, and a Khorne Berzerker's chain
axe and chest
plate mark
this model out
as a chosen
of Khorne,

Being a follower of Tzeentch, the blind

head was the obvious choice, as the

Chaos Space Marine will probably be

able to see In other ways. As the head
is also missing a mouth,
the arm that ends with a

vicious set of teeth seemed

to make up for the madel's

deficlencies.

The models shown
here are just a few
examples of how
combining pieces
from different plastic kits and spending
a little time and thought on the
positioning of a model can create some
very dramatic and original looking
miniatures.

Elsewhere in the issue, White Dwarf's
resident Chaos Lord, Graham Davey
gives us a demonstration on how to
paint Black Legion Chaos Space
Marines quickly and effectively.

For more information on collecting a
Chaos Space Marine army, visit:

www.games-workshop.com/
wdmagazine/chaosspacemarines
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tectonic activity across the thin crust
of Nocturne. The world is girded by
chains of active volcanoes and rent
apart by frequent earthquakes. Once
every Nocturne year, some 15 Terran
years long, the two worlds approach
so closely that Nocturne Is almosl
torn asunder. Known as the Time of
Trial, this period is marked by tidal
waves sweeping across the rough
seas, the ash and smoke from
thousands of volcanoes blotting out
the dim light of Noctume’s sun, and
the ground being gripped by constant
earthquakes. Towns and villages are
thrown into ruin. Continents shift, and
a cold winter envelops the lands for
the next quarter of a year, freezing
the young and killing the majority of
the livestock that can survive the
normally harsh and hot climate of
the planel.

Some would say that the people of
Nocturne are mad to endure such
conditions, but over hundreds of
generations, they have been molded
by their world into a hardy race. And
Nocturne’s Time of Trials brings great
rewards too. The upheavals open up
veins of precious gems and melals
and uncover vital ores for smelting.
When the lava flows cool, they can
be mined for other precious
elements, packets of gas thal can be
used to power engines, diamonds,
and other crystals valuable lo the
Adeptus Mechanicus for lasers and
energy-transmission systems. And
this is how Nocturne survives, by
trading Its vast mineral wealth with
other worlds, using its resources o
bring in additional livestock, building
materlals, and the few weapons that
the Salamanders Space Marines
cannol construct themselves,

The Chapter's fortress-monastery Is
based on the giant moon,
Prometheus. It is the only settlement
on Prometheus and Is little more than
a spaceport linked to an orbital dock
where the Chapler's strike cruisers
and batlle barges can be refitted and
reslocked. When nol al war, the
Chapter's warriors spend most of
their time on Prometheus or living
among the inhabitants of Nocturne.
The Salamanders maintain very
close links with their home world and
mingle with the people rather than
living aloof as many other Chapters
do. The Salamanders are the
settlements’ leaders and a source of
inspiration and guidance for the
Nocturme populace. Young aspirants

THE THIRD WAR FOR ARMACEDDON

When Chazghkull launched his new offensive aganst the Imperal forces on
Armageddon, the Salamanders were one of the first Chapters to respond. sending a
full six Companies to combat the Orks. including Chapter Master Tu'Shan  who
personally led his Firedrakes. The Salamanders launched several counter-attacks against
the rock-forts landed by the Orks along the Hemlock River. Preferring the close-
quarter fighting within the maze of crudely carved tuonels within the Roks to the
long-range ducls in the desert, the Salamanders made the Orks pay a2 high price for
their audacity. By the start of the Season ol Fire, at least nine Roks were destroyed
by the Salamanders attacks. killing untold thousands of greenskins.

The Salamanders, unlike 3 number of other Chapters, fought extensively throughout
the campaign to protect the civilian population of Armageddon. Indeed 1t is rumored
that Tu'Shan himself came to blows with Caprain Vinyard of the Marines Malevolent
after it became known that his men had shelled a refugee camp simply becavse there
were Orks within the perimeter. The magonity of the Salamanders departed
Armageddon following the Scason of Fire, with only two companies remaining to
protect the major population centers. A squad of the Chapter Master's own Firedrakes
also left for Baal with the Blood Angels as an honor guard for the fallen Captain

Tycho. The Chapter's Techmarines have been mnstrumental in repairing and rebuilding
the infrastructure required to maintain such 2 vast amount of people. and it is certain

that they have saved thousands

overlooked duties

many

crave this position of authority and
respect as much as the chance lo
become a legendary warrior of
the Emperor,

Salamander recruits start very young,
with a hopeful coming to work as an
apprentice to a Salamander at the
age of 6 or 7 Terran years.
Apprentices spend several years
learning the skills of the smith, as
Vulkan did in his early life. From
these apprentices, the most able are
judged by the Chapter's Apothecaries
and Chaplains, and the worthy are
taken to Prometheus to undergo the
bio-surgery required to turn them Into
Space Marines. At various points in
their adaptation and training, the
young Scouts mus! endure the same
trials and tests that Vulkan and the
Emperor compeled In, their final
initiation culminating in them hunting
down a salamander and slaying it.

Combat Doctrine

The Salamanders follow normal
Space Marine tactical and strategic
dogma, with a slight variation o
compensate for their own physical
and mental traits. The Salamanders
have a preference for close-ranged
fire fights and use many melta and
flamer weapons to smash armored
foes and burn whole swathes of
lighter troops

of lives with these vital but often

Coming from a society that places
greal prestige in craftsmanship and
that has high regard for artisans, the
Salamanders have access to and can
maintain highly sophisticated forms
of technology. This is most evident in
the numbers of Terminators in their
armies, as well as a greater
proportion of artificer armor and
master-crafted weaponry. Their
technological resources are also
supplemented by regular trade with
the Adeptus Mechanicus, made
possible by Noclurne's abundant
mineral resources.

Organization

The Salamanders Chapter
organization was laild down when
Vulkan swore allegiance to lhe
Emperor. Each Company was
founded from the seven greatesl
seftlements of Nocturne, each
commanded by a Captain from that
seftlement. This organization is st
maintained today, although, ever
since the disappearance of Vulkan
some thousand years after the
Legion's Founding, the Captain of the
First Company has been given the
role of Chapter Master. This position
is considered a regency by the
Salamanders, who believe that one
day Vulkan will return to lead the
Chapter in a great campaign fto
conquer Chaos.

-

&

WHITE DWARF 117



Index Astartes First Founding: Salamanders

e

Each Company is slightly larger than
a standard Codex Company, and
squads were reorganized following
Roboute Guiliman's writing of the
Codex: Aslartes after the Great
Heresy. The conditions on Nocturne
are nol conducive 1o training for high
speed attack or using the anti-grav
englnes of Land Speeders, so the
Chapter employs relatively few of
these specialized fast attack units.
The Apocrypha of Skaros lists the
Salamander's Scout Company as
one of the smallest known in any
Chapter; the sparse population of
Nocturne and the Salamanders’ slow
but meticulous selection process
yield a low turnaround of
new recruits.

The First Company is treated as a
warrior cadre within the
Headquarters itself and forms the
personal guard of the Chapter
Master. They are known as the
Firedrakes, after the largest of the

salamander lizards that roam
Nocturne. To enter the First
Company, a warrior must be

nominated by his Captain for the
honor and then must prove that such
faith was well founded by slaying a
firedrake. The Hall of the Firedrakes
in the Chapter Monastery on
Prometheus Is adorned with the
hides from Firedrake salamanders
slain as part of this trial.

Beliefs

The beliefs of the Salamanders are
governed by the Promethean cult,
which places greal emphasis on self-
rellance, loyalty, and self-sacrifice.
Many of these values stem from the
lessons learned while training as a
smith — patience and relentless
determination are highly valued
mental characlerislics.

The hammer and fire are important
symbols in the teachings of the

TUSHAN - CHAPTER MASTER OF THE
SALAMANDERS, REGENT OF PROMETHEUS

At the outset of the
Armageddon War, Chaplcl‘ Master
Tu'Shan had only held his rank for 3
ycars To do bartle against Chughkun
Thraks would be a hard test of hus
skills as a leader and strategist, and it
was with no  hesitation  thar  the
humble Tu'Shan agreed 1o lollow
Dante of the Blood
Angels. During the campaign, 11 was
Tu'Shan helped
scattered |ll'||:||:r1.ll defenders. In bantle.
Tu'Shan Firedrakes

responsible for defending one of the

Commander

who r.\]|'pI the

were

Jﬂd IIIH

few bridges across the Stygies River

against 2

Sccond *

»

/

thousand-strong  Ork Speed Freck

-

column and for [fighting

continuously for 3 days and 4 nights. At the end of the campaign, Dante himself
sought out the young Chaprer Master and praised Tu'Shan in fromt of all of

the Blood Angels This was a supreme gesture

for the Salamanders. no greater

honor can be bestowed than the respect of onc’s brothers in arms

Tu'Shan is known to have mer Yarrick, and it s claimed that the 1wo had an
instant respect for cach other. Yarrick heartily welcomed Tu'Shan's offer 10 once
again defend Armageddon when Ghazghkull returned at the head of the mightiest
Ork force ever scen Tu'Shan fought throughout the war zones of Armageddon.
At Hive Tempestora, Tu'Shan prevented the Orks from overrunning the Khatrin
Water Purification Plant and condemning the hive’s population to 1 slow death
by dehydration The hive ultimately fell, but Tu'Shan's actions allowed the

majority of the lu\-‘c's pupuhhnn o cscape belore the hive was uptm’td And
as before, Tu'Shan's tnspinhg presence allowed the delenders 10 hold the wital

Stygies bridge and prevent the greenskins from crossing and reinforcing thewr

lorces clsewhere

Promethean cult. Ritual scarring by
branding and burning Is
commonplace among the battle
brothers of the Salamanders, and
trials of walking over burning coals
and carrying red-hot metal bars are
held frequently.

Gene-Seed

As far as can be ascertained, the
Salamanders' gene-seed appears to
be stable and as yet uncorrupted.
The reflexes of Salamanders Space
Marines are nol as fast as those of
other Chapters, although they are still
quick when suited in power armor.
However, It Is unknown whether this
defect is due to a problem in the
gene-seed, being raised on their
high-gravity world, or the Chapter's
doctrines against hastiness
and impetuosity.

The Salamanders have never been
greal in number and were the
smallest of the First Founding
Legions. Perhaps it is for this reason
that there seem to have been no

Second Founding successor
Chapters formed fram the
Salamanders, while the other

Legions were broken down into
several smaller fighting forces.
Others point to the disaster at Istvaan
V as reason for the lack of Second
Founding Chapters (as many
scholars believe the Salamanders to
have been present at this infamous
massacre). It is a matter of debate
whether there have been Successor
Chapters during subsequent
Foundings, although it appears likely
and many scholars point lo
similarities in the physique, markings,
and lactical dogma of Chapters such
as the Storm Giants and Black
Dragons. Recent questions regarding
the purity of the Black Dragons' gene-
sead has led lo some Genelor-
Biologis questioning the purity of their
source zygotes, but the legacy and
reputation of the Salamanders have
led to their detraclors being
openly ridiculed.

Battle-Cry

“Into the fires of battle, unto the anvil
of warl"
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TOWERS

our new battle game

#77

A whole new element has been added 1o
The Lol of The Rings games with the
inclusion gf rales for cavalry. Now you can
tead the Riders of Rohan o barle against
the forves of the Dark Lopd!

Above and righs: The plastic models of
the Riders of Rohan and the Fighting
Uruk-Hai from the The Two Towers
boxed game are remarkable, finely
cradfted imirations of the images from the
fortheoming film,





























































