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Blood Wolves

A home-brewed Space Marine Chapter by Bjérn Blttner

Providing rules for Warhammer 40k, Kill Team, Deathwatch RPG, Space Hulk and
Battlefleet Gothic.

Used Claude.Al, Google Gemini and ChatGPT for critiquing and improving texts as well as ElevenLabs
for audio recordings. Art is generated through ChatGPT for now.



| nt er cept ed Drukhari Conbat
Anal ysi s

[ ORDO XENOS TRANSLATI ON NOTE: The foll owi ng was recovered
froma captured Drukhari raiding vessel. Translation accuracy
estimated at 91% Sone cultural references and idions remain
uncl ear. ]

COVBAT REPORT: VESSEL " THI RSTI NG BLADE"

ARCHON SYKARYX THE SUNDERER

RE: ENGAGEMENT W TH MON- KEI GH " BLOOD WOLVES"

What started as an anusi ng hunt becanme a | esson in the perils
of underestimating even crude prey. Qur raid on the non-keigh
farmng world of Agrippina VII was proceeding perfectly - the
sl ave pens were filling, our warriors were properly

entertai ned, and the |ocal defenders proved satisfyingly
hel pl ess.

Then they arrived.

At first, we thought themtypical Space Marines - brutish
predi ctabl e, easy to outnmaneuver. How delightfully wong we
were. They noved |ike shadows, their primtive attenpts at
stealth al nost admirable. Their war-beasts proved

particul arly troubl esone, sonehow detecting our raiders even
t hrough our shadow fi el ds.

Most intriguing were their psykers. Unlike the crude

bonmbar dnents of nost non-keigh "librarians," these ones

w el ded their powers with al nost Aeldari-Ilike precision. They
masked t heir approach, clouded our sensors, and struck from

i npossi bl e angl es. Several of ny best raiders were found with
their throats torn out, blood frozen in their veins.

The true entertai nnent began when they turned our own tactics
agai nst us. Every tinme we set an anbush, we found they had
prepared their own. Wien we tried to draw theminto traps,

t hey sonmehow knew exactly where to strike instead. Their war-
beasts proved particularly maddening - the creatures could
snel |l our warriors even through seal ed bul kheads.

The climax canme during our final confrontation. | had
personally led a strike force to capture their leader - a
particul arly savage speci nen who fought with both bl ade and
m nd. | nstead, we found oursel ves caught between two forces
of their "bl ood-bonded” warriors. The savages actually used
their own blood in sonme formof crude ritual enhancenent.
Primtive, yet undeniably effective.

We lost three raiders for every one we nanaged to kill.
Wrse, they seened to grow stronger with each fallen brother,
as if their deaths only fueled the survivors' fury. Wen they
finally cornered us in the lower hive, | was forced to
sacrifice half nmy remaining force to secure our escape.

TACTI CAL ASSESSIVENT:



- Their war-beasts nmust be elimnated first - the creatures
sensing abilities negate too nmany advant ages

- Standard anbush tactics prove counterproductive

- Their psykers denonstrate unusual resistance to our toxins
- Bl ood-bonded pairs fight with exceptional coordination

- Conventional terror tactics appear to only enrage them
further

STRATEQE C RECOMVENDATI ON:

Avoi d further engagenment unless significant nunerical
superiority can be achieved. These "Bl ood Wl ves" have proven
t hensel ves worthy prey, but the entertai nnent val ue does not
currently justify the resource expenditure.

[ Several paragraphs foll ow describing specific warrior |osses
and resource expenditure calculations, primarily focused on
t he econom c inpact of |ost slaves and equi prent]

PERSONAL NOTATI ON:

| find nyself both irritated and intrigued by these
particul ar non-kei gh. Their fusion of savagery and precision,
whil e crude by our standards, presents interesting tactical
possibilities. Perhaps we shoul d consider capturing some for
study in the arenas. Their war-beasts, in particular, mght
provi de anusi ng sport.

[ End Transl ati on]

[Inquisitorial Note: Forward relevant tactical assessnents to
Bl ood Wl ves Chapter Command with standard sanitization
protocols. Particular attention is to be paid to their

eval uation of our war-beasts' effectiveness.]



Introduction

The Blood Wolves are a space marine chapter originally claimed to be of the
ultramarine legion. Many doubt this statement, but so far the actual primarch and
legion of origin have not been disclosed, but Corvus Corax or Jaghatai Khan seem
more likely.

The battle brothers are said to be specialists in rooting out heretics and withstanding
their corruption. A hard fought for reputation at the cost of many space marines over
the years.

Officially their focus on melee and their reported fits of rage are said to increase the
terror instilled in their enemies hearts, but some suspect darker reasons. Internally
these fits of rage are explained by the application of their well controlled combat
drugs.
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ORDO HERETI CUS

SUBJECT: BLOOD WOLVES CHAPTER - RI TUAL ANALYSI S
CLEARANCE: VERM LLI ON

AUTHOR: 1 nqui sitor Cassandra Thal e

DATE: 992. M1

EXECUTI VE SUMVARY:

Fol | owi ng extensive observation of the Bl ood Wl ves Chapter's
bl ood-sharing rituals, this report concludes that while their
practices deviate significantly from Codex Astartes
standards, they remain within acceptabl e theol ogi cal
paranmeters. However, several aspects warrant continued
nmoni t ori ng.

Rl TUAL DOCUMENTATI ON:

Primary El enments:

- Bl ood-sharing between battle-brothers
- Ritualistic scarification
- Psychic resonance during cerenpnies
- Warrior-bond formation
Enperor invocation practices

CBSERVED PROCEDURE:

The ritual typically begins with a senior battl e-brother

of fering blood to a junior participant. Both parties recite
approved Inperial litanies while small incisions are nade
usi ng sanctified conbat bl ades. Blood is m xed and consuned
in strictly controlled quantities. Chaplain oversight is
mandat ory and constant.

Not abl e aspects:

- Blood quantities are m ninmal and precisely neasured

- Al participants undergo thorough screening before and after
- Ritual blades are blessed and verified pure before each

cer enony

- Psychic wards remai n active throughout

- Enperor's nane is invoked at each stage

THEOLOGE CAL ASSESSMENT:
Ort hodoxy Mar kers:

- Regul ar chapl ai n oversi ght
- Consistent Enperor veneration



- Standardi zed ritual procedures
- Clear chain of comuand
- Docunented historical precedent

Concerni ng El enents:

- Hi gh frequency of ritual performance
- Psychi c resonance during bl ood-sharing
- Deviation from standard chapter practices
- Unusual focus on blood synbolism
Tribal influence on Inperial rites

PSYCHIC MANI FESTATI ON:

During bl ood-sharing rituals, measurable psychic phenonena
occur. These appear to strengthen bonds between participants
rat her than accessing warp energies directly. Effects include:

Enhanced unit cohesion

| ncreased psychic resistance

| mproved tactical coordination

- Strengthened nental fortitude

- Hei ghtened awareness of battle-brothers

CORRUPTI ON  SAFEGUARDS:

The Chapter maintains extensive preventative neasures:

- Constant Chaplain surveillance

- Regular genetic purity testing

- Mandat ory psychi c screening

- Multiple levels of ritual oversight

- I nmedi at e execution protocols for suspected taint

H STORI CAL CONTEXT:

Research indicates simlar practices anong ot her chapters,
particularly those recruiting fromferal worlds. The Bl ood
Wl ves' variation appears to have evol ved from necessity
rat her than deviation, possibly due to their high
concentration of psykers.

POTENTI| AL CONCERNS:

| mredi at e:

Ri tual frequency may nornalize dangerous practices
H gh psychic activity during cerenonies

Possi bl e avenue for mass corruption

Ri sk of blood-taint transm ssion

Potential for ritual nutation

Long- Ter m

- Gadual drift fromlnperial doctrine



Devel opnent of parallel belief systens
| ncreased dependency on bl ood- bondi ng
Evol uti on of unauthorized practices
Psychol ogi cal inpact on initiates

CONTAI NMENT PROTOCOLS:

Current preventative neasures include:

- Permanent Inquisitorial observation

- Regul ar theol ogi cal assessnent

- Mandatory ritual docunentation

- Surprise conpliance inspections
Genetic deviation nonitoring

RECC]\/IVENDATI ONS:

| mmedi at e | npl enent ati on:

| ncrease frequency of ritual nonitoring
Expand psychi ¢ contai nnent measures
Enhance chapl ai n oversi ght protocol sg
Institute additional genetic screening
Devel op energency contai nnment procedures

Long-term Measur es:

- Regul ar doctrine conpliance reviews
- Enhanced t heol ogi cal training
- Strengthened oversi ght protocols
- Expanded observati on network
Devel opnent of intervention triggers

CC]\ICL USI ON:

Wil e the Bl ood Wlves' ritualistic practices remain wthin
accept abl e paraneters, their unique nature and high psychic
content warrant continued cl ose observation. Current evidence
does not support classification as heretical, but potenti al
for corruption exists and nust be carefully nonitored.

PERSONAL ADDENDUM

The remarkabl e efficiency of these rituals in maintaining
chapter cohesion and |oyalty cannot be deni ed. However, this
very effectiveness nakes them nore dangerous shoul d
corruption take root. Vigilance, not persecution, is our best
course of action.

[ THOUGHT FOR THE DAY: The price of purity is eternal
vi gi | ance]

AUTHENTI CATI ON: | NQUI SI TORI AL SEAL [ VERM LLI ON- ALPHA]
DI STRI BUTI ON:  ORDO HERETI CUS H GH COMVAND



COPIES: 3 - AUTHORI ZED EYES ONLY
[ Appended Purity Seal s and Authentication Codes follow
st andard protocol s]



Current Goals



In response to the critical challenges of maintaining fleet assets and securing stable
psyker recruitment, the chapter master strategically chose the Gothic Sector for
operations. The sector's post-war state presents both opportunity and necessity.

The chapter's flagship maintains a regular presence near the forge world Lukitar,
offering protection as the world rebuilds its production capacity. Meanwhile, the
chapter's other vessels conduct systematic patrols through surrounding systems.
This arrangement serves multiple purposes - while safeguarding vital Imperial
infrastructure, it also fosters a mutually beneficial relationship with the Mechanicus.
The chapter seeks to strengthen these ties through dedicated service, while
carefully preserving their own traditions and beliefs.

Beyond their role as protectors, the Blood Wolves actively pursue their sworn duties
throughout the sector's numerous hive worlds. These dense population centers, still
recovering from the Gothic War's aftermath, have become breeding grounds for
chaos marine activity, heretical cults, and xenos infiltration - providing the chapter
with abundant opportunities to serve the Emperor's will.

Medium-Term Goals



Securing the chapter's future requires a careful expansion of our recruitment
capabilities. While the current methods barely maintain basic strength levels, recent
events have shown the need for more robust candidate acquisition. The council of
captains, together with the Chapter Master, has outlined several key initiatives for
the coming decades.

First and foremost, stronger ties within the Gothic Sector itself must be established.
A few hive worlds have already shown interest in formal recruitment agreements,
their governors understanding that our protection is worth the small tithe in potential
recruits.

The Chapter's fleet must grow to meet these new opportunities. Two additional
Harvest Frigates are in the process of being authorized for construction. The existing
Harvest Frigates will see their medical facilities expanded, speeding up and
improving the screening of candidates further.

Diplomatic efforts focus on the frontier worlds, where psyker rates run higher than in
more established systems. Regular patrol routes through these regions serve
multiple purposes - they demonstrate our value to the Imperium, allow for
recruitment, and help identify potential threats before they grow. Several Knight
Houses have shown interest in formal alliances, particularly after witnessing our
effectiveness in joint operations.

Perhaps most promising is the ongoing development of standardized screening
procedures that can be shared with trusted Imperial organizations to reduce
dropouts during initial screening. This would allow for more efficient recruiting
procedures, increasing the actual yield.

All of these efforts are being carefully controlled, so that there are no undesired
reactions from the Inquisition or Mechanicus, who keep close tabs on the chapter
already.



Long-Term Goals

Long term goals evolve around building alliances with local forces and organisations.

Local Knightly Houses have been contacted and first arrangements have been
made to allow cooperation in warfare, leveraging the differences in available troops
to maximise effectiveness in more open battles.

Governors of Hive Worlds are also among the key figures the wolves are negotiating
with, in this case to secure recruitment options and secure their worlds in turn.
Securing these worlds as recruiting grounds would help stabilize the chapter's
strength long term.

The Mechanicus is tried to be swayed to help support the mechanical elements and
the fleet itself. For that goal the chapter helps secure trade lines to them as well as
their forge world Lukitar.



ORDO MALLEUS

CLASSI FI ED REPORT: VERM LLI O\
ALPHA

REF: OV WB- 997. M41

SUBJECT: Bl ood Wl ves Chapter War Beast Anal ysis
AUTHOR: | nqui sitor Lucius Valerius

AUTHORI ZATI ON: I nquisitorial Seal XCX-; @

EXECUTI VE SUMVARY:

Fol | owi ng extensive observation of Bl ood Wl ves Chapter war
beasts during nultiple daenonic incursion responses, this
office finds their capabilities of significant strategic
value in detecting and conbating warp entities. Their gene-
crafted sensory abilities denonstrate renarkabl e resistance
to daenonic interference and consistent accuracy in
identifying warp contam nation

1. Warp Detection Capabilities

- Denonstrated 94% accuracy in detecting nascent daenonic
mani f est ati ons

- Average detection range: 100-150 neters (environnental

vari abl es pendi ng)

- Ability to sense warp disturbances through solid matter

- Particularly effective at identifying possessed individuals
prior to full manifestation

- Remarkabl e resistance to psychic interference during
detection activities

2. Conbat Performance Agai nst VWarp
Entities

- Confirmed kills against |esser daenons in direct conbat

Ef fective support in greater daenon bani shnent operations

- Imune to many forns of daenonic terror effects

- Capable of tracking entities attenpting warp-based

conceal ment

- Successfully disrupted nultiple possession attenpts through
direct intervention

3. Corruption Resistance

- Zero recorded instances of war beast corruption despite
ext ensi ve warp exposure

- Enhanced genetic nodifications appear to grant inherent
resi stance

- Bl ood bond with Space Marine handl ers appears to provide



addi ti onal protection

- Regul ar chapl ain oversight ensures early detection of
potential taint

- Denonstrated ability to maintain function in heavily warp-
cont am nat ed envi ronnents

TACTI CAL APPLI CATI ONS:
1. Early Warni ng System

- War beasts provide reliable advance warni ng of daenonic
mani f estati on

- Particularly valuable in popul ated areas where subtle signs
m ght be m ssed

- Can detect warp traces hours or days after daenon presence
- Effective at identifying conprom sed | ocations requiring
purification

2. Void Ship Operations

- Successfully detected Cellar Field fluctuations before

i nstrumental detection

- ldentified nunmerous attenpts at warp entity manifestation
during void travel

- Proven effective at |ocating hidden cults during void ship
sweeps

- Notabl e success in Space Hul k purification operations

3. Urban Conbat

- Exceptional performance in hive city operations

- Ability to navigate conplex urban environnents while

mai nt ai ni ng detection capabilities

- Particularly effective when paired with Inquisitorial storm
t roopers

- Successful track record in civilian population screening

STRATEQ C VALUE:

The war beasts represent a uni que and val uable asset in anti-
daenoni ¢ operations. Their ability to detect warp

mani f estati ons wi thout technol ogi cal assi stance nakes them
particularly valuable in scenari os where standard detection
equi pnent may be conprom sed or ineffective.

RECOMVENDED PROTOCOLS:
1. Deploynent Priorities

- Priority assignment to suspected possession cases
- Integration with Inquisitorial investigation teans where
possi bl e



- Depl oynent al ongside Grey Knights in specialized operations
- Utilization in screening potential cult activity

2. QOperational Security

- Maintain strict information control regarding ful
capabilities

- Restrict know edge of breeding programs to necessary

per sonnel

- Consider establishnent of simlar prograns for

| nqui sitorial forces

- Protect genetic enhancenent data as highest-|evel secret

LI M TATI ONS AND CONCERNS:

1. Resource | nvest nent

- Limted nunbers avail abl e

- Extensive training period required

- Conpl ex genetic nodification process
Requi res specialized handler training

2 perational Constraints

- Must be depl oyed with Bl ood Wl ves handl ers
- Range limtations conpared to technol ogical alternatives
- Requires regul ar chapl ain oversi ght

Cannot be separated from chapter structure

RECC]\/IVENDATI ONS:

1. Inmediate | nplenentation

- Increase cooperation with Bl ood Wl ves in anti-daenonic
oper ati ons

- Establish priority conmmunication protocols for war beast
depl oynent requests

- Docunent all war beast detection incidents for pattern
anal ysi s

- Devel op standardi zed depl oynment protocols

2. Long-term Consi derations

- Study possibility of adapting genetic nodifications for
ot her applications

- Consi der establishing dedicated Inquisitorial |iaison
program

- Investigate potential for expandi ng breedi ng program

- Research enhancenent of existing capabilities

CONCLUSI ON:



The Bl ood Wl ves war beasts represent a val uabl e and uni que
asset in the Inperiums fight agai nst daenonic incursion.
Their abilities conplenent existing detection nmethods and
provide reliable early warning of warp-based threats.
Cont i nued support and devel opnent of this programis highly
r ecomended.

PERSONAL ADDENDUM

Havi ng personally wi tnessed these creatures in action, | can
attest to their effectiveness. During the Perditus Hive
incident, a single war beast detected a greater daenon's
mani festation three hours before our nost sensitive auspex
arrays registered any anonaly. The advance warni ng saved

t housands of lives and all owed for successful containment.

AUTHENTI CATI ON

[Inquisitorial Seal]
[ Aut hori zati on Codes]
[Verm Ilion Clearance Verification]

DI STRI BUTI ON:

- Ordo Mall eus Hi gh Command
- Select Grey Knights Watch Fortresses
- Designated Inquisitorial Libraries
Bl ood Wl ves Chapter Command ( Redacted Versi on)
THCUGHT FOR THE DAY: The vigilant eye sees the eneny before
the sword strikes.



Founding

The Blood Wolves were founded as an additional resource to help free hive worlds
from mutants and black crusades by the will of the high lords of Terra when the rise
of psyker numbers amongst the population led to more and more warp related
incidents.

It is suspected, but not documented in chapter knowledge, that they may not have
been given a world, because they have long been travelling on their rather small
fleet. Genetic anomalies and an unusually strong Librarium are documented to have
been added as an experimental feature for battling enemy psykers and other users
of the warp.

The current lack of heavy equipment was not an initial issue, but much of it was lost
over time and many battles. This increased the recruitment of psykers instead, since
the resupply of especially tanks was not reliable due to the uneasy relationship with
the Adeptus Mechanicus.

Their initial group of space marines was recruited from multiple tribal hunter
societies that were specialists in stalking and hunting dangerous prey. Their believe
in the power of blood reflects in the blood brotherhoods between different battle
brothers being extremely common.

In the aftermath of Incident 600.M41, which saw an entire company vanish from the
records, the chapter underwent a significant reorganization of its companies and
leadership structures to address the undisclosed reasons behind the loss. Among
the Blood Wolves, the incident remains a fraught and difficult subject, avoided in
discussions to ensure none provoke the many Inquisitorial agents whose presence
aboard the fleet has since sharply increased.

Heraldry And Color Scheme



The color scheme of the blood wolves is simply based around a dark green base,
representing their forest heavy tribal origin. Shoulder pads are black, with the left
carrying the company number in white, latin letters, while the right has a blood red
wolf head in frontal view drawn upon it. Wolfs are representing their world of origin's
most prolific pack hunters, making them a good match for the chapter. The drawing
is simplified, merely containing the most important features.

All marines have a dark red right fist, representing their desire to draw blood.
Veterans add a dark red border on their left shoulder pad, while Lieutenants,
Chaplains and higher ranked officers have their company number in blood red
instead of the usual white.

Specialists are distinguished with different colors as well. Smiths have a dark bronze
fist instead of the usual dark red one, while Chaplains have a bone colored right fist
guard.



Senior command is shown by having the neck armor piece in dark red, making Arch
Chaplains, Captains and Master Smiths easy enought to identify.

The first company differs from the color scheme slightly by having their left shoulder
pad in blood red, representing their shame because of recent losses.

Banners are usually similar to the shoulder pads, having a black base and a blood
red wolf head on them. Additionally they usually have the company number in white
right below the wolf head, so that it is easy to recognise them.

On the left knee pad most space marines have a single character, showing their
current psi rating according to the imperial standard. All space marines lacking this
are processed as quickly as possible to enable better planning.

SPOCEMAHNES ©  BETA %
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Gene Seed



Their gene seed is considered pure, even if they seem to have an unusually high
rate of psykers in their ranks. It is suspected that at least all officers have some
degree of trained potential, but this is not officially confirmed to any outside the
chapter.

The origin is speculated about by both the wolves as well as imperial institutions.
While their own records state that they are sons of Gulliman, this is very unlikely.
Some suspect a relationship with Corvus Corax for similarities in combat doctrine,
others consider Jaghatai Khan a more likely candidate.

Most of the wolves see this lack of a known origin as an issue, but not a currently
pressing one. Their survival and service to the imperium is considered a higher
priority than hunting for this information.

This does not mean that there aren't chaplains, arc chaplains, sergeants and
captains trying to research the matter, but so far they have been unable to



determine their origins. Knowledge is assumed to exist in the Mechanicus and the
Inquisition, but has so far not been shared.

Flaws

There are two known flaws among the Wolves. The most obvious is their lack of
restraint when hunting heretics, often leading to them ripping out throats with their
bare teeth.

The second one is their non conformity to the Codex Astartes, created by losing a
large number of their older brothers to a conflict with a chaos uprising backed by
one of the traitor warband and having to deal with a smaller number of officers.

Additionally the psychic abilities lead to warp instabilities and the threat of
possession amongst even rank and file troopers.
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Psychic Abilities

Internal and external suspicions exist to their gene seed potentially having a so far
undetected mutation that awakens psychic abilities. Internal scrutiny has led to an
alternative suspicion not shared outside the chapter though.

With the number of space marines in a potential Librarium exceeding the number of
normal battle brothers, the responsibilities for training have long been integrated into
the chaplains and the librarians have been reintegrated.

Many of the chapter's chaplains suspect that the ritualistic sharing of blood helps
awaken the psyker's abilities while also strengthening their resolve and will. They
remain vigilant of corruption though, including monitoring each other.

In any case the strength of psychic abilities grows with age, even for those originally



barely considered psychic.

Recruitment

Initial recruits were collected from multiple tribal hunter societies, but the
requirement was since relaxed. Most of the current recruits are from worlds that the
chapter is fighting on or has fought on.

The average age for new recruits is 3 to 6 years, where physical health and psychic
potential are screened. Currently constant recruiting is done by the fleet to make
sure the chapter doesn't run out of new candidates to replenish the recent losses.

Additional recruits are sometimes provided by inquisitorial forces when they suspect
psychic potential and the child is young enough to start his training.

Other imperial organisations also supply potential candidates, but usually don't know
about the desired psychic abilities of the child and his usefulness to the chapter is
often limited to none Astartes positions.

The specialised harvest frigates constantly patrol nearby systems and screen
hundreds of potential candidates to keep the chapter strength similar or even
increase it without having to reduce the strict quality rules as well as the psychic
potential requirement. Losses during training, indoctrination and suspected
corruption make this a high priority task.

Indoctrination



Boys recruited usually don't remember their previous life at all. This leads to them
being brought up by battle brothers and especially the Chaplains on the fleet.

A large part of this is physical training, but training in knowledge of history and
mental strengthening are also major parts.

Many boys don't survive this phase, even dying before the first implants are
administered, but the survivors could be fielded as very potent scouts in the 7th
company if absolutely required.

As a show of respect, all boys receive a name from reading their fate. A first name in
high gothic with a last name in low gothic that represents their foretold future.

Training



BLOOD WOLVES

Training starts the moment boys join the program. While first playful, the focus on
strength of will and self control drives all lessons by the chaplains.

After a few years, within the age range of 5 to 10, physical training is added,
teaching both art and duelling under the vigilant eyes of at least one chaplain. It is
made clear to all that they will deal with anyone that shows signs of strong emotions
or lack of self control.

The third group of training adds controlling their psychic abilities as well as shooting
pistols around the age of 10. Support is given from older battle brothers, who act as
guides and mentors. The strict focus is on control and preventive executions are
relatively common.

The last group of training starts once they reach the age of 15. Added are psychic
specialisations and company specific drills, enabling the aspirants to join any of the
companies once they reach full Astartes potential.

Further expansion and specialization of psychic potential is continued across the life
of the battle brother, supported by their more senior brothers.

While these training sessions sharpen the scalpel that the wolves are meant to be,
stories told by the brothers help shape the outlook and goals of the young.

Inter-role training is permanent, while assignment to roles is temporary, changing on
a regular basis to make sure that every brother can replace every other brother if
required. This is a necessity due to the likelihood of brothers dying due to perceived
corruption or instability. The only roles not switching with other roles are the smith
and chaplain roles, where the recruits are selected based on psychic talent
expression.

Religion

While officially not believing in any gods, the wolves honor the emperor and their



shared blood. This is re-enforced in regular group sessions with chaplains, where
worries of brother marines are discussed and proposed solutions recorded for later
reference.

Worries are considered an integral part of serving the emperor better, so
punishment in or after the sessions is almost unheard of.

A ritualistic sharing of blood in the emperor's name in a squad is considered a holy
bond. It binds the brothers to their sergeant and to each other.

Prayers, learned from the chaplains, are uttered invoking the emperor and their
blood, calling upon the power He placed in it.

Traditions

With their origin in tribes, a lot of the traditions are rooted there as well. Out of many
initial pastimes, the following are the most common.

Story Telling

Telling stories about important events and recent battles, the wolves celebrate their
hard fought successes and share wisdom across companies, ranks and even
seniority.

The telling of stories is craft, that few ever perfect, but it is one of the pastimes of
many space marines and the hall is usually entertained by multiple stories a night,
ranging from heroic last stands to crafty ambushes.

Duels



One of the common practices are mock battles between battle brothers. These are
usually fought in a circle and cheered on by their squads' members. While these
duels are part of a tournament, one of the most important matters is testing new and
old tactics.

Space marines are using skillfully carved, often ancient ritual swords but don't don
their power armor.

Moderate and severe injuries are rare since the fights end on first drawn blood or on
the watching chaplain's command. The chaplain is responsible for maintaining a
mindset of learning and mutual respect between the combatants, ensuring they
remain fit for duty.

Bone-Carving
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A common sight on wolves in their civilian clothes are small tokens of recognition or
thanks granted to them by other brothers. These tokens are all hand made, usually
showing prey hunted by wolves. These are carved from bones of different beasts by
utilising a combat knife with great precision. Once carving is finished, it is finalised
with a few drops of blood.

Blood Brotherhood



Exchanges of blood are common across all ranks of the chapter. Binding themselves
to each other is considered a strength rather than a weakness, due to it providing
additional stability in the paranoid surroundings.

It is customary that the sharing of blood is offered by the older space marine. If
accepted, blood of both space marines is mixed and drunk with the younger space
marine starting.

The ritual may be repeated again over time, so that the bonds get strengthened and
the brotherhood confirmed.

The strict ritualistic execution of the blood bond is regularly watched and officially
confirmed by agents of the inquisition, considering any deviation a potential warning
of growing taint.



Blood-Forged Weapons

When a Battle Brother achieves their first significant victory, they participate in a
ritual where they forge their own combat blade, mixing a few drops of their blood into
the cooling metal.

These personally crafted weapons are considered extensions of their will and are
often used in Blood Bond rituals.

Mental Challenges

All space marines are under constant surveillance by each other, the chaplains and
the inquisitorial guests on their respective vessels. This leads to a paranoia that



makes it sometimes hard to work alongside each other. Ritual blood sharing is
employed to create a bond that supersedes the paranoia within a squad.

Meditation within the squad is also employed on an irregular basis, helping the
space marines deal with their ferocity in combat. Drugs to reduce stress may be
administered by a relevant chaplain to support the process.

Survelillance

Chaplains and their wolves are always on the lookout for emotional instability.

Disliked are the inquisitorial agents that sometimes supervise interviews and tests
for corruption. They are seen as a necessary evil, a price to be paid, but all are
concerned about what they may understand and report to their superiors.

Surveillance and vigilance are also on the mind of battle brothers, since it is highly
suggested to them that their own vigilance can save the life and soul of their blood-
bonded battle brothers.

Bonding

Regular squad wide meditations and blood sharing rituals strengthen the resolve
and the connection between battle brothers.

Additionally regular group exercises for psychic and combat abilities and the shared
meals help camaraderie to survive even in the surveillance heavy environment.
Carved bone tokens representing respect are also often shared to thank each other.



| NQUI SI TORI AL | NVESTI GATI ON
REPORT

CLASSI FI ED: EXTREM S SECRETI S

| nqui si tor Kaira Val demann, Ordo Xenos
SUBJECT: BLOOD WOLVES SPACE MARI NE CHAPTER
STATUS: ONGO NG | NVESTI GATI ON

THREAT ASSESSMENT: | NDETERM NATE

PRELI M NARY FI NDI NGS5
1. ORGANI ZATI ONAL ANOVALI ES

- Chapter structure deviates significantly from standard
Codex Astartes protocols

- Unusual recruitnment and transformation rituals observed

- Mnimal external communication with other Inperial entities

2. RI TUALI STI C PRACTI CES

- Extensive bl ood-based cerenonial procedures docunented
- Ritualistic consunption of genetic material during

i nduction cerenonies

- Potential psycho-genetic anplification through hematic
transfer

3. PSYKER CONCENTRATI ON

- Unprecedented high concentration of psychic potenti al

wi t hi n chapter ranks

- Approximately 37% of identified Battle-Brothers exhibit
|atent to active psychic abilities

- Psyker manifestations not conform ng to standard I nperi al
sancti oni ng protocols

POTENTI AL CONCERNS
Bl ood Rituals

- (bserved practices involve conpl ex bl ood-exchange cerenoni es
- Genetic material used in what appears to be quasi-spiritual
transformati on processes

- CRITICAL NOTE: Rituals currently assessed as non-
concl usi vely heretical

Psychi c Mani festations

- Psykers denonstrate unusual stability
- Mnimal warp-corruption indicators
- Controlled psychic energy projection suggests disciplined



training
| NVESTI GATI VE RECOMVENDATI ONS

- Conti nued covert surveill ance
- Cenetic and psychic pattern anal ysis
- Limted direct intervention

CURRENT THREAT CLASSI FI CATI ON

WATCH STATUS: YELLOW

- Not immediately threatening
- Requi res ongoi ng conprehensi ve nonitoring

PERSONAL OBSERVATI ON

The Bl ood Wl ves represent a conplex anomaly within the
Adeptus Astartes. Their practices border on the esoteric but
do not definitively cross the threshold of outright heresy.
Extreme caution and nuanced investigation are paranount.

| NQUI SI TORI AL SEAL

Vi gil ance. Secrecy. Determ nation.

Si gned,

| nqui si tor Kaira Val demann
Ordo Xenos, Segnentum Qobscurus
By the Enperor's Divine WII



Biology

The chapter's gene seed seems to lack the Betcher's Gland, replacing it with the
Artimus Gland that improves their hardness of teeth and allows for regrowing them.
As a side effect the teeth are unusually sharp. It is no longer known if this was a
desired change based on sharks of Terra, or a mutation.

Between the steps of introducing the additional organs, the candidates share blood
from older, experienced brothers. They believe this shares some of their strength
and experience, even if that has never been proven.

All Space Marines have a light skin tone, providing natural contrast with their almost
black eyes and quickly growing, black hair.

Their fluid, predator-like movements lead to quick reactions, while their stoic faces
betray their supreme self control.

Artimus Gland

The Artimus Gland is a notable divergence from the usual Betcher's Gland. The
replacement was likely desired for increased terror in their enemies, especially when
combined with the rage inducing drugs potentially administered.

Multiple reviews by Magus Biologis confirmed that benefit for terror inducing tactics
outweighs the loss of the usual Betcher's Gland for the older, experimental Artimus
Gland.

Omega Gland

As required by the Adeptus Mechanicus, an additional organ was added to all space
marines after the first Artimus Gland screening. The Omega Gland is a small, peach
sized organ that reacts to heightened emotional activity with concentration
enhancing and will strengthen drugs. These drugs are synthesized by the body at a
high rate, allowing for up to 3 daily uses.

Primaris

The chapter has not taken any Primaris in yet. There are some yet to be solved
compatibility issues with the specialized gene seed of the chapter and the size
would lead to short term issues with transport capacities.

Some in the council of captains agree with that decision, but so far the chapter
master is in favour of keeping what has been the status quo and merely testing
recruitment strategies that solve the compatibility issues with assistance and
oversight from Magos Biologis. It is assumed that a solution will be found.

It is expected that with the new chapter master this decision will be revisited,
especially since he has experience with fighting side by side with primaris marines.

Beasts of War



The blood wolves employ an actual breed of large, muscular wolves with their
chaplains. Genetically enhanced, these beasts are utterly loyal and will defend their
brothers even against the most heinous creatures of the warp.

Their eyes burn with an uncanny intelligence not expected of such beasts, betraying
their ability to sense the ebb and flow of the warp.

Like their Blood Wolf masters, these war beasts possess the Artemis Gland, a
modification that grants them razor-sharp teeth capable of tearing through flesh and
bone with ease. Their bite is legendary among the Chapter, said to be able to sever
limbs and crush skulls with a single snap.

Their main purpose is the fight against the warp though. With their fine, enhanced
olfactory senses they are able to detect changes in smell on space marines, that

would indicate unusual emotions or stress. These space marines are then further
examined by the attached chaplain to determine the need for an execution.



Recent genetic enhancements have made them partially aware of the approximate
strength of the warp in an area, warning of potentially risky environments.

In cases of dire need or to protect scouting missions, war beasts are sometimes
deployed with sergeants of the 8th company and without a chaplain.

Development

In the first eight weeks of their life the 4 to 6 pups of a litter remain with their mother
in a breeding chamber. While enhancements of approximately 20% genetically
compatible pups begin here, the pups are warded from external influence outside of
handler candidate imprinting once their enhanced senses become noticeable.

At around two months old the pups move from spending their time mostly with their
mother to spending their time mostly with their handler candidates. They are further
screened and slowly introduced to the chapter's environment. This includes
socialisation, obedience training and first simulated combat exercises, leaving
around 50% of the remaining pups in feasible condition.

When early corruption detection abilities emerge around the four month mark, the
young war beasts are transferred fully to their handlers, starting bond-matching and
scent detection training alongside others of their age. Pack coordination and
intensive physical conditioning are combined with combat training while the
enhancement procedures are finalized. This further reduces the number of young
war beasts.

Further combat training starts after reaching eight months of age, usually combined
with training in void-environments and ships. This ensures that the pack tactics
learned are trained and the war beasts are familiar with all required environments.
Lastly they spend time learning to further distinguish potential corruption, making
sure they don't over- or under-react to their senses and the bond to their handler is
strengthened appropriately, with nearly 60% of the war beasts failing to properly
connect.

In the last six months until their second year of life they pass trials with their
handlers and finalize their training in combat, ritual surveillance as well as advanced
detection abilities. With their enhancements and augmentation finishing, they are
ready for active duty.

This active duty is reached by around 2-3% of the war beasts born and usually lasts
for the next ten to sixteen years, with peak combat performance being between year
three and twelve, while peak detection abilities are achieved in the later years, when
they are moved to senior service.

Exceptions exist, but exceeding twenty five years of life is rare, with exceptional
specimens even serving chaplains up to their thirties. All in all their lifespan is
significantly enhanced by their psychic connection and gene enhancements, so that
the effort spent on them is worthwhile and the losses during training and
enhancement possible.



VECHANI CUS GENETI C RESEARCH
PROTOCOL

Cl assified: Adeptus Mechanicus - Oficio Biologis
Ref erence Desi gnati on: BW GENSEQ 073. M41
| NVOCATI ON OF THE OWNI SSI AH

By the sacred algorithns of genetic transfer, we seek
illum nation

GENOM C ANALYSI S: BLOOD WOLVES SPACE MARI NE CHAPTER
CURRENT PRI MARCH HYPOTHETI CAL LI NEAGE: UNRESOLVED

1. Primary CGenetic Variance
Cobservati on

- Initial assunptions of Utramarines genetic inheritance
(Roboute Guilliman) have been systematically invalidated
t hrough rigorous biochem cal analysis

- Genetic markers denonstrate significant divergence from
standard U tramarines gene-seed tenplate

2. POTENTI AL PRI MARCH GENETI C
MARKERS

Corvus Corax Hypothesis

- Detected genetic resonance with Ravens Guard chronosonma
structures

- Observed nutation patterns consistent wth stealth-adaptive
genetic potenti al

- Bionechanical efficiency indicators: 87.3%correl ation

Jaghat ai Khan Hypot hesi s

- Accel erated netabolic response sequences detected

- Cenetic markers suggesting extrene nmobility and rapid

cel lular regeneration

- Speed-adapted genetic nodifications: 79.6% probability match

VETHODOLOG CAL APPROACH

- Quantum encoded genetic sequencing
- Nano- nol ecul ar cross-referencing
- Hol ographi c genetic projection anal ysis

LI M TATI ONS OF CURRENT RESEARCH

- CGenetic data: 62.4% conprehensive



- Primarch |ineage: | NCONCLUSI VE
- Further sanctified research required

TECHNOLOG CAL BLESSI NG

May the Omi ssiah gui de our sacred decryption of genetic
nmysteries.

AUTHORI ZED BY:

Magos Genet or Signma-Epsilon 427
Divisio Biologis, Mars Sector Gama
Prai se be the Machi ne God. Know edge is power.



Combat Doctrine

They prefer melee combat, hunting heretics and their allies in small groups. Open
warfare is avoided at all costs, since rebuilding the lost numbers takes a long time.

A chainsword and bolter pistol are considered the default armaments, with both
plasma guns and force swords being unusually common among the officers.

If forced into open combat, they tend to employ psychic powers to close the distance
quickly.

The rare Dreadnoughts support combat in more open areas with flames.

The usual strategy is breaking down enemy forces to pick them off in smaller pieces.

Only if no other force is available to bear the brunt of an enemy attack, the wolves
will opt for a more open warfare.

Even in this case they will try to use terrain and their thunderhawks to encircle
groups of enemies instead of bearing the brunt of a frontal assault.

Combat Drugging

To prevent losses and secure important objectives, the chapter may employ a battle
rage drug against their enemies.

This administration is always accompanied by strict physiological and psychological
screening after the battle. Reasons for its administration are recorded, preserved
and reviewed by another two captains to achieve prudent resource use and avoid
endangering their company's souls.

While the drugs are produced on the fleet, the supply is limited, making the decision
to employ them even more important.



Ambushes

Ambush tactics are employed against many enemies. Especially specialised armies
are targeted to minimize their effectiveness.

Psychic powers of the involved squads are used to reduce the likelihood of the
brothers being found before the expected time, cloaking them from enemy eyes and
sensors.

Hit And Run

Using the existing vehicles, including bikes, jump packs or the "walk of the predator"”
psychic ability, hit-and-run tactics are employed to counter the ranged advantage of



enemies. These are especially effective at breaking the morale and firing lines of
ranged combatants.



| MPERI AL DEPARTMENTO MUNI TORUM
CLASSI FI ED OPERATI ONAL REPCRT

H ve Cty Tarant hus Pacification

OPERATI ONAL SUMVARY

(bj ective: Elimnation of Genestealer Cult Infestation
Commandi ng O ficer: Conm ssar Elias Voren, 72nd Tar ant hus
| nperial Guard Regi nent

COVBAT ASSESSMENT: BLOOD WOLVES SPACE
MARI NE | NTERVENTI ON

1. I NI TI AL ENGAGEMENT

- Bl ood Wl ves Chapter el enents deployed with surgical

pr eci si on

- ldentified and isolated primary cult concentrations within
Hive City Secundus

- Utilized advanced reconnai ssance techniques to map entire
cult infrastructure

2. TACTI CAL APPROACH

- Conbi nation of targeted psychic intelligence and brutal

cl ose-conbat net hodol ogy

- Mnimal collateral danage to Inperial civilian population

- Unprecedented efficiency in cult disruption and elimnation

3. PSYCHOLOGQ CAL WARFARE

- Marines denonstrated extraordinary tracking capabilities

- Psychic resonance used to isolate and predict cult novenent
patterns

- Systematic elimnation of cult |eadership hierarchy

NOTABLE COVBAT OBSERVATI ONS
1. MELEE ENGAGEMENT PROTOCCLS

- Unprecedented ferocity in close-quarters conbat

- Marines displayed near-berserker rage during patriarch
confrontation

- (bserved conpl ete destruction of genetic |ineage | eadership

2. PSYCHI C | NTERVENTI ON

- Confirmed use of advanced psychic tracking techni ques
- Ability to sense and isol ate genesteal er genetic signatures
- Mnimal warp disturbance during psychic operations



CASUALTI ES AND LOSSES

- Inperial Guard: 127 personnel
- Blood Wl ves: Mniml casualties (estinmated 3-4 marines)
- Genestealer Cult: Total elimnation

STRATEG C | MPLI CATI ONS

The Bl ood Wl ves denonstrated capabilities far beyond
standard Space Marine interventions. Their uni que approach,
conmbi ni ng surgical strikes, psychic intelligence, and
overwhel m ng cl ose-conbat prowess, provides a tenplate for
future xenos elimnation protocols.

PERSONAL OBSERVATI ON

During the patriarch's term nation, observed marines entering
a state of controlled rage. The brutality was surgical yet
visceral, a testanent to their specialized training and
genetic nodifications.

RECOMMVENDED FUTURE | NTERACTI ONS

- Continued nonitoring of Chapter capabilities

- Potential integration of tracking nethodol ogies into
| mperial intelligence protocols

Si gned,

Conm ssar Elias Voren

72nd Tarant hus I nperial Guard Regi nent

For the Enperor. For Humanity.



Daily Routines

The life of a Blood Wolf is carefully structured to maintain both combat readiness
and psychological stability. Their daily routines reflect the unique challenges of
managing their psychic gifts while upholding their duties as Space Marines.

Morning Rituals

Dawn begins with ritual meditation led by the company's Arc Chaplain or his
designates. These sessions focus on strengthening mental barriers and reinforcing
psychic control. Battle-brothers gather in small groups, their war beasts stationed at
the chamber's periphery to monitor for any signs of instability.

Following meditation, brothers participate in combat drills, with an emphasis on
close-quarters fighting and psychic coordination. These sessions typically pair more
experienced marines with younger brothers, fostering both skill development and
mentorship bonds.

Daily Duties

Regular training occupies significant portions of each day:

- Close combat practice with ritual weapons

- Psychic power control exercises

- Tactical simulations

- Weapons maintenance and practice

- War beast coordination drills

Special emphasis is placed on joint training exercises that strengthen blood bonds
between squad npm mates. These sessions often conclude with ritual sparring
matches observed by chaplains.

Knowledge Acquisition

Dedicated study periods are mandatory for all battle-brothers, focusing on:

- Chapter history and traditions

- Combat doctrine refinement

- Technical knowledge

- Enemy tactical analysis

- Imperial strategic updates

Senior brothers often lead discussion groups analyzing recent battles and sharing
tactical insights. These sessions are recorded and archived for future reference

Beast Handling

War beast care is a daily responsibility for designated handlers, involving:

- Feeding and exercise routines
- Combat training sessions



- Health monitoring

- Psychic attunement exercises

- Pack hierarchy maintenance

Every brother is expected to maintain familiarity with war beast handling, as these
creatures serve crucial roles in detecting psychological instability.



bservati onal Report: Bl ood
Wl ves Chapter Operations

Aut hor: Brot her-Sergeant Cassius Varro, U tramarines 2nd
Conpany

Subject: Cultural and Tactical Assessnent

Vessel : Strike Cruiser "Predator's G ace”

Duration: One Standard Month

Executive Sunmary

At the Chapter Master's request, | have conpl eted ny
observati onal deploynent aboard the Bl ood Wl ves vessel
"Predator's Grace."” Wiile their divergence fromthe Codex
Astartes is concerning, their operational efficiency remins
not ewort hy, if unorthodox.

Daily Structure

The Bl ood Wl ves maintain a schedule that would be nearly
unrecogni zabl e to our battle-brothers. Their day begi ns not
with tactical briefings, but with mass neditation sessions

| ed by their Chaplains. The presence of their war beasts
during these sessions was initially disturbing - these
enhanced creatures pace the chanbers |ike restless sentinels.

Their norning conbat drills denonstrate concerning deviations
from Codex protocols. Rather than focusing on standardi zed
conbat formations, they enphasize fluid, pack-like novenents.
Their reliance on psychic abilities during these drills
borders on excessi ve.

Conbat Trai ni ng

Their approach to conbat training warrants particul ar
attention

- Heavy enphasis on close conbat, often at the expense of
ranged warfare practice

- Integration of psychic abilities into standard conbat
maneuver s

- Unusual focus on anbush tactics and stealth operations

- Regul ar "bl ood bond" rituals between training partners

- Extensive use of war beasts in tactical exercises

Wi le effective, their methods | ack the surgical precision
outlined in the Codex Astartes.

Mai nt enance and Duti es

Shi p mai ntenance follows a nore recogni zabl e pattern, though
their Forge Master's nethods deserve scrutiny



- Regul ar equi prent mai nt enance, though their ritual bone-
carving seems unnecessary

- Extensive psychic warding of critical systens

- War beast patrols of vital areas

- Constant chaplain oversight of all activities

- Integration of tribal rituals into standard procedures

Meal Practices

Their neal gatherings are particularly noteworthy. Unlike our
efficient nutrient consunption periods, they treat these as
i nportant social and cultural events

- Extended periods of storytelling

- Ritual sharing of conbat experiences

- Chapl ain-1 ed di scussions of recent operations
- War beast feeding integrated with mari ne neal s
- Regul ar bl ood-sharing cerenonies

Areas of Concern

Several practices require further investigation

- Hi gh frequency of psychic activity
- lrregular conmand structure
- Non-standard conbat drug usage
- Tribal influence on Inperial rituals
Devi ation from Codex organi zati onal structure

P03|t|ve bservati ons

Despite their divergence fromthe Codex Astartes, certain
aspects of their operations show nerit:

- Exceptional unit cohesion
- Strong spiritual devotion
- Effective corruption detection nethods
- Inpressive strategic adaptability
Hi gh noral e despite constant surveillance

Cbnbat Ef f ecti1 veness

Their conbat nethodol ogy, whil e unorthodox, denonstrates
undeni abl e effi ci ency:

- Superior close-conbat capabilities

- Effective integration of psychic warfare
- Excell ent urban conbat tactics

- Strong anti-corruption protocols

- Inpressive stealth operation capabilities

Strategic Inplications

Reconmendation for future joint operations:
- Uilize Bl ood Wl ves for urban warfare scenari os



- Enploy their stealth capabilities for reconnai ssance
- Leverage their anti-corruption expertise
- Maintain separation of ritualistic practices

Moni t or psychic activities during joint deploynents

Personal (bservati ons

While their deviation fromthe Codex Astartes renmains
concerning, their effectiveness cannot be denied. Their

nmet hods, though divergent fromour own, appear well-suited to
their specialized role in the Enperor's service. Their
constant vigilance against corruption, while paranoid by our
st andards, appears necessary given their high concentration
of psykers.

Concl usi on

The Bl ood Wl ves represent an effective, if unconventional,
fighting force. Wiile | cannot recomend adoption of their
nmet hods, their specialized role appears to justify their
deviation from standard protocols. Future cooperation should
be approached with careful consideration of their unique
operational requirenents.

For the Enperor's dory,

Br ot her - Ser geant Cassius Varro

U tramarines 2nd Conpany

Bearer of the Laurel of Defiance

[ Report carries the Seal of the U tramarines 2nd Conpany]



Organisation

Faber Boneclaw

Forge Master

Malleo Silverfang
Smith

Artifex Stormhowl
Smith

Opifex Ironclaw
Smith

Lupus Blackthorn
Chapter Master

Ferox Grimcrest
Captain of the 1st

Fulmen Ravenclaw
Captain of the 2nd

Umbra Ironbark
Captain of the 3rd

Validus Stonehammer
Captain of the 4th

Fatum Silvermist
Captain of the 5th

Dominus Wolfrider
Wolf-Master
Captain of the 8th

Verus Wolfsbane
Chapter Chaplain

Stormhear

Cautus Shadowmere
n of the 2nd

Occultus Nightwind
A haplain of the 3rd

Narrator Thornblade
Arc Chaplain of the 4th

Scientia Moonshadow
Arc Chaplain of the 5th

Veritus Wolfmaster
Arc Chaplain of the 7th

They are severely below the intended size of a chapter, only fielding five distinct
companies of around 125 space marines each. None of the units has terminator
armor or scouts attached anymore, leading to them being considered equal places

to serve.

The number of companies was originally standard compliant, but due to severe
losses suffered is now limited by the lack of ships, as the fleet is very small and the
number of experienced space marines is unusually small due to rare psychic
incidents and early execution of brothers that may have been corrupted.

The Blood Wolves once fielded a sixth company, its fate lost to tragedy aboard the
Strike Cruiser Truth's Shadow. Though officially recorded as a warp breach caused
by unforeseen anomalies, fragments of intercepted vox-transmissions suggest far
graver implications. The Blood Wolves speak of the 6th Company only in reverent
silence, unsure of what truly transpired.



This loss haunts the chapter's leadership. The Chaplains preach vigilance over
pride, invoking the memory of their fallen brothers to demand greater control over
their rituals and psychic practices. Though they do not know the truth, the Blood
Wolves are driven by an unspoken fear—never again will they allow the warp to
claim them so completely.

Neophytes are completely outside the combat teams until their transformation is
done to minimize the losses suffered, due to many of them already dying due to the
harsh psyker selection criteria employed. They make up a purely theoretical 7th
company of scouts with a rather unstable member count.
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The chapter's activities with only five companies require careful strategic
deployment and resource management. While this smaller size limits their ability to
engage in prolonged campaigns, it enables them to maintain high mobility and
operate with surgical precision.

Each company is capable of splitting into smaller strike forces when needed,
allowing the chapter to maintain presence across multiple fronts while preserving
their core strength.

Transport logistics are handled through a combination of their own fleet and
cooperative arrangements with the Imperial Navy. These partnerships, though
sometimes uneasy, significantly enhance their operational reach. The chapter
maintains a careful balance between keeping companies available for critical
emergencies and meeting immediate battlefield needs.

Long campaigns are generally avoided for several key reasons:

- Preserves their limited numbers for critical interventions

- Allows regular rotation for psychological screening and corruption checks

- Enables continuous recruitment and training to maintain chapter strength

- Keeps their ships available for rapid response to emerging threats

When supporting other Imperial forces, the chapter is direct about their time
limitations, emphasizing their role as specialist interventionists rather than front-line
garrison troops. This approach has earned them both respect and frustration from
various Imperial commanders, but the chapter maintains that their first duty is
remaining available to counter the most serious threats to the Imperium.

Specialists
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Unlike most other chapters the Blood Wolves don't employ specialised psykers, but
allow their officers to use their own potential.

To make sure that no one gets corrupted, the number of chaplains is higher than
usual, including both their duties as well as those of an Apothecarius to maximise
their ability to detect corruption.



Captains

Captains are one of the rarest and most valuable members of the order, shaping the
battlefields and their companies with powerful psychic abilities and equally
threatening combat abilities.

While being under constant watch from the chaplains, captains must prove their
worth every day anew. While today there are only 5 captains, there are older records
mentioning a sixth company. Their fate is likely only known to the arc chaplains and
maybe some of the dreadnoughts.

Sergeants



Sergeants are usually equipped with plasma pistols or shields and force swords. In
addition to grenades, they tend to be energy shielded. This makes sure they can
stand toe to toe with powerful leaders of the enemies.

Their psychic powers are focussed on suppressing enemy soldiers or improving
their squad's combat performance.

Arc Chaplains

The Arc Chaplains are controlling their subordinate chaplains in their respective
company. Their focus is on making sure that there is no worship in the chapter while
taking part in the council of captains as equals.

Usually they have around 12 chaplains reporting to them directly.

Chaplains

Chaplains tend to have the morale, mental and physical health of their brothers as
their main concern. Guarded by specifically gene-crafted wolves, they administer
combat drugs and use their psychic powers and gear to heal wounds to quickly
allow space marines to return to combat. All chaplains look for signs of corruption in
the many psykers of the chapter and don't hesitate to execute early rather than
waiting for a breach.

Regular chaplains form the backbone of the chapter's spiritual and psychological
oversight, each reporting to their company's Arc Chaplain. These chaplains work
directly with squads and individual battle brothers, monitoring their mental state and
administering combat drugs when necessary. Each chaplain is assigned specific war
beasts to assist in detecting emotional instability or corruption. They conduct daily
meditation sessions, oversee blood rituals, and stand ready to execute any brother
who shows signs of instability or taint. While they lack the broader authority of Arc
Chaplains, they are essential to maintaining the chapter's vigilance against
corruption, often being the first to notice subtle changes in their assigned battle
brothers' behavior.

Forge Master



The forge master is responsible for keeping the thunderhawks and dreadnoughts in
peak combat condition. Like all Blood Wolves tech-marines, they harness their
psychic abilities to commune with and enhance machine spirits, making their work
exceptionally effective. While forge masters oversee the maintenance, they also
teach three candidates their knowledge and traditional practices like bone carving,
ensuring their expertise can be preserved.

Smiths

The smiths are future candidates for the forge master position, trained in the field
through direct apprenticeship. They combine traditional tech-marine duties with their
psychic abilities, learning to maintain and enhance the chapter's equipment through
both technological and psychic means. If one is elevated to forge master, the others
retain their positions while a new candidate is selected for training.



Vehicles of War

There are currently no tanks in use. Their existence has been deemed unnecessary
for the desired purpose of fighting in city areas at the time of the founding and
strained Mechanicus relations have made it a hard task for the Forge Master to fix. If
tanks are necessary after all, they are acquired temporarily from allied forces, often
the Adeptus Arbites, since these vehicles have been useful in many combat
situations.

Thunderhawks are employed in large numbers though, replacing transporters on the
ground completely.




During the chapter's founding, a strategic decision was made to prioritize
Dreadnoughts over tanks for urban warfare. The reasoning was that Dreadnoughts
could provide heavy firepower while maintaining the maneuverability needed for city
fighting, with their warrior spirits offering tactical wisdom that tanks could not. This
focus on Dreadnoughts over tanks has proven effective, leading to careful
preservation and maintenance of these valuable assets across the chapter's history.

The numerous Dreadnoughts serve multiple roles that would typically be filled by
tanks in other chapters:

- Heavy fire support in urban environments

- Mobile strong-points for defensive operations

- Tactical advisors drawing on centuries of combat experience
- Repositories of chapter knowledge and history

Spaceships

The fleet is currently made up of 6 Strike Cruisers and 2 Light Cruisers serving as
the backbone of their naval force, supported by a balanced complement of escort
vessels. Each type of escort - 7 Gladius Frigates, 7 Harvest Frigates, 7 Destroyers,
and 7 Raiders - serves a specific role in the chapter's operations. While the Strike
Cruisers serve as the home of the companies and recruits, the Light Cruisers act as
mobile command centers and strategic reserve. The diverse escort fleet allows for
flexible mission profiles, with Gladius Frigates providing standard escort duties,
Harvest Frigates continuing their recruitment duties, Destroyers offering heavier
firepower when needed, and Raiders excelling at reconnaissance and rapid strikes.
The fleet's size matches most mission requirements closely, allowing for minimal
resources being bound by each target while maintaining the ability to concentrate
force when necessary.

The Strike Cruisers make up the equivalent of the chapter home, usually staying
within close enough distance to support each other, while the Light Cruisers
coordinate broader operations and provide additional strategic depth. The escorts in
turn are more mobile around their respective capital ships, making sure that the
chapter can engage in multiple zones without having to make their home bases too
easy to attack, while offering a variety of tactical options depending on mission
requirements.

All ships contain tracking beacons, to prevent them from operating outside the view
of the Inquisition and regularly report their travels and recruiting actions.
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Strike Cruisers

Fang of Retribution

The chapter's flagship and mobile fortress-monastery, the Fang of Retribution,
serves as the primary base for Chapter Master Lupus Blackthorn. Its halls are
adorned with bone carvings and ritual chambers, while specialized facilities support
the chapter's unique needs including climate-controlled chambers for war beast
breeding and training. Advanced psychic dampening fields protect its gene-seed
storage vaults.

Shadow Hunter



Home to the third company, this vessel has been extensively modified for stealth
operations. Its hull incorporates rare materials that diffuse augur returns, while its
plasma drives have been specially tuned to minimize their signature. Multiple launch
bays allow for rapid deployment of Thunderhawk squadrons.

Predator's Grace

Base ship of the second company, Predator's Grace is noted for its expanded
hangar facilities supporting jump pack operations. Its internal layout has been
optimized for rapid deployment, with direct routes from barracks to launch bays.
Ancient targeting cogitators provide exceptional accuracy for its weapon batteries.

Blood Sworn

The first company's vessel features reinforced forward armor and additional void
shield generators, reflecting their role in frontal assaults. Its bridge includes
specialized augur arrays for battlefield coordination, while expanded medicae
facilities support combat casualty treatment.

Winter's Hunt

Primarily supporting the fourth company, this strike cruiser carries additional armor-
piercing weapons to support their anti-armor specialization. Its hangars house
specialized siege equipment, while reinforced internal bulkheads protect against
boarding actions.

Void Stalker

The fifth company's mobile base emphasizes speed and maneuverability. Its engines
have been enhanced for rapid acceleration, while advanced sensor arrays support
their reconnaissance operations. Multiple small craft bays facilitate simultaneous
bike squad deployments.

Light Cruisers

Spirit of Vengeance

This command and control vessel serves as a mobile headquarters for fleet
operations. Its bridge features enhanced communication arrays and tactical plotting
chambers. Expanded quarters house visiting Imperial officials and coordination staff.

Emperor's Blade

Serving primarily as a long-range patrol vessel, the Emperor's Blade features
enhanced sensor suites and extended-duration life support systems. Its weapons
are optimized for independent operation, while additional fuel capacity enables
extended deployments.

Gladius Frigates



Pack Hunter's Pride

Lead vessel of the "Hunt Pack" squadron, modified with enhanced targeting systems.

Swift Retribution

Specialized for rapid strike missions with reinforced engines.

Shadow's Grace

Features stealth modifications for reconnaissance operations.

Vigilant Hunter

Carries additional sensor arrays for patrol duties.

Predator's Reach

Modified for extended-range operations with expanded supplies.

Void Seeker
Equipped with advanced augur arrays for detection missions.
Night's Fang

Optimized for close-support of larger vessels with enhanced point defense.

Harvest Frigates

Soul Seeker

Lead recruitment vessel, featuring expanded holding facilities for potential recruits.

Blood's Bounty

Specialized medical facilities for initial recruit screening and testing.

Fate's Chosen

Enhanced sensors for detecting psychic potential in population centers.

Wolves' Fortune

Mobile training facilities for initial recruit conditioning.

Gene's Promise

Dedicated genetic testing laboratories and sample storage.

Future's Grace



Advanced screening chambers for psychic evaluation.

Hope's Hunter

Mobile recruitment processing and initial training vessel.

Destroyers

Swift Vengeance

Lead ship of the destroyer squadron, optimized for pursuit operations.

Fury's Wake

Enhanced weapons systems for maximum damage output.

Ghost Stalker

Stealth modifications for ambush operations.

Emperor's Justice

Specialized for anti-fighter operations.

Blood's Lightning

High-speed interceptor configuration.

Shadow Strike

Optimized for flanking maneuvers.
Night Hunter

Advanced night-fighting capabilities.

Raiders

Silent Claw

Lead raider, featuring enhanced boarding equipment.

Void Ghost

Specialized stealth systems for infiltration.

Pack's Shadow

Enhanced speed for hit-and-run attacks.

Night's Promise



Advanced sensor jamming capabilities.

Hunter's Will

Optimized for extended scouting missions.
Spirit's Reach

Enhanced communications for coordination.

Blood's Echo

Specialized electronic warfare systems.

Dreadnoughts




In a chapter this focussed on small scale war, hulking war walkers like dreadnoughts
may seem out of place. Some are ancient, some are relatively fresh, but they all
share knowledge and experience of a life in constant battle.

While they are rare storytellers, they are usually advising officers of the chapter on
matters of war, both within and without.

In combat they focus on bearing the brunt of any unavoidable assault, while taking
out both charging troops and vehicles with their armament of a heavy flamethrower
and melter.

To make sure their knowledge is not lost, most if not all are equipped with additional
armor plating.

Ancient Vyrmark "The Silent Sage"

One of the oldest surviving dreadnoughts, Vyrmark was once Captain of the Third
Company before a devastating encounter with Dark Eldar raiders in M40. Despite
having most of his body destroyed by toxic weapons, his tactical genius and iron will
remain intact. Now he serves as a key advisor to the Chapter Master, his centuries
of experience particularly valuable in hunting elusive prey.

When not in combat, Vyrmark spends long periods in meditation, his enhanced
senses monitoring the subtle flows of psychic energy through the fleet. He has
developed an uncanny ability to detect corruption before it manifests, leading many
to seek his counsel when doubting their path.

In battle, he wields a multi-melta and heavy flamer with devastating precision, his
ancient machine spirit perfectly attuned to his hunting instincts. His presence alone
has turned the tide of countless battles, the sight of his armored form inspiring
nearby battle-brothers to greater feats of valor.

Ancient Kalistair "The Burning Judge"

Formerly an Arc Chaplain, Kalistair was mortally wounded while fighting a Greater
Daemon of Tzeentch in the depths of Hive Mortis. Though his physical form was
broken, his unwavering faith and psychic might proved strong enough to maintain
consciousness even as his brothers interred him within his new adamantium form.

Kalistair's dreadnought chassis has been extensively modified with additional wards
and sanctified engravings, allowing him to channel his considerable psychic powers
through its ancient form. He maintains his role as a spiritual guardian, his enhanced
sensors particularly attuned to detecting psychic disturbances that might indicate
corruption.

He carries a heavy flamer blessed with unusual potency against warp entities, and a
close combat weapon inscribed with prayers of purity. Battle-brothers often seek his

blessing before major engagements, as his presence serves as a living reminder of

the chapter's vigilance against corruption.

Ancient Theron "Ghost Walker"

Once a legendary hunter in the companies, Theron's mortal form was destroyed
during a desperate mission to eliminate a Genestealer Patriarch. Though his body



was torn apart, his sacrifice allowed his brothers to complete the mission and save
billions of lives.

His dreadnought form has been specially modified for stealth operations,
incorporating rare technologies that dampen both its physical and psychic signature.
Theron excels at ambush operations, using his enhanced sensory systems to track
prey through the darkest corners of hive cities and space hulks.

He specializes in hunting larger prey, carrying a multi-melta specifically calibrated for
armor penetration. His close combat weapon includes a built-in heavy flamer,
allowing him to flush out hidden enemies. He often works closely with Neophytes,
teaching them the art of the hunt even from within his ancient frame.

Ancient Malakai "The Storm's Voice"

Malakai was once a gifted psyker and Sergeant in the Second Company before a
catastrophic warp storm incident left him clinging to life. His powerful psychic
abilities and indomitable will made him an ideal candidate for internment, though the
process of connecting his psychic powers to the dreadnought systems took several
decades to perfect.

His chassis features unique modifications to channel and amplify his psychic
abilities, including crystalline matrices and psi-conductive circuitry. In battle, he can
create localized warp storms or psychic barriers while laying down supporting fire
with his twin-linked heavy flamers.

Malakai serves as both warrior and advisor, his psychic abilities allowing him to
communicate directly with his battle-brothers even in the heat of combat. He takes a
particular interest in helping young psykers master their abilities, understanding well
the dangers they face.

Ancient Corvus "The Undying Hunt"

The youngest of the chapter's dreadnoughts, Corvus was critically wounded during
the defense of Port Sanctus against a massive Dark Mechanicus incursion. His
expertise in vehicle warfare and machine lore made him particularly valuable to
preserve.

His dreadnought frame incorporates several experimental modifications developed
in conjunction with loyal Mechanicus allies, including enhanced auto-repair systems
and improved target prediction algorithms. He carries a rare twin multi-melta array,
making him particularly effective against enemy armor.

Corvus works closely with the chapter's Forge Master, his intimate knowledge of
both flesh and machine proving invaluable in maintaining the chapter's arsenal. In
battle, he often serves as a mobile command center, his enhanced systems
coordinating the movements of multiple squads.

The Sleeping Ancients

Deep within the chapter's capital ships rest several other dreadnoughts, their
occupants slumbering in stasis until dire need calls them to war. Each bears the
weight of centuries of service, their memories preserved in both electronic archives



and ritual bone-carvings that adorn their chassis.

These revered ancients are awakened only for the most critical battles, their
combined experience representing an irreplaceable repository of the chapter's
history and tactical knowledge. When not at war, their chassis are maintained with
religious devotion by the chapter's Smiths and allied Techpriests, who view them as
both sacred relics and vital strategic assets.

Chapter Serfs

The Blood Wolves' serfs form an essential part of their fleet-based chapter's
operations. Most are born aboard the chapter's vessels, descended from
generations of faithful servants. They are occasionally supplemented by failed
aspirants who, while lacking sufficient psychic potential for transformation into Space
Marines, have proven their loyalty and capability during the selection process.

Unlike some more militant chapters, the Blood Wolves treat their serfs with
consistent politeness and respect, recognizing their essential role in maintaining the
chapter's operations. This stems partly from pragmatism, the closed environment of
their fleet-based existence requires social stability, but also from their shared beliefs
about blood and loyalty.

The serfs follow a variation of the chapter's own beliefs, venerating the Emperor
through service while respecting the power of blood bonds. While they don't
participate in the marines' blood rituals, they maintain their own traditions of loyalty
oaths and family bonds that echo the chapter's practices in more modest forms.

Their duties range from basic ship maintenance to assisting in ritual preparations,
with many developing specialized skills crucial to the fleet's operation. Failed
aspirants often take on roles related to their partial training, such as assisting in the
early screening of potential recruits or helping maintain the chapter's war beasts.

Wargear



Blood Wolves Smiths approach technology through a blend of traditional
Mechanicus protocols and the chapter's unique blood-based traditions. Each Smith
maintains a personal set of ritual blades used to draw blood during maintenance
rites, the blood being applied to key components through carefully controlled
ceremonies - always under the direct supervision of multiple Tech-Priests equipped
with extensive monitoring devices and null-field generators. Rather than using
standard machine spirit communion, Smiths serve as intermediaries between the
machine spirits and their battle-brothers, using the blood rituals to forge lasting
bonds between warrior and weapon. This process requires extensive preparation
and multiple layers of protection - special containment wards prevent warp energies
from interfering with sacred mechanisms, while modified incense formulas include
materials that dampen any uncontrolled psychic resonance. The Mechanicus
reluctantly tolerates these practices because they produce measurable
improvements in equipment performance, though every ritual is recorded, analyzed,



and scrutinized by a dedicated corps of Tech-Priests for the slightest sign of
deviation or corruption. Most intriguing are the chapter's plasma weapons, which
demonstrate noticeably enhanced stability when maintained through these methods,
leading some Magos to theorize that the blood rituals somehow soothe and focus
the weapons' machine spirits - though such theories are only discussed in the most
heavily encrypted data-logs.

Pistols

Bolter pistols are standard issue, with a large number of plasma pistols having been
issued during the founding to provide multi purpose weaponry. Plasma weapons are
a rare product of the smiths. Almost all pistols feature custom made bone carvings
by their current holder, often featuring attacking wolves along the barrel.

Old barrel carvings are collected and displayed to inspire young battle brothers.

Shields

Both energy shields as well as tactical shields are available in the chapter's armory.
Most of the shields are produced in chapter, providing a slow but steady
replenishment. All shields feature a version of the chapter's heraldic.

Armour

While tactical armors and scout armors are readily available, terminator armor is
unheard of. Not only was none issued during the founding, other resources from the
Mechanicus have been deemed more important for survival.

Swords

Swords are extremely common, while most are well maintained and crafted chain
swords, many force swords have been crafted to arm officers to their maximum
efficiency. Usually the handles are featuring wolf motifs on the carved bone handles.
Similar to the bolters, old ones are collected and displayed, while every space
marine makes their own bone handles.

Warhammers

Two-handed warhammers are a rarer part of the arming options. Usually they are
employed against heavily armored targets and tanks, forgoing some defense for
maximised damage. The officer's hammers are of course force variants.The
warhammers are most commonly employed by the fourth company.

Combat Knives

As one of the most commonly used weapons, combat knives are adorned with bone
carvings and are in turn used to carve bones as well as being used for silence Kills.
As with swords and guns, the old grips are publicly displayed to provide a point of



reference.



ADEPTUS ADM NI STRATUM
DEPARTMENTO MUNI TORUM

SUPPLY PRI ORI TY REASSESSMENT REPORT

REF. BW SP-997. MA1-; @

SUBJECT: Bl ood Wl ves Chapter Supply Priority Reduction
CLASSI FI CATI ON: Adnmi ni strative

AUTHORI ZATI ON: Lord Admi ni strator Quintus Vex

DATE: 997. M1

SUMVARY OF FI NDI NGS:

After thorough review of resource allocation and conbat
effectiveness nmetrics, this office recomrends reduction in
supply priority classification for the Bl ood Wl ves Chapter
fromPrioritas Secundus to Prioritas Terti us.

JUSTI FI CATI ON:

1. Resource Uilization

- Limted heavy arnor deploynment capability

- Mnimal tank warfare engagenent

- Reduced requirenment for standard vehicl e nmaintenance
suppl i es

- Bel owstandard chapter size reduces overall supply
requi renents

2. Conbat Doctrine Analysis

- Preference for surgical strikes over extended canpai gns

- Primary reliance on infantry and aerial assets

- Limted engagenent in |arge-scale conventional warfare
Speci al i zed focus on urban and covert operations

3 Current Asset Assessnent

No recorded Terminator arnor in active service

- Mnimal tank conpl enent

Primary vehicle assets limted to Thunder hawks

Sel f-sufficient production of certain equi prment types

4. Supply Chain Optim zation

- Real l ocation of heavy vehicle supplies to higher-priority
recipients

- Mrre efficient distribution of standard munitions based on
actual usage

- Reduction in nmechanical parts supply chain

- Streamined | ogistics for specialized equi pnment only



| MPLEMENTATI ON RECOMVENDATI ONS:

| mredi ate Acti ons:

- Reduction of standard resupply schedule from bi-annual to
annual

- Real l ocati on of heavy vehicle maintenance supplies

- Adjustnment of ammunition quotas to reflect actual usage

- Reduction in standard equi pnment replacenent schedul es

Long-term Adj ust nent s:

- Revised logistics routing priorities

- Modified equi pnent requisition protocols

- Adjusted tithe cal culations for supported worlds
Updat ed energency resupply protocols

INPACT ASSESSIVENT:

Anticipated Effects on Chapter
Qper at i ons:

- Mnimal inpact on current operating procedures

- No significant reduction in conbat effectiveness

- Possible delays in non-critical equiprent replacenent
- May require increased reliance on | ocal manufacturing

Resource Reall ocati on Benefits:

| mproved supply efficiency for priority chapters
Better allocation of heavy equi pnent resources
Reduced | ogi stics overhead

- More accurate resource distribution

EXCEPTI ONS AND SPECI AL
CONSI DERATI ONS:

The followng itenms maintain Prioritas Secundus
classification:

Thunder hawk mai nt enance supplies
Speci al i zed psyker equi prment

- War beast genetic materials

- Conbat drug conponents

ADM NI STRATI VE NOTATI ONS:

Supply Priority Code: Changed from PS-997-45 to PT-997-45
| npl enent ati on Date: |nmedi ate upon approval
Revi ew Schedul e: Bi enni al



Enmer gency Override Protocol: Available with Inquisitorial
aut hori zation

AUTHENTI CATI ON:

[ Admi ni stratum Seal ]

[ Aut hori zati on Codes]

[ Supply Priority Verification Stanps]

THOUGHT FOR THE DAY: Efficiency in supply is efficiency in
war .

Di stribution:

- Departnmento Munitorum Central Archive
Sect or Supply Command

- Chapter Logistics Ofice

Rel evant Forge World Authorities
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Equipment Priorities

The Blood Wolves maintain strict control over their limited resources, prioritizing
equipment that supports their specialized combat doctrine:

Critical Assets (Highest Priority)

- Thunderhawk gunships for tactical mobility
- Force weapons for officers and specialists
- Combat drugs and medical supplies

- Dreadnought maintenance materials

- War beast genetic materials

Standard Equipment (Maintained Levels)

- Mark VII power armor and parts

- Basic weapons (bolt pistols, chainswords)
- Shield generators and components

- Basic ammunition supplies

- Ritual equipment

Allied-Sourced Equipment (As Needed)

- Heavy ground vehicles (borrowed from Arbites)
- Siege equipment (from Imperial Guard)
- Heavy weapon platforms



- Specialized ammunition types
- Advanced targeting systems

Production Capabilities

Self-Sufficient Production

- Combat shields (smiths maintain production)
- Basic melee weapons

- Ritual blades and chalices

- War beast control equipment

- Basic drug synthesis

Limited Production

- Plasma weapons (smith-crafted, 2-3 per year)
- Force weapons (require special materials)

- Advanced shield patterns

- Specialized ammunition

- Combat drug variants

Dependent on Allies

- Power armor production

- Vehicle manufacture

- Heavy weapons

- Advanced technology

- Complex mechanical repairs

Resource Distribution

Critical Company Allotments

First Company:

- Priority access to plasma weapons
- Enhanced shield generators

- Specialized combat drugs

- Additional Thunderhawk support

Second through Fifth Companies:

- Standard equipment loadout

- Company-specific specialized gear
- Limited special weapons

- Assigned Thunderhawk squadron

Seventh Company (Scout):



- Training equipment only

- War beast support units

- Basic weapons for emergencies
- Limited power armor

Resupply Protocols

Regular Sources

- Forge World tithe allocations (reduced due to non-compliance issues)
- Mechanicus exchange programs (limited by trust issues)

- Chapter production (consistent but limited)

- Allied contributions (mission-dependent)

Emergency Measures

- Combat salvage operations

- Direct requisition from sector governors
- Temporary equipment loans

- Battle-brother equipment redistribution
- Emergency production protocols

Maintenance Priorities

Critical Systems

- Void ship life support and propulsion
- Thunderhawk squadrons

- Power armor systems

- Dreadnought maintenance

- War beast support systems

Secondary Systems

- Shield generator maintenance
- Weapons maintenance

- Training facilities

- Production facilities

- Non-critical ship systems

Impact on Operations

Tactical Considerations

- Limited engagement duration
- Requirement for precision strikes
- Emphasis on minimal equipment loss



- Focus on recoverable equipment
- Reliance on allied heavy support

Strategic Limitations

- Cannot sustain prolonged campaigns

- Must carefully select engagements

- Required coordination with allies

- Limited simultaneous operations

- Careful management of special weapons

Alternative Procurement

Unofficial Channels

- Tech-Clade connections

- Merchant fleet arrangements

- Planetary governor agreements
- Knight House alliances

Resource Exchange

- Combat support for equipment
- Technical expertise trading

- Training assistance

- Intelligence sharing

- Ritual knowledge

Tracking and Accountability

Equipment Monitoring

- Weekly inventory reports

- Monthly production assessments
- Quarterly resource forecasting

- Annual efficiency review

- Combat loss analysis

Documentation Requirements

- All equipment transfers logged
- Resource usage justification

- Combat loss reports

- Production records

- Maintenance schedules



(bservati on Report: Bl ood
Wbl ves Psychic Trail ning
Prot ocol s

ADEPTUS ASTRA TELEPATHI CA

Silent Sisterhood Assessnent Report

Strike Cruiser "Fang of Retribution” - Psychic Training
Prot ocol s

Aut hor: Qolivion Knight Priscilla Voss
Peri od: 991-992. 41
Classification: Restricted

EXECUTI VE SUMVARY

After extensive observation of Bl ood Wl ves psychic training
procedures, this assessnent concludes their methods, while
unor t hodox, denonstrate remarkabl e effectiveness in

mai nt ai ni ng psychic stability and resistance to corruption.
O particular note is their integration of null field
exposure in controll ed doses throughout the training process.

PRI MARY OBSERVATI ONS

Training Structure

- Initial screening conducted under full null field to

est abl i sh baseline resistance

- Progressive exposure to psychic phenonena under graduated
nul | danpeni ng

- War beast integration provides additional |ayer of
corruption detection

- Blood bond rituals conducted under alternating null/active
peri ods

- Heavy enphasis on control over raw power

Stability Protocols

- Inmediate termnation at first signs of instability

- Regul ar exposure to null fields maintains humlity

- Constant chaplain oversight during all training phases
- War beasts provide continuous enotional nonitoring

- Progressive chall enge system prevents overconfidence

Not abl e | nnovati ons



- Use of null field exposure to "stress test" psychic control

- Integration of blood bonds to anchor psychic stability

- War beast enotional nonitoring during training

- Chaplain-led nmeditation under partial null fields
Progressi ve power devel opnent under controlled conditions

CONCERNING ELENVENTS
Bl ood Rituals

While initially alarmng, extensive testing under null fields
confirns:

- No warp resonance during cerenonies

No corruption signatures in blood bonds
Stabilizing effect on psychic manifestation
Physi cal rather than warp-based effects

Trai ning Casualties

Hi gher than standard anong psychi ¢ neophytes:

- 47% failure rate in initial screening

- 28%require termnation during early training

- 15% self-report instability

- 10%fail final trials These rates, while concerning,
denonstrate appropriate caution

RECOMVENDATI ONS

Conti nue current protocols with
follow ng nodifications:

I ncrease null field exposure during initial screening
- Expand war beast integration in early training
Addi ti onal observation during blood bond formation
Enhanced docunentation of term nation cases

Consi der i npl enenti ng:

- Standardi zed null field exposure schedul es

- Expanded Silent Sister presence during critical training
phases

- Joint training exercises with null squads

- Additional stress testing protocols

CONCLUSI ON

The Bl ood Wl ves' approach to psychic training, while

di vergent from standard practices, denonstrates renarkabl e
ef fectiveness. Their high casualty rates reflect appropriate
caution rather than reckl essness. Continued observation



recommended, but current protocols appear sufficient for
mai ntaining stability.

AUTHENTI CATI ON

[ bl ivion Knight Seal]
[Silent Sisterhood Verification Codes]
[ Thought for the Day: Blessed is the mnd too small for doubt]



Common Psychic Powers

Powers are common among the Blood Wolves, enhancing their abilities in and out of
combat. Most space marines know some, but usually are not able to provide combat
use without support by their squad and sergeant.

Higher ranked individuals are able to manifest at least one of these powers even in
combat situations.

Blood Bond Powers:



These powers use a blood bond between wolves to enhance their abilities and
coordination. The powers are usually relatively safe to use due to the shared will of
the involved brothers.

- Blood Echo: The psyker can temporarily share the senses of any battle-brother
they've performed a blood ritual with, allowing coordination of attacks from multiple
angles.

- Crimson Link: The psyker can temporarily link the life forces of blood-bonded
brothers, allowing them to share strength and endure wounds together.

- Blood Cloud: Clouding themselves or their squad in a cloud of their shared blood,
less weapon fire affects the space marines. The strength depends on the space
marines involved.

- Blood Link: Creating a temporary psychic connection between Blood Wolves of a
squad, allowing for silent communication and coordination in battle.



Hunting Powers:

These powers deal with hunting enemies. They are especially common amongst
assault squads, but many characters also know about their usage.

- Hunter's Aspects: The psyker enhances their physical capabilities by drawing on
the aspects of great predators - the speed of the wolf, the strength of the bear, etc..
- Wolf Bite: Raw psychic energy is unleashed at the enemy, taking on the shape of a
wolf's head and biting them.

- Wolf Howl: Projecting the howl of a terrifying predator into enemy minds to break
their resolve and lower their morale.

- Predator's Jump: Jumping unnaturally high and far, hindrances are avoided,
allowing for attacks from unexpected vectors even without the noise of jump packs.

- Walk of the Predator: Temporarily enhancing the speed and agility of themselves or



others to close with the enemy quickly.

Stalking Powers:

Stalking a prey is enhanced by these abilities. The focus is on tracking the enemy
and not being tracked at the same time.

- Psychic Veil: Cloaking themselves and others from enemy sight, enhancing their
stealth capabilities.

- Prey on Thoughts: Delving into the thoughts of enemies to anticipate their actions
Or uncover secrets.

- Precognition: Brief glimpses into the future, aiding in tactical decision-making and
anticipating enemy movements.

- Trail of Fear: The psyker can sense the emotional traces left by fleeing prey,



following their trail of terror.

- Predator's Mark: The psyker places a psychic mark on a target that all Blood
Wolves can sense, making it impossible for the prey to hide.

- Blood Memory: By touching spilled blood, the psyker can see fragments of
memories from its owner, useful for tracking prey or gathering intelligence.

Pack Powers:

The pack grows stronger using these powers. This uses their ability to think outside
the box , using more minds for better results in battles.

- Coordinated Strike: The psyker synchronizes the movements and attacks of nearby
battle-brothers for devastating combination attacks.
- Pack Shield: Creates a protective barrier using the combined psychic energy of



blood-bonded brothers.

- Unity of Purpose: The psyker can temporarily share combat techniques and

muscle memory among squad members.

- Will of the Wolf: Creating a protective barrier of psychic energy around themselves
to ward off attacks of the warp. The strength depends on the space marines involved.

Terror Powers:

Terror and spreading it is one of the most important parts of the blood wolves
combat strategy. These powers deal with breaking enemies with minimal effort.

- Prey Response: Forces targets to experience the primal terror of being hunted,
potentially causing them to flee or freeze.
- Predator's Presence: Projects an aura of menace that makes enemies hesitate to



attack.

- Shadow of Death: Causes targets to perceive the psyker as their worst fears made
manifest.

- Blood Boil: A gruesome power that causes the blood of enemies to boil within their
veins, inflicting agonizing pain and potentially causing death.



Schol asti ca Psykana Report -
Bl ood Wl ves Chapt er

Subj ect: Anal ysis of Psychic Potential and Practices
Chapter: Bl ood Wl ves

Aut hor: Psykana Proctor Tertius Gamma

Date: 742. M4l

Overvi ew.

The Bl ood Wl ves present a uni que case anong the Adeptus
Astartes due to their unusually high concentration of psykers
within their ranks. Waile this presents a potential strategic
advantage, it also necessitates careful nonitoring and

gui dance to mtigate the risks associated with such

wi despread psychic ability.

Psychi ¢ Potenti al:

Approxi mately 37% of identified Bl ood Wl ves battle-brothers
exhibit latent or active psychic abilities. This far exceeds
t he average observed in other Chapters and suggests a
potential genetic anomaly within their gene-seed. The Chapter
itself suspects their blood-sharing rituals may contribute to
t he awakeni ng and anplification of these powers.

Psychi c Disciplines

Wil e the Bl ood Wl ves do not adhere to the traditional
classifications of psychic disciplines observed in other
Chapters or the Schol asti ca Psykana, their powers can be
broadl y categorized as foll ows:

O f ence

- WIf Bite: A manifestation of raw psychic energy that takes
the formof a wolf's head and inflicts physical danage.

- WIlf Howl : A psychic projection that instills fear and

di sorients enem es.

- Blood Boil: A gruesonme power that causes the bl ood of
enemes to boil within their veins.
Def ense

- WIIl of the Wlf: A psychic barrier that protects agai nst
war p- based att acks.

- Blood Coud: A cloud of blood that obscures the Bl ood

Wl ves and provi des increased protection.

Uility



- Predator's Junp: Enhanced |leaping abilities for increased
mobi lity.

- Prey on Thoughts: Telepathic intrusion into the m nds of
enemi es.

- Psychic Veil: A psychic power that renders the Bl ood Wl ves
i nvi si bl e.

- Precognition: Limted glinpses into the future.

- Walk of the Predator: Enhancenent of speed and agility.

- Blood Link: A psychic comunication |ink betwen squad
menbers.

Trai ning and Control:

The Bl ood Wl ves denonstrate a disciplined approach to
psychi c training, enphasizing control and precision. Their
Chaplains play a crucial role in guiding and nonitoring the
psykers, ensuring they remain vigilant against corruption.

Concerns and Recommendati ons:

The sheer nunber of psykers within the Bl ood Wl ves Chapter
rai ses concerns about potential instability and
susceptibility to warp entities. Continued nonitoring of
their practices is recommended, along with potential guidance
and support fromthe Schol astica Psykana to ensure the Bl ood
Wl ves maintain control over their powers and remain
steadfast in their service to the Enperor.



Characters & Companies

Chapter Master Lupus Blackthorn

Their current chapter master has been active for a short time only. His first fifty years
were spent fighting a chaos outbreak in a hive city, reducing traitor imperial guard
and their possessed allies with acceptable damage to the city's important
infrastructure.

Previously commanding the First Company, he earned his position through a
masterful combination of strategic acumen and psychic precision. His specialization
in the discipline of terror proved particularly effective in urban warfare, allowing small
teams to neutralize much larger forces by precisely targeting command elements
and breaking enemy morale. Despite his power, he maintains the chapter's
emphasis on controlled application of psychic abilities, using terror as a scalpel
rather than a blade. His elevation to Chapter Master came after demonstrating this
surgical approach during the defense of Forge World Lucius IV, where his tactics
allowed the chapter to eliminate a Genestealer Cult while preserving critical
manufacturing infrastructure.

Chapter Chaplain Verus Wolfsbane

The current chaplain is a veteran who personally executed the previous chapter
master for his waste of battle brothers and ships for a fight that had little strategic
value. So far he seems to approve of the more careful current chapter master, but
doesn't waver in his vigilance.



Wolf Master Dominus Wolfrider

The wolf master is an honorable role for a veteran, who has shown especially great
interest and affinity for the war beasts. The current wolf master has served for at
least 300 years in the position and handles the breeding, training and combat
deployment of the so-proclaimed 8th company. While there is not actually an 8th
company, he still is equal in rank to a captain, with sergeants reporting to him and
deploying their war beasts to support scouting missions.

Forge Master Faber Boneclaw

The current forge master of the chapter is highly interested in strengthening the
vehicle warfare of the chapter. Producing tanks or receiving tanks has been



unsuccessful so far, but the ever growing number of dreadnoughts keeps his work
highly appreciated.

Currently he makes sure to keep close ties to the Adeptus Arbites for transport and
logistics especially in hive cities as well as to the knightly houses for heavy fire
support in larger engagements.

Smith Malleo Silverfang

Malleo has been trained alongside Faber, opting out of the promotion due to feeling
too imprecise in his craft. His psychic abilities and manual crafts are some of the
most precise though, making him a highly appreciated mentor to neophytes and
veterans alike. His insecurity places him under scrutiny by the chaplains.



Smith Artifex Stormhowl

Artifex is the newest of the candidates for the forge master position. His psychic
abilities and focus are more concerned with large engagements and manipulating
the machine spirits of enemy vehicles at range. Often that manifests as electrical
discharges in inopportune places on the targeted vehicles, making them weaker to
ambushes and surgical strikes.

Smith Opifex Ironclaw
Opifex is both a warrior and creator. Lacking the finesse of Malleo's precise skills, he

focuses more on improving the abilities of thunderhawks and dreadnoughts. The
machine spirits affected by him operate at peak efficiency.

The First Company: Canis Fulmineus






The first company is currently filled by a large number of fresh space marines. A
recent encounter with a Waaagh and severe underestimation of its power led not
only to the death of the previous chapter master but also many of the space marines.

Captain Ferox Grimcrest
The caption of the first is a behemoth of a space marine and considered the most

powerful psyker in the chapter's ranks. His speciality is biomancy, leading to his
troops often benefiting from higher speed of mind and body.

Arc Chaplain Vigil Stormheart
The Arc Chaplain of the first is considered ancient. He has his eyes on the captain

as well as the chapter master at all times, worried that their diplomatic outlook on
emperor worship may lead them down the path of worship themselves.

The Second Company: Praedator Volans






The second company has recently cleared the wastelands on a hive world from
mutant uprising. While not the most memorable event for the wolves, the imperial
guard involved will certainly remember the massacre.

Captain Fulmen Ravenclaw

The captain of the second has held this position for a long time despite his trouble
controlling his rage at the traitors of mankind. His speciality lies in supporting his
troops with psychic lightning.

This pairs well with his space marine's tendency to use jetpacks to reach melee
even faster.

Arc Chaplain Cautus Shadowmere

The Arc Chaplain of the second company is relatively young and careful. As this is a
stark contrast to the captain, they tend to but heads in a friendly rivalry when
planning their assaults.

The Third Company: Umbra Venandi

On inquisitorial request, the third is currently employed on a desert world featuring
multiple research facilities of the Adeptus Mechanicus. Hunting the local tyranid
creatures to buy time for the research to complete, a large portion of the company is
deployed with insufficient ammunition.

Captain Umbra Ironbark

As the master of stealth in his chapter, most of this captain's psychic abilities deal
with hiding from watchful eyes. Battlefields he fights on are often covered in dust,
fumes or fog to further enhance the stealthy approach.

His company of the chapter often prefers using the combat knife instead of a
chainsword for reduced enemy attention.

Arc Chaplain Occultus Nightwind

While in accordance with the captain, the arc chaplain of the third is considered
unusually sneaky.

Not only does he have a track record of deposing space marines earlier than most
others, his mere presence induces fear in the fearless.

The Fourth Company: Clipeus Ferox

The fourth company is currently engaged in limiting and hiding the accidental
summoning of a small group of demons by the momentary weakness of one of the
sergeants.



Captain Validus Stonehammer

The fourth is the anti armor specialist of the chapter. Not only do his abilities inhibit
and destroy tanks and walkers, the prevalence of shields among the space marines
allows them to withstand even more punishment.

Arc Chaplain Narrator Thornblade
The fourth arc chaplain is considered one of the greatest story tellers among the

brethren. Not only does he inspire confidence in his charges, he also takes care of
the in chapter duel tournaments.

The Fifth Company: Fatum Vigilans

The fifth company is currently hunting eldar raiders on a former paradise world. By
request of the local Adeptus Arbites the eldar and space marines play cat and
mouse with each other. This may have slowed the eldar down a bit, but has been
unable to stop the capturing of goods and slaves, but the company's bikes slowly
whittle down these pirates.

Captain Fatum Silvermist

The captain of the fifth is unusual in his strong belief in fate, using the emperor's
tarot to predict enemy movements.

His squads are exceptionally mobile with additional Thunderhawks attached to make
use of this insight.



Arc Chaplain Scientius Moonshadow

The fifth arc chaplain is the master of the library, controlling access to knowledge
and distributing what he deems necessary. His focus on keeping knowledge secret
where possible often leads him to underestimate the need for information.

The Seventh Company: Custos Tenebris

The seventh company is made up of Aspirants and Neophytes and, besides rarely
its chaplains, not fielded at all to protect them from further losses.

With the order master as its official head, it would field partially enhanced scouts if
endangering them is absolutely necessary. Resources for this company exist and
attached war beasts would be used for protecting and assisting the scouts if an
actual use was deemed necessary.

Arc Chaplain Veritus Wolfmaster

The seventh arc chaplain is the master of education, controlling most if not all of the
training and indoctrination of the boys meant to become full Astartes. He is known to
be a strict teacher with a careful touch. This leads to his chaplains being unlikely to
execute before other options have been tried to help stabilize the aspirants.

The Eighth Company:

The eighth company is the company of war beasts and their handlers. Lead by the
Wolf Master, they control the access to their rare beasts.



DI PLOVATI C BRI EFI NG

FOR Lady Seneschal Victoria Hawkshroud

RE: Bl ood Wl ves Chapter Comrand Structure
CLASSI FI CATI ON: Nobl e Houses Circul ation Only
PREPARED BY: Master of Protocol Constantine Valerius
My Nobl e Lady,

As requested, | present this briefing on the comand

hi erarchy and notable figures within the Bl ood Wl ves
Chapter, with whom our house nmay seek mlitary alliance. |
have focused on aspects nost relevant to noble diplomatic
i nteractions.

SUPREME COVIVAND
Lord Chapter Master Lupus Bl ackt horn

Most recently elevated to his august position, Lord

Bl ackt horn represents a new direction in chapter |eadership.
Hi s diplomatic acunen rivals his martial prowess, nmaking him
an ideal partner for noble houses. H's personal conbat style
enphasi zes the nobility of precision over brute force,
befitting his status. O particular note is his mastery of
enhancing his warriors' natural abilities through sanctioned
neans.

Hi gh Chapl ain Verus Wl f sbane

The spiritual authority within the chapter, H's Reverence
Wl f shane commands respect through both his unflinching
devotion to duty and his renowned judgnent. Hi s position as
guardi an of chapter traditions makes hima crucial figure in
any formal agreenents. Wiile stern in deneanor, he

appreci ates proper protocol and responds well to fornal
courtesy.

TECHNI CAL AUTHORI TY

Lord Forge Master Faber Bonecl aw

Your Ladyship will find particular interest in Lord
Bonecl aw s extensive experience with Knight House operations.
H s appreciation for noble war machines and formal protocols
makes himan ideal point of contact for technical

col | aborations. H's ongoing efforts to expand the chapter's
arnored warfare capabilities present opportunities for mnutual
benefit.

NOTABLE COVPANY COMVANDERS



(Li sted by order of precedence)

Lord Captain Ferox Gintrest, First
Company

Commands the chapter's elite warriors. H's marti al
acconpl i shnents are nunerous and worthy of respect. Shows

particul ar appreciation for noble conbat traditions and
formal dueling protocols.

Lord Captain Ful nen Ravencl aw,
Second Conpany

A master of |ightning warfare who understands the val ue of
coordi nated strikes with Knight support. Has experience
fighting al ongsi de nobl e houses and respects proper battle
hi erarchy.

Lord Captain Unbra Ironbark, Third
Conpany
Speci alizes in precision operations. Wile his nethods may

seem unconventional by noble standards, his results command
respect. Best approached through formal channels.

Lord Captain Validus Stonehamer,
Fourt h Conpany

Your Ladyship will appreciate his expertise in siege warfare
and arnmor operations. Shows particul ar respect for noble
mlitary traditions and understands the inportance of proper
battlefield etiquette.

Lord Captain Fatum Silvermst, Fifth
Conpany

A strategi c savant whose counsel is highly valued. Hs
under standi ng of battlefield dynam cs nakes himan excell ent
partner for coordi nated operations with Knight forces.

DI PLOVATI C CONSI DERATI ONS:

Honor Protocol s:

- The chapter maintains strict codes of conduct
- Blood-sharing rituals are considered sacred honors if
of fered



- Formal challenges and duels are respected traditions
- Chain of command is strictly observed

Proper Forns of Address:

- Chapter Master should be addressed as "Lord Bl ackt horn" or
"Lord Chapter Master™

- Conpany Captains warrant the title "Lord Captain”

- Forge Master should be addressed as "Lord Artificer" or
"Lord Bonecl aw'

- Arc Chapl ai ns prefer "Your Reverence" in formal settings

ALLI ANCE POTENTI AL:

The Bl ood Wl ves have denonstrated both the martial prowess
and proper respect for tradition that nake themworthy allies
for nobl e houses. Their preference for precision operations
conpl ements Kni ght House battlefield roles effectively.

RECOMVENDED APPROACH:

- Initial contact through formal diplomatic channels

- Enphasi s on nutual respect and honor

- Recognition of their unique traditions while nmaintaining
nobl e protocols

- Focus on conplenentary mlitary capabilities

CAUTI ONS:

- The chapter nmaintains certain unique traditions that, while
sancti oned, may seem unusual

- Their psyker traditions warrant diplomatic discretion

- Direct questions about their founding |ineage are best

avoi ded

| remain at your service for any clarification or additional
details your Ladyship may require.

Wth deepest respect,

Master of Protocol Constantine Val erius
[ I nperial Eagle Seal]

[ House Hawkshroud Verification Codes]



DI PLOVATI C BRI EFI NG ADDENDUM

FOR Lady Seneschal Victoria Hawkshroud

RE: Speci alist Command Structure - Beast Warfare Division
CLASSI FI CATI ON: Nobl e Houses Circul ation Only

My Nobl e Lady,

| must bring to your attention a significant oversight in our
previ ous briefing regarding a unique and nobl e position
within the Bl ood Wl ves conmand structure.

LORD WOLF MASTER

Lord Wl f Master Dom nus Wl frider

Position of Significance: Captain-equival ent, Speciali st
Command

Domai n: Beast Warfare Division (Cerenonially designated 8th
Conpany)

Years of Service in Position: 300+ (Veteran Status)

ROLE AND AUTHCRI TY:

The position of WIf Master carries equivalent authority to
Conmpany Captains wthin the chapter's conmand structure,
though its nature is distinctive. Lord Wl frider commands the
chapter's prestigious Beast Warfare Division, maintaining
traditions that would be well understood by nobl e houses
famliar wth the prestigious bloodlines of hunting breeds.

DI PLOVATI C CONSI DERATI ONS:

Proper Address:

- Formal: "Lord WoIf Master" or "Lord Wolfrider"

- In Mlitary Context: "Wl f Master" or "Master of Beasts"
- In Noble Gatherings: "Lord Master of the Hunt" nay be
appropriate

Pr ot ocol Not es:

- The Beast Warfare Division warrants the sanme form
recognition as other conpanies

- War beasts shoul d be acknow edged as honored conbat ant s,

not mere ani mals

- References to "hunting hounds" rather than "war beasts" may
be diplomatically appropriate in formal settings

M LI TARY SI GNI FI CANCE:

Your Ladyship may find particular interest in the tactical
applications of the Beast Warfare D vision:

- Provides elite reconnai ssance support



- Ofers unique capabilities in detection of threats

- Maintains bloodlines of war beasts with capabilities
conpl enentary to Kni ght operations

- Depl oys specialized sergeant-led hunt packs for critical
m ssi ons

ALLI ANCE CONSI DERATI ONS:

The Beast Warfare Division presents unique opportunities for
nobl e houses:

Joint hunting operations may serve as di plonmatic exchanges
Shared appreciation for noble hunting traditions

- Conpl enentary battlefield roles with Knight operations
Potential for coordi nated reconnai ssance m Ssi ons

FORVAL | NTERACTI ONS:

When engaging with Lord Wbl frider, the follow ng shoul d be
obser ved:

- Acknow edge the ancient traditions of his position

- Show appropriate respect for the war beasts under his
command

- Recogni ze the Beast Warfare Division's status as equal to
ot her conpani es

- Appreciate the noble hunting aspects of their operations
| trust this addendumwi |l assist your Ladyship in

mai nt ai ni ng proper diplomatic protocols with all senior

el ements of the Bl ood Wl ves command structure.

Wth deepest respect,

Mast er of Protocol Constantine Valerius
[ ADDENDUM TO PREVI QUS BRI EFI NG

[ I nperial Eagle Seal]

[ House Hawkshroud Verification Codes]
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Adeptus Astartes

Other space marines are welcomed as brothers, no matter the original legion they
are from. Preferably more honourable chapters that engage in melee, but any
support is appreciated.

There are currently few long term partners or rivals outside of individual bonding.

Sons of Russ



Space wolves and successor chapters are often met in friendly rivalry about their
kills in honourable melee while keeping the raw psychic potential of the chapter
under wraps. The similar enough approach to combat and honor leads to simple and
cooperative approaches.

Some of the wolves of different chapters have shared blood to become brothers
after fighting and feasting together - a charge against the enemies of mankind and
the retelling of this glorious event during the feast binds them.

Red Wolves

Sons of Russ maintain a pragmatic view of the Blood Wolves' uncertain heritage.
The Red Wolves' Space Wolves gene-seed manifests in similar hunting traditions
and pack tactics, leading some to quietly speculate about possible shared lineage
despite the Blood Wolves' official claims. Their similar naming and combat doctrines
have fueled such rumors, though both chapters maintain public silence on the
matter. Blood bond rituals between the chapters occur more frequently than with
other allies, the sons of Russ finding familiar echoes in the Blood Wolves' tribal
traditions and preference for close-quarters combat. This natural brotherhood,
despite official differences in lineage, has led to successful joint operations where
both chapters' hunting styles seamlessly complement each other.

Sons of Sanguinius

Blood Angels and successors are seen as somewhat similar and approached with
respect. Their careful approach to a chapter with a huge number of psykers has
been seen as a clear sign that they may not share that enthusiasm, but cooperation
on a formal level is still a common sight.

Multiple Battles have been fought against traitor astartes, employing the psychic
potential of both chapters to devastating results before tearing the remaining forces
apart in a chaotic, often rage filled, melee.

Angels of Fire

Bearing Sanguinius's legacy, the Angels of Fire understand intimately the burdens of
genetic heritage and hidden powers. Their Blood Angels gene-seed creates natural
sympathy for chapters grappling with questions of lineage, and they maintain
diplomatic silence regarding the Blood Wolves' claimed Ultramarine descent. Joint
fleet operations between the chapters are common, with their respective genetic
strengths complementing each other in void-warfare. Blood bond rituals between
these chapters have proven exceptionally powerful, perhaps due to resonance
between gene-seeds that both chapters tacitly acknowledge may share more
common ground than officially claimed.

Angels Porphyr

Sharing the genetic legacy of Sanguinius, the Angels Porphyr maintain a unique
understanding with the Blood Wolves. Their void warfare expertise frequently brings
them into contact with Blood Wolves fleet operations, where both chapters' hunting
instincts create devastating combinations against common foes. Like their fellow



Blood Angels successors, they recognize the burden of hidden genetic curses and
maintain diplomatic silence regarding the Blood Wolves' claimed heritage. Blood
bond rituals between the chapters have proven remarkably effective in void combat
scenarios, though both sides' Chaplains carefully monitor these ceremonies for
signs of unwanted genetic resonance. The Angels Porphyr's experience with their
own genetic burden makes them valuable allies in containing situations where the
Blood Wolves' psychic abilities might risk instability.

Sons of Guilliman

The Ultramarines and successor chapters are usually put off by the lack of Primaris
Marines as well as the lack of strict codex compliance. Cooperation is usually
uneasy and many times the forces only prevent interference with each other's goals.

Marine Exemplar

Proud sons of Guilliman, the Marine Exemplar's relationship with the Blood Wolves
is openly hostile. Their Ultramarine heritage makes them particularly aggressive in
denouncing the Blood Wolves' claimed descent from Guilliman, which they consider
a grave insult to their Primarch's legacy. The Exemplar routinely cite the Blood
Wolves' high concentration of psykers, tribal traditions, and divergent combat
doctrine as proof of deception. While necessity sometimes forces cooperation in
defense of Imperial worlds, the Exemplar maintain rigid formality and refuse all
blood bond rituals, viewing such practices as further evidence of impure lineage.
Their Chaplains have repeatedly petitioned the High Lords for an investigation into
the Blood Wolves' true heritage, though such requests have thus far gone
unanswered. The tension often erupts during joint operations, with Exemplar
commanders openly challenging Blood Wolves tactics and demanding strict
adherence to Codex doctrine they view as their genetic birthright.

Fire Angels

The Fire Angels' Ultramarines heritage places them in natural opposition to the
Blood Wolves' claimed lineage, though they handle this conflict with more subtlety
than their cousin chapter, the Marine Exemplar. Operating from their fortress
monastery on Louxis, they maintain a diplomatic but cool relationship, focusing on
tactical necessity over genetic dispute. Their precision-based combat doctrine and
strict adherence to the Codex Astartes creates noticeable friction during joint
operations, with Fire Angels commanders often questioning the Blood Wolves' more
fluid approach to warfare. While they share the Marine Exemplar's skepticism
regarding Blood Wolves traditions, they prefer to demonstrate Guilliman's superiority
through battlefield excellence rather than open confrontation. Blood bond rituals
between the chapters remain unthinkable, the Fire Angels viewing such practices as
further evidence of false lineage claims.

The Ultramarines

Shared experiences with the ultramarines have been difficult. Not only do the
ultramarines formally reprimand the blood wolves for their lack of codex conformity,



they also mistrust the effect of the high psyker rate.

The rituals of the wolves don't serve them in reducing this mistrust from even the
most pragmatic of the ultramarine chaplains and captains.

On the other hand their difference in combat focus has led to multiple cases of
marines saving each other's lives when using both meticulously planning by the
Ultramarines as well as psychic reconnaissance by the wolves to counter a small
tyranid splinter fleet on a forge world.

Sons of the Lion

The Dark Angels and successor chapters remain a mystery to the wolves. While
their focus on hunting down corruption is shared, forces have clashed before. The
wolves usually withdraw when they encounter them to prevent losses on both sides.

Sons of Corvus

The raven's sons are way stealthier than the wolves, but the shared preference for
surgical assaults sometimes leads to competitiveness. Planned cooperation is rare,
but unexpected meetings usually result in the forces joining each other.

Sons of Vulkan

The Salamanders and successor chapters are viewed as exemplary by the wolves.
Not only do they share their desire to prevent losses, they also are a match in terms
of pure power of their psykers.

There have been a few interactions so far that have shown a benefit for combined
forces. This thought is being carefully explored by both sides, likely leading to more
combined strikes against the forces of chaos.

Sons of Jaghatai Khan

The lightning strike specialists of the Khan are common allies in orc hunts, using the
distraction the blood wolves provide when killing leaders and psykers for even more
devastating attacks on critical targets during the ensuing chaos. The wolves' ferocity
during precise strikes and the riders' charges against the enemy's forces align
perfectly with the strength of both chapters.

Both chapters are united in a friendly rivalry to finish their attacks faster than the
other one, with the winner having the honour to host the celebration of victory for
everyone involved, giving both sides a way to gain glory and boast about their kills.

Sons of Dorn

There have been few interactions with the sons of Dorn due to different combat
capabilities. Their focus on defense and the wolves focus on offence don't lead to
the same combat zones usually.

When they meet, they usually quickly agree to a hammer and anvil tactic, with the



sons of Dorn taking the brunt of the attack, while the wolves cut the head of the
enemy. Cooperation besides the quick update of each other's plans is rare, since the
chapters are opposed in rigidity and flexibility in regards to tactics.

There have been successful cases of shared battles in the past though, especially
when dealing with heretics that dug in and fortified their positions. Here the wolves
assisted with interrupting support and using psychic powers to assassinate guards
and officers out of the shadows, while the sons of Dorn slowly advanced and kept

the attention of the enemy.

Sons of the Phoenix

Officially claiming descent from Dorn's line, these warriors maintain a complex
relationship with the Blood Wolves, each chapter harboring questions about the
other's true heritage. Their combat doctrine blends precision with fluid grace in ways
that seem at odds with Imperial Fists gene-seed, creating an unspoken
understanding with the Blood Wolves about the burden of uncertain origins. Blood
bond rituals between the chapters have proven unusually resonant, though both
sides' Chaplains maintain careful scrutiny of these ceremonies, each perhaps
recognizing in the other the need to guard certain genetic truths.

Black Templars

The Black Templars are considered a dangerous ally by the Wolves. Their deep-
seated mistrust of psykers and suspicion of corruption within the Wolves often leads
to tense interactions. The Templars' zealous disdain for psychic powers is so intense
that they often disregard formalities and rank when challenging the Wolves'
practices, a source of quiet resentment among the latter.

Despite these ideological clashes, the two chapters have shared successful battles.
In one notable campaign, the Wolves used their psychic tracking abilities to locate
key figures within a horde of Khornate cultists. Though the Templars initially
dismissed the Wolves' intelligence as warp-tainted, the precision of their strikes
quickly proved invaluable. While the Templars charged into melee with the cultists,
the Wolves systematically eliminated the cult's leaders, sowing chaos in their ranks.
Joining the fray, the Wolves and Templars together turned the battlefield into a
slaughterhouse, their combined ferocity annihilating the heretic forces.

Even in victory, the alliance remains strained, as the Templars view the Wolves'
unorthodox methods as a necessary evil rather than a virtue.

Iron Knights

Sons of Dorn, the Iron Knights approach their relationship with the Blood Wolves
from a pragmatic perspective. Their Imperial Fists gene-seed manifests in an
obsession with siege warfare and fortification that seemingly contradicts the Blood
Wolves' mobile hunting tactics. However, joint operations in hive cities have proven
surprisingly effective, with Iron Knights siege lines providing perfect anchors for
Blood Wolves strike teams. Their traditional approach to warfare makes them
skeptical of blood rituals and psychic practices, though they cannot deny the tactical
advantages these methods provide. Blood bond rituals between the chapters are



rare and carefully documented, the Iron Knights' Chaplains insisting on extensive
purity checks before and after any such ceremonies. Despite their differences, both
chapters maintain professional respect, recognizing that different approaches to
warfare can serve the Emperor's will.

Sons of Manus

Iron Hands

The Sons of Ferrus Manus view the Blood Wolves' reliance on flesh-based
enhancement and blood rituals with barely concealed revulsion. Their gene-seed
drives them to replace weak flesh with strong metal, making the Blood Wolves'
embrace of blood-based power fundamentally offensive to their beliefs. While their
extensive presence in the Gothic Sector's forge worlds necessitates occasional
cooperation, the Iron Hands maintain rigid protocols to minimize direct interaction.
They refuse all blood bond rituals as a matter of principle, viewing such practices as
dangerous indulgence of the flesh's weaknesses. However, their technical expertise
earns them respect from Blood Wolves Smiths, leading to carefully controlled
technological exchanges under strict Mechanicus supervision

Brazen Claws

Another chapter carrying Ferrus Manus's gene-seed, the Brazen Claws share their
parent chapter's distaste for flesh-based enhancement but approach the Blood
Wolves with slightly more pragmatism. Their fleet-based nature creates frequent
opportunities for cooperation against common threats, particularly Dark Eldar
raiders. While they maintain distance from blood rituals and psychic practices,
experience has taught them to value the tactical advantages these methods provide.
Their gene-seed drives them to question the wisdom of embracing rather than
replacing flesh's weaknesses, but battlefield success has earned the Blood Wolves
a measure of grudging respect. Joint operations typically maintain careful separation
of forces, with Brazen Claws providing heavy firepower support while Blood Wolves
hunting packs execute precision strikes.

Sisters of Silence



The Battle Sisters of the Silent Sisterhood maintain a quiet and small but constant
presence aboard each Strike Cruiser, their null aura serving as both safeguard and
verification of the chapter's loyalty.

These silver-armored sentinels observe the Blood Wolves' rituals from dedicated
chambers designed to modulate their dampening effect, allowing them to intervene if
needed while minimizing disruption to the chapter's psychic abilities during normal
operations.

Their presence, while initially challenging, has come to be viewed as a mark of the
chapter's dedication to purity - proof that their rituals remain untainted by the warp
even under the unflinching gaze of the Emperor's most devoted servants. Junior
Silent Sisters often accompany Chaplains during recruit screening, their null aura
helping to distinguish natural psychic potential from more dangerous manifestations.



Adeptus Arbites

The Adeptus Arbites are the most notable allies, regularly sharing the task of
defending hive cities. Combined squads are rare, since the space marines dive
where the Arbites can not.

Actions are decided on by a shared council, often also involving commanders of the
planetary defense forces.

Often transporting needs are taken care of by the Arbites for mutually beneficial
heretic and cult hunts.

Navigator Houses

The chapter's use of navigators is more careful than most, knowing all too well how
dangerous the warp is for the mind. Assisting the houses has been seen multiple
times in the past, likely strengthening the connection between the two.

Further mutation on navigators is seen as an issue though and while they are
treated as equal brothers by most, chaplains eye them suspiciously.

Astropaths and Choirs

The chapter maintains complex arrangements with various astropathic choirs, their
relationships built not just on necessity but mutual understanding of the warp's

dangers. While most Imperial organizations view their psychic services as tools, the
Blood Wolves' high concentration of psykers leads to a more nuanced cooperation.

The choirs' duties extend far beyond mere communication. Their members assist in
screening potential recruits for psychic potential, help coordinate the chapter's
scattered companies across vast distances, and maintain the delicate psychic
barriers that protect their fleet during warp transit. Some of the more experienced
astropaths have even developed specialized techniques alongside the chapter's
chaplains, combining their skills to enhance the effectiveness of psychic
reconnaissance missions.

However, the relationship remains carefully regulated by both sides. The chapter's
unusual blood rituals and tribal practices keep many astropaths wary, while the
wolves themselves remain mindful of protecting their own traditions from outside
influence. This professional distance serves both parties well, maintaining the purity
of their respective approaches to psychic warfare while allowing for tactical
cooperation when needed.

Inquisition

The Inquisition, while not liked and always eyed with suspicion, sometimes requests
or demands specific worlds to be cleansed of heretics. This leads to interactions
between Captains and Inquisitors, usually pulling out less than a company at a time.

While having been useful to the inquisition, the number of psykers in the chapter's
ranks leads to permanent guests, often blanks or comissars, that would report any



sign of corruption. The chaplains do not report directly to them, but often work hand
in hand to uncover potential risks.

Ordo Hereticus

This inquisitorial ordo is the most common in both sending guests and requesting
heretic hunts. While they are the most critical and worried ordo, they also consider
the chapter as a very useful tool.

While those hunts are successful, the ordo keeps relatively quiet about the chapter,
pretty much enforcing a tide of space marines.

Ordo Xenos

This ordo is usually not concerned with the wolves. Their goals and focus on aliens
rarely requires space marines outside the deathwatch.

There has been some interest in the Artimus Gland though, initially expecting tech
heresy like xenos origin.

Ordo Malleus

This ordo is the second most active inquisitional ordo in terms of activity. Not only do
they request space marines to deal with hunting down potential demon summoners,
they also keep a keen eye on the fleet to act quickly before the inevitable weakness

of a battle brother.

Deathwatch

It is common for the wolves to serve as librarians among the deathwatch. They
consider such a fate an inconvenience, but still take it on to prevent the eyes of the
Inquisition from looking too closely at the chapter. Veterans of the Deathwatch are
often considered candidates for the Captain's role, recognising their expertise with
many different foes and situations.

Grey Knights

There has been no official interaction with the Grey Knights in any combat capability
yet, even if it is likely that at some point the Ordo Malleus would use both chapters
to maximise the damage that can be done to the servants of chaos.

Likely seen as a risky and unadvisable course of action by the Grey Knights, the
desperation has not been great enough yet to try their luck. Their regular visits to the
fleet on request by the Ordo Malleus serve as a warning if the risk ever manifests.

Exorcists

Their unique gene-seed, derived from the Emperor himself, gives the Exorcists
particular insight into questions of genetic heritage. While they maintain diplomatic
silence regarding the Blood Wolves' claimed lineage, their Grey Knights heritage



provides them with a unique perspective on the chapter's unusual concentration of
psykers. Both chapters share extensive anti-warp protocols, though their methods
differ significantly. The Exorcists' specialized gene-seed makes blood bond rituals
between the chapters impossible, but their continued cooperation under orders by
the Ordo Malleus and willingness to vouch for the Blood Wolves' genetic purity
carries significant weight in Imperial circles.

Imperial Fleet

Negotiations with the imperial fleet are a constant in the chapter's history. Not only
do they offer additional transport options, they help secure the chapter's ability to
resupply their existing vessels.

In turn the chapter assists in missions against the forces of chaos and tyranids with
for example boarding actions and readings of the emperor's tarot. More obvious
psychic support has not yet been offered officially, but is provided on a case by case
basis.

The support includes things from hiding ships from enemy sensors to helping the
machine spirits optimize themselves. With the later being eyed with suspicion from
Tech-Priests.

Officlo Assassinorum

Interactions with the assassins are varied and mission focussed. In most cases the
assassins are provided with information and distractions. Extractions and direct
support are less common.

Cooperation with the Eversor Temple is extremely rare due to a clash of ideals,
combat focus and methods.

Adeptus Mechanicus

There are few official and direct interactions with the Mechanicus, leading to more
limited specialised supplies, especially vehicles of war. While not directly opposed to
the tech priests, they are eyed with suspicion for following a god.

Magos Biologis

The rapport with Magos Biologis is less strained, leading to the exchange of
services for improved gene modifications and sometimes experimental organ
improvements.

Communication is handled via representatives on the fleet, who get insight into the
chapter's physical health in return, leading to close cooperation on experimental
gene improvements. Their interest and influence ensures that the Mechanicus as a
whole does not look too closely into the chapter's business.

Tech-Clades



While no official relationship exists with any of the Tech-Clades, unofficial
cooperation exists with a few of them. This allows the wolves to keep their wargear
functional and replace losses through these less than official channels.

The Biologis Extremis

Through the chapter chaplains there are some secret connections to this faction of
the Magos Biologis, exchanging information about implants and combat drugs for
access to some of their experimental improvements as well as supporting their
production capabilities.

While their assistance is not officially acknowledged, their influence can be felt in
some of the improvements and adaptations in the gene seed of the wolves and their
war beasts.

The Xenobiologis Investigatus

Through the wolf masters some contact has been made with the clade, exchanging
their gene seed improvements and stabilisations for information about the effects of
their unique glands and their psychic abilities.

Additional interest is given to the war beasts' genes, seeking improvements and
stabilisations of their modified genes.

Regular secretive reports are exchanged, often hidden in plain sight among other
communications with the Adeptus Mechanicus.

The Brotherhood of the Crimson Cog

As a contact of the forge masters, the secretive exchange of information and gear
through representatives among the fleet allows the battle brothers to use more fitting
equipment, often making it psychically reactive and customising it for the chapter's
needs.

Out of obvious reasons, the connection is kept secret especially from the more
orthodox official contacts at the Adeptus Mechanicus.

The Order of the Adaptive Machine

Similarly to the Crimson Cog, the relationship with the order is kept quiet, only
known to the chapter master himself. Giving some of their members the option of
experimenting in workshops on the chapter's fleet, they in turn advance the
improvement of equipment for use by psykers and the drug production capabilities.

Forge World Lukitar

The Blood Wolves maintain a complex but mutually beneficial relationship with
Forge World Lukitar. Their flagship "Fang of Retribution" maintains a regular
presence near the forge world, providing vital defense while their fleet patrols critical
trade routes. The Tech-priests of Lukitar have developed a pragmatic approach to
the chapter's unorthodox practices, maintaining careful monitoring of their Smiths'
blood rituals while acknowledging the unprecedented effectiveness of their



maintenance techniques. This arrangement has proven highly advantageous for
both parties - Lukitar benefits from superior void protection and increased trade
security, while the Blood Wolves receive priority access to vital maintenance
facilities and technical support. Regular interaction is governed by extensive
protocols that clearly delineate acceptable technical practices and maintain proper
separation between sacred Mechanicus knowledge and the chapter's more esoteric
methods. While some of the more orthodox Tech-priests remain uncomfortable with
the arrangement, the strategic benefits have proven too valuable to dismiss.

Forge World Metallica

The chapter maintains a careful relationship with Metallica, centered primarily
around their need for specialized plasma weaponry. While the forge world's orthodox
nature creates some tension regarding the Blood Wolves' more esoteric practices,
the chapter's exemplary record with plasma weapons has earned them a measure
of respect. Metallica's Tech-priests have noted with interest the chapter's unusually
low rate of plasma weapon mishaps, though they remain suspicious of the blood
rituals used in maintenance. Trade agreements are maintained through a complex
network of intermediaries and carefully worded contracts that avoid direct mention of
the chapter's more controversial practices.

Forge World Lucius

The Wolves' considerable void warfare expertise has earned them unique
consideration from Lucius. The forge world's focus on void ship construction aligns
well with the chapter's needs, and their Tech-priests have developed a grudging
appreciation for the Blood Wolves' Smiths' innovative approach to ship maintenance.
While official cooperation remains limited to standard maintenance and resupply,
there are whispered rumors of more extensive technological exchanges, particularly
regarding stealth system modifications. The chapter's protection of critical void-lanes
has proven invaluable enough that Lucius tolerates their unorthodox practices, so
long as proper containment protocols are maintained.

Forge World Stygies VIlI

Perhaps the chapter's most controversial
Mechanicus alliance, their relationship with
Stygies VIl is built on mutual understanding of
operating outside standard Imperial doctrine. The
forge world's Xenarite Tech-priests have shown
particular interest in the chapter's war beast
program, viewing it as a fascinating example of
controlled biological enhancement. While both



organizations maintain plausible deniability in their
dealings, Stygies VIII has proven a valuable
resource for some of the chapter's more esoteric
technological needs. Joint research ventures are
conducted under multiple layers of secrecy, with
both parties understanding the necessity of
discretion.

Forge World Mars

The Blood Wolves' relationship with Mars exists primarily through intermediaries and
carefully maintained official documentation. Direct interaction is minimized, with both
parties preferring to operate through established protocols that avoid highlighting the
chapter's divergence from standard practices. Mars maintains theoretical oversight
of the chapter's technical operations but delegates actual supervision to more locally
positioned forge worlds. When direct interaction is unavoidable, it is handled through
layers of bureaucratic formality that allow both parties to maintain their respective
positions without direct confrontation.

Ecclesiarchy

The servants of gods are mistrusted, the ones of the god emperor less so. If
interactions are necessary, the wolves will do their best to minimize exposure to
each other's forces.

This serves to keep the psyker numbers of the chapter a secret and prevent
corruption of the chapter's own beliefs with a fanatic belief in the empire.

Adeptus Sororitas

The fanatics of the Sororitas are avoided on the battlefields when possible.

Paranoia on both sides makes the interactions uneasy, but fruitful, since heretics are
a shared target.

The interactions are usually handled with care, preventing exposure of the unusual
beliefs and high psyker rate.

Adeptus Militarum

The imperial guard is a common ally, both for attacking as well as defending hive
worlds. Communication with their commanders is often heated, with the wolves not
agreeing that planned losses are acceptable. This sometimes leads to an additional
bridgehead being created by the wolves to reduce the losses of life.



Imperial Knight Houses

Interactions with houses of the imperial knights have been a stable source of large

weapon support when defending their worlds and critical hive cities. On the flipside

the wolves have spent more time securing the worlds of knightly houses than would
be expected, repaying the favours given.

Adeptus Custodes

The Adeptus Custodes has not interacted with the wolves in any major fashion, but
the wolves consider every single one of them a hero of untold tales. Many would
cherish a chance to fight beside them for the Emperor's glory.

Scholastica Psykana

Due to related problems with having a large number of psykers, the scholastica have
repeatedly been asked for support and advice on meditations and will strengthening
techniques.

The matching techniques have been adapted and integrated in training and daily
schedules of all space marines.

The price paid for the information is only whispered about, many suspect some of
the most dangerous heretic hunts may have been the price.

Additionally there are regular reviews and tests conducted by the scholastica to
ensure that no taint is overlooked and purged.

Planetary Governors



Relations with Imperial planetary authorities remain as diverse as the worlds they
govern. The chapter evaluates each request for aid carefully, prioritizing cases
where their expertise in rooting out chaos corruption or genestealer infestations
would be most effective. Their surgical approach to urban warfare makes them
particularly valued by governors seeking to preserve vital infrastructure during such
purges.

The Blood Wolves' methods often leave a lasting impression on planetary
leadership. While their savage efficiency in combat inspires terror, their disciplined
restraint and consideration for civilian casualties earns respect. Many governors,
grateful for their world's salvation, establish discrete arrangements to provide
resources to the chapter's fleet. These contributions, while carefully measured to
avoid scrutiny from tithe assessors, help maintain the chapter's independence and
mobility.

The relationship benefits both parties - governors gain a powerful ally against
insidious threats, while the chapter secures vital supply lines and potential recruiting
grounds. However, the wolves remain selective in their commitments, aware that too
close an association with any single world could draw unwanted attention from both
Imperial authorities and their enemies.

Merchant Fleets

The Blood Wolves maintain a complex network of relationships with various
merchant fleets and chartist captains, relationships forged in the void and tempered
over generations. While other chapters might dismiss such mortal enterprises, the
wolves recognize these fleets as the arteries of their existence, carrying vital
supplies through the dangerous expanses of space.

Several notable merchant dynasties have served the chapter faithfully across
centuries, their captains becoming trusted allies rather than mere suppliers. In rare
cases, particularly distinguished captains have even been honored with blood-
sharing rituals, binding their lineages to the chapter's fate. These chosen families
often mark their vessels with subtle wolf iconography, a signal to both allies and
enemies of their protected status.

Beyond basic resupply, these merchant vessels serve multiple roles. They act as the
chapter's eyes and ears across Imperial space, carrying intelligence of potential
threats. Their established trade routes help mask the chapter's movements, and
occasionally provide discrete transport for small teams of marines when traditional
deployment methods would draw unwanted attention. Some of the more daring
captains have even assisted in evacuating civilians from war zones, earning them
particular honor among the wolves.

However, the chapter maintains careful distance from any single fleet, ensuring their
supply lines remain diversified and secure. This arrangement benefits both parties -
the merchants gain powerful protection and lucrative contracts, while the wolves
maintain their mobility and independence without drawing undue attention from
Imperial authorities.

Adeptus Astra Telepathica



Relations with the Adeptus Astra Telepathica are complex and carefully managed.
While most chapters simply receive sanctioned psykers from them, the Blood
Wolves' unusual concentration of psychic potential has led to deeper cooperation.
The Telepathica has shown particular interest in the chapter's methods of
maintaining psychic stability across such a large number of battle-brothers,
especially given their exposure to warp influences during heretic hunts.

Over centuries, a careful exchange has developed. The Telepathica provides
advanced training techniques and occasionally directs particularly promising young
psykers to the chapter's recruitment screenings. In return, the Blood Wolves share
insights into their unique methods of psychic control and corruption resistance. Their
chaplains occasionally assist in training particularly powerful psykers, teaching
methods of maintaining control during combat situations.

However, this relationship remains strictly professional. The Telepathica's more
zealous members view the chapter's blood rituals and tribal practices with suspicion,
while the wolves themselves carefully guard the deeper mysteries of their psychic
traditions. Both organizations maintain careful documentation of all interactions,
protecting themselves from accusations of impropriety while ensuring neither
crosses established boundaries.

The arrangement has proven particularly valuable during joint operations against
psychic threats. The Telepathica's strength in detecting and tracking rogue psykers
complements the wolves' expertise in urban warfare and surgical strikes, leading to
several notable successes in containing psychic outbreaks before they could draw
darker attention.



OPERATI ON DESI GNATI ON:
THUNDERWOLF

CLASSI FI CATI ON:  RESTRI CTED

THEATER OF WAR: Feral World Kraken's Eye

AUTHORS:

- Captain Khogen Baatar, Wite Scars 4th Conpany

- Watch Captain Severus Draken, Deathwatch

- Captain Ful men Ravencl aw, Bl ood Wl ves 2nd Conpany

STRATEQ C VALUE:

- Primary recruiting world for 14 Inperial Guard Reginents
- Notable warrior culture with 87% recruitmnment success rate
- Strategic location for sector defense

ENEMY FORCES:

- Waaagh! Grinskul |
- Estimated 300,000 Ok warriors
- 27 Stonpa-class war nmachi nes under construction
- Significant concentration of Wird Boyz
Mul tiple Gargant construction sites identified

I MPERI AL FORCES:

White Scars: 4th Conpany (97
Ast art es)

- 35 Bi ke squadrons
- 3 Land Speeders
- 2 Storm Tal ons

Bl ood Wl ves: 2nd Conpany (112
Ast art es)

- 12 Thunder hawk gunshi ps
- 4 Dreadnoughts
- 22 Junp Pack equi pped warriors

Deat hwatch Kill-teans:

- Kill-team Onega (specialized in Ok elimnation)
- Kill-team Si gma (heavy weapons specialists)

- Kill-team Vertex (close conbat specialists)

OPERATI ONAL PHASES:



Phase 1: DECAPI TATI ON

The Bl ood Wl ves' psykers proved instrunmental in |ocating the
concentration of Weird Boyz serving as the Waaagh's psychic
beacon. Captain Ravenclaw s forces depl oyed via night drop,
using their psychic abilities to nmask their approach.

Synchroni zed with this insertion, Wite Scars bi ke squadrons
| aunched diversionary attacks on nultiple Ok settlenents.

Resul ts:

- 23 Weird Boyz elimnated

- Waaagh' s psychic coordi nation severely disrupted
3 Bl ood Wl ves casualties

- 2 Wiite Scars bikes |ost

Phase 2: SURAQ CAL STRI KES

Deat hwatch Kill-teans, guided by Bl ood Wl ves' precognitive
i nsights, targeted key Meks and their construction yards.
White Scars provided rapid response and extraction
capabilities. Blood Wlves' junp pack squads delivered
preci sion strikes on eneny | eadership.

Resul ts:

- 17 Mek wor kshops destroyed

- 4 Gargant construction sites sabotaged
- 8 Ok Warbosses elimnated

- Mnimal casualties sustained

Phase 3: DECI SI VE ENGAGEMENT

Wth the Oks' command structure in disarray, a conbined
assault was |launched on Ginskull's main force. Wiite Scars
executed their signature hit-and-run tactics while Bl ood
Wl ves strike teans elimnated energing eneny | eaders.

Deat hwatch Kill-teans destroyed critical infrastructure.

Not abl e Event s:

- Captain Ravenclaw s precognitive warnings saved three Wite
Scars squadrons from Ork ambushes

- Conbi ned psychic assault by Bl ood Wl ves disrupted Ok

mobi lity

- Wiite Scars' nobility perfectly conplemented Bl ood Wl ves
precision strikes

- Deat hwat ch expertise proved crucial in targeting weak
points in Ok war machi nes

CASUALTI ES:

- White Scars: 7 brothers, 11 bikes



- Bl ood Wl ves: 12 brothers, 1 Thunder hawk
- Deat hwatch: 2 brothers
- Eneny | osses: Approximtely 70% of total force

TACTI CAL OBSERVATI ONS:

VWite Scars Assessnent:

The Bl ood Wl ves hunt |ike true sons of Chogoris. Their
preci sion matches our speed perfectly. Their foresight guided
our bl ades true.

Deat hwat ch Assessnent:

Unpr ecedent ed psychi c coordi nati on between forces. Bl ood
Wl ves' ability to predict eneny novenents proved inval uabl e.
Recomrend conti nued joint operations.

Bl ood Wil ves Assessnent:

The speed of the Khan's sons conbined with Deat hwatch
expertise nmultiplied our effectiveness exponentially. Qur
bl ood sings with the nenory of this hunt.

STRATEG C OUTCOMES:

- Waaagh Grinskull conpletely disrupted

- Local tribes preserved as recruiting source

- Eneny forces scattered i nto manageabl e fragnents

- Critical infrastructure preserved

- Three major tribes witnessed Inperial victory, boosting
recrui tment potential

RECOMVENDATI ONS:

Est abl i sh pernmanent coordi nation protocols between forces
Devel op conbi ned training exercises

Share tactical data regarding psychic warfare applications
- Maintain joint rapid response capability in sector

COMVENDATI ONS:

- Bl ood Wl ves' 2nd Conpany for exceptional precognitive
support

- Wiite Scars' bike squadrons for perfect execution of hit-
and-run tactics

- Deathwatch Kill-team Orega for critical target elimnation
- Special conmendation to Captain Ravenclaw for psychic
battl e coordination

[ Appended: Detailed battle maps and casualty reports]

[ Aut henti cati on codes and seal s foll ow



Enemies

Chaos

The hordes of chaos are a natural enemy. While often overkill to deploy space
marines to kill cultists, there are mutants or enemy Astartes that make short work of
other Imperial Servant Cornelius Vales.

Daemons

While not specifically intended to counter daemons, the chapter's Thunderhawks
combined with their psychic power still give them a fighting chance.

Astartes

Thousand Sons

The thousand sons are one of the most hated traitors. Not only do both chapters
employ many psykers, there also have been cases of brothers being kidnapped and
having to be rescued. Leaving battle brothers behind is no option, when it would
endanger the imperium by making one of the most dangerous enemies even more
dangerous.

Constant vigilance has so far made the chapter safe from infiltrations, at least as far
as the chapter knows.

Alpha Legion



The alpha legion is a dangerous enemy. Not only are they likely able to infiltrate the
wolves, avoiding their vigilant eyes, they may also infiltrate allies. Allies that were
infiltrated are then likely to harm the chapter's name with their actions, leading to
retaliation or further inquisitorial attention.

Given the already critical value of allied forces, the chapter master keeps a close
watch at hints of Alpha Legion involvement with psychic readings as well as
information glanced from ally communications.

World Bearers

The world bearers are a dangerous foe, targeting the chapter's chaplains for access
to uncommon and secret knowledge. Knowledge that must not help the foes of the
Emperor, secrets that could be devastating to all members of the chapter.

While not common, the risk of torture and corruption is very obvious to the Chapter
Chaplain. Not only is extra caution taken when deploying chaplains in small forces,
information about movements of the world bearers is constantly reviewed to predict
ambushes.

Dark Mechanicus

The dark mechanicus is considered a very dangerous group of heretics. Hunting
them is one of the few occasions where direct contact to the Adeptus Mechanicus
with a request for support may be initiated. While not the primary target of most
hunts, these are some of the wildest and best remembered stories told.

Tyranids

Tyranids are a rare foe, usually they are not engaged during their invasion, but while
cleaning up the creatures they left behind. During the invasion surgical strikes are
carried out, but longer engagements are avoided. The cost in space marines is
usually too high to allow for open warfare.

Genestealer Cults

Genestealer Cults are a common enemy and actively being hunted for by the
wolves. If a world is suspected of corruption by genestealers, it is swept from the
bottom to the top for a patriarch.

Aeldari

Besides raiders there has been no interactions with aeldari factions. They are
considered a lesser evil by the wolves, one that they don't bother hunting under
normal circumstances. If engaged, precision strikes are employed to counter them.

Drukhari

The dark eldar are considered one of the greater evils. Their predatory and self-



serving slave raids make them a dire threat to the wellbeing of the imperium.

According to stories told, they are a corrupted offshoot of the Aeldari, making them
both xenos and heretics to the eyes of the battle brothers. The crafted creatures they
deploy are especially seen with a combination of hate and disgust. The space
marines try to avoid engaging them alone to decrease the likelihood of them being
amongst captured slaves.

Orks

Orks have been a constant bother for the wolves, being the cause of many of their
recent losses. While not engaging whole WAAAGHS, it is a common pastime for
wolves to go ork hunting, trying to thin out the weird boys especially.

Necrons

Necrons are one of the most despised foes of the chapter. Their strong ranged
weaponry and lack of emotions makes perfect execution of tactics a must, leading to
rather boring stories to tell. Most of the chapter's wargear is not ready for these
encounters, leading to tactical withdrawals where possible. These are followed by hit
and run tactics and precise strikes at more individual Necrons.

Yu'vath

The ancient Yu'vath empire's corrupting influence still lingers in the Gothic Sector
through their artifacts and ruins. The Blood Wolves take particular care when
encountering suspected Yu'vath technology, as their war beasts have proven
invaluable in detecting the subtle corruption these devices emit. Several chaplains
maintain detailed records of encountered Yu'vath artifacts, using this knowledge to
better protect their brothers from the insidious influence these relics can exert. The
chapter's high resistance to warp influence makes them particularly effective at
containing and eliminating these threats.

Hrud

The time-warping Hrud pose a unique challenge in urban environments, where their
entropy fields can age equipment and infrastructure by centuries in moments. The
chapter's war beasts have demonstrated an unusual ability to track Hrud through
their temporal distortions, leading to specialized hunting protocols. Blood Wolves
employ their psychic abilities to create stable zones within Hrud entropy fields,
allowing them to engage these xenos without risking their equipment and gene-
seed. Multiple successful purges of Hrud infestations have been recorded in various
hive cities.

Q'orl

The insectoid Q'orl represent an expanding threat to Imperial shipping lanes and



potential recruiting worlds. Blood Wolves harvest frigates occasionally encounter
Q'orl scout vessels, leading to the development of specific void combat protocols
against their unique bio-mechanical technology. The chapter's psykers have proven
especially effective at disrupting the Q'orl's chemical-based communication
networks, though direct engagement is avoided when possible to preserve chapter
strength.

Rak'Gol

These brutal void-borne raiders have clashed with Blood Wolves vessels multiple
times. The savagery of the Rak'Gol makes them difficult opponents in ship-to-ship
boarding actions, but the chapter's war beasts have proven remarkably effective at
hunting them through damaged vessels. The Blood Wolves maintain specific combat
drugs designed to counter Rak'Gol augmentations, though these are used sparingly
due to their highly aggressive side effects.

Kroot

While not actively hostile, Kroot mercenaries are treated with extreme caution when
encountered in urban operations. The Blood Wolves' chaplains are particularly
vigilant about checking for signs that their brothers have been studied by Kroot for
potential genetic absorption. Several notable incidents of successful cooperation
against mutual enemies are recorded, though the chapter remains wary of the
Kroot's opportunistic nature and potential for betrayal.



[ ORDO XENOS TRANSLATI ON NOTE: The foll owi ng text was
recovered fromcrystalline data-storage devices found in a
damaged El dar Waithlord. Translation protocols courtesy of
| nqui sitor Val demann's xenol i ngui stic division. Accuracy
estimated at 87. 3%

REPORT OF AUTARCH ELARI QUE
STARNEAVER

BATTLE DESI GNATI ON: TW LI GHT OF SCREAM NG SHADOWS

LOCATI ON:  MAI DEN WORLD | YANDRI S

ALLI ED FORCES: CRAFTWORLD MYMEARA, BLOOD WOLVES ASTARTES

[ approxi mat e transl ati on]

ENEMY FORCES: FOLLOWERS OF SHE- WHO- THI RSTS, TRAI TOR ASTARTES

PRELI M NARY OBSERVATI ONS:

The non-keigh [classified term- refers to hunmans] of the

Bl ood Wl ves Chapter proved surprisingly... adequate allies
agai nst our shared foe. Their presence was first detected
when our Rangers observed their strike cruisers entering the
systenis outer reaches. Initial hostile response protocols
wer e suspended when we identified their target - a warband of
the Thirsting One's devotees establishing a foothold on our
mai den wor | d.

TACTI CAL ASSESSIVENT:

The Bl ood Wl ves denonstrated conbat nethodol ogi es atypi cal
of their brutish kind. Their deploynent was conducted with
unexpected subtlety, utilizing what appeared to be psychic
maski ng techni ques crude but remarkably simlar to our own
Shadow Weavi ng.

[ Transl ati on Note: Several passages here contain
untransl atable references to Eldar mlitary formations. Basic
meani ng preserved where possible.]

O particular note was their unusual affinity for coordinated
psychic warfare. While primtive by our standards, their

"bl ood- pack” assault formations proved effective at

di srupting the eneny's warp-born advantages. Their Chapl ains
[ approxi mate transl ation: "Soul - How ers"] nmai ntai ned
admrable discipline over their warriors' nore besti al

t endenci es.

COVBAT ENGAGEMENT:

Pri mary engagenent occurred in three phases:

1. INITI AL CONTAI NVENT



- Ranger teans coordinated with Bl ood Wlves infiltrators to
i sol ate eneny staging areas

- Mon-kei gh psykers denonstrated crude but effective warp-
danpening abilities

- Eneny attenpts at summoni ng reinforcenments successfully

di srupt ed

2. DEC SI VE STRI KE

- How i ng Banshee assault coincided wth Bl ood Wl ves nel ee
speci alists

- Eneny forces caught between El dar precision and Space
Mari ne savagery

- Not abl e observation: Bl ood Wl ves warriors denonstrated
unusual restraint, coordinating their attacks rather than
succunbing to typical non-keigh battle-I|ust

3. PURSU T AND ELI M NATI ON

- Eneny | eadership attenpted to escape through webway breach

- Bl ood Wl ves psykers assisted our Warl ocks in sealing the
breach

- Remaining eneny forces elimnated with acceptable efficiency

CASUALTI ES:

- 17 Aspect Warriors returned to their shrines
- 12 Blood Wl ves warriors confirmed elimnated
- Estimated 98% eneny forces destroyed or captured

STRATEQ C ASSESSMENT:

Wil e the Bl ood Wlves |ack the refinenment of proper Ael dar
warfare, their nethods prove surprisingly conpatible with our
own when properly directed. Their tendency toward pack
hunti ng and anbush tactics aligns acceptably with El dar
strategic doctrine. Their high proportion of psykers, while
untrai ned by our standards, provides useful tactical
flexibility.

CULTURAL OBSERVATI ONS:

O particular interest was their ritualistic behavior between
engagenents. Qur Seers observed their bl ood-sharing
cerenmoni es with some concern, though they confirmed no Chaos
taint. Their reverence for their "Enperor" appears to have
evol ved into sonmething closer to our own Path systemthan
typi cal non-keigh religious fanaticism

RECOMVENDATI ONS:

- Maintain tactical data on Bl ood Wl ves for future reference
- Consi der them acceptable allies against servants of She-Wo-



Thirsts

- Exercise caution regarding their blood rituals

- Monitor their psychic devel opnent for signs of advancenent
or degradation

FARSEER ADDENDUM

The skeins of fate weave strangely around these warriors.
Their future paths remain obscured, but they do not follow
the typical patterns of non-kei gh destiny. Continue
observati on.

[ End Transl ati on]

| NQUI SI TORI AL NOTATI ONS:

- Further investigation into El dar assessnent of Chapter's
psychic abilities recomended

- Blood ritual observations correlate with existing Ordo
Hereticus reports

- Tactical cooperation protocols to be reviewed by Ordo Xenos
strategic division

- Full report classified LEVEL VERM LLI ON



Stories: Large Campaigns

The Cleansing of Hive Myriad

Astold by Brother Theron during evening meal

Brothers, let me tell you of the hunt in Hive Myriad, where the Alpha L egion thought
themselves masters of shadows. They didn't expect us to be better predators than they were
serpents.

| was there with Captain Ironbark when the call came. The Guard was dying by the
thousands, unable to tell friend from foe. Even their commissars were compromised. You
should have seen their faces when our war beasts first caught the scent of the infiltrators -
those creatures can smell alie better than any machine.

There was this one hunt - we'd tracked a suspected Alpha Legion operative to the mid-hive
governance levels. Our beast handler, Brother Voss, noticed his war beast's hackles rise when
passing a particular administratum prefect. This prefect had all the right credentials, all the
proper authorization. But you know what he didn't have? The right scent.

Captain Ironbark played it masterfully. He approached the prefect with congratul ations about
his recent ‘promotion’ - a promotion that hadn't actually happened. The imposter took the
bait, accepted the congratulations... and that's when we struck. The look of surprise on the
Alpha Legionnaire's face when our blades found him - he thought he was the hunter, but we
proved who the true predators were.

But thereal victory? Most of the hive never even knew we were there. The Guard took the
glory for the victory, as they should. Our hunt isn't about glory - it's about efficiency. About
removing the cancer without killing the patient. By the time we left, production quotas were
actually higher than before the uprising.

The Defense of Thanatos Prime



As shared by Veteran Sergeant Kastor during bone-carving

Pass me that femur, brother, and I'll tell you about the time we hunted alongside the Sons of
Russ. The Wolves of Fenris, they're different from us - all fury and forward charge where we
prefer the shadows. But against the Tyranids? We learned how well different packs can hunt
together.

Our war beasts were the first to scent the vanguard organisms. Silent hunters, these creatures,
meant to infiltrate and prepare the way for the hive fleet. But you can't hide from a Blood
Wolf's nose, can you?

strokes nearby war beast

The Space Wolves would launch their drop pod assaults, all thunder and lightning, drawing
the attention of the larger bioforms. And us? We were the knife in the darkness. While the
Tyranids focused on the howling sons of Fenris, we'd dlip through their lines, our psykers
disrupting the synaptic connections.

| remember when we struck at their primary Hive Tyrant. The Space Wolves had it pinned
down with heavy weaponsfire, but its shadow was keeping the swarm coordinated. Captain
Grimcrest gathered twenty of our strongest psykers. While the Wolves of Fenris kept it
occupied, we launched a concentrated mental assault. Ever seen a Tyrant try to coordinate its
forces while twenty Blood Wolves tear at its mental connections? Like watching a puppet
with its strings cut.

The Knights of House Hawkshroud made their famous last stand that day, but few know how
we helped make it possible. Every time their lines started to buckle, our psykers would
disrupt the swarm's coordination, creating gaps the Knights could exploit. For every Knight
that fell, they took hundreds of Tyranids with them.

holds up carved bone

See this pattern here? It's the Knights heraldry. We honor their sacrifice, even if they never
knew how we helped them achieveit.

The Merias Schism

Related by Chaplain Darius during blood-sharing ritual

Before we share blood, brothers, let me tell you of the Merias Schism, where even the Black
Templars learned to value our ways - though they'd never admit it. preparesritual chalice.

The Black Templars, Emperor bless their zealous hearts, they see only the surface threat.
They came expecting a simple heresy, blade work and bolter shells to cleanse the unclean.

They didn't understand the subtle corruption threading through the sector like poison through
veins,

Our war beasts could smell the wrongnessin their prayers, the twisted resonance in their
hymns. While the Templars purged the obvious heretics, we hunted the hidden architects of
corruption. There was this one cult leader - appeared completely loyal, attended every
Imperial service. But our beasts... they knew. Could smell the taint of the warp on him even
through the incense and prayers.

The turning point came in the underhive of Merias Prime. Our war beasts became agitated,
sensing something massive stirring below. The Templars wanted to launch a frontal assault -
typical. But Captain Stonehammer convinced them to wait, to let us scout first. Good thing
too. We found a summoning circle half a kilometer wide, powered by thousands of sacrifices.



If it had been completed...
shakes head

We coordinated with the Templars for the attack. They provided the hammer - three hundred
Black Templars charging in, full battle cant. Meanwhile, our squads slipped through
maintenance tunnels, guided by the war beasts, taking out the ritual |eaders one by one. By
the time the Templars reached the main chamber, the ritual was aready failing.

lifts chalice

So when we share blood tonight, remember: sometimes the greatest victories are the ones
history never records. The Black Templars got their glorious battle, and we got what we
wanted - athreat eliminated before it could fully manifest.

TheVhetin Uprising

Recounted by Smith Artifex Stormhow!l during maintenance rites

Hand me that sacred ungent, brother, and I'll tell you about the V hetin campaign. You think
regular tech-heresy is bad? Try hunting Dark Mechanicus creations alongside the
Ultramarines.

anoints machine part

The sons of Guilliman, they're efficient, I'll give them that. But they expect everything to
follow their precious Codex. How do you codify hunting things that shouldn't exist? That's
where we camein.

Our war beasts could sense the wrongness in their machines, the way the corrupted machine
spirits writhed inside their metal shells. We'd work alongside Ultramarine tactical squads,
guiding them to the real threats. They didn't much like taking direction from our beasts at
first, but results speak louder than doctrine.

There was this one forge complex - Epsilon, they called it. Looked perfectly normal on the
outside. But the beasts... they wouldn't go near it. Kept growling at the walls themselves.
Captain Silvermist consulted the Emperor's Tarot and saw darkness breeding in the depths.
The Ultramarines wanted proper reconnaissance, carefully planned assault routes.

chuckles while applying holy oils

Instead, we sent in teams with war beasts, following their noses to the worst concentrations
of tech-heresy. Found laboratories that would have given even a hardened Inquisitor
nightmares. The Ultramarines provided perfect fire support once we identified the targets, I'll
give them that. Textbook execution of a plan they'd never find in their Codex.

holds up freshly blessed component

Like this piece here - looks perfect on the outside, but you have to know where to look for
the flaws. That's what we do. We find the flaws others miss.

The Ghoul Stars Incursion

Told by Ancient Vyrmark during Dreadnought maintenance

You want to know about real hunting, young ones? Let me tell you about the Ghoul Stars.
Fifteen years we spent there, hunting things that shouldn't exist alongside the Grey Knights
themselves.



servo-motors whir as ancient frame shifts

The Grey Knights, they're used to fighting daemons, things they can banish with faith and
force. But these entities... they were different. Subtle. They'd get in your mind, make you
think thoughts that weren't your own. But they couldn't fool our war beasts. The beasts could
smell them, even when they had no physical form to smell.

We devel oped new techniques, combining our blood rituals with Grey Knight wards. The
entities hated that - the combination of our blood-bonds and their holy inscriptions created
barriers they couldn't pierce. We established a network of these warded positions across the
sector, each one anchored by the shared blood of our brothers.

Thefinal battle at the Null Point...
ancient cooling systems cycle heavily

Captain Grimcrest led that one. The Grey Knights were trying to seal a breach between
realities, but their powers alone weren't enough. That's when Grimcrest suggested combining
our blood rituals with their sealing ceremonies. Unorthodox? Certainly. But when you're
hunting things from beyond reality, orthodox doesn't cut it.

The sight of Blood Wolves and Grey Knights performing a combined ritual ...
laughs, causing dreadnought frame to shake dlightly

Now that's something you don't see every day. But it worked. We sealed that breach
permanently.

Remember this, young ones: there are some hunts that can't be won through strength alone.
Sometimes you need to adapt, to combine the old ways with the new. That's how we survive.
That's how we win.

The ancient falls silent, cooling systems humming thoughtfully, as the maintenance ritual
continues



| MPERI AL GUARD COVIVAND REPORT

SUBJECT: Bl ood Wl ves Chapter Conbat | nsubordination

From Lord General Marcus Augustus van Dorn, 84th Theraxi an
Si ege Regi nent

To: Sector Comrmand, Departnento Minitorum

Cl assification: Conmand Level Distribution

FORMAL COVPLAI NT REGARDI NG SPACE
MARI NE TACTI CAL NON- COMPLI ANCE

Canpai gn: Hive Tertius Pacification

Location: Forge Wrld Theraxis IV

Date: 847. w4l

| must formally register nmy strongest protest regarding the
conduct of the Bl ood Wl ves Chapter during the current
canpaign. Their refusal to follow proper Inperial battle
doctrine has severely disrupted our strategic deploynents and
underm ned the chain of command.

| NI TI AL DEPLOYMENT

Upon arrival, the Blood Wl ves' Captain Validus Stonehamrer
and his Chapl ai ns reviewed our battle plans for the siege of
Hive Tertius. Rather than taking their assigned positions in
the front line as befits Space Marines, they raised i medi ate
objections to what they ternmed "inefficient use of
speci ali zed forces."

TACTI CAL DI SAGREEMENTS

The Bl ood Wl ves refused to:

- Maintain static defensive positions

- Engage in war of attrition as planned

- Support frontal assault doctrine

- Deploy in conpany strength to main battle |lines
Their objections centered around clains that:

- Their chapter "wasn't designed for attrition warfare"

- Their "war beasts detected patterns we couldn't see"

- Extended depl oynent woul d risk corruption and gene-seed | oss
- Their Chaplains "required mobility to maintain spiritual
heal t h"

| NSUBORDI NATE ACTI ONS

| nstead of foll ow ng commands, they:

- Deployed in small hunter-killer teans

- Conducted unauthorized infiltration m ssions
- Redirected forces w thout command approval

- Wthdrew from positions wthout orders



Most egregiously, they:

- Abandoned their assigned fortress position after only two
weeks of siege

- Conduct ed unaut hori zed deep strikes into eneny territory

- Refused to commt nore than 20 marines to any single
engagenent

- Wthdrew their forces entirely when their Chaplains clained
"spiritual necessity"

RESULTS OF ACTI ONS

| amforced to acknow edge that their unauthorized actions
resulted in:

- Eneny | eadership decapitation

- Critical supply line disruption

- Multiple enemy strongpoint neutralizations

- Significantly reduced I nperial Guard casualties

However, their success does not excuse their conplete

di sregard for proper Inperial battle doctrine and chain of
conmmand.

COMVAND DI SRUPTI ON

Their actions severely underm ned ny authority when:

- Other units began requesting Bl ood Wl ves' tactical advice
- CQuard officers started questioning attrition doctrine

- Support units diverted resources to Bl ood Wl ves operations
- Several units attenpted to copy their "hunt and kill"
tactics

SPI RI TUAL CONCERNS

Their Chaplains repeatedly interfered with operations, citing:

- Need for "ritual naintenance"

- Concerns about "corruption risks"

Requi renments for "gene-seed preservation”

- War beast behavi oral warnings

When ordered to disregard these concerns and mai ntain
positions, they sinply withdrew, their Chapter Master citing
"spiritual authority superseding tactical command in matters
of chapter preservation."”

NOTED RESULTS

| amrequired by regulations to note that the canpaign
obj ecti ves were achi eved:

- Eneny forces neutralized

- Hive recl ai ned

- CGvilian casualties mnim

- Inperial Guard | osses bel ow projections

However, this success does not justify their methodol ogical



i nsubor di nati on.

FORMAL REQUESTS

| hereby request:

- Oficial censure of Bl ood Wl ves Chapter

- Mandate for conpliance with Inperial battle doctrine

- Requirement for integration into proper conmand structure
Restrictions on independent tactical decisions

RESPC]\ISE TO MECHANI CUS OBJECTI ON

The Forge Wrld' s Fabricator-General has fornmally objected to
my conplaints, citing:

- Mnimal infrastructure danage

- Preserved manufacturing capability

- Protected gene-seed stocks

- Maintained productivity levels

| maintain these results do not justify tactical
i nsubor di nati on.

FI NAL NOTATI ON

Wil e | acknow edge the canpaign's success, | cannot endorse
their nethods. The Bl ood Wl ves' refusal to engage in proper
attrition warfare sets a dangerous precedent. Their

i nsi stence on "hunting" rather than proper battle line

depl oynent undermnes mllennia of Inperial mlitary doctrine.

| await your response regarding this serious breach of
tactical protocol.

For the Enperor's dory,

Lord General Marcus Augustus van Dorn

84t h Theraxi an Si ege Regi nent

[ Appended: Multiple rejected tactical plans and denied

depl oynment orders]

[ Docunent bears | nperial Guard Conmand Seal s and mul tiple
"Conpl ai nt Noted" stanps fromvarious admnistrative offices]

ADM NI STRATUM RESPONSE NOTATI ON:

Conpl aint filed. Tactical success noted. No action required.

VECHANI CUS ADDENDUM

Forge World productivity maintained. Blood Wlves tactical
doctrine noted as optinmal for industrial zone warfare.

| NQUI SI TORI AL NOTATI ON:

Conpl aint reviewed. Chapter operating wthin established



paraneters. Case cl osed.



Stories: Small Campaigns

The Hive City Psyker Purge

Brothers, let me tell you of the time we cleansed the filth from Stratos-Primus, a hive
world teetering on the brink of damnation. Psyker scum crawled through its
underhive, chanting their heresies to tear open the veil between our realm and the
warp. Captain Ironbark led us into those shadowed depths, his presence cloaking us
like night itself.

We moved as ghosts, our psychic powers snuffing out their sentries' awareness
before they even knew death approached. The sanctum of their leader, a so-called
'Seer of the End," was guarded by wailing souls bound in iron chains. It was there
that Brother Caelum plunged his blade into the Seer's black heart, silencing the
chants and sealing their cursed rift. We walked out, unseen and undefeated, as
Stratos-Primus awoke to a new dawn, unaware of how close they had come to ruin.

The Genestealer Patriarch Hunt

You've all heard the tale of Verdantia IV, haven't you? The agri-world that seemed
too perfect, too peaceful. We were sent there by the Inquisition, sniffing out the
faintest trace of corruption. It was our wolves that found it first—beneath the earth, in
the sewers and silos. Their noses led us to the hive's heart, where the Patriarch, that
vile alien beast, lurked among its thralls.

| remember the way it stared at us, its eyes gleaming with cold malice as it tried to
worm its will into our minds. But Arc Chaplain Nightwind was there, his presence as
unyielding as the Emperor's light. He held the Patriarch's powers at bay, long



enough for Captain Ironbark to lead the charge. Blades flashed, blood sprayed, and
in the end, it was our teeth that tore the beast apart, reclaiming Verdantia for the
Imperium.

The Ork Weird Boy Culling

Ah, the Waaagh on Ergolon! We lost good brothers there, and Captain Ravenclaw
swore vengeance. We took the fight to the greenskins, targeting their Weird Boyz—
those cackling psyker-beasts who hold their mobs together. With jetpacks roaring
and Ravenclaw's lightning crackling from his hands, we descended upon them like
the Emperor's fury made flesh.

Their shamans tried to summon their crude magics, but our strikes were faster. |
remember Brother Galeus cleaving a Weird Boy clean in two, and the psychic
backlash lit up the battlefield like a star. By the time we left, their Waaagh was
shattered, their leaders scattered, and their threat to the sector broken. Ravenclaw
said it best: 'For every brother we lost, a hundred greenskins fell.’

The Necron Precision Strike

Silentium, brothers. A name that sends a chill through the bones. When we found
that tomb world, we knew it wasn't just a planet—it was a graveyard waiting to wake.
Captain Stonehammer led the charge, his shield held high as we struck deep into
Necron territory.

With psychic fog covering our approach, we slipped past their deathless sentinels.
We struck like a wolf-pack—swift, coordinated, and lethal. Power conduits were
severed, reanimation chambers destroyed. We didn't linger; we couldn't. But as we
pulled back to our Thunderhawks, | swear | felt their dead eyes watching us, waiting.
Stonehammer said, 'Not today, soulless ones," and that was enough for me.

The Chaos Outbreak Containment

There's no foe more insidious than Chaos, brothers, and the heretics at Ordinatus
Theta proved it. They had turned their research facility into a shrine of corruption,
summoning daemons with each blasphemous ritual. But we wouldn't let their filth
spread.

Under Chaplain Wolfsbane, we fought like the Emperor's chosen. The air stank of
warp-taint, and their whispers tried to claw into our minds. But Wolfsbane's voice
rang out over the madness, guiding us like a beacon. When we reached the rift
generator, it pulsed with raw warp energy, and the daemons surged to defend it. We
carved through them, tooth and blade finding purchase in unholy flesh. The rift was
sealed, the generator destroyed, and Chaos was denied its foothold. Wolfsbane
said, 'Let this be a reminder, brothers: vigilance is our shield, and fury our sword.’



| NTERNAL MEMORANDUM - MOST
SECRET

Re: Bl ood Wl ves Chapter Investigation
From Cardi nal Thaddeus Vern

To: Inner Crcle of the Bl essed Revel ation
Urgency: | MVEDI ATE - BURN AFTER READI NG
My fellow servants of the true faith,

The situation has becone critical. The Bl ood Wl ves Chapter
has made planetfall despite our best efforts to divert them
Initial attenpts to maintain our cover are already failing.
This report will detail our current containnent efforts and
reconmendati ons.

| NI TI AL CONTAI NMVENT MEASURES -
ALL FAI LED

Qur standard procedures proved usel ess:

- Incense burning to mask scents (Their war beasts can detect
corruption through it)

- Fal se docunentation (Their Chapl ains sense deception)

- Controlled popul ati on novenments (Their psykers track

under ground gat heri ngs)

- Holy processions as cover (Their beasts grow agitated near
our faithful)

ATTEMPTED COUNTERVEASURES -
| NEFFECTI VE

1. Burning of blessed oils:

- Result: War beasts becane nore agitated

- Note: Seens to enhance their sensing abilities

- Casualties: Lost Brother Meridius when beast detected his
mar ks

2. Mass religious gatherings:

- Result: Drew inmmedi ate investigation

- Note: Their psykers can apparently sense the difference
bet ween true and fal se worship

- Casualties: Entire | ower chapel congregation exposed

3. Seal ed chanbers:

- Result: They can snell corruption through adamanti um
- Note: War beasts led themdirectly to hidden chanbers
- Casualties: Lost entire Level 7 sanctuary



CURRENT SI TUATI ON - DETERI ORATI NG

Their methods are proving inpossible to counter:

- War beasts patrol the cathedral spires
- Chaplains interrogate the faithful
Psykers scan for corruption

Battl e brothers hunt in shadows

W' ve | ost contact with:

- Three inner circle nenbers
- Seven | ower congregations
- Twel ve sacred chanbers

- Al deep chapel access

CRI TI CAL OBSERVATI ONS

Their capabilities exceed all warnings:

- Can snell the touch of enlightennment on our skin
- Detect our sacred marks through ceramte walls

- Sense our bl essed gatherings despite wards

- Track our novenents through solid stone

URGENT CONCERNS

Most di sturbing devel opnents:

- They know our signs w thout seeing them
- Find our chanbers w thout blueprints

- ldentify our faithful w thout confession
- Locate offerings through solid walls

ATTEMPTED ESCAPE ROUTES -
COMPROM SED

Al'l energency neasures have fail ed:

Under ground tunnels (War beasts al ready there)
Hi dden el evators (Marines waiting at exits)
Secret passages (Psychically napped)

Orbital extraction (Vessels tracked)

RECOMVENDED | MVEDI ATE ACTI ONS

- Burn all records

- Scatter the faithful

- Col | apse the deep chapels

- Trigger the purifying flanes

- Rel ease the bl essed ones

Not e: Even these nmeasures nmay prove futile. Their beasts are
al ready scratching at ny chanber door as | wite this.

FI NAL OBSERVATI ONS



For any who find this record:

- Do not try to hide fromtheir beasts

- Do not attenpt to mask the scents

- Do not think walls will protect you

- Do not trust any shelter

The Enperor's fal se angels can snell the truth in our bl ood.
The beasts know. Their eyes... their eyes see what we've
beconme. | hear them com ng. The scratching grows |ouder. They
hunt and we are prey and

[ DOCUVENT ENDS M D- SENTENCE]

ADDENDUM - BLOOD WOLVES
CHAPLAI NS NOTATI ON

Found in Cardinal's private chanbers. Full corruption
confirmed. Structure cleansed. War beasts perforned

adm rably. Particular note: attenpts to nask scents with
sacred oils only makes tracking easier. Recommend updati ng
tactical protocols accordingly.

[ Docunment bears burn marks and what appears to be bl ood
st ai ns]

| NQUI SI TORI AL NOTATI ON

Retrieved during post-purge cleanup. Valuable insight into
cultist containment attenpts. Al nethods noted as

i neffective agai nst Bl ood Wl ves depl oynent. Reconmended
di stribution to other chapters specializing in cult

suppr essi on.



Stories. Legendary Duels

The Duedl of Whispers - Captain Umbra Ironbark
vsS. Drukhari Archon

Let metell you, brothers, of the time Captain Ironbark crossed blades with the Shadow of
Nyzith, a Drukhari Archon whispered to haunt the nightmares of Imperial slaves. It was
during one of their vile raids on the edge of the Segmentum Obscurus, where their ships
blotted out the stars and their screeches tore through the air.

Ironbark stepped into the fray, his psychic fog enveloping the battlefield, swallowing sound,
light, and hope. Somewhere in that mist, the Archon waited—a creature of malice and
silence. For hours, the two danced a deadly waltz, their movements as unseen as their
intentions. No words were spoken, no war cries uttered.

And then it happened. A flash of steel, and the Archon crumpled silently to the ground, his
throat pierced by Ironbark's thrown blade. Our captain emerged from the mist, his eyes
burning with the cold fire of duty. The captives we saved that day whispered prayersto the
Emperor for their deliverance, though we knew it was Ironbark’s resolve that freed them.

The Blade of Fate - Captain Fatum Silvermist's
Prophetic Duel



Brothers, the Blade of Fate is no mere tale—it's a testament to the Emperor's guiding hand.
Captain Silvermist faced the Dark Blade of the Traitor Legions—a renegade champion who
had brought ruin to a dozen worlds. But Fatum had the Emperor's Tarot. He laid the cards,
his calm unwavering, and saw every move the heretic would make before the duel even
began.

The battle, they say, was like a dream made real. Each strike, each parry, was asif rehearsed
athousand times. Fatum danced through the fight with grace, his psychic foresight guiding
his every motion. The heretic's rage grew, his strikes wild and desperate, but none could land.
And when the moment was right, Silvermist struck—not just with his blade, but with his
faith. The traitor fell, his dark blade shattered. Witnesses swear that for a moment, the
Emperor Himself stood behind our captain, guiding his hand.

The Tooth and Claw Challenge - Sergeant's Ritual
Combat

Ah, the Tooth and Claw Challenge. It happened during our campaign on Gildon's Reach,
when young Sergeant Kael challenged old Sergeant Varnis over how best to flank a xenos
force. The dispute was settled not with words, but with the way of our ancestors—bare teeth
and the weapons of the hunt.

They met in the circle, their brothers forming the ring, no armor to shield them, no plasmato
decide the victor. It was brutal, brothers—Kael's youthful speed against Varnis honed
precision. They bit, clawed, and bled, their Artimus Glands turning every strike into a savage
display of power. But when the dust settled, neither delivered the killing blow. Instead, they
clasped hands, their mutual respect forged in the crucible of combat. That day, the pack grew
stronger, and their bond became unbreakable.

The Biomantic Battle - Captain Ferox Grimcrest
vs. Chaos Sorcerer



You've heard of Captain Grimcrest's duel with the Warp Caller, haven't you? It was during
the rebellion on Deimos Prime. The skies burned with warp fire, and the Sorcerer's chant
turned the air into poison. But Grimcrest strode forth, his biomancy crackling through his
veins, atitan in flesh and spirit.

The battle that followed was unlike any we'd seen. Flesh twisted and changed—Grimcrest
growing stronger with each passing moment, while the Sorcerer's form warped with
corrupted power. They clashed again and again, their bodies reshaping with every blow.

Then, Grimcrest did the impossible. He seized the Sorcerer's own power, turned it against
him, and forced it back into his tainted soul. The heretic screamed, consumed by his own
corruption, as Grimcrest stood victorious. 'The warp has no hold on the faithful,' he said, his
words as unyielding as his blade.

The Silent Execution - Arc Chaplain Occultus
Nightwind's Heretic Hunt

Nightwind, brothers... Now there's a name that sends shivers even through the warp-touched.
They call him the Shadow's Judgment, and for good reason. There was a heretic on Hive
Ralvos—some snake who had dlipped the Inquisition’'s grasp time and again. But he couldn't
escape Nightwind.

For days, the Chaplain stalked his prey, unseen and unheard. His wolves sniffed out the
heretic's lairs, and one by one, Nightwind dismantled his network, leaving no trace. When
the final confrontation came, it wasn't afight—it was a reckoning. The heretic didn't even see
the blade coming, his life ended in asingle, silent moment.

The citizens of Ralvos carried on their day, unaware that salvation had passed through their
midst. That's Nightwind for you—justice delivered so quietly, you'd think it was the Emperor
Himself whispering judgment.



CLASSI FI ED | NCI DENT REPORT

Re: Battle of the Weping Vale, Maiden World |yandril
Record by: Farseer Council, with Inperial verification

ENGAGEMENT SUMVARY:

Joi nt defensive action between Bl ood Wl ves Space Mari ne
Chapter and Craftworld | yanden forces agai nst Chaos Space
Mari ne war band "The Enlightened Ones"” (Thousand Sons
splinter). Primary conflict culmnated in psychic conbat
bet ween Bl ood Wl ves Forces and Chaos sorcerer | eadership.

| NI TI AL SI TUATI ON

El dar expeditionary force di scovered:

- Chaos war band approachi ng Exodite settl enent
- Human refugee colony in path

- Warp stornms preventing evacuation

- Chaos sorcerers preparing ritua

Bl ood Wl ves forces detected:

- Chapter vessels engaged in pursuit

- War beasts tracking psychic signatures
Strike force al ready depl oyed

- Chaplains nonitoring for corruption

TEMPORARY ALLI ANCE

G rcunst ances necessitated cooperation:

- Warp stornms prevented separate actions

- Ritual threatened both popul ations

- Conbi ned forces required for contai nnent

Mut ual destruction guaranteed w thout coordination

BATTLE PROGRESSI ON

| nitial Engagenent:

- Eldar Rangers provided intelligence
- Bl ood Wl ves war beasts confirned positions
- Conbined force surrounded ritual site

Chaos forces detected approach

Pr| mary Conflict:

- Chaos sorcerers attenpted mass possession

- Bl ood Wl ves Chapl ai ns establi shed cont ai nnment
- Eldar Warl ocks reinforced psychic barriers

- War beasts nmintained perineter



Deci si ve Monent:

Captain Ferox Gintrest challenged | ead sorcerer
Ri tual disrupted by psychic battle

- Massive warp energi es contai ned

- Conbined forces elimnated remai ni ng chaos forces

TACTI CAL NOTATI ONS

Bl ood Wbl ves denonstr at ed:

- Exceptional warp resistance

- Coordi nated psychic warfare

- Precise ritual disruption

- Adm rable target discrimnation

El dar forces provided:

- Strategic intelligence

- Psychi c support

- Cont ai nnment assi stance
Evacuati on coordi nation

<DNSUALTIES
Bl ood Wl ves:

- Two squads lost to initial contact
- Three war beasts corrupted and elim nated
- One Chapl ai n severely wounded

Multiple marines with m nor warp burns

Eldar For ces:

- One Ranger squad | ost

- Two Warl ocks exhaust ed

- Mnor civilian casualties
Limted equi pnent damage

Human Settl ement:

82% popul ati on preserved
Infrastructure mainly intact
Leadershi p hierarchy preserved
Sacred sites protected

AFTERMATH

| medi ate results:

- Chaos forces elimnated



- Ritual prevented
- Gvilian popul ations secured
- Warp storns dissipated

Long-terminplications:

Tactical data exchanged

Mut ual recognition of capabilities
- Goundwork for future coordination
Shar ed under st andi ng achi eved

SPECI AL NOTATI ONS

The psychic duel itself warrants particul ar nmention:

Lasted approximately 47 m nutes

Vi si bl e mani festations reported

Required nultiple containment |evels

- Permanently altered | ocal terrain

Captain Gincrest's victory achieved through:

- Superior spiritual discipline
- War beast support

- Chapl ai n oversi ght

- El dar contai nnment assi stance

| NQUI SI TORI AL ADDENDUM

Al liance necessity confirmed. Cooperation acknow edged.
Tactical data preserved. Crcunstance noted as exceptional.

CRAFTWORLD NOTATI ON

Tenporary cooperation proved tactically sound. Bl ood Wl ves
nmet hods, while crude, denonstrated adm rabl e precision.
Future conditional coordination possible.

[ Docunment bears both Inperial and El dar verification runes]
[Multiple sections redacted by Inquisitorial order]



Stories: Chronicles of the Star-Wanderers

Chaplain Verus Wolfsbane's Testament

"Why do we honor the blood of our brothers?' Verus began, his tone even and contemplative.

"Do you know why the blood of our fallen is sacred? Because in their veins runs the story of
who we are,”" he began, his words measured, the firelight reflecting off his ancient armor. "I
was preparing the gene-seed of Brother Valdis Ironfang earlier this cycle. As| performed the
rites, | thought of the many brothers who have come before him, and those who will come
after."

He paused, letting hiswords sink in. "We carry a heritage steeped in mystery. Our traits—
they are neither of one kind nor another, but something unique to us. It is not for us to
guestion the Emperor's will in shaping us. What mattersis that our blood binds us, our rituals



unite us, and our purpose is unwavering. Remember that, brothers. Each drop spilled
strengthens the pack."

The room was silent for a moment, the weight of his words pressing on them all. Then, one
of the younger Wolves raised his cup, his voice filled with conviction. "To the blood of the
fallen!” The others echoed the call, the toast sealing the moment.

Dominus Wolfrider's Reflection

"Do you know why the hunt always favors the pack?' Dominus asked, glancing across the
gathered brothers.

"Brothers, do you know what | saw today?" he asked, leaning on the table, histone
conspiratorial. "1 saw Brother Gaius Steelclaw and his pack hunt through the heretic's ship as
if they were born for the void itself. Not a sound, not asignal, just the movements of hunters
who knew their prey. And when they struck—" He clapped his hands sharply, startling afew
younger brothers, "—it was over before the enemy could even scream.”

The room chuckled, and one veteran added, " Steelclaw's pack could teach even the beasts a
thing or two about hunting."

Dominus smiled but continued, his tone more serious. "But do not mistake their skill for
instinct alone. It is the bond we share, the trust forged through our blood rituals and battle.
We do not need to know where we come from to know who we are. Remember that,
brothers. It is not the stars that define the hunter—it is the hunt.”

Ancient Kalistair "The Burning Judge"

"Let metell you about the truth of the void,” Kalistair began, his ancient voice filling the
room.

"Brothers," he continued, "you gather here tonight, warmed by the fire of fellowship. But
never forget the cold truth of the void that awaits us beyond. We are its hunters, yes, but it
has away of hiding truths from even the most vigilant.”

"Let metell you about the truth of the void,” Kalistair began, his ancient voice filling the
room.

He paused, asif gathering thoughts long buried in his ancient memory. "l recall atime when
we recovered fragments of knowledge aboard a drifting wreck, long abandoned. The records
spoke of warriors who moved as we do, who fought as we do. Perhaps they were kin,
perhaps they were something else. It matters little now. The Emperor forged us for His
purpose, and that is enough.”

The younger brothers listened intently, their eyes wide with wonder. One dared to ask, "But
what if we find the truth, Ancient? Should we not seek it?'

Kalistair's voice rumbled with amusement. "Truth is a slippery beast, young one. Hunt it if
you must, but never forget: the Emperor has already given you the only truth that matters—
your duty."

High Chaplain Verus Wolfsbane's Reflection

"Raise your chalices, brothers, for amoment of silence,”" Verus commanded, his voice
cutting through the revelry.



"Brothers! A moment of silence for those who fell today. Their blood enriches our purpose,
their sacrifice strengthens our bond." Asthe hall quieted, Verus continued, his tone steady
and contemplative.

"Each of us carries within us a part of the Chapter's legacy. The traits we share are more than
mere gifts—they are our strength, our connection. Do not wonder where they come from;
wonder instead how you will use them to serve the Emperor.”

He set his chalice down, his eyes scanning the room. "In the silence of the void, we are
guided by instincts and bonds that others do not understand. It is not for them to know. Itis
for usto wield. Let the mystery remain, brothers. We are hunters, not historians.”

The hall erupted into cheers, the brothers pounding the table in agreement. For a moment,
the weight of the day's loss was lifted, replaced by the unity that defined the Blood Wolves.



CLASSI FI ED: Report on | nci dent
600. VA1

+++1 NQUI SI TORI AL REPORT+++

| NCI DENT DESI GNATI ON: [ REDACTED]
DATE: 600. M41

CLEARANCE: VERM LLI ON- ALPHA

STATUS: SEALED BY ORDER OF [ REDACTED]

| NI TI AL SI TUATI ON:

6t h Conpany depl oyed to [ REDACTED] follow ng reports of

[ REDACTED]. Initial genetic testing of recovered [ REDACTED
suggest ed possi bl e [ REDACTED] |ineage nmarkers. Captain

[ REDACTED] requested permission to investigate potenti al
chapt er [ REDACTED] .

| NCI DENT Tl MELI NE:

Day 1-3: Standard reconnai ssance operations

Day 4: Discovery of [REDACTED] artifacts show ng [ REDACTED]
Legi on synbol s

Day 5: [ ENTI RE SECTI ON REDACTED]

Day 7: Loss of communi cation with [ REDACTED]

Day 8: [ REDACTED] detected in the Warp

Day 9: Miultiple [ REDACTED] signatures detected

Day 12: Final vox transm ssion received: "The bl ood speaks
true... both lines... we understand now... but the cost..."

CASUALTI ES:

Entire 6th Conpany | ost

- Al gene-seed unrecoverable

[ REDACTED] artifacts destroyed

Mul ti pl e [ REDACTED] conproni sed
[ REMAI NDER OF SECTI ON REDACTED]

GENETI C ANALYSI S:

Recovered data suggests exposure to [ REDACTED] caused
unexpected resonance with dormant gene-seed characteristics.
Mul tiple markers activated simultaneously, resulting in

[ REDACTED] . | ndi cates possible [ REDACTED] wi thin chapter gene-
seed.

TACTI CAL ASSESSMENT:

Conbat recordi ngs show 6th Conpany displ ayi ng an
unpr ecedent ed conbi nati on of [ REDACTED] and [ REDACTED]
tactical doctrines in final hours. Speed and stealth



capabilities exceeded all known paraneters.

PSYCH C PHENOMVENA:

- Multiple [ REDACTED] events recorded

- Unusual Warp signatures suggested [ REDACTED]

- War beasts exhibited extreme agitation before [ REDACTED]
- Astropathic choir reported [ REDACTED]

CONCLUSI ONS:

| nvestigation into chapter origins term nated by order of

[ REDACTED] and [ REDACTED]. All records concerni ng [ REDACTED]
seal ed. Reconmendation to reorgani ze remai ni ng conpani es and
i mpl ement new protocols regardi ng [ REDACTED] .

| MPLEMENTI NG ACTI ONS:

- Chapter reorganized into current 5-conpany structure
- New protocols established for psychic screening
- Enhanced nonitoring of gene-seed conpatibility

[ REMAI NDER OF SECTI ON REDACTED]

I NQUI SI TORI AL NOTATI ON:

The | oss of 6th Conpany nust serve as a perpetual rem nder
that some truths are better left [REDACTED]. Their sacrifice
ensur ed [ REDACTED] .

[ FI NAL THREE PAGES COVPLETELY REDACTED]
+++THOUGHT FOR THE DAY: | GNORANCE | S PREFERABLE TO HERESY+++

[ Document bears nmultiple Inquisitorial seals and censorship
mar ks]

[ Several pages appear to have been physically burned]

[ Parchment shows signs of psychic warding]



Mechani cus Anal ysi s of
| nci dent 600. VA1

ADEPTUS MECHANI CUS

GENETI C RESEARCH PROTOCOL ALPHA- VERM LLI ON
Re: Bl ood Wl ves I ncident 600. Vi1

[ Binary Cant Invocation to Omi ssi ah]

GENE- SEED ANALYSI S REPORT:

Post -1 nci dent Sanple Coll ection: [REDACTED] sanples recovered
CGene- Sequence Stability: [ DATA EXPUNGED]

Mut ati on Rate: [ REDACTED] %

Purity Assessnent: |nconcl usive

OBSERVED ANOVALI ES:

1. Gene-Expression Patterns

- Unprecedented activation of dormant sequences

- Multiple heritage markers simultaneously expressed

- [REDACTED] strain showi ng 89% resonance with [ REDACTED]
Legi on markers

- Secondary strain displaying [ REDACTED] % mat ch with

[ REDACTED] patterns

2. Environnental Triggers

- Exposure to [ REDACTED] artifacts caused cascade effect in
gene- seed

- Dormant nobility traits suddenly expressed

- Stealth adaptation sequences unexpectedly activated

- [ REMAI NDER OF SECTI ON DELETED BY MECHANI CUS ORDER]

THEORI ZED MECHANI SM

[ EXTENSI VE Bl NARY CANT CALCULATI ONS REDACTED]

The sinul taneous expression of [ REDACTED] and [ REDACTED] gene-
| ines appears to have created a uni que resonance pattern

wi thin the [ REDACTED]. Qur anal ysis suggests this was al ways
present but dormant until activated by [ REDACTED] .

STABI LI TY ASSESSMENT:

- Primary Gene-Seed Line: Stable but altered

- Secondary Expressions: [ REDACTED]

- Tertiary Mutations: [DATA CORRUPTED

- Overall Viability: Mintai ned despite [ REDACTED



| MPLI CATI ONS FOR CURRENT CGENE-
SEED:

Post-incident testing reveals:

- Enhanced expression of previously recessive traits

- Stable integration of [REDACTED] characteristics

- Unexpected conpatibility between [ REDACTED] and [ REDACTED]
mar ker s

- WARNI NG [ EXTENSI VE SECTI ON REDACTED BY | NQUI SI TORI AL ORDER]

RECOMVENDATI ONS:

| medi ate i npl enentation of new screening protocols
Enhanced nonitoring of [ REDACTED] gene sequences
Regul ar testing for [REDACTED] expression

[ REMAI NDER OF SECTI ON EXPUNGED]

MAGOS Bl OLOE S PERSONAL NOTATI ONS:

The inplications of this incident suggest [REDACTED]. The

st abl e expression of supposedly inconpatible traits raises
concerni ng questions about [ REDACTED]. reconmend i medi ate
classification of all related gene-seed research.

[ Docunment bears multiple Mechani cus seals and binary

aut henti cati on codes]

[ Several sections show signs of data-scrapcode del etion]

[ Parchment contains trace anmounts of sacred oils and incense]
+++Bl NARY CANT THOUGHT FOR THE CYCLE: KNOALEDCE | S POVWER
GUARD | T VEELL+++



Stories. Corruption Checks

The Magos' Experiment

Brothers, do you recall the time when Magos Octavius of the Biologis boarded our Strike
Cruiser to inspect the Artimus and Omega Glands? The old tech-priest claimed he was
merely studying the effects of our enhancements, but we knew better. He feared corruption
had seeped into our blood.

They took samples, poked, prodded, and asked endless questions. Our Chaplain Vigil
Stormheart oversaw every test, his eyes sharp, daring them to accuse us of impurity. Then
came the moment they feared—one of their own servitors malfunctioned, spewing heretical
data corrupted by the warp. It wasn't us who were tainted, but their machine!

With Stormheart's permission, we executed the servitor, and the Magos left hurriedly,
mumbling about ‘anomalous readings.' We still say it wasn't the machine that faltered but
their faith. After all, awolf's blood is strong, even when questioned by the Biologis.

The Inquisitor's Demand

Ah, the tale of Inquisitor Malrek—an Ordo Hereticus interrogator who dared to call the
Chapter Master's blood rites 'borderline heretical'. Malrek arrived with his retinue, including
ablank, and demanded full accessto our rituals and genetic records.

Arc Chaplain Verus Wolfsbane met him in the great hall, flanked by captains and
dreadnoughts alike. Malrek, undeterred, spoke of his duty to root out corruption. Wolfsbane's
reply was sharp as ablade: "Your duty does not outweigh ours, Inquisitor. You wish to
guestion our faith? We will open our hearts and our deeds for you to see. But do not mistake
our loyalty for weakness.'

Over weeks, Malrek observed us, sitting through blood-sharing ceremonies and psychic



meditations. He asked many questions but received little beyond our rituals symbolic
meanings. By the time he left, he was no closer to proving corruption—only more wary of
accusing wolves who had already faced the warp and survived.

The Forge Purge

Then there's the time when a Magos Biologis found something... unusual during aroutine
gene-seed audit. They claimed a sample from our Artimus Gland showed mutations that
couldn't be explained by their theories. Rumors of heresy spread among the Biologis like
wildfire, and the Inquisition caught wind.

Inquisitor Regnus of the Ordo Malleus arrived with afull kill team, intending to scour the
fleet for signs of taint. Forge Master Faber Boneclaw stood his ground, inviting Regnusto
inspect every dreadnought and Thunderhawk—Dbut only after proving his own soul was
clean. The Inquisitor relented, and Boneclaw himself dissected the corrupted gland.

It turned out the ‘mutation' was a deliberate M echanicus modification—an experiment from
centuries past. Regnus had no choice but to leave in silence, and Boneclaw's gaze burned into
his back as he departed. * No wolf fears a hound's bark,' the Forge Master said afterward.

That phrase has stayed with us ever since.

The Blunt Knife Test

Brothers, remember when the Inquisition sent Interrogator Vellis—a young fool eager to
prove himself? He accused one of our captains of harboring warp-taint after hearing tales of
our psychic prowess. His evidence? A single psi-rating mark misread during recruitment!

Vellis demanded the accused captain submit to an interrogation under psychic suppression.

Captain Ferox Grimcrest, our mightiest psyker, agreed with a smile. But as Vellis began his
guestioning, Grimcrest subtly turned the interrogation around, asking Vellis why he feared

psykers so deeply.

By the end, Velliswas visibly shaken, realizing that his own doubts and paranoia were the
true weakness. Grimcrest let him go with awarning: ‘A blunt knife cuts no heresy,
Interrogator. Sharpen your faith before wielding it again.' Vellis |eft the fleet that very day,
and we've heard he's since become more measured in his judgments.

The Ritual Watchers

Then there was the Magos who demanded to witness one of our blood-sharing ritualsin
person. Arc Chaplain Veritus Wolfmaster allowed it but warned him: * You may not like what
you see, but it will teach you much.'

The Magos stood in the shadows as the ritual began—blood shared, prayers whispered to the
Emperor, bonds forged in silence. But when the wolves bit into their palms to seal the pact,
the Magos flinched, muttering something about ‘ primitive barbarism'.

Afterward, Wolfmaster approached him and said, ‘ You call us barbaric, yet you saw no
corruption, no taint. We are wolves, not machines, Magos. Do not mistake our ways for
weakness. Without blood, there is no bond. Without bond, there is no pack.' The Magos left
the ritual and never questioned our traditions again.



ADEPTUS SORORI TAS
OBSERVATI ONAL REPORT

SUBJECT: Bl ood Wl ves Chapter Youth Training Assessnent
Aut hor: Sister Superior Helena Vale, Order of the Sacred Heart
For: Inquisitor Lord Darius Rex, Ordo Hereticus

Classification: Vermllion-Level C earance Required
Most Holy Lord I nquisitor,
As per your request, | have spent three nonths observing the

Bl ood Wl ves' nethods of training their initiates. Wile |
mai ntai n grave reservations about certain aspects of their
practices, | nmust report that their commtnent to the
Enperor's service appears absolute, if... unconventional.

| NI TI AL OBSERVATI ONS

The Bl ood Wl ves begin their initiates' training at an
unusual | y young age, typically 3-6 years. This early
indoctrination initially raised concerns about potential cult-
i ke practices. However, the reasoni ng appears sound - they
require this time to properly instill the nental discipline
needed for their unique psychol ogi cal chall enges.

TRAI NI NG METHODCOLOGY
Physi cal Training (Ages 5-10)

- Focuses initially on bal ance and control rather than
strength

- Heavy enphasis on neditation and breathing exercises
- War beasts are present fromthe earliest stages

- Chapl ains nmaintain constant vigilance for signs of
instability

Mental Conditioning (Continuous)

- Enperor veneration is absolute, though different from
standard I nperial Creed

- Focus on control and restraint rather than zeal otry

- Stories of chapter history used to reinforce proper behavior
- R tual bone-carving taught as focus exercise

- War beasts appear to participate in psychol ogi cal nonitoring

Spiritual Devel opnent

Mbst concerning aspect froman Othodox perspective:

- No formal Enperor-worship as we understand it
- Instead, deep reverence for H's blood and genetics
- Ritualistic elements that would normally raise alarm



- However, Chaplains maintain strict anti-corruption protocols

Conbat Trai ni ng

Begins | ater than nost chapters

Initial focus on defensive techni ques

- Heavy enphasis on control and precision

- War beasts integrated into conmbat exercises

AREAS OF CONCERN

Ritualistic El enents

While their blood rituals initially appeared potentially
heretical, | have observed that:

- Al rituals conducted under strict Chaplain supervision
- Multiple layers of anti-corruption safeguards

- Enperor's nane invoked throughout

- Purpose appears to be control rather than worship

Psychi ¢ Devel opnent

Their handling of psychically gifted youth initially alarnmed
me, but | observed:

- Constant nonitoring by both Chapl ai ns and war beasts
- I nmedi ate execution at first signs of instability

- Focus on control and restraint

- Strong enphasis on resistance to corruption

WAr Beast Integration

The presence of their enhanced wol ves anong chil dren was
concerning until | noted:

- Beasts appear to serve as early warning systemfor
corruption

- Help teach enotional control

- Assist Chaplains in nmonitoring nmental state

- Form bonds that reinforce chapter |oyalty

THEOLOG CAL ASSESSMENT

While their practices deviate significantly from Othodox
| nperial Creed, | mnust note:

- Their loyalty to the Enperor appears absol ute

- Their nmethods, while unusual, produce stable warriors

- Their initiates show renmarkabl e resistance to corruption
Their faith, while different, remains pure

UNEXPECTED OBSERVATI ONS

Most striking was witnessing a young initiate's first signs



of instability:

- War beasts detected the change i nmediately

- Child accepted his fate w thout protest

- Chapl ains performed the execution with dignity and mercy
- Remaining initiates showed understanding rather than fear

RECOMVENDATI ONS

Despite my initial msgivings, | reconmend:

- Continued nonitoring but not interference

- Their nethods, while unconventional, serve their purpose

- Their deviations from orthodoxy appear necessary for their
uni que chal |l enges

- Their loyalty, while expressed differently, remains
unquesti onabl e

- PERSONAL ADDENDUM

My Lord Inquisitor, | confess that arriving here, | expected
to find heresy requiring purging. Instead, | found |loyalty
expressed through necessity. Their methods disturb ne, yes,
but their results speak for thensel ves. These children are
bei ng forged i nto weapons agai nst corruption, albeit through
unconventi onal neans.

The sight of a five-year-old sitting in neditation, a nmassive
war beast at his side, both watching for signs of corruption

in their brothers... it is not sonething | shall soon forget.
Different fromour ways, yes, but in service to the sanme goa

- humanity's protection.

In H s Holy Nane,

Si ster Superior Hel ena Val e

Order of the Sacred Heart

[ Docunment bears the seal of the Order of the Sacred Heart and
| nqui sitorial verification codes]

THOUGHT FOR THE DAY:

The Enperor's work takes many forms, not all of which we are
meant to understand.



Stories: Inquisitorial Cooperation
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The Price of Prgjudice

Inquisitor Marcus Valen arrived aboard the "Fang of Retribution™ with all the righteous fury
of the Ordo Hereticus burning in his heart. A chapter with an abnormally high concentration
of psykers? It reeked of corruption. He demanded to witness their blood rituals firsthand,
certain he would find evidence of taint.

What he found instead was discipline unlike anything he'd seen before. During his first week
aboard, he witnessed three battle brothers voluntarily submit themselves to execution after
their war beasts detected emotional instability in them. The brothers faced their end without
protest, grateful that their sacrifice would protect their pack from corruption.

His turning point came during ajoint operation against a Chaos cult. The Blood Wolves
psykers detected a hidden curse that would have triggered when his own retinue breached the
cult'sinner sanctum. Instead of dismissing his concerns, they saved hislife while asking
nothing in return. "Perhaps,” he wrote in hisfinal report, "there are different ways to remain
purein His service."

The Blank Observer

When Inquisitor Helena Frost sent her prized blank, Operative Echo, to monitor the Blood
Wolves' psychic activities, she expected reports of dangerous warp manipulation and barely
contained power. Instead, Echo's reports spoke of restraint and safety protocols that exceeded
even the Scholastica Psykana's standards.

Echo observed their daily rituals, noting how every psychic activity was conducted under the
watchful eyes of both Chaplains and war beasts. She witnessed their "Blood Bond" rituals,
expecting to find warp sorcery but discovering instead a practice that somehow strengthened
the participants' resistance to warp influence.



The definitive moment came when Echo's null aura accidentally disrupted a critical ritual.
Rather than showing anger, the Blood Wolves simply adapted their protocols to account for
her presence. "They treat their powers not as weapons to be unleashed," she reported, "but as
dangersto be constantly guarded against.”

The Machine's Truth

Magos Biologis Theta-9 approached his assignment to study the Blood Wolves' gene-seed
with the cold logic of the Mechanicus. Hisinitial hypothesis suggested their high psyker rate
indicated mutation requiring purging. Each test he ran, however, showed gene-seed purity
that defied his expectations.

The Magos observed their Artimus Gland implementation, expecting to find tech-heresy.
Instead, he discovered carefully preserved Imperial technology from the Great Crusade era,
maintained with a reverence that matched the Mechanicus own devotion to ancient tech.

His perspective shifted completely when a Blood Wolves Smith detected and repaired a
corruption in his own cognitive arrays that would have eventually driven him to tech-heresy.
In hisfinal report, he noted: "Their mutations are not flaws but features, preserved with a
precision that honors the Omnissiah's work."

The Grey Knight's Witness

Brother-Captain Artemis of the Grey Knights came to the Blood Wolves expecting to find a
chapter teetering on the edge of damnation. His presence was unofficial, a personal
investigation prompted by reports of their unusual practices. As a specialist in combating
daemonic corruption, he was certain their blood rituals would show signs of Chaos influence.

nstead, he found warfare against Chaos that mirrored his own chapter's dedication. During a
joint operation against a daemon incursion, he witnessed firsthand how their blood bonds
actually strengthened their resistance to Chaos influence. Their war beasts detected
daemonic presence with an accuracy that rivaled his own psychic senses.

The mission culminated in a desperate battle where Blood Wolves volunteered for sacrifice,
using their own blood to seal awarp rift. "Their methods differ,” Artemis later reported to his
superiors, "but their dedication to humanity's protection equals our own."

The Scholar's Discovery

Inquisitor Wei Chen of the Ordo Malleus approached her investigation of the Blood Wolves
as an academic exercise. Her specialty was cataloging variations in Space Marine chapters
anti-Chaos protocols, and she expected to find yet another example of doctrine straying from
the Codex Astartes.

What she discovered was an intricate system of checks and balances. The blood rituals she
initially viewed with suspicion proved to be part of a complex support structure that helped
psyker marines maintain their humanity. The war beasts provided an early warning system

for corruption that was more reliable than any mechanical device she'd encountered.

Her conclusion came after witnessing the chapter's response to detecting Chaos influence in
one of their own. The infected battle brother had hidden his condition, but his blood brothers
sensed his corruption through their bond and immediately reported him. The speed and
efficiency with which they handled the threat proved their ultimate loyalty to the Emperor.



"In their blood flows not corruption,” she wrote, "but the Emperor's own determination to
protect humanity from the Warp's influence.”



AFTER ACTI ON REPORT: OPERATI ON
| RON VIG L

Joint Assault on Necron Tonb Conpl ex Phi-742
H ve Wrld Argentus Prine

Classification: Vermllion
Aut hor: I nquisitor Marcus Thrane, Ordo Xenos
Date: 997. M1

EXECUTI VE SUMVARY

What shoul d have been a coordi nated assault agai nst awakeni ng
Necron forces devolved into a denonstration of the inherent

t ensi ons between the Bl ack Tenplars' zeal ous fury and the

Bl ood Wl ves' nore cal cul ated approach. Wiile ultimtely
successful, the operation reveal ed significant concerns about
future joint deploynents between these chapters.

| MPERI AL FORCES
Bl ack Tenpl ars

- Sword Brethren Squad "Ri ght eous Fury" (10 Marines)
- 2 Crusader Squads (20 Marines total)

Marshal Al drich the Unyiel ding

- 2 Chapl ai ns

Bl ood Wl ves

- Blood Pack Tactical Squad (8 Marines)
- Psychic Hunter Squad (6 Marines)

- Captain Urbra Ironbark

- Arc Chapl ain Cccul tus N ghtw nd

- 2 War-beast Units

| NI TI AL DEPLOYMENT

The operation began with visible tension. Marshal Aldrich
openly expressed his distaste for the Bl ood Wl ves' reliance
on psychic abilities, while Captain Ironbark's attenpts at
tactical coordination were net with barely conceal ed
hostility. The Bl ack Tenplars refused to acknow edge the war -
beasts' detection of hidden tonb entrances, preferring their
own reconnai ssance met hods.

PHASE 1: BREACH AND CLEAR

The first signs of discord appeared during the initial
breach. The Bl ood Wl ves' war-beasts detected active Necron



si gnatures behind specific tonb walls, information the Bl ack
Tenpl ars ignored in favor of a direct frontal assault. This
resulted in unnecessary casualties when they triggered
several Necron defense systenms that coul d have been avoi ded.

Not abl e Events

- Bl ood Wl ves successfully used psychic masking to
infiltrate secondary entrances

- Black Tenplars' frontal assault drew majority of Necron
attention

- \War-beasts proved invaluable in detecting dormant Necron
units

- Marshal Al drich openly condemmed Captain Ironbark's use of
psychic abilities to disrupt Necron reani mati on protocols

PHASE 2: MAI' N ENGAGEMENT

The operation nearly coll apsed when Marshal Al drich w tnessed
t he Bl ood Wl ves perform ng an energency Blood Bond ritual to
enhance their conbat effectiveness. The Marshal's accusations
of heresy were only quelled by the tinely intervention of Arc
Chapl ain Ni ghtw nd, who denonstrated the ritual's spiritual
purity through proven Inperial doctrine.

Critical Monents

- Bl ood Wl ves' psychic abilities proved crucial in

di srupting Necron phase technol ogy

- Black Tenpl ars' aggressive advance inadvertently provided
cover for Blood Wl ves' precision strikes

- War-beasts detected and prevented a fl anki ng maneuver by
phase-shifted Waiths

- Coordinated strike (despite tensions) successfully
destroyed Necron command node

CASUALTI ES
Bl ack Tenpl ars

- 7 Marines |ost
- 3 critically wounded

Bl ood Wl ves

- 4 Marines | ost
- 2 war-beasts killed
- 1 wounded requiring extraction

TACTI CAL ANALYSI S

Wil e both chapters denonstrated exceptional conbat



effectiveness, their conflicting doctrines created
unnecessary risks. The Black Tenplars' refusal to acknow edge
the tactical advantages provided by the Bl ood Wl ves' psychic
abilities led to preventable casualties. Conversely, the

Bl ood Wbl ves' nore nmeasured approach was sonetinmes too
cautious when i medi ate action was required.

STRATEAQ C | MPLI CATI ONS

- Future joint operations between these chapters should be
avoi ded unl ess absol utely necessary

- If deployed together, clear command structure nust be

est abl i shed bef or ehand

- Chapters shoul d be assigned separate operational zones when
possi bl e

- Recommend permanent | nquisitorial observer for any future

j oi nt depl oynments

PERSONAL OBSERVATI ONS

Wil e both chapters serve the Enperor w th unquesti onabl e

| oyalty, their fundanental differences in doctrine create
dangerous operational friction. The Bl ack Tenplars' zeal ous
hatred of psykers blinds themto the tactical advantages

of fered by the Bl ood Wl ves' abilities, while the Bl ood

Wl ves' reliance on these abilities naturally creates
distrust with their nore puritan cousins.

RECOMVENDATI ONS

- Maintain separation between these chapters in future
oper ati ons

- If joint deploynent is required, establish clear
oper ati onal boundaries

- Consider using Inperial Guard or Sisters of Battle as
intermedi ate force

- I nplement mandatory tactical coordination protocols
By Hs WII,

| nqui sitor Marcus Thrane

Ordo Xenos

[ Appended: Detailed casualty reports and tactical maps]
[ Aut henti cation seals and verification codes follow



Stories; War-Beast Tales

The Silent Hunt of Hive Mortis

Brothers, let metell you of the hunt in Hive Mortis, where our war beasts proved their worth
beyond measure. We were tracking a genestealer patriarch who had hidden himself in the
depths of the underhive. Our auspex readings were useless, confused by the centuries of
industrial waste and radiation, but our beasts... they never lost the scent.

| remember how Fenra, my own war beast, suddenly froze during our advance through a
seemingly empty hab-block. Her hackles raised, eyes fixed on a solid ferrocrete wall. No
signs, no marks, nothing to indicate anything amiss - except her certainty. When we cut
through that wall, we found a tunnel network that didn't appear on any hive maps. The
patriarch had been using it to move his broods undetected.

Thereal proof of their worth came in the final confrontation. The patriarch's psychic screams
would have overwhelmed even our trained battle-brothers, but our war beasts remained
focused, immune to its mental assault. They led us through the psychic storm, straight to the
beast's lair. Victory was swift after that.

TheVoid's Guardians

Even in void warfare, our war beasts prove their worth. During the boarding of the Space
Hulk "Eternal Torment," we discovered their sense for corruption extends beyond mere flesh.

My war beast, Shadow, detected Nurgle'srot in the recycled air three decks before our
sensors registered any contamination. His warning saved an entire assault squad from
exposure.

More impressive was their performance against the daemon-engines we encountered in the
ship's core. The beasts could sense which machines housed bound daemons and which were



merely corrupted by chaos exposure. Thisintelligence proved invaluable - we knew exactly
which targets needed immediate destruction and which could be purified | ater.

The Hunt Master's Trial

The true test of our war beastsisn't in combat - it'sin their vigilance during peace. |
remember when Grimfang, one of our most reliable beasts, began acting strangely around
Brother Cassius. The brother had shown no signs of corruption, had passed all chaplain
inspections, but Grimfang would not be deterred.

For three days, the beast maintained its vigil, watching Cassius's every move. Some thought
the beast had finally erred, that its senses had failed. But on the fourth day, Cassius attempted
to access restricted gene-seed storage. When confronted, his flesh rippled - an Alpha Legion
operative, revealed by awar beast's unshakeabl e instincts.

TheWarning in the Warp

During the defense of Shrine World SanctusV |1, we faced a most insidious threat - a cult that
had learned to mask their warp-taint from even our trained psykers. But they couldn't hide
from the enhanced senses of our war beasts. While our battle-brothers saw only faithful
Imperial citizens, the beasts detected the subtle wrongness in their movements, the taint in
their blood.

The masterstroke came during what appeared to be aroutine blessing ceremony. My war
beast, Umbra, suddenly interposed herself between me and the shrine's supposed head priest.
Moments later, the "priest” revealed his true form - a daemon of Tzeentch, its disguise
perfect in every way except to the Emperor-blessed senses of our loya hunters.

That day taught us a crucial lesson - the Emperor's gifts to our war beasts often surpass even
our own enhanced abilities. Their instincts, honed by generations of selective breeding and
genetic crafting, serve as our final line of defense against the most subtle corruptions.

A Beast's Loyalty

While our war beasts are renowned for their hunting prowess, their loyalty deserves equal
recognition. During the Siege of Hive Tenebris, my beast Forge detected unstable reactor
signatures three levels below our position. The readings didn't match any known patterns, but
| trusted hisinstincts and ordered an immediate withdrawal. Moments later, the entire section
was consumed by awarp-reactor detonation.

But Forge wasn't finished. Despite severe burns from the reactor's explosion, he continued
tracking the energy signature to its source. His persistence led us to a hidden Dark
Mechanicus facility, where hereteks were experimenting with warp-powered reactors. The
beast's dedication cost him greatly - the radiation exposure meant weeks of recovery - but his
loyalty never wavered.

L et none question why we honor these creatures as true brothers-in-arms. Their dedication to
our cause rivals any Space Marine's, their loyalty to the Emperor expressed not through
words or rituals, but through unwavering service and sacrifice.



ASTRA M LI TARUM BATTLEFI ELD
REPORT

Operation: Swft Hunt

Aut hor: Col onel Viktor Strassen, 442nd Cadi an Mechani zed
Infantry

Cl assification: Operational Record

Date: 997. VA1

SUBJECT: Bl ood Wl ves Bi ke
| nterception of Ok Speed Freeks

The Enperor truly shows his favor in nysterious ways. \Wen
the red-painted Ok vehicles energed fromthe dust cloud, ny
gunners estimated | ess than two mnutes until they would slam
into our defensive line. The artillery was stil

repositioning, and our Leman Russ squadrons were engaged with
Ok wal kers on the eastern flank. | had al ready given the
order for ny nmen to fix bayonets when we heard it — the
distinctive how of Astartes bi ke engines.

They canme fromthe western ridgelines, a full squadron of

Bl ood Wl ves bi kers noving faster than |I'd ever seen Space
Marines travel. Their bi kes had been nodified sonehow —
running nearly silent until they engaged their weapons. The
Sergeant's voice cut through our vox: "Hold your I|ine,

Col onel . We'll blunt their charge."

VWhat foll owed was a masterclass in vehicular warfare. The

Bl ood Wl ves bi kes noved |ike a pack of predators, splitting
the Ok formation into nmanageabl e chunks. Their twin bolters
chattered in disciplined bursts, targeting engines and
drivers with surgical precision. An Ok Trukk exploded as a
multi-melta shot nelted through its core, causing a pile-up
that disrupted the entire Ok right flank.

Most remarkabl e was their use of sone kind of conbat
stimulant. Hal fway through the engagenent, | saw their
novenment s becone even nore aggressive, their reactions

i npossi bly fast. Three bi kes charged strai ght through a
cluster of Warbuggies, their riders |leaping fromvehicle to
vehicle, planting nelta charges as they went. The resulting
chain reaction destroyed nearly a quarter of the Ok vehicles.

The Ork Warboss — a massive brute on what | ooked Iike a

sal vaged Inperial trike — tried to rally his forces. The

Bl ood Wl ves Sergeant responded by | anding his bike directly
on the Ok's vehicle, decapitating the xenos with a thunder
hammer in the sane fluid notion. Wthout their |eader, the
remai ning Orks | ost all cohesion.

In less than six mnutes, what had seened |ike certain doom
for ny regi ment becane a field of burning weckage. The Bl ood
Wl ves bi kes regrouped and departed as quickly as they had



arrived, leaving ny nmedicae teans to treat soldiers suffering
from not hing worse than ringing ears and dust inhal ation.

Tacti cal Assessnent:

- Bl ood Wl ves bike tactics enphasi ze pack coordi nati on over

i ndi vi dual heroics

- Modified bi kes appear to incorporate stealth technol ogy

- Conmbat drug use highly controlled and tactically inplenented
Precision targeting of eneny | eadership and key vehicl es

- Mnimal collateral danage to nearby Inperial forces

Casual t1i es:

- One Bl ood Wl ves bi ke damaged (returned to formati on under
own power)

- Estimated 85% of Ork vehicle force destroyed

- Zero Inperial Quard casualties

Per sonal Not ati on:

|'ve seen Space Marine bi ke squadrons before, but these Bl ood
Wl ves noved differently. There was sonethi ng al nost
predatory in their coordination, |ike wolves running down

prey.
The speed at which they identified and elimnated the Warboss

suggests they may have sone nethod of detecting eneny |eaders
t hat goes beyond normal reconnai ssance.

Enperor protects,

Col. V. Strassen

442nd Cadi an Mechani zed Infantry

[ Report bears official seal of the 442nd Cadi an Mechani zed
I nfantry Regi nent ]

[ Appended: Pict-captures of burning Ok vehicles]



Stories; Tales of Cultural Discord

The Commissioner's Misjudgment

Brothers, let me tell you of the Siege of Hive Mortarius, where a Commissioner's prejudice
nearly cost us victory. We had been deployed alongside the 44th Mortarian Guard to root out
agenestealer cult. Commissioner Vale, fresh from the Schola Progenium, saw our war beasts
prowling the corridors and immediately declared them 'mutant abominations.

The situation came to a head when my beast, Shadow, began growling at a seemingly loyal
officer of the PDF. Vale drew his bolt pistol, claiming we were threatening Imperial
authority. Captain Ironbark remained calm, addressing Vale with all due respect:
‘Commissioner, these beasts serve the Emperor as surely as your men. Their senses are His
gift, and right now, they smell corruption.'

Vale wouldn't listen. He ordered his men to train weapons on Shadow. That's when the 'loyal’
PDF officer revealed his true nature, extralimbs bursting from his uniform. Shadow's
warning had been true - the officer was a fourth-generation hybrid, perfectly placed to
sabotage the hive's defenses.

After we cleaned up the mess, Vale approached our Captain, head bowed. "Your beasts,’ he
said, 'l owe them my life, and my men theirs." He still didn't fully understand our ways, but
he learned to trust our methods, if not comprehend them.

The Ritual Misunderstood

Thispiece | carve reminds me of our deployment to Sanctus V1. We were supporting Sister
Superior Helena's Order of the Sacred Flame in cleansing a chaos-tainted noble house. The
Sisters had never worked with our chapter before, and their reaction to our blood bonding
ritual... Well, it nearly ended in bloodshed.



They walked in on Brother Cassius and Brother Marcus performing the ritual before battle.
The sight of two Space Marines sharing blood, even with proper prayers and wards, sent
them into afrenzy. They thought we were engaging in heretical blood magic. Sister Helena
herself leveled her flamer at us.

| had to step forward, showing them our Chapter's Inquisitorial sanctions, explaining how our
rituals actually strengthen our resistance to corruption. "Your faith burns bright,' I told them,
'but oursrunsin our very blood." It took the intervention of their Cardinal and our
documentation to convince them we weren't heretics.

L ater, when our blood-bonded brothers saved a squad of Sisters from a demon's ambush,
Sister Helena admitted that while she still found our practices disturbing, she couldn't deny
their effectiveness. "The Emperor works in mysterious ways,' she said. 'Perhaps thisis simply
one | don't yet understand.’

A Generd's Pride

ven high-ranking Imperial commanders can let pride cloud their judgment. During the
defense of Forge World Lucius IV, Lord General Drakkon couldn't accept that our Chapter
preferred surgical strikes to massive armored assaults. He called us cowards, claiming we
dishonored the Emperor by 'skulking in shadows.

His alternative? A full frontal assault on the Necron positions. We tried to explain that our
war beasts had detected patternsin the Necrons' phase shifts, that our psykers could predict
their teleportation coordinates. But no, he wanted a'proper Imperial advance'.

Three thousand guardsmen died in the first wave. Another two thousand in the second.
Finally, seeing his men cut down like wheat, Drakkon swallowed his pride. 'Show me," he
said, 'show me your way of war.'

We deployed as we had planned - small teams, coordinated strikes, each move predicted by
our psykers, each target identified by our beasts. The Necron command node fell within
hours, with minimal casualties. Drakkon never fully embraced our methods, but he learned to
respect them. 'Unconventional,’ he admitted, 'but undeniably effective.’

The Arbites Suspicion

Our relationship with the Adeptus Arbites, while strong now, wasn't always so. During the
Purge of Hive Tertius, Marshal Kaine was convinced our high concentration of psykers
meant inevitable corruption. He assigned an entire precinct to 'monitor' our operations.

The situation became tense when they observed our daily meditation rituals. The sight of
thirty Space Marinesin a psychic communion, surrounded by pacing war beasts, sent them
into a panic. They thought we were performing some mass sorcerous ritual .

Their Judges prepared to issue an execution order. That's when one of our war beasts
detected areal chaosritual, nine levels below in the underhive. The beast's warning gave us
time to prevent a massive demon summoning.

Marshal Kaine witnessed everything - how our psychic disciplines actually strengthened our
resistance to chaos, how our beasts senses cut through warp-deception, how our blood-bonds
created warriors immune to corruption’'s whispers. "Your methods are strange,’ he concluded,
'but they serve the Emperor'swill.' From that day forward, the Arbites learned to look past
their prejudices and see the results of our work.



The Tech-Priest's Horror

Even our allies in the Mechanicus sometimes struggle with our ways. Magos Ferrum nearly
had a logic-engine failure when he saw how we integrate psychic attunement into our
machine rites. The sight of us using blood-blessed oils and psychically-charged incense on a
Thunderhawk's machine spirit was almost too much for his binary mind to process.

‘Thisis not the proper way!" he screeched through his vox-caster. 'Where are the standard
litanies? The approved unguents? He was convinced we were corrupting the machine spirits.
That changed when he saw how our blessed vehicles performed in combat - how they moved
like living things, their machine spirits resonating with their crews blood-bonds.

The Magos spent three weeks studying our methods, his mechadendrites constantly sampling
and analyzing. In the end, he couldn't explain how our techniques worked, but he couldn't
deny their effectiveness either. 'The Omnissiah's ways are infinite,' he finally admitted.
'Perhaps thisis simply one path | had not yet catalogued.'

He still sends us regular supplies of sacred oils, though he insists on calling our
maodifications 'non-standard but sanctioned variations on approved protocols." Sometimes,
brothers, that's the best understanding we can hope for.



HOUSE TESTAMENT

REGARDI NG Bl ood Wl ves Chapter Intervention Agai nst Dark
El dar Rai ders

By: Lord Artemi s Bl ackhaven, Planetary Governor of Asteroth
Prime

For: Sector Nobl e Houses Registry

Date: 844. w4l

My fell ow nobles of the sector,

| feel conpelled to record the events of the Dark Eldar raid
upon ny househol d, both as warning and testanment. The
intervention of the Bl ood Wl ves Chapter demands recognition,
t hough their nmethods were... unsettling to wtness.

| NI TI AL | NCI DENT

The raid began during our annual Harvest Ball. The Dark El dar
energed from hidden portals within our very ballroom- a
horrifying breach of our ancient house's defenses. Qur house
guards proved woeful |l y i nadequat e agai nst these xenos

nonst ers.

| witnessed several of our nost noble guests dragged
screamng into the darkness. Lady Esneralda's entire famly
was taken before nmy eyes. The sound of their tornented
screans shall haunt me until my dying day.

UNEXPECTED SALVATI ON

When all seened |ost, the Blood Wlves arrived with
unprecedented precision. Their war beasts had apparently
detected the Dark Eldar's presence despite their
technol ogi cal sorcery. Wat foll owed was both sal vati on and
terror to behol d.

VETHODS OF | NTERVENTI ON

Their approach was unli ke any Space Marine action | had
previously w tnessed:

- Silent insertion through upper spires

- War beasts tracking invisible foes

- Sone form of psychic shroudi ng

- Coordi nated hunting patterns

Most di sturbing was their efficiency. These were not the

t hunderous warriors of |egend, but predators stal king prey.
Their war beasts noved with terrifying purpose, sniffing out
hi dden Dark Eldar with unerring accuracy.

OBSERVATI ONS OF NOTE



The Space Marines denonstrated:

- Excessive physicality in conbat

Di sturbing use of teeth and cl aws

Control |l ed but savage behavi or

- Unsettling psychol ogi cal warfare

| witnessed one of their Chaplains corner a Dark El dar

| eader. Rather than a noble duel, the Chaplain's war beast
sinply... | shall not describe it in detail. Suffice to say,
t he xenos di ed scream ng.

RECOVERY OPERATI ONS

Most remarkably, they:

- Retrieved 80% of captured nobl es

Prevent ed soul -stone extraction

Mai nt ai ned structural integrity

Protected house relics

Retrieved several noble house heirs

Their Chapl ains provided i medi ate spiritual and nedical care
to the rescued, though their nethods were unorthodox. |
observed them using sonme formof blood ritual to detect

| i ngeri ng xenos corruption.

NOTABLE | NTERACTI ONS

Captain Unbra |ronbark denonstrated i npeccabl e nobl e
courtesy, despite:

- Being covered in xenosbl ood

Havi ng personally torn out a Dark Eldar's throat

- Commandi ng war beasts in full frenzy

- Coordi nati ng savage hunting packs

He apol ogi zed nost graciously for the bl oodstains on our
ancient marble floors.

UNEXPECTED DI GNI TY

Despite their savage nethods, they showed remarkabl e respect
for:

- Nobl e house protocols

Ancient artifacts

Fam |y hierarchies

- House traditions

- Ancestral grounds

Their Chapl ai ns even performed proper burial rites for fallen
nobl es, though their prayers were unfamli ar.

LASTI NG | MPRESSI ONS

The Bl ood Wl ves |left us with:



- Enhanced security protocols

- Vrning systemfor their war beasts

- Protection wards of sone kind

- Standing offer of aid

They requested only star charts and mgration patterns in
return, apparently for hunting purposes.

RECOMVENDATI ONS TO FELLOW NOBLES

| must recommend:

- Accept their aid if offered

- Provide themrequested intelligence

- Do not interfere with their hunting

- Clear all retainers fromtheir path
Avoi d observing their methods directly

PROT OCOL ADJUSTMENTS

| have since nodified house protocol to:

- Gant themfull access if requested

- Cear spaces they designate as "hunting grounds"”

- Provide themany tactical data they require
Mai nt ai n absol ute di scretion about their methods

PERSC]\IAL NOTATI ON

While their nethods may of fend noble sensibilities, their
ef fectiveness is undeniable. | watched ny el dest son being
dragged away by those xenos nonsters. The Bl ood Wl ves
returned himto ne, traumati zed but alive. Sone prices are
wor t h payi ng.

The sight of their war beasts tearing through Dark Eldar |ike
paper may disturb ny dreans, but 1'Il gladly accept
ni ght mares over the alternative.

FORMAL RECOGNI TI ON

House Bl ackhaven hereby decl ares:

Eternal debt to the Bl ood Wl ves Chapter

Standing wel cone in our territories

- Full access to house intelligence

- Commtnent to nmutual support

Let it be known that while their nethods nay be savage, their
honor is beyond questi on.

By nmy hand and seal,

Lord Artem s Bl ackhaven

Pl anetary Governor, Asteroth Prine

[ Docunent bears the seal of House Bl ackhaven and mul tiple
nobl e house acknow edgnent s]



ADDENDUM

To those who would question their nmethods: | invite you to
witness a Dark Eldar raid firsthand. You will find your noble
sensibilities regarding acceptable warfare swiftly revised.

The Bl ood Wl ves may hunt |i ke beasts, but they hunt beasts
worse than thenselves. In this, they have ny eterna
gratitude.



Stories. Blood Brothers Beyond Chapter
The Wolf's Understanding

Brothers, let metell you of Erik Bloodfang of the Space Wolves, who fought beside us
during the Cleansing of Hive Myriad. For three weeks, we hunted together, his natural
savagery complementing our calculated strikes. After a particularly fierce battle where he
saved my life from a genestealer ambush, | offered him the blood bond.

His laugh shook the chamber. 'So that's what the smell was!' he roared. 'l thought |
recognized the scent of brotherhood.' He explained how the Wolves have their own blood
rituals, different but born of the same warrior spirit.

When we performed the ritual, he approached it with surprising reverence, adding some of
his chapter's own ritual words. The bond took magnificently - I've never felt a stronger
connection with an outside marine. Later, he told me it reminded him of how the Wolves
share blood during pack formations.

To this day, Erik and | can sense each other's presence when our chapters fight together. He
jokes that it makes it easier to keep score of our kills. The Space Wolves may be different
from us, but they understand the power of blood and brotherhood.

The Raven's Consideration

When Captain Severus of the Raven Guard fought alongside us against the Dark Eldar, we
developed a deep respect for each other's stealth tactics. After amonth of successful joint
operations, | approached him about a blood bond.

His response was fascinating - neither acceptance nor rejection, but careful analysis. He
spent three days studying our ritual texts, questioning our Chaplains about the psychic
implications, and observing our bonded pairsin combat.

'l seethetactical advantage,’ hefinally said, 'but | must decline. Not from distrust, but from
duty. My chapter's gene-seed is already unstable enough without introducing unknown
variables.

Instead, he proposed a compromise - a symbolic exchange of chapter totems, each blessed
with adrop of blood. He now wears a wolf's tooth sealed with my blood, and | carry a
raven's feather marked with his. Not a true bond, but a sign of respect between chapters who
understand the value of shadows.

The Salamander's Brotherhood

Few understand brotherhood like the Salamanders. When Forge Lord Vulkan's Wrath joined
us to defend Hive Prometheus, he was fascinated by our blood bonds. He saw how they
strengthened our connections not just in battle, but in our daily duties.

After watching me repair a Thunderhawk while my blood-bonded brother instinctively
handed me each tool before | asked, he requested to learn more. | explained how the bond
would work between members of different chapters - weaker perhaps, but still meaningful.

"Your ritual honors the bonds between warriors," he said, ‘just as we honor the bonds between
brothers.' He accepted the offering, adding his own chapter's ritual words about the fires of



brotherhood.

The morning after our bonding, he suggested modifications to my forge techniques,
improvements | somehow instantly understood through our shared connection. Together we
forged a blade that both our chapters now view as a symbol of unity. He returns every decade
to renew the bond, saying it helps him better understand the weapons he crafts.

The White Scar's Challenge

Storm Leader Khan'Gar of the White Scars initially mistook our blood bond offer for a
challenge. "You think me worthy of your blood? he asked, hand on his blade. | explained that
it was an offer of brotherhood, not combat, though combat prowess had indeed proven his
worth.

He smiled then, sharing tales of how his people would become blood brothers on the steppes
of Chogoris. When he learned our ritual involved psychic elements, he grew even more
interested. 'The storm within reaches to the storm without,' he said.

Theritual itself was unlike any other I've performed with an outside chapter. He insisted on
conducting it at dawn, from horseback, both of us facing the rising sun. The combination of
our ritual and his chapter's traditions created something unique - to this day, | sometimes
dream of riding through storms when he goes to war.

We've fought together six times since, and each time our bond hel ps us coordinate our forces
perfectly. His chapter now regularly requests joint operations with us, particularly when
speed and stealth are required.

The Ultramarine's Refusal

Not al offerings end in brotherhood, and that too carries its lessons. When Captain Severus
Acheron of the Ultramarines led a joint operation against Chaos forces, histactical brilliance
earned him an offer of blood brotherhood.

His refusal was respectful but firm. "Your chapter's ways are your own," he said, 'and they
have proven effective. But the Codex Astartes does not sanction such rituals between
chapters, and for good reason. Bonds of brotherhood aready exist between al who serve the
Emperor.'

Some of our younger brothers took offense, but | saw the wisdom in hiswords. Not all paths
to brotherhood require blood. Captain Acheron proved this by fighting beside us with
absolute loyalty and coordination, never once letting his personal reservations affect our
tactical cooperation.

When he departed, he gifted us a copy of the Codex Astartes with his own tactical
annotations about how our chapters could best work together. Different traditions, different
ways, but respect transcends these divisions.

The Blood Angel's Resonance

The Blood Angels understand the power of blood better than most, though we each carry
different burdens. When Chaplain Sanguinius-Blessed of their chapter witnessed our blood
bond ritual, he was deeply moved.

"We too know the power of our Primarch's blood," he said. 'Though its meaning to usis...



different.’ He accepted the offering of brotherhood, but asked that we performit in their
Reclusiam, before an icon of Sanguinius.

Therritual took on additional meaning there. Our blood bond resonated with something deep
within their chapter's traditions. The resulting connection was profound - both atactical link
and a deeper understanding that some burdens are better shared in silence.

We maintain this connection still, our chapters sharing a unique understanding of how blood
can both strengthen and challenge us. When we fight together, there is an unspoken
recognition between us. No words are needed - just the shared knowledge that blood carries
power, and power carries responsibility.



ORDER OF THE SACRED FLAME

BATTLE REPORT: COVBlI NED OPERATI ON
Sector Crucis, Shrine Wrld I mmol ati on

OPERATI ONAL OVERVI EW

Commandi ng Sister Superior: Canoness Elena Drusilla
Depl oynment: Joint Operation with Bl ood Wl ves Space Mari ne
Chapt er

THECOLOG CAL AND TACTI CAL
ASSESSMVENT

1. I NI TI AL OBSERVATI ONS

- Conbi ned force engagenent agai nst heretical cultist and
renegade el ements

- Significant theol ogi cal and net hodol ogi cal divergence
bet ween Adeptus Sororitas and Bl ood Wl ves Chapter

2. COVBAT EFFECTI VENESS

- Remarkabl e martial prowess denonstrated by Bl ood Wl ves
- Tactically sound, yet spiritually... problematic

PO NTS OF DOCTRI NAL CONCERN
1. PSYCH C MANI FESTATI ONS

- Extensive use of xeno-adjacent psychic abilities

- Repeated manifestations viewed with profound theol ogi cal
suspi ci on

- Many Sisters openly displayed marked disconfort with
unrestrai ned psychic intervention

2. LI TURG CAL | RREGULARI Tl ES

- Prayers invoking the "Man-Enperor"” rather than the GOD
EMPEROR

- Enphasi s on bl ood and genetic heritage over divine sacrifice
- Ritualistic practices bordering on heretical interpretation
of sacred texts

3. COMBAT PERFORVANCE

- Unprecedented efficiency in eneny elimnation

- Surgical strikes conbined with overwhel m ng cl ose-conbat
capabilities

- Psychol ogi cal warfare through pure martial intensity



THEOLOG CAL RESERVATI ONS

- Marines denonstrate commtnent to Enperor's wll

- Met hodol ogy fundanental |y divergent from Sororitas doctrine
- Psychic abilities: necessary evil in conbat, spiritually
guesti onabl e

THEOLOG CAL RESERVATI ONS

- Marines denonstrate commtnment to Enperor's wll

- Met hodol ogy fundanental |y divergent from Sororitas doctrine
- Psychic abilities: necessary evil in conbat, spiritually
gquestionabl e

RECOMVENDED THEOLOG CAL
| NTERVENTI ON

- Imredi ate doctrinal review of Chapter's spiritual practices
- Systematic reintroduction of proper Inperial cult teachings
- Careful nonitoring of psychic manifestations

PERSONAL REFLECTI ON

While their martial prowess cannot be denied, the Bl ood
Wl ves wal k a razor's edge between divine purpose and
potential corruption. Their prayers speak of blood and
genetic | egacy, not the divine |ight of the God- Enperor.
Their psychic abilities, though controlled, represent a
constant theol ogical risk.

FI NAL ASSESSMENT

COMBAT EFFECTI VENESS: Excepti onal

THEOLOQ CAL COVPLI ANCE: Questi onabl e

In H s nost divine |ight,

Canoness Elena Drusilla

Order of the Sacred Fl ane

Bl essed be the God-Enperor's Eternal Vigilance



Stories; Fleet Tales
The Silent Hunt

Retold asfirst recorded by Ship Master Donovan Kane of the Imperial Navy.

They came out of the void like ghosts. | still remember the first time | witnessed the Blood
Wolves fleet in action. Our patrol fleet had been tracking an Ork Rok for three days when
the readings started getting... strange. At first, we thought our augurs were malfunctioning -
ships appearing and disappearing at the edge of our scans.

Then came the vox transmission: "Imperial vessel, maintain course. The hunt begins.”

The Strike Cruiser "Shadow Hunter" materialized from what we'd thought was empty void,
its hull somehow bending the light around it. More ships followed - Gladius frigates moving
in perfect formation, their weapons silent but ready. The Blood Wolves weren't here to
engage in atraditional void battle. They were hunting.

| watched in awe astheir vessels executed what they called the "Pack Formation™, spreading
out to surround the Ork Rok without ever appearing on its crude sensors. The xenos never
knew what hit them. When the attack came, it was from all directions at once - precise Lance
strikes and torpedo spreads that crippled the Rok's engines before it could react.

What happened next was even more impressive. Their boarding torpedoes struck in perfect
synchronization, each one targeting a specific weakness we hadn't even detected. Later, |
learned their war beasts had somehow sensed the optimal boarding points through the void
itself.

The entire engagement lasted |ess than an hour. The Rok was neutralized, its Ork crew
eliminated with surgical precision. As quickly as they had appeared, the Blood Wolves' fleet
melted back into the void, leaving us with a brief vox transmission: "The hunt is concluded.
Ave Imperator.”

The Harvest's Protection

Most Imperial captains see our Harvest Frigates as nothing more than glorified transport
vessels. They don't understand that every recruitment mission is also a hunt. Theincident in
the Thanatos Sector proved this beyond doubt.

We'd identified a promising feral world and were preparing to evaluate potential recruits
when our enhanced augurs detected something our escort had missed - the distinctive energy
signature of Dark Eldar raiders, hiding in the debris field. Instead of withdrawing, we
enacted the Protocol of the Silent Pack.

The "Soul Seeker" and her sister ship "Blood's Bounty" initiated what appeared to be
standard recruitment procedures, making ourselves look like tempting targets. Our enhanced
sensor suites tracked the raiders as they moved to intercept, while our psykers maintained a
constant link with the Strike Cruiser "Winter's Hunt" hiding behind the system's second
maoon.

When the Dark Eldar struck, they found not helpless prey but hunters lying in wait. The
"Winter's Hunt" emerged from its concealment precisely as our augurs had predicted,
catching the raiders between our ships and its guns. We lost some good crew that day, but not
asingle potential recruit was taken by those xenos filth.



That's why we Harvest Frigate captains take pride in our role. We're not just collecting future
Space Marines - we're protecting humanity's future with every mission. The fact that we can
turn our hunts into recruitment opportunities just proves the efficiency of our methods.

TheVoid's Echo

Even entombed in a Dreadnought, | can still feel the thrill of void warfare. During the Purge
of the Gorgon Drift, | commanded the fleet from the "Fang of Retribution”. We'd tracked a
Chaos warband through three systems, using our psykersto follow their warp signature while
keeping our distance.

The heretics thought themselves clever, using warp storms to cover their movements. They
didn't realize that our war beasts could sense their corruption even through the void. Every
jump they made, we followed. Every course they plotted, we anticipated.

The killing blow came in the Gorgon Drift itself. Their fleet emerged from the warp
expecting to find sanctuary. Instead, they found our entire fleet waiting, positioned perfectly
thanks to the Emperor's Tarot readings by Captain Silvermist. The "Fang of Retribution” led
the charge, but it was the coordinated strikes of our Destroyers that won the day.

Watch carefully, young ones. See how the pict-records show our ships moving in perfect
harmony? That's the true art of void warfare - not just overwhel ming firepower, but the
perfect coordination of every vessel. The Blood Wolves don't just fight in space. We hunt
through it.

The Raiders Lesson

They called us mere escort vessels, too small to matter in areal void battle. The Chaos fleet
that invaded the Gothic Sector learned differently. Our Raiders are built for more than just
scouting - we're the shadows that strike when the enemy |east expectsiit.

The "Blood's Echo" and her sister ships had been tracking the Chaos fleet for weeks, using
our specialized steath systems to stay undetected. We observed their patterns, noted their
blind spots, and marked their weaknesses. When they moved to attack the forge world Lucius
IV, we were ready.

The larger Chaos ships never saw us coming. While they focused their void shields forward,
expecting resistance from the planet's defense fleet, our Raiders struck from multiple vectors.
Our modified Lance batteries might be smaller than those of a cruiser, but they're more than
capable of crippling engines and weapons systems when precisely targeted.

By the time their escorts moved to engage us, our job was done. Half their fleet had lost
power to critical systems, leaving them easy prey for the arriving Imperial Navy battlegroup.
The Space Marines get their glory in boarding actions, but we Raiders know the truth - a
successful hunt starts long before the killing blow.

The Pack's Coordination

The true test of our fleet's abilities came during the Defense of Sanctus Reach. Three ships
working as one - "Predator's Grace" leading, with "Swift Retribution" and "Night's Fang" on
the flanks. We'd trained for months to perfect what we called the Trinity Formation.

When the Tyranid bio-ships emerged from the void, our formation probably looked
vulnerable to their hive mind. Three ships against their swarm? The xenos couldn't



understand that we weren't just ships - we were a pack.

"Swift Retribution™ deployed its specialized sensor buoys, allowing us to track the movement
of every spore cloud and boarding organism. "Night's Fang" used its enhanced stealth
systems to flank undetected, its war beasts somehow able to sense the synaptic connections
between the bio-ships.

The killing blow came from "Predator's Grace", but it was only possible because of our
perfect coordination. As our brother ships herded the largest bio-ship into position, our
Lance batteries struck directly into its synaptic core. The creature's death scream echoed
through the void, disrupting the entire swarm'’s coordination.

That's the power of the pack in void warfare. Any ship can fire weapons. But only true
hunters know how to make every vessel part of asingle, deadly purpose.



WARNI NG TO ALL FREE CAPTAI NS

Found in the logs of the destroyed vessel "Profit's dory"

By the blood of the void, | nmust warn any who find this. They
hunt us. The Enperor's Wl ves hunt us, but not |ike any
Astartes |'ve seen in ny twenty years of free trading. These
ones... they're different. They're shadows with teeth.

It started three weeks ago. The "Lucky Strike" disappeared.
Then the "Void Dancer". Good ships, careful captains. No
distress calls. No debris. Just gone. W thought it was Navy
patrols at first. Enperor's teeth, how wong we were.

| saw it happen to the "M dni ght Raider". They came out of
nowhere. No engi ne signature, no void wake. Their ships
just... appeared, |like ghosts in the black. Hard to say how
many - their vessels seened to fade in and out of auspex
readings |ike spectres. But their strike cruiser... void-
cursed thing was painted in dark green with bl ood-red wol ves
on its flanks. The "Void Stal ker", | heard sonmeone call it
before their vox went dead.

Their boarding was unlike anything |'ve seen. No grand

assaul ts, no honour-bound charges. Just silence, then
scream ng. They have these beasts with them |ike wol ves but
bi gger, wong sonehow. The things can snell you through voi d-
seal ed bul kheads. | saw one tear through a reinforced door
like it was paper, follow ng sone scent none of us could

det ect.

Their warriors... Enperor save us, their warriors. They don't
just Kkill you. They hunt you. They have these rituals - | saw
one of thembite his own hand and share blood with his battle-
brot her before they di sappeared into the shadows. After that,
it was |ike they could sense each other, coordi nate w t hout
vox signals. Mdnight Raiders had 200 crew. The hunt | asted

| ess than an hour.

Their psykers are the worst. They don't just read m nds or
throw lightning Ii ke normal Librarians. They can mask entire
shi ps fromdetection, make you see things that aren't there.
Karl ov thought he'd escaped in a boarding torpedo. Said he
got clean away. Found himtwo days later, still in his [aunch
t ube, gi bbering about shadows that hunted himthrough his

dr eans.

We tried hiding in the Thanatos Belt. Thought the radiation
and asteroid fields would cover our signatures. Their beasts
tracked us anyway. Their hunters noved through ship corridors
i ke predators, all patience and cal cul ated fury. No wasted
nmovenents. No nercy.

To any free captain who finds this - avoid the Thanatos Trade
Corridor. If you see a dark green strike cruiser with bl ood-
red wolves, run. |If you hear silence on the vox, run. |If your
auspex shows shadow shi ps that appear and di sappear, run.



And if you hear hunting hows in your ship's corridors..

pray. Just pray.

[ The I og ends here. Ship records indicate "Profit's dory"
was found derelict three days later, its corridors enpty save
for signs of precision close-quarters conbat and cl aw marks
on seal ed bul kheads. ]

- Found in Captain Viktor Vane's personal |og
- Authenticated by three i ndependent sources
- Distributed through standard free trader channels

ADDENDUM

Vessel discovered by Inperial Navy patrol. Al data forwarded
to Bl ood Wl ves Chapter Command for tactical assessnent.



Stories: XenosAlliances

The Ranger's Warning

The Eldar Ranger materialized from the shadows like a ghost, her long rifle still smoking.
"Your war beasts hunt well, mon-keigh," she said, "but they track the wrong prey." | might
have taken offense, but we'd fought alongside these Rangers for three weeks against the
Tyranid splinter fleet. They'd earned the right to speak plainly.

She pointed into the darkness. Our beasts had been tracking a Tyranid scout strain, but her
warning made me look deeper. There, ailmost invisible - the faintest shimmer of a Lictor's
chameleonic scales. The Rangers had saved us from an ambush.

"We fight together today," | acknowledged, careful to maintain formal distance despite our
cooperation. "Tomorrow, the hunt may find us on different paths.” She nodded,
understanding the unspoken boundary. We could coordinate against this threat without
compromising our respective loyalties.

The Forgemaster's Dilemma

The League of Votann's weapon designs were magnificent. As | watched their heavy weapon
teams coordinate with our assault squads, every instinct as a Smith yearned to study their
technology. But that way lay danger - not just from potential censure, but from the very red
risk of compromising our chapter's technological purity.

"Your war beasts guide our targeting solutions well," their Forge-master commented. |
simply nodded, directing the conversation toward tactical matters rather than technical
specifications. We could appreciate each other's effectiveness without crossing the line into
technical exchange.

When they offered to "improve" our weapons' targeting systems, | politely but firmly
declined. Better to maintain clear boundaries than risk even the appearance of technological
contamination.

The Silent Hunt

The joint operation with Craftworld Mymeara required delicate handling. Their Farseers
precognitive abilities complemented our war beasts' hunting instincts perfectly, but we had to
be careful. Too much coordination could raise uncomfortable questions from Imperial
authorities.

We devel oped a system of indirect cooperation. Our war beasts would mark targets with their
behavior, which the Eldar Rangers would then eliminate from extreme range. No direct
communication, no explicit coordination - just two forces working in parallel against a
common enemy.

When their Farseer offered to enhance our beasts capabilities through some Eldar sorcery, |
refused. Some lines cannot be crossed, even in the name of tactical advantage.

The Trade Route Arrangement



The League vessels made excellent screening units for our void operations, their heavy guns
complementing our strike cruisers mobility. But when their Guildmaster suggested a
permanent joint patrol arrangement, | had to refuse.

"We appreciate your effectiveness,” | told him carefully, "but our paths must remain separate.
We can coordinate against mutual threats when they arise, nothing more.” He seemed to
understand, responding with a practical counter-offer - they would share void-traffic data
through Imperial authorities, maintaining proper protocol.

Sometimes the best cooperation is the most indirect, maintaining effectiveness without
compromising loyalty.

The Warbeast's I nstinct

The war beasts sensed the Eldar before we did, but their reaction was unexpected. Instead of
hostility, they showed the same a ertness they display when working with fellow hunters.

The Eldar Rangers moved like predators themselves, and the beasts recognized kindred
hunters.

This presented a challenge. While their natural affinity made coordination more effective, we
had to be careful not to let it develop into something more. | kept the beasts at a professional
distance from our temporary allies, maintaining clear separation even as we worked together.

When the Rangers offered to share their beast-handling techniques, | declined. Some
knowledge is better |eft unshared, no matter how tactically useful it might be.



ORDO XENOS | NTELLI GENCE BRI EF

Cl assification: VERM LLION

Subj ect: Bl ood Wl ves Chapter - Xenos Cooperation Analysis
Aut hor: 1 nquisitor Sel ene Draghast

Date: 997. M1

EXECUTI VE SUMVARY:

Recent surveillance indicates concerning patterns of
pragmati c cooperati on between the Bl ood Wl ves Chapter and
sel ect xenos factions, particularly Craftworld El dar and
Leagues of Votann. Wi le no evidence of heretical allegiance
has been detected, their willingness to engage in tactical
coordi nation with xenos forces warrants careful nonitoring.

ELDAR | NTERACTI ONS:

Docunent ed Engagenents:

- Defense of Maiden World lyandris (995. Mi1)
- Battle of the Weping Vale (996. VA1)
- Void Conmbat: Operation Silent Blade (997. Mil)

Tactical Patterns:

- Bl ood Wl ves psychic abilities denonstrate unusual
resonance with El dar psychic techni ques

- War beasts operate effectively al ongsi de Ranger units

- Conbi ned stealth operations show ng concerning | evels of
coordi nation

- Shared targeting data between forces

- Conpl enentary depl oynent patterns

Not abl e Observati ons:

- El dar appear to respect Bl ood Wl ves' hunting traditions

- War beasts show no natural aggression toward El dar forces

- Both forces mamintain professional distance while cooperating
- No evidence of technol ogy exchange

- Cooperation limted strictly to nutual threats

R sk Assessnent:

LOW Evi dence suggests pragmatic tenporary alliances only
MEDI UM Psychi c cooperation requires nonitoring
H GH. Tactical effectiveness of conbi ned operations

LEAGUES OF VOTANN | NTERACTI ONS:



Docunent ed Engagenents:

- Thanatos Sector Anti-Ok Operations (994. MAl)
- Void Defense of Trade Route 847-Al pha (996. Mi1)
- Joint Mning Colony Protection (997. V1)

Tactical Patterns:

- Bl ood Wl ves provide stealth reconnai ssance for League
forces

- League heavy weapons support Bl ood Wl ves precision strikes
- War beasts used to secure League m ning operations

- Coordi nated voi d-space conbat operations

Shared intelligence regarding xenos threats

Not abl e Observati ons:

- League forces denonstrate respect for Bl ood Wl ves' conbat
doctri ne

- No recorded di sputes over salvage rights

- Clear operational boundaries naintained

Professional mlitary cooperation only

- No evidence of technol ogy exchange

R sk Assessnent:

LOW Cooperation strictly [imted to nutual defense
MEDI UM Potential for strategic intelligence sharing
H GH. Conbi ned operational effectiveness

STRATEGQ C | MPLI CATI ONS:

Advant ages:

- Enhanced effectiveness agai nst serious threats to Inperial
space

- Reduced coll ateral damage in joint operations

| mproved intelligence gathering capabilities

Successful containnment of greater threats

- Maintained Inperial authority in disputed regions

Concer ns:

Potential normalization of xenos cooperation

- Risk of tactical information sharing

Possi bl e i nfl uence on other I|nperial forces

Enhanced effectiveness may encourage further cooperation
Difficulty nonitoring all interactions

CONTAI NMENT PROTOCOLS:

Current Measures:



- Regul ar presence of Inquisitorial observers
- Mounitoring of all joint operations

- Docunentation of all xenos interactions

- Anal ysis of post-operation behavior

- Screening for xenos influence

Recommended Additi ons:

- Enhanced surveillance of psychic activities

- Regul ar gene-seed purity testing

- Monitoring of war beast behavi or patterns

- Docunentation of all tactical innovations
Assessnent of cultural contam nation risks

TACTICAL ASSESSIVENT:

The Bl ood Wl ves nmaintain a pragnmatic approach to xenos
cooperation that, while concerning, appears to remain wthin
acceptabl e tactical paraneters. Their interactions show no
signs of cultural contam nation or technol ogi cal exchange.

| nstead, they denonstrate careful utilization of tenporary
allies against greater threats.

Most concerning is their ability to integrate their unique
capabilities with xenos forces effectively. Their war beasts
enhanced senses conbine particularly well with both El dar
stealth capabilities and League targeting systens. Their
psykers have shown ability to coordinate with El dar Farseers
whi | e nmai ntai ni ng theol ogi cal purity.

RECOMVENDATI ONS:

- Continue current nonitoring protocols
- I npl ement enhanced psychic screening
- Maintain Inquisitorial presence during joint operations
- Docunent all tactical innovations
Regul ar assessnment of cultural purity

INQUISITORLAL NOTATI ON:

Wil e the Bl ood Wl ves' interactions with xenos forces
warrant continued scrutiny, their pragmatic approach appears
to serve Inperial interests wthout conprom sing purity.
Their effectiveness against greater threats currently
out wei ghs the risks of limted cooperation. Recommend

conti nued observation rather than intervention.

[ Docunent bears Inquisitorial seals and verification codes]
[ Appended: Detailed battle reports and surveillance | ogs]
[Multiple sections marked with psychi c wards]

+++THOUGHT FOR THE DAY: VI G LANCE IS THE PRI CE OF PURI TY+++



Stories: Chaplain Vigil
The Hardest Watch

Brother Thaddeus had served the chapter faithfully for two centuries. His mind was a
fortress, hiswill unbreakable, his devotion absolute. That's what made it so difficult to watch
his decline.

It started with minor things - aslight tremor in his hands during blood rituals, a moment's
hesitation before meditation. The war beasts noticed first, as they always do. Fenrir, who had
guarded our rituals for decades, began growling softly whenever Thaddeus entered the
chapel.

| watched him for three weeks. Each day, the signs became clearer. His dreams leaked into
the warp, causing disturbances in the ship's Gellar Field. During blood bonds, his battle-
brothers reported a metallic taste, something our rituals had never produced before.

When | finally confronted him, he knew. Emperor's mercy, he knew. "I can feel it," he said,
"like iron bands around my thoughts, tightening each day.” He didn't resist when | drew my
blade. His last words were a prayer of gratitude - thankful that we had caught it in time,
before corruption could take root.

| keep his progenoid glandsin my personal reliquary. Still pure, thanks to our vigilance.
Sometimes, duty is measured not in enemies slain, but in brothers saved from a darker fate.

A Vigil of Seconds

They ask me why we watch so closely, why every blood ritual requires a Chaplain's
presence. Let metell you of Brother Severus and the Harvest Moon Incident.

The ritual seemed perfect - all prayers correctly intoned, all precautions taken. But | noticed
his secondary heart beat three timesin the space it should have beat twice. Most would have
missed it. Most would have continued the ritual.

| stopped it immediately. Within hours, Brother Severus was in isolation, his blood being
scoured by our Chaplains. They found it then - microscopic warp-tainted organisms, dormant
until activated by the ritual's psychic resonance.

We traced it back to a xenos blade that had wounded him three campaigns ago. The
corruption had waited patiently, hidden so deep even our war beasts hadn't detected it. Only
that dlightly accelerated heartbeat gave it away.

Brother Severus lived, purged of the taint before it could manifest. One second of attention,
onetiny detail - that's all that stands between purity and damnation.

The Empty Throne

Watch carefully, initiates. See that empty seat in our ritual chamber? It once belonged to
Captain Vladimar of the Fourth Company. His fall teaches us why even the highest must be
watched.

It began after the Crucible Campaign. The Captain's tactical brilliance had won us many
victories, but something about those battles changed him. He became obsessed with



efficiency, with reducing casualties through perfect prediction.

His psychic powers grew stronger, but so did hisisolation. He stopped participating in blood
rituals, claiming he had transcended their necessity. The war beasts would pace anxiously
outside his quarters, but he refused to acknowledge their warnings.

| watched him decline over six months, cataloging every sign. His battle-brothers reported
his blood running cold during combat. His strategic predictions became too perfect, knowing
things no amount of tactical genius could explain.

When we finally moved to confront him, we found his quarters covered in calculations -
mathematical formulas that hurt the eyes to read. He had turned to forbidden knowledge,
convinced it was the only way to protect his men.

The execution was quick, but the lesson remains. That empty throne reminds us that rank
does not protect against corruption. The higher one rises, the more vigilant the watch must be.

The Silent Observers

Most see our war beasts as mere weapons or hunting hounds. They don't understand that
these creatures are our first line of vigilance. Let me tell you why we trust their instincts
above even our most sophisticated scanning devices.

During the Purging of Hive Mortalis, our beasts detected something wrong with an entire
squad of battle-brothers returning from a deep-strike mission. All testing showed them pure,
all rituals were completed successfully. But the beasts would not let them board our strike
Cruiser.

For three days, we kept them in quarantine, running every test we knew. Nothing showed up.
But on the fourth day, during the sleep cycle, we discovered the truth. Micro-parasites had
infected their cerebral cortexes, dormant until their hosts could infiltrate our ship.

The war beasts had smelled it - not the parasites themselves, but the microscopic changesin
their hosts' blood chemistry. Thirty brothers had to be put down, but the chapter was saved.
The beasts mourned with us, but they never wavered in their vigil.

The Necessary Distance

They ask me how we do it - how we watch our brothers so closely while maintaining the
emotional distance to execute them when necessary. The truth is, we don't maintain distance.
We love them as brothers should. That's what makes us effective.

You must care deeply about someone to notice the subtle changes that herald corruption. You
must love them to watch them so carefully that you catch the first tremor of doubt, the first
whisper of taint. And you must love them enough to grant them a clean death before they
become something they would hate.

| remember every name, every face. Brother Marcus, who taught me to read the Emperor's
Tarot. Brother Callus, who helped me master my first blood ritual. Brother Theon, whose
jokes lightened even our darkest vigils. | executed each of them, and | grieved for each of
them.

That's the true burden of a Chaplain's vigil - not the watching, but the caring. We are not cold
executioners but loving brothers who bear the terrible responsibility of keeping our family
pure.



The Watcher's Price

Let this stand as instruction for future Arc Chaplains. Our burden is unique - we must watch
even our own for signs of corruption. The hardest vigil is the one we keep over ourselves.

| speak of Arc Chaplain Mordecai, my predecessor. For thirty years, he maintained the purity
of our rituals, executed the corrupted, trained countlessinitiates. His fall began with dreams -
visions he claimed were prophetic warnings about future threats to the chapter.

The visions proved accurate, time and again. He saved hundreds of lives acting on their
intelligence. We almost missed the subtle changes - how the visions came more frequently,
how they required more and more of his strength to interpret.

In the end, it was Mordecai himself who revealed the truth. He came to me one night, his war
beast Thanatos at his side. "The dreams," he said, "they're not visions anymore. They're
demands.” He had recognized the corruption in himself and chosen to act before it could
Spread.

| executed him with his own Crozius Arcanum. His final act was to write an amendment to
our vigil protocols - no one, not even an Arc Chaplain, is above suspicion. The price of
purity is eternal vigilance, even against ourselves.



ADEPTUS M NI STORUM
THECOLOG CAL ASSESSMENT REPORT

Re: Bl ood Wl ves Chapter Faith Practices

By Cardi nal Theodorus Rex

Wtnessed by Sister Superior Elena Vale, Oder of the Sacred
Hear t

PRELI M NARY CONCERNS:

Initial reports regarding the Bl ood Wl ves Chapter's

di vergent practices warranted thorough investigation. Primary
concerns centered on their blood-sharing rituals and unusual
approach to Enperor-veneration.

PARTI Cl PANTS:

- Cardinal Theodorus Rex (Primary Investigator)
- Arc Chaplain Veritus Wl fmaster, Blood Wl ves Chapter
- Three attendi ng Eccl esiarchal Schol ars

Two Silent Sisters (observers)

[NEQUUSSICAIFFKIJHHJ NGS:
On Enperor Worshi p:

Most troubling was the Chapter's insistence on referring to
t he "Man- Enperor™ rather than acknow edgi ng Hi s divine

nat ure. When questioned, Arc Chaplain Wl fnmaster's response
was neasured but firm

"We honor H mthrough deed, not nerely word. Hi s blood flows
in our veins, H's genetic legacy lives in our flesh. W do
not worship Hmas a distant god, but serve H mas sons serve
their father - through absolute |oyalty and unwaveri ng
dedication to H s work."

Regar di ng Bl ood Rituals:

When questi oned about their bl ood-sharing cerenonies, the Arc
Chapl ai n provi ded extensive docunentation of |nperial
sanctions and expl ai ned:

"Qur blood is Hs gift to us. In sharing it, we strengthen

t he bonds between brothers and reinforce our resistance to
corruption. Each ritual is performed under strict oversight,
wi th proper prayers and sanctified inplenents. W do not seek
power through blood - we acknow edge the power He al ready
placed within it."

On Chapl ain Duti es:



Their Chaplains' role differs significantly from standard

| rperial doctrine. They serve not just as spiritual guides
but as active hunters of corruption. Arc Chaplain Wl fnaster
denonstrated their extensive screening protocols and
execution procedures for potentially tainted battl e-brothers.

THEOLOG CAL OBSERVATI ONS:

Ort hodox El enent s:

- Absolute loyalty to the Enperor

- Strict anti-corruption protocols

- Regul ar prayer and neditation practices
- Proper reverence for Inperial relics

- Maintenance of sacred texts and records

Di vergent Practi ces:

- Bl ood-sharing cerenonies
- Focus on genetic rather than divine heritage
- Integration of tribal traditions
- Unusual enphasis on psychic screening
Non- st andard prayer formul ations

CC]\ICERNI NG ELEMENTS:

Rel uctance to acknow edge Enperor's divinity

- Heavy reliance on ritualistic blood use

I ntegration of psychic practices in faith rituals
Tribal influences on Inperial cerenonies

M Tl GATI NG FACTORS:

- Al practices properly sanctioned
- Strict oversight of all rituals
- Zero instances of corruption
- Exenplary service record
Denonstrabl e ef fectiveness agai nst heresy

CC]\ICL USI ONS:

Wil e the Bl ood Wlves' interpretation of faith diverges from
standard I nperial doctrine, their absolute loyalty to the
Enperor and effectiveness in H's service cannot be

questioned. Their practices, while unusual, appear to
strengthen rather than weaken their resistance to corruption.

RECOMVENDATI ONS:

- Continue nonitoring but do not interfere

- Docunent their practices for reference

- Consider limted adaptation of their screening protocols
- Maintain quarterly theol ogical reviews

- Station permanent Eccl esiarchal observer



PERSONAL NOTATI ON:

VWhile their practices initially raised grave concerns, | nust
acknow edge their effectiveness. Their faith, though
expressed differently, burns no |less bright than our own.

Per haps, in their unique approach to serving the Enperor,

t hey have found a path that, while divergent, remains true.

Sealed in H s nane,
Car di nal Theodor us Rex

[ Docunent bears official seals of the Ecclesiarchy and
aut henti cati on codes]

THOUGHT FOR THE DAY:

Faith takes many forns, but |oyalty knows only one truth.



Stories: Failed Adaptations

The Shield Wall's Price

We thought we could adapt the Imperial Fists shield wall tactics to our own forces. Our Iron
Shield Breakers already excelled with their combat shields - why not expand this to full
company formations? The theory was sound, but we didn't account for our own nature.

Five full squads formed up in tight formation during the defense of Hive Mortis, shields
locked together as we'd seen the Sons of Dorn employ. For the first hour, it worked perfectly.
Then the psychic bleed began.

So many battle-brothers in such tight formation, al their minds humming with combat focus
- it created a resonance we hadn't anticipated. The younger brothers started losing control
first. Their enhanced emotions fed into the gestalt, which fed back into them. By the third



hour, we had to break formation or risk complete psychic collapse.

We lost three brothers to emergency executions that day. The Imperial Fists methods may be
proven, but our blood demands space to hunt.

TheArtillery Experiment

The Imperial Guard's success with artillery batteries was undeniable. We reasoned that with
our psychic targeting capabilities, we could improve upon their methods exponentialy. The
Chapter Master authorized atrial program - three Basilisk platforms, crewed by our own
brothers.

The test firing went smoothly. Brother-Sergeant Theron's psychic guidance allowed for
precision strikes that surpassed even Mechanicus targeting protocols. But during actual
combat deployment against Ork forces, we discovered the fatal flaw.

Our connection to our weapons runs deep, enhanced by blood and psychic resonance. When
the Basilisks fired, that connection transmitted the shell's impact back to the crew. Every
death, every scream, every moment of terror from the blast zones echoed through their
minds. By the third salvo, the crew was catatonic.

The platforms were returned to the Guard. Some weapons require the emotional distance that
we can never achieve.

The Legion's Formation

After joint operations with the Ultramarines, their Chapter Master suggested we incorporate
elements of their tactical squad formations. The discipline and flexibility of their approach
seemed adaptable to our methods. We were wrong.

The problems began during the first training exercises. Our standard blood-bonding rituals
create small-unit coherency, but attempting to bond entire companies into Legion-style battle
formations overtaxed those bonds. The psychic network became too dense, too chaotic.

When we attempted a full company deployment using Codex formations, the strain proved
too much. Every brother could feel every other brother's combat focus, creating a cascade of
heightened awareness that spiraled out of control. The war beasts sensed it first, their howls
of warning coming seconds before the first brother lost containment.

The resulting psychic backlash injured fifteen brothers and required three mercy killings. We
are hunters, not legionnaires. Let others stand in proud ranks while we stalk the shadows.

These failures taught us hard lessons about our nature. Every attempt to become more
"conventional" only reinforces what we truly are - specialist hunters with unique gifts and
burdens that cannot be ignored.

The Drop Pod Protocol

When the Blood Ravens shared their drop pod assault protocols with us, it seemed an
obvious enhancement to our capabilities. Precision strikes from orbit aligned perfectly with
our hunting doctrine. The Forge Master modified a set of pods with psychic resonators to
enhance our abilities during descent.

The first test deployment against Dark Eldar raiders began perfectly. Three squads, each in
their own pods, launched with perfect synchronization. As we pierced the upper atmosphere,



our psykers began reaching out to coordinate the assault. That's when everything went wrong.

The pods machine spirits, enhanced by our modifications, began resonating with our psychic
emanations. The metal itself started screaming in frequencies only we could hear. By the
time we hit ground zero, half the brothers were incapacitated by the feedback 1oop between
their powers, their blood-bonds, and the tortured machine spirits.

The raiders slaughtered the first squad before they could even exit their pod. We lost seven
brothers that day, and the Dark Eldar escaped with their prizes. Some forms of rapid
deployment, we learned, require a silence of mind we cannot achieve.

The Tank Company Trials

Following an alliance with Imperial Guard armored regiments, Chapter Master Blackthorn
authorized the creation of our first tank company. Ten Predator tanks, each modified with
psychic-resonant crystalsin their targeting arrays. It would be a perfect marriage of Imperial
armor doctrine and our unigue capabilities.

Initial trials showed incredible promise. The psychic connection between crew and machine
spirit allowed for targeting solutions that surpassed even Mechanicus predictions. But during
extended operations, we discovered that tanks carry their own kind of blood-memory.

Three months into deployment, crew members began reporting dreams - experiencing battles
they'd never fought, feeling deaths from decades past. The machine spirits, bound too closely
to our psychic-sensitive minds, were sharing their entire violent histories. Tank commanders
started exhibiting symptoms of combat trauma from wars fought before they were born.

The breaking point came during the Siege of Hive Mortalis. Brother-Sergeant VVoss's
Predator, instead of supporting our advance, began re-fighting a decades-old battle from its
memory engrams. Three brothers died when it turned its guns on positions that existed only
inits past.

We scrapped the program and returned to our Thunderhawks. Some traditions exist for
reasons even we didn't understand at first.



SONG OF THE SPIRI T PATH

As witnessed by Dragon Lord |Iyanna of the Verdant Spires
Recorded in the Wrld Spirit of Verdis II

The non-kei gh who hunt with beasts cane to our |ands as the
world spirit cried warnings of shadowtaint. At first, we
prepared to drive them back, but their creatures recogni zed
our own - predator acknow edgi ng predator across the species
di vide. Their war-beasts noved with uncommon grace,

di splaying an attunenent to the spirit realmthat, while
crude, proved surprisingly effective.

Their | eaders - the ones they nane "Chapl ains" - approached
our borders with unexpected restraint. They naintained

di stance while their beasts communicated with our own
megasaurs through nmeans beyond sinple instinct. A nutual
under st andi ng was reached w thout words - the shadowt ai nt
t hreat ened bot h our real ns.

OBSERVATI ONS OF THE HUNT:
Spirit Signs:

- Their beasts sense the shadowtaint nmuch as our own do

- Their psykers, while untrained by our standards, show
remar kabl e di sci pline

- They maintain spiritual purity despite their crude nethods
- Their blood-rituals, while primtive, provide effective
protection agai nst the taint

Hunti ng Patterns:

- They claimthe urban hunting grounds, |leaving the wld

pl aces to us

- Their strike patterns conpl ement our own novenents

- Their war-beasts coordinate naturally with our smaller
hunt er s

- Qur great dragons provide overwatch while they strike from
shadows

Most remarkable was their efficiency in urban environnents.
Wiile we rode the great plains and forests, they stal ked

t hrough the non-keigh hives with |Iethal grace. Their

under standi ng of stealth, while | ess sophisticated than our
own, proved highly effective against the shadowtainted ones.

The shadowtaint attenpted to establish itself in three
domai ns:

- The non-kei gh hive spires - cleansed by their hunter-packs
- The sacred forests - purified by our dragon riders

- The neeting places between - where our forces together
broke their |ast resistance



Not abl e Conver gences:

- Their war-beasts gui ded our negasaurs to hidden corruption
- Qur dragon riders forced the tainted ones into their
prepared anmbush sites

- Their psykers worked in harmony with our own spirit-seers
to seal warp-rifts

- Conbi ned beast-sensing created an inpenetrabl e detection
screen

The World Spirit sings with satisfaction - the shadowtaint
has been excised before it could take root. Wile these non-
keigh remain crude and limted in their understanding, they
have proven thensel ves capabl e hunters when necessity denmands
cooper ati on.

VH SPERS OF PROPHECY:

The World Spirit suggests this alliance, while tenporary, nmay
be necessary again. The shadowtaint grows stronger, and

di fferent hunters nust sonetinmes run together when the prey
threatens all.

Recommendati ons for the Wrld
Spirit's Archives:

- Mark these "Bl ood Wl ves" as potential hunt-allies against
greater threats

- Maintain vigilance but allow for future cooperative hunts
i f needed

- Share beast-sign reading techniques with their handl ers
when pat hs cross

- Establish spirit-boundaries to prevent territorial conflicts
- Renmenber they are still non-keigh, but non-kei gh who

under stand t he hunt

[ The World Spirit pulses wth approval of this record]

[ Dragon Lord Iyanna's spirit signature authenticates this
account]



Stories: Failed Operations

e f .
The Purging of Hive Secundus
The Adepta Sororitas had already begun their purge when we arrived. Sister Superior Amelia

of the Order of the Cleansing Flame had declared the entire hive compromised after finding
evidence of cult activity. Their solution was simple - burn everything.

We knew better. Our war beasts could track the corruption to its source, €liminating the need
for such wholesale destruction. But when we tried to explain this to the Sisters, they saw
only heresy. The sight of our blood rituals as we prepared for the hunt sent them into afrenzy.

The operation devolved into chaos. While we tracked cultists through the underhive, the
Sisters burned level after level above us. Their flames drove the cultists deeper into our
hunting grounds, disrupting carefully laid ambushes. Worse, the smoke confused our war
beasts senses, making precise targeting impossible.

The final disaster came when Sister Superior Amelia ordered her forces to burn through a
support wall - the exact wall we had identified as critical to the hive's structural integrity.
Millions died in the collapse, including many of our battle-brothers and their Sisters alike.

The cult was destroyed, but at afar higher cost than necessary. Since then, we've developed
new protocols for operations with the Sororitas. We now ensure clear operational boundaries
are established beforehand, with each force assigned to separate sectors. While we prefer to
work independently, when we must fight alongside the Sisters, we keep our rituals private
and focus on areas where our methods won't conflict with theirs.

Commissar Viktor Hale was everything the
Imperial Guard manual said aleader should be -



brave, unwavering, and completely inflexible.
When we deployed to support his regiment
against Tyranid infiltrators, he immediately tried
to incorporate our forces into hisrigid battle plans.

We tried explaining that our methods required flexibility - that our war beasts and psykers
needed freedom to hunt effectively. He saw this as a challenge to his authority. When we
deployed our forces in small hunting packs rather than traditional battle lines, he accused us
of cowardice.

The breaking point came during a crucial operation. Our psykers had detected a Lictor's
presence near the command post. Standard protocol would have been to draw it out with a
small force while our hunters struck from multiple angles. Instead, Hale ordered afull
regiment to form firing lines.

The Lictor was not alone. While the Guard's attention was focused forward, three more
Lictors struck from behind. We lost the command post, half the regiment, and valuable
intelligence about the hive fleet's movements. Hale did not survive to learn from his mistake.

The incident led to aformal review of our joint operation protocols. Now we insist on
detailed pre-mission briefings with Imperial Guard command staff, explaining our tactical
requirements while respecting their chain of command. We've found that demonstrating our
methods' effectivenessin smaller operations first helps build the trust needed for larger
deployments.

The Mechanicus Interference

The forge world Lucius IV should have been a simple compliance operation. The tech-priests
had requested our help in clearing out Dark Mechanicus infiltrators. Our war beasts were
perfectly suited for sniffing out the corrupted machine spirits.

But the Mechanicus representatives couldn't accept our methods. They insisted on
monitoring every aspect of our operation, demanding explanations for our "non-standard”
procedures. When they saw how our psychic abilities interacted with machine spirits, they
declared it tech-heresy.

The situation reached critical failure during an assault on a corrupted forge temple. Our
standard tactics called for psychic disruption of the enemy's control systems before a precise
strike. The tech-priests forbidden us from "tainting" their precious machinery with our
powers. Instead, they insisted on afull frontal assault.

The resulting battle destroyed three forge temples and a priceless STC fragment. Most of our
Thunderhawk squadron was damaged by automated defenses that could have been
neutralized with our usual methods.

The incident strained relations with the Mechanicus, but also taught us valuable lessons.
Now we maintain careful documentation of our psychic-technical procedures, presenting
them in terms the tech-priests can better understand. While we still face skepticism,
establishing clear boundaries and areas of operation has allowed us to maintain necessary
cooperation while minimizing direct conflicts over methodol ogy.



The Arbites Overreach

The Adeptus Arbites of Hive Mortalis had a ssmple request - help them locate and eliminate
agenestealer cult. We agreed, but with one condition: our methods must be allowed to work
without interference. They agreed verbally but proved incapable of honoring that agreement.

Our war beasts had tracked the cult's patriarch to the middle hive levels. We were
systematically working our way through the population, identifying infected bloodlines for
precise elimination. The Arbites, however, grew impatient with our methodical approach.

Judge Konstantin ordered a precinct-wide crackdown, implementing martial law and mass
testing protocols. This sent the cult into hiding, scattering them throughout the hive. Worse,
their harsh methods sparked a civil uprising among the uninfected population.

The experience taught both sides painful lessons. Now when we work with the Arbites, we
establish clear phases of operation with agreed-upon timelines. We share more intelligence
with their command structure, and they provide us with the time needed for our methods to
work. The relationship remains professional but distant - asit should be.

The Inquisitor's Pride

Inquisitor Darius Rex of the Ordo Hereticus arrived with full authority and zero
understanding. He had tracked a chaos cult to the agri-world of Thanatos Il and demanded
our assistance in its elimination. We agreed, but his interference doomed the operation from
the start.

Our psykers detected multiple sources of corruption, suggesting a complex network rather
than a simple cult. We proposed a patient approach - monitoring the cultists to uncover their
full organization before striking. The Inquisitor, however, insisted on immediate action.

He ordered exterminatus preparations to begin even as we protested that the corruption was
limited and containable. When we refused to support such an extreme measure, he accused
us of being compromised by the very corruption we were fighting.

Since then, we've learned to better manage Inquisitorial oversight. We now provide more
detailed documentation of our methods and reasoning, while maintaining appropriate
deference to Inquisitorial authority. When disagreements arise, we focus on presenting
evidence rather than challenging authority directly. It's not a perfect solution, but it allows us
to maintain necessary working rel ationships while protecting our operational effectiveness.

The Grey Knights Disdain

Even among fellow psykers, our methods are sometimes misunderstood. When ajoint
operation with the Grey Knights was ordered against a suspected demon incursion, we
looked forward to working with warriors who would understand our capabilities. We were
wrong.

The Grey Knights commander, Brother-Captain Stern, dismissed our war beasts' ability to
detect warp manifestations. He considered our blood rituals primitive and potentially
dangerous, despite their proven effectiveness. Our offers to coordinate our psychic abilities
were met with thinly veiled contempt.

The operation's failure came during the final assault. Our war beasts detected a pattern in the
warp disturbances, suggesting the demon was using multiple decoy manifestations. The Grey



Knights ignored our warnings, committing their full force against what we knew to be afake
target.

The true demon manifested behind their lines, causing devastating casualties before it could
be contained. Even then, they blamed our "unstable" psychic presence for disrupting their
battle-plans.

While the incident strained relations, it also led to better understanding on both sides. Future
operations with the Grey Knights are carefully coordinated, with clear delineation of
responsibilities and methods. We maintain professional respect for their abilities while
accepting that our different approaches to combating the warp may not always align. When
we must work together, we focus on complementing their strengths rather than trying to
integrate our methods with theirs.



LEAGUE DI PLOVATI C REPORT

DESI GNATI ON: VOK- 7749- BETA

Re: Space Marine Chapter Cooperative Engagenent
By Hi gh Kahl Thordin Ginborn
Vot ann Stronghol d: Gendl-1X

PRELI M NARY NOTES:

Initial contact occurred when Bl ood Wl ves Strike Cruiser
"Void Stal ker" entered League-nonitored space pursuing Ok
rai ders. Their approach was notably cautious and non-
aggressive, wth weapons powered down and void shields at
m ni mal power.

DI PLOVATI C EXCHANGE:
Initial Contact:

Space Marine vessel responded pronptly to identification
hails. Their diplomatic approach was refreshingly pragmati c.
Captain Fatum Silverm st stated their purpose clearly: "W
hunt greenskins who have raided Inperial worlds. Qur quarry
passes through your space. W seek cooperation, not conflict.'

Meeting Paraneters:

- Location: Neutral void station KX-227

- League Representatives: Trade-Master Kori Vaul tborn, Void-
Adm ral Gunnar Steel kin

- Bl ood Wl ves Representatives: Captain Silvermst, Arc
Chapl ai n Sci enti us Moonshadow

- Security: Mnimal and nutually agreed upon (4 Hearthguard,
4 Space Mari nes)

OBSERVED BEHAVI ORS:

Unli ke typical Inperiumrepresentatives, the Bl ood Wl ves
denonstr at ed:

Practical approach to dipl omacy

- Respect for League sovereignty

- No religious proselytizing

- O ear understanding of nutual benefit

- Appreciation for technol ogi cal expertise

TACTI CAL | NFORVATI ON SHARED:

Bl ood Wl ves provided detailed intelligence on:

- Ok fleet conposition (3 Kill Kroozers, nmultiple escort



vessel s)

- Predi cted Waaagh! novenent patterns
- Previous engagenent outcones

- Greenskin | eadership structure

NEGOTI ATED TERMS:

- Bl ood Wl ves granted tenporary passage rights
- League forces to provide tactical support if requested
- Salvage rights equally divided
- No interference with League m ni ng operations
Mut ual information sharing regarding Ok novenents

TECHNC]_CIBI CAL OBSERVATI ONS:

Their vessels incorporated several notable features:

- Enhanced stealth systens

- Unusual bio-engineered tracking beasts
- Non-standard void shield configurations
- Psychi ¢ maski ng technol ogy

COVBAT COORDI NATI ON:

Over subsequent engagenent :

Bl ood Wl ves tactics proved highly effective

- Their stealth approach conpl enmented League firepower
M nimal collateral danage to | ocal space

Efficient target prioritization

- Excellent void conbat discipline

STRATEG C ASSESSMENT:

Bl ood Wl ves denpnstrated thensel ves to be:

- Reliable tenporary allies

- Tactically sophisticated

- True to negotiated terns

- Respectful of boundaries
Efficient at their stated purpose

ECO\I(]\/I C | MPACT:

- Mnimal disruption to trade routes
Reduced Ok threat to m ning operations
Sal vage operations proved profitable

- No damage to League infrastructure

| ncreased | ocal stability

RECOMVENDATI ONS:

- Mark Bl ood Wl ves as "Pragmatic Actors" in League records
- Consider future tactical cooperation when goals align
- Maintain diplomatic channels



- Share limted void-traffic intelligence
- Update threat assessnment protocols

ANCI LLARY NOTES:

Their war-beasts showed remarkable ability to detect Ok
activity. Genetic sanpling mght be val uable for League
xenobi ol ogy research, though requesting such would likely
strain diplomatic rel ations.

CONCLUSI ON:

I nteraction proved nutually beneficial. Blood Wlves Chapter
denonstrates a rational approach to inter-faction relations
when Orks are involved. Reconmend cautious but open

di pl omatic stance for future encounters.

Seal ed by the Authority of the Leagues
[ Aut henti cati on Codes and Votann Cal cul ati ons Fol | ow]



Stories. Deathwatch
The Shadow's Brotherhood

"Brothers, let me tell you of my time in the Watch Fortress Erioch. My kill-team... ah, what a
beginning that was. Brother Vulkan of the Salamanders would check his flamer's spirit three
times whenever | passed. Brother Dorn of the Imperial Fists kept his bolter aimed at my
position for the first week of patrol. And Brother Maximus, that stern Ultramarine - he
guoted sixteen different Codex provisions about psychic containment protocols within our
first hour together."

Takes adrink from his chalice, atouch of grim humor in his voice.

"Shadow's presence only heightened their discomfort. A war beast in the cramped corridors
of aWatch Fortress? The Watch Captain himself questioned the wisdom. They assigned us
the most distant quarters, surrounded by null-field generators. Every psychic scan had to be
logged, verified, and approved in triplicate.”

Tracesritual scars thoughtfully.

"Then came the Tyranid migration. New adaptation in their vanguard organisms - some bio-
modification that made them invisible to every augur array in the fortress. Three patrols went
missing before they detected the breach. The Watch Captain was preparing orbital
bombardment protocols - better to destroy the whole sector than |et the infestation spread.”

Leans forward.

"| stayed silent during the planning sessions. Waited. Watched. L et them exhaust every
traditional option. Only when the Ultramarine had finished his seventeenth contingency plan
did | speak. 'Permission to demonstrate an alternative, Watch Captain? The null fields came
down under the eyes of two Librarians and a Sister of Silence.”

Gestures to Shadow, resting nearby.

"Shadow picked up the trace instantly - that unique blend of psychic resonance and
biological instinct that marks Tyranid adaptation. But | didn't push. Let the beast demonstrate
itsworth. First nest - eliminated. Second - purged. By the third, Brother Vulkan was asking
Shadow to take point. By the fourth, Brother Dorn had stopped checking his bolter's
targeting spirit quite so obviously.”

Holds up a bone-carved pendant.

"The true change came in the main nest. Shadow detected the counter-ambush seconds
before it triggered. My psychic warning gave the team just enough time to brace. Brother
Maximus found himself back-to-back with me, my psychic shield the only thing between
him and a Lictor's talons. After that... well, he only quoted the Codex at me during official
briefings."

Smiles grimly.

"When the operation ended, they each gave me atoken - fragments of their own chapter
artifactsto carve. The Imperia Fist said, "Your methods are strange, brother, but so isthe

galaxy we hunt in.' Those tokens guard my quarters still. Reminders that trust is earned in
blood and proven in battle, no matter how different our ways."



TheVoid's Lesson

"The Watch Fortress taught me humility, brothers. And not gently.” sharpens blade with
practiced precision "l arrived proud, certain our methods were superior. After all, what other
chapter truly understood how to blend psychic might with hunter's instinct? The Watch
Captain's assignment felt like an insult - partnered with a White Scars veteran who made the
sign of warding every time | reached for my powers."

Tests blade's edge with athumb.

"Brother Khan'Gar. Emperor's teeth, but he was fast. Two months hunting Dark Eldar raiders
in the void between stars, and he kept his distance like | carried the plague. Wouldn't et me
within ten meters of his prized bike. Called it 'protecting the machine spirit from warp taint.'
Every briefing, he'd argue against my suggestions. 'Speed is purity, stealth is doubt,” he'd say.
| countered that shadows hide the hunter's approach. We nearly came to blows in the practice
cages."

Setsfirst blade aside, begins work on second.

"Then our ship's Gellar Field failed mid-warp transit. Not aflicker - acomplete collapse. The
tech priests said the Dark Eldar had planted some kind of resonance device during their last
raid. The daemons came, as they always do. | began preparing the blood rites for defense,
and Khan'Gar... he actually drew his bolt pistol. 'No witchery," he spat. ‘Not while | draw
breath."

Pauses, lost in memory.

"The ship's corridors were already twisting, reality bleeding into the warp. A Bloodletter
materialized between us. In that moment, survival mattered more than chapter prejudices. |
threw up a psychic barrier just as Khan'Gar's blade took the daemon's head. The look we
shared... understanding, finally."

Resumes sharpening.

"What followed... the White Scars speak of the 'wind of the plains.' | learned what they
meant. Khan'Gar would ride through my psychically stabilized corridors, his bike roaring
through daemon-infested spaces faster than they could manifest. I'd hold reality stablein his
wake, creating paths of sanity through madness. By the time emergency protocols restored
the Gellar Field, we'd purged three decks."

Examines second blade's edge.

"He came to me afterward, in the ship's sanctuary. | expected more accusations of witchery.
Instead, he unwrapped aleather bundle - sacred oils from the plains of Chogoris. 'For your
blades, brother,' he said. 'The fast blade and the hidden blade can strike as one.' We spent the
rest of our vigil developing those techniques. Speed and stealth, psychic might and pure
skill."

Sheaths both blades.

"The Watch Captain later asked how we'd managed it. Khan'Gar answered before | could.
"The Emperor's gifts come in many forms," he said. 'Even those we first mistake for curses.’
He still makes the sign of warding when we meet... but now it's followed by awarrior's grip
and a hunter's smile.”

The Long Hunt



"In the Deathwatch, brothers, even the hunt for prey can teach harsh lessons about
prejudice.” arranges ritual blades with precise movements "My kill-team assignment read
like some Watch Captain's dark jest - a Raven Guard who refused to speak to 'warp-touched'
brothers, and a Space Wolf who'd rather eat his own bolt pistol than work with a ‘'witch.™

Hiswar beast Fenris growls softly at the memory.

"Our mission: eliminate a Genestealer Patriarch hiding in avoid station's popul ation. Brother
Corvus of the Raven Guard would turn his back whenever | entered the briefing chamber.
Brother Grimolf of the Space Wolves made it clear that his frost blade would find my heart at
thefirst sign of 'sorcerous taint.' The Watch Captain merely said, ‘Overcome your
differences, or the mission fails."

Begins laying out the ritual implements.

"First week, they wouldn't even acknowledge my tactical suggestions. Corvus wanted pure
stealth - infiltrate, assassinate, exfiltrate. Grimolf favored the direct approach - charge in with
chainswords roaring, force the patriarch to face us directly. Neither would admit that both
approaches would fail against an enemy that could sense their thoughts.”

Fenris pads over, settling by his side.

"The turning point came when a genestealer ambush caught Grimolf's squad. Standard vox
channels were corrupted, auspex readings scrambled. They would have died there, torn apart
in the darkness. Instead, Fenris sensed their danger. | reached out psychically, found Corvus's
mind in the shadows. The Raven Guard'sinitial resistance was... intense. But survival
outweighed prejudice.”

Methodically checks each ritual blade.

"Using my powers, we coordinated a three-pronged response. Corvus struck from above,
silent as death. Grimolf's squad provided the anvil, and my beast led us through maintenance
shafts to cut off their retreat. When it was done, we had eighteen dead genestealers and
something far more valuable - respect.”

Touchesrritual scars thoughtfully.

"After that, we developed what Grimolf grudgingly called ‘acceptable tactical protocols.’ My
beast would track the patriarch’s psychic spoor - ‘just animal instinct,’ Corvus would insist,
not wanting to acknowledge the psychic element. We'd use Grimolf's aggression to draw out
cultist groups, then strike them from multiple angles. The Space Wolf learned that sometimes
the patient hunter strikes truest. The Raven Guard admitted that some powers could serve the
Emperor's will."

Prepares chalice for ritual.

"When we finally cornered the patriarch, three weeks later, we moved as one pack. Corvus
flowing through shadows I'd prepared, Grimolf charging in at the perfect moment, my
powers and Fenris's senses ensuring no escape routes. The patriarch died wondering how its
perfect infiltration had failed."

Raises chalice.

"At the mission's end, Grimolf offered me atooth from his wolf charm - 'For your beast's
collar, witch. He's earned it." Corvus merely nodded, but from a Raven Guard, that's
practically an embrace. They still avoid psykers... but they make an exception for 'that Blood
Wolf who knows how to hunt."

The Beast's Understanding



"War beasts aren't common in the Watch Fortress, brothers." strokes Fengar's scarred flank
"Even less welcome are their handlers, especially those with the ‘witch-taint." My kill-team
made that abundantly clear - particularly Brother Ferrum of the Iron Hands. His augmetics
would whir in agitation whenever Fengar and | entered their tactical space.”

Scratches behind his beast's ears as the creature watches the gathered marines.

"'Unreliable biological components combined with warp sensitivity,' he'd say, asif | weren't
present. 'A statistical hazard.' The Black Templars brother, Marcus, was even more direct -
kept his sacred oils and purity seals close whenever we shared a transport. The Celestial
Lions veteran would only communicate through the Watch Sergeant.”

Fengar growls softly at the memory.

"Then came the Yu'vath artifacts investigation. Ancient xenos relics that corrupted through
mere proximity. Three kill-teams lost before ours was activated. Ferrum's augmetics were
supposed to be our primary detection system - top-line M echanicus equipment with every
blessing and ward they could craft.”

Lets out agrim chuckle.

"First sweep of the target zone, his systems detected nothing. Clean readings across every
spectrum. He was reciting probability calculations to prove the intel must be wrong when
Fengar started snarling. Not his usual threat-warning - something deeper, more primal. The
beast was physically backing away from what |ooked like a bare rockcrete wall."

Leans forward, voice dropping.

"Ferrum scoffed, right until his most sophisticated augmetic implant began to corrode. The
Yu'vath taint was aready seeping through his blessed machinery. But Fengar... the beast
could smell the corruption without being touched by it. Something about their enhanced
senses and psychic attunement working together."

The beast shifts position, alert to its handler's telling.

"After that, protocol changed. The Watch Sergeant ordered Ferrum to incorporate Fengar's
reactions into his probability matrices. 'Emperor-blessed beast instincts,' the Black Templar
would muitter, still unwilling to acknowledge the psychic element. But he stopped clutching
his purity seals quite so tightly."

Draws a small augmetic component from his belt pouch.

"By the mission's end, we'd developed an effective pattern. Fengar would sweep ahead, 1'd
use my abilities to precisely interpret his warnings, and Ferrum would apply his enhanced
senses to analyze what we found. The Iron Hand even fabricated this - a small augmetic
enhancement for Fengar's collar. 'To improve biological efficiency,’ he claimed. But | noticed
the carefully inscribed wards included symbols for ‘trusted ally' in Martian cant.”

Returns component to pouch.

"The Mechanicus representatives were livid, of course. Enhancing a 'mere beast' with sacred
technology? But Ferrum's report was pure Iron Hands logic: "The machine spirit and the
enhanced animal proved synergistic in operation. The Emperor's gifts manifest in diverse
forms. Logic dictates continued cooperation.™

The Blood's Truth

"The most valuable lesson | learned in the Watch Fortress came at a heavy price, brothers.”
holds up a half-carved daemon bone "Our kill-team was a testament to suspicion - a Dark
Angels veteran who'd sooner execute me than share a transport, a Black Templar who recited



prayers of warding continuously in my presence, and an Imperial Fist whose perfect
discipline couldn't quite hide his revulsion at our chapter's 'ritualistic deviancy."

Examines bone's surface before continuing to carve.

"Even the Grey Knight assigned to our team... well, their chapter knows the true measure of
psychic power, but that only made him more dangerous. Every ritual, every prayer, every
psychic scan was scrutinized for the slightest hint of corruption. | spent more time proving
my purity than fighting our actual enemies."

Pauses, running fingers over ritual scars.

"Then we faced it - a daemon of Tzeentch that could possess anyone it had marked. And in
our first encounter, it marked us all. The creature's laugh still haunts me. 'All your
suspicions, all your fears about each other... I'll prove them true," it promised. The Black
Templar immediately demanded my execution - 'The witch will be the first to fall."

Sets tools down, expression grim.

"The Watch Fortress Librarians argued containment protocols for hours. The Grey Knight
was preparing the rites of banishment, but the daemon's marks meant it could possess any of
us before the ritual completed. That's when | suggested something that nearly got me shot - a
modified version of our blood bond ritual."

Picks up tools again, movements precise.

"The Black Templar actually drew his blade. The Dark Angel shifted to afiring position. But
the Grey Knight... he raised his hand. 'Explain,” he commanded. So | did. Laid out the ritua’s
structure, its foundations in Imperia doctrine, how it could create a network of shared
strength that would resist daemonic influence. His psychic scrutiny during that explanation
felt like being carved open.”

Continues intricate carving work.

"Six hours of examination followed. The Grey Knight dissected every element of the ritual.
Three Librarians analyzed every possible outcome. The Black Templar never stopped
praying. Finally, the Grey Knight spoke: "The ritua is pure. The theory is sound. Therisk is
necessary."

Holds bone up to examine progress.

"We performed it in their Librarium, under more wards than I've ever seen. The Dark Angel's
resistance was palpable - sharing blood with a suspected witch? The Imperial Fist's face was
amask of cold disapproval. The Black Templar had to be ordered to participate. But when
the ritual completed... the strength of it surprised even me."

Allows asmall smile.

"The daemon attacked that night. Tried to possess our Imperial Fist brother first - probably
thought his discipline would make him the perfect host. Instead, the blood bond flared. Our
shared strength rejected it instantly. The creature'srage... I've never heard anything like it.
The Grey Knight's banishment ritual worked perfectly on its weakened form."

Sets completed bone carving in place.

"Afterward, things changed. Oh, they still didn't trust me - not completely. But the Black
Templar stopped his constant prayers. The Dark Angel would actually face me during
briefings. The Imperia Fist even asked questions about our chapter's other rituals - purely for
tactical assessment, he claimed.”

Touches the bone carving thoughtfully.



"The Grey Knight's parting words stuck with me: "Your chapter walks a narrow path between
power and corruption. But today you proved it's atrue path in the Emperor's service.' He
requested full documentation of our ritual practices - properly sanctioned and approved, of
course. The bone I'm carving? It's from that daemon's physical form. A reminder that trust,
like any worthy victory, must be earned in blood and battle.”



ORDO XENOS | NTELLI GENCE BRI EF

SUBJECT: Bl ood Wl ves Chapter Performance Analysis in
Deat hwat ch Servi ce

Classification: VERM LLION

Aut hor: I nquisitor Darius Vex

Date: 998. vl

EXECUTI VE SUMVARY:

Despite initial concerns regarding their high concentration
of psykers and unorthodox practices, Blood Wl ves depl oynents
i n Deat hwatch service have denonstrated renmarkabl e

ef fectiveness. Their unique capabilities provide specialized
tactical options that conplenent standard kill-team
oper ati ons.

TACTI CAL ASSESSMENT:
Det ecti on Capabilities

- War beasts denonstrate unparalleled ability to track
genesteal ers through void stations

- Enhanced sense abilities prove especially effective agai nst
chanel eoni ¢ xenos speci es

- Conbi ned psychi c/ bi ol ogi cal detection nethods bypass many
xenos stealth technol ogi es

- Particularly effective at identifying Yu vath artifacts and
simlar corrupting xenos technol ogy

Stealth Operations

- Psychic masking abilities enhance kill-teaminfiltration
capabilities

- War beasts provide advance warni ng of counter-anbush
attenpts

- Denonstrated success in elimnating Genesteal er Patriarchs
- Effective void-ship boarding action specialists

| nt egration Chall enges

- Initial resistance fromother chapters' representatives

- Concerns about psychic practices require careful nanagenent
- War beasts necessitate nodified transport protocols

- Blood ritual practices generate theological debate

I ntegration period averages 47% | onger than standard

Not abl e Successes

- 89% m ssion success rate once integration is achieved
- 73%reduction in casualties during stealth-critical
oper ati ons



- 92% effectiveness rating in genesteal er-rel ated m ssions
- Multiple comendations for void station operations

Rl SK ASSESSMENT:

Key | ssues:

- Potential psychic interference with other specialists

- Theol ogical tensions with nore orthodox chapters

- Logistical conplications regardi ng war beast depl oynent
Security protocols for blood ritual practices

Mtlgatl ng Factors:

- Rigorous self-nonitoring through Chaplain oversight

- Denonstrated willingness to nodify practices when required
- Exceptional results justify operational adjustnents

Strong record of resistance to xenos corruption

DEPLOYMENT RECOMMVENDATI ONS:

q)tl mal M ssion Types:

Genestealer cult infiltration
- Void station purges
- Stealth-critical operations
- Xenos artifact recovery

Shi p boardi ng actions

Squad Conposi tion Qi del i nes:

- Limit to one Bl ood Wl ves nmenber per kill-team

- Pair with experienced Deat hwat ch veterans

Include null-field generators in standard equi pnent
Ensure Chapl ain oversight for |onger deploynents

STRATEQ C VALUE:

The Bl ood Wl ves' uni que capabilities provide tactical

opti ons unavail abl e through other neans. Their effectiveness
agai nst certain xenos threats outwei ghs the |ogistical
chal l enges of their deploynent. Particular value noted in:

- Detection of hidden xenos threats
- Tracking capabilities in void environnents
- Stealth operation enhancenent
- Specialized hunting techniques
- Anti-genesteal er operations

RECOMVENDATI ONS:

- Conti nue Bl ood Wl ves recruitnment into Deat hwatch



- Standardi ze integration protocols

- Devel op specific tactical doctrines |everaging their unique
abilities

- Maintain current oversight neasures

- Docunent successful operational patterns

THOUGHT FOR THE DAY: "The alien fears not our weapons but our
vigilance."

[ Document bears Inquisitorial seals and authentication codes]
[Multiple sections marked with contai nnment runes]
[ Appended: Detailed m ssion | ogs and conmendati on recor ds]



Stories; Recruitment and Indoctrination

The First Test

They brought the boy to us during the harvest of Thanatos I11. Barely four years old, but
already his eyes held something different - a hint of the predator within. The war beasts
sensed it too. While most children cower from their presence, this one met their gaze without
flinching.

The first test is always the same - we leave them alone in a chamber with a single war beast.
Most children either break down in terror or try to hide. This one did neither. For six hours,
he sat in perfect stillness, matching the war beast's vigil. When | returned, both boy and beast
were in the exact same positions, evaluating each other.

"He has the blood of hunters,” the beast handler reported. "Cygnus hasn't broken eye contact
once."

We named him Marcus Shadowmane that day, foretelling his destiny as a hunter in darkness.
Now, twenty years later, he servesin the Third Company, and Cygnus still hunts at his side.
Some bonds are forged before the first drop of blood is shared.

Blood and Bone

Remember, young ones, the tale of Brother Corvus. We found him among the ice warriors of
Varsavia, already blooded in battle at age six. But it wasn't his combat prowess that caught
our attention - it was his hands.

While other children carved wood or shaped metal, he worked exclusively in bone. When we
found him, he was surrounded by intricate bone carvings - each one telling a story of hunts
and battles. The war beasts approached him with unusual deference, recognizing the respect
he showed to fallen predators.

During histesting, he never once reached for a weapon. Instead, he took the bones of histrial
beasts and began carving them, right there in the combat chamber. Through his work, he
showed us not just what happened, but what would happen. His carvings predicted the
outcomes of histrials before they occurred.

Now he serves as both warrior and artificer, his bone-carved talismans sought after by battle-
brothers across all companies. Each carving, they say, carries afragment of prophecy. The
future, like the past, is written in blood and bone.

The Silent Hunter

The underhive breeds a special kind of survivor. We found him in the depths of Hive Primus,
surrounded by the bodies of three adult gangers. The boy couldn't have been more than five
yearsold.

The war beasts were agitated in his presence - not with hostility, but recognition. When the
Chaplain approached, the air grew thick with psychic potential. Without speaking aword, he
had manifested a crude form of psychic defense.

His silence persisted through al testing. Even when the needles went in for genetic
sampling, he made no sound. Only his eyes showed his pain, and even that he mastered



quickly.

We named him Helios VVoidwhisper, and passed him directly to the Chaplains for training.
Some say he still hasn't spoken a single word, but his psychic abilities speak volumesin
battle. The silence of his mind, they say, is louder than any war cry.

The Pack's Choice

Sometimes it's not us who choose the recruits - it's the war beasts themselves. During a
routine screening on Mordia, our beasts broke protocol for the first time in decades. Three of
them separated from their handlers simultaneously, all heading for the same hab-block.

We found a pair of twinsin the basement, hiding from the local authorities. Both showed
psychic potential, but that's not what had drawn the beasts. It was their bond. Even at age
four, they had developed a primitive version of our blood-bond, sharing thoughts and
strength between them.

The beasts refused to leave their side. For three days, they stood guard while we conducted
the necessary tests. Both boys tested positive for gene-seed compatibility - amiraclein itself
for twins. More importantly, their pre-existing bond suggested exceptional potential for our
chapter'srituals.

We named them Castor and Pollux Soulbound. They serve in the First Company now, their
natural bond enhanced by our rituals into something unprecedented. The war beasts still
favor them above all others. Some say the beasts knew, even then, that these two would help
redefine what our blood-bonds could achieve.

TheVoid's Calling

Not all our recruits come from worlds. The void itself sometimes offers up candidates. We
found him drifting in a damaged escape pod - a child no more than five, surrounded by the
wreckage of what we later learned was a Chaos-corrupted merchant vessel.

The pod's logs showed he had been drifting for three weeks, far longer than its life support
should have lasted. Yet he was not only alive but completely lucid. The war beasts
approached his pod with unusual caution, sensing something different about his survival.

During hisfirst blood test, we discovered how he had survived. The boy had unconsciously
developed aform of psychic hibernation, slowing his body's functions to preserve air and
nutrients. More remarkably, he had somehow extended thisfield to purify the pod's corrupted
air recyclers.

We named him Void Dreaming, and his recruitment began immediately. Even now, his
powers are uniquely suited to void warfare. They say he can sense shipping routes through
the warp and predict optimal ambush pointsin space. The void may have tried to claim him,
but it marked him as one of our greatest hunters instead.

Price of Potentia

Let thisrecord stand as both warning and remembrance. During the recruitment sweep of
Hive Tartarus, we discovered a boy with the highest psychic potential we'd ever measured.
The war beasts were drawn to him like moths to flame, and our initial tests suggested perfect
gene-seed compatibility.



But there was a darknessin him - not corruption, but a deep-seated rage that no amount of
training seemed to quell. For three years we worked with him, trying to install the control
and discipline our chapter demands. His power grew exponentially, but his restraint did not
match it.

The warning signs were there. The war beasts grew increasingly agitated in his presence.
Other initiates reported disturbing dreams when near him. Even the Chaplains began to feel
the pressure of his unchecked power.

| executed him myself when the final signs appeared. Even as my blade fell, | grieved for the
great warrior he might have become. But our chapter's strength lies not in raw power, but in
the wisdom to control it. His gene-seed was burnt, his name struck from the records. Let his
story remind us that potential without control is merely another path to damnation.



ADEPTUS MECHANI CUS

DI PLOVATI C ASSESSMENT REPORT 2749-
Xi

Re: Bl ood Wl ves Chapter - Technical Conpliance Anal ysis
+++By the authority of Fabricator-General Lucius Vex+++
+++Mars Desi gnation: Potential Tech-Deviation+++
+++Cl ear ance: Magos- Level +++

PRELI M NARY ASSESSMENT:

The Bl ood Wl ves Chapt er denonstrates concerning deviations
from standard Omi ssi ah-approved techni cal protocols while
maintaining limted strategic value to the Mechani cus.

AREAS OF TECH- DEVI ATI ON:

Bl ood- Enhancenent Protocol s:

- Non-standard gene-seed nodi fications
- Unaut horized bi ol ogi cal enhancenent of war-beasts
- Integration of psychic resonance in nechanical systens
- Blood-ritual influence on machine spirits
Devi ati on from approved conbat drug formul ations

EqU|annt Modi fications:

Unaut hori zed stealth system adaptati ons

- Non-conpliant psychic shielding

| rregul ar mai ntenance rituals

Unort hodox nmachine spirit placation

Integration of tribal elenments in sacred mechani snms

Forge Practices:

- Bl ood-infusion in weapon crafting

- Psychic attunenent of equi pnent

- Deviation from standard STC protocols

- Tribal influences in sacred forge rites
Unaut hori zed nodi fication of holy nmechani sns

HERETICAL | NDI CATORS:

- Forge Master denonstrates concerning i ndependence
- Non-standard interface with machine spirits

- Unaut hori zed bi ol ogi cal experinentation

- lrregul ar mai nt enance cerenoni es

- Limted conpliance with Mars-approved protocols



M Tl GATI NG FACTORS:

- Maintain effective void ship operation
- Protect vital forge worlds
- Share limted xenotech data
- Elimnate tech-heretic threats
Support Mechani cus operations when required

STRATEGI C VALUE ASSESSMENT:

Current Benefits:

- Protection of vital supply lines
- Elimnation of tech-heretics

- Recovery of archeotech

- Defense of forge worlds
Intelligence on xenos technol ogy

Potenti al R sks:

- Spread of non-conpliant practices

- Corruption of sacred protocols

- Influence on other chapters

- Deviation from Machine God's w ||
Potential future tech-heresy

CC]\IT Al NVENT PROTOCCLS:

Current | nplenentation:

- Limted technical support

- Restricted access to advanced technol ogy
- Regul ar conpliance nonitoring

- Controlled resource allocation

- Surveillance of forge practices

Recommended Additi ons:

- Enhanced nonitoring of nodifications
- Regul ar ritual conpliance checks

- Restriction of biological experinents
- Limted access to new STC patterns

| ncreased tech-priest oversight

DI PLOVATI C RECOMVENDATI ONS:
Current Approach:

- Maintain mniml necessary relations
- Limt technical know edge sharing



- Monitor for further deviation
- Prepare contingency neasures
- Docunent all nodifications

Fut ure Consi derati ons:

- Gradual reduction in support

- I ncreased oversight requirenents

- Stricter conpliance enforcenent

- Limted forge world access
Control | ed technol ogi cal exchange

BI NARY CANT ADDENDUM

[ Encrypt ed data suggests preparation for potential future
sanctions while nmaintaining current strategic benefits]

CONCLUSI ON:

Wil e the Bl ood Wl ves Chapter currently serves the
Omissiah's interests, their deviations fromsacred protocols
cannot be ignored. Reconmend mai ntaining mninmal necessary
relations while preparing for potential future corrective
nmeasur es.

LOG STI CAL NOTATI ON:

- Continue mniml supply arrangenents
- Mounitor all technical nodifications
- Docunent ritual deviations
- Prepare sanction protocols
Mai ntain strategic benefits
By the will of the Omissiah,
Magos Bi ol ogi s Septi nus Theta-?
+++Thought for the Day: The proper function of nmachinery is
t he hi ghest form of worship+++

[ Docunment bears Mechani cus seals and binary authentication
codes]



Stories: Training Blunders

The Emperor's Mercy

Brother-Sergeant Theron had been supervising bone-carving lessons for over two centuries.
He'd seen every possible mistake an initiate could make with the ritual blades - or so he
thought. This particular class had shown promise, especially young Marcus who had steady
hands during combat training.

"Steady hands make steady strikes, young one," Theron instructed, watching Marcus attempt
to carve a hunting scene into a particularly dense thigh bone. The initiate's concentration was
admirable, his tongue sticking out slightly as he focused on the detailed work.

Then came the dlip. Theritual blade, crafted to be unnecessarily sharp as alesson in respect
for tools, opened Marcus's finger like parchment. The war beast Fenris, who had been dozing
in the corner, immediately raised his head and growled.

"Oh no," Marcus whispered, alook of understanding crossing his face. The three Chaplains
seemed to materialize from the shadows, their war beasts padding silently beside them.

"WEell," Theron sighed, gathering up the half-finished carving, "at least you won't have to
finish this assignment. Though | must say, the hunting scene was quite good - especially
ironic given the circumstances." He studied the carving more closely. "L ook brothers, he
even managed to carve awolf bringing down its prey. Very prophetic.”

The initiate faced his execution with admirable composure, though Theron noted he really
should have kept his hands steadier for that final moment too. L ater, Theron added the
unfinished carving to his collection of "educational examples,” using it to teach future
initiates about both proper carving techniques and the price of losing control.

Target Practice

The training cages echoed with the thunk of throwing knives and occasional nervous
swallowing from the initiates. Chaplain Darius had been running this particular exercise for
three weeks, and the results were... concerning.

"Remember," he instructed, adjusting an initiate's grip for the hundredth time, "when
throwing knives, imagine the target is a heretic's throat." He demonstrated with perfect
accuracy, his blade embedding itself in the small red circle painted on the practice dummy.
"The Emperor guides our blades, but only if we give him something worthy to aim at."

Brother Markus stepped up, alook of intense concentration on his face. His throw went wild,
the knife clattering somewhere in the darkness behind the target. A war beast trotted over to
retrieve it, giving Markus alook that seemed suspicioudly like judgment.

"Brother Markus," Darius asked with exaggerated patience, "what was your target?"
"A heretic's throat, Chaplain!™

"Ah," Darius nodded sagely, "then the Emperor has already blessed us - that heretic must
have been a mutant with histhroat in hisfoot. Or perhaps," he added, examining the deeply
scratched floor where Markus's knife had landed, "you were hunting particularly heretical
flooring. Next!"

Later, in the chaplains meeting, Darius recommended adding "basic understanding of human



anatomy" to the early training protocols. "Though,” he noted, "Brother Markus has given us
an interesting tactical consideration - we never considered attacking heretics viatheir
flooring."

The Psyker's First Lesson

The Psychic Training Chamber was heavily warded, its walls covered in protective runes and
blood-blessed sigils. Arc Chaplain Nightwind had trained hundreds of young psykers over
his centuries of service. This particular batch of initiates showed promise - al five of them
had survived their morning meditation.

"Focus your mind," he instructed the young initiate Cassius, who had been vibrating with
barely contained excitement all morning. The boy's potential was obvious, perhaps too
obvious. Three war beasts paced nervously around the chamber's edges. "Reach out with
your thoughts and-"

The initiate's head exploded with a wet pop, decorating the ceremonial ceiling fresco of the
Emperor with an interesting new color pattern.

The Arc Chaplain sighed, making a note in his book while servitors began their cleanup
routine. "Note to self: 'Reach out with your thoughts needs to be lesson three, not |esson one.
And we really must remember to repaint this ceiling." He glanced at the remaining initiates,
who were looking dlightly green. "Though | must say, young Cassius did demonstrate an
excellent spread pattern. Very symmetrical."

Looking up at the dripping ceiling, he added another note: " Perhaps we should consider
training psykersin rooms with easier-to-clean surfaces. And cheaper artwork." The war
beasts had aready lost interest, returning to their corners - they'd seen this particular lesson
often enough to be bored by it.

The Silent Hunter's Tell

The stealth training chambers were designed to simulate every possible urban combat
environment. Brother-Sergeant Kain had been running infiltration drills for six hours, and
this particular group showed real promise. Especially initiate Vex, who had managed to
evade even the war beasts keen senses.

The exercise was nearly complete. Vex had successfully infiltrated the mock-heretic
stronghold, avoided all detection runes, and was mere meters from histarget. That's when his
stomach decided to unleash a growl so loud it might have qualified as a space marine
chapter's battle cry.

The war beasts, who had been frustrated by their inability to track him, immediately pounced
on his position with what Kain swore were satisfied grins on their faces.

"Brother Vex," the instructor called out, helping the initiate up from under the pile of
enthusiastic war beasts, "excellent demonstration of how not to be stealthy. Though | must
say, aerting the enemy with your stomach is a novel approach. Usually we loseinitiates to
breathing too loudly or nervous sweating. You've given us a new failure mode to document.”

The next day, a new section appeared in the training manual: "Proper Meal Timing for
Stealth Operations,” with Vex's incident noted as "Case Study 1". The war beasts, much to
Vex's embarrassment, continued to check his position during future exercises by listening for
his stomach.



The Blood Bond Blunder

The Blood Ritual Chamber was prepared with its usual solemnity - sacred incense burning,
prayer scrolls hanging from the walls, and a slightly bored-looking war beast trying not to
fall asleep by the door. Chaplain Verus had supervised hundreds of first Blood Bond rituals,
but something told him this one would be memorable.

Two initiates, Brothers Felix and Marcus, stood ready for their first Blood Bond ritual, ritual
knives gleaming in the candlelight. "Remember,” the Chaplain instructed, noting Felix's
slightly too-eager expression, "just asmall cut to share blood. The Emperor's blessings come
through precision, not enthusiasm."

Felix, apparently misunderstanding "small" or perhaps attempting to impress everyone with
his dedication, nearly severed his own hand with a swing that would have made a chain-axe
proud.

"WEell," the Chaplain noted dryly, wiping blood from his ceremonial robes, "technically you
succeeded in sharing blood. With the floor. And the walls. And my robes. And," he added,
glancing up, "somehow the ceiling. The Emperor appreciates enthusiasm, but perhaps we
should start you with ritual chalk drawings instead.”

The war beast had perked up considerably, though whether from the smell of blood or the
entertainment value was unclear. The other initiate, Marcus, was looking at his own ritual
knife with newfound respect.

The incident led to severa changesin the training protocols, including the addition of "Basic
Knife Control" as a prerequisite for Blood Bond rituals, and the helpful reminder that "Blood
Bonds require both participants to remain conscious.” Felix's technique was preserved in
training documentation under "Methods of Blood Sharing: What Not To Do."



URGENT TRANSM SSI ON TO
WARMASTER [ REDACTED]

FROM Chaos Lord Mal akai the Defiler, Crinmson Scythes Warband
RE: UNEXPECTED JO NT ASSAULT BY BLOOD WOLVES AND ELDAR FORCES
PRI ORI TY: CRITI CAL

LOCATI ON: HI VE WORLD TERM NUS |V

My Lord, | wite with grave news. Qur forces have suffered
devastating | osses agai nst an unprecedented al liance between
the Bl ood Wl ves chapter and Craftworld Eldar. Their conbi ned
tactics have proven... disturbingly effective.

The assault began seven days ago. At first, we thought we
faced only the Enperor's |apdogs - the Bl ood Wl ves' strike
cruisers energed fromthe void in typical I|nperial fashion
We prepared for their usual hunting patterns, setting
appropri ate counter-anbushes. That's when everythi ng went
wWr ong.

Their psychic signhatures... they were wong sonehow. Masked,
altered. We realized too |ate that Eldar Warl ocks were
weaving their witch-sight with the Bl ood Wl ves' crude but
powerful abilities. Qur own sorcerers found their powers
reflected back at them tw sted by this unholy conbination of
| rperial and xenos psychic techniques.

The Bl ood Wl ves' war beasts proved especially troubl esone.
Enhanced by sone El dar sorcery, the creatures could snell our
positions through even our best warp-crafted conceal nents.
Their howl s woul d precede precise Eldar Ranger strikes, while
Bl ood Wl ves assault squads used the distraction to cl ose

di st ance.

We |lost three fortified positions on the first day al one.
Their tactics were flaw ess - Eldar precision paired with
Space Marine savagery. The xenos woul d probe our defenses
with ghostly warriors, identifying weak points that the Bl ood
Wl ves woul d then tear open with calculated fury. Qur
casualties nmounted with barely a glinpse of our attackers.

Most disturbing was their effectiveness agai nst our daenon
allies. Sonmehow, the Bl ood Wl ves' blood rituals resonated
with Eldar runes, creating barriers our warp-spawned allies
couldn't penetrate. W |ost an entire daenon | egi on when they
seal ed a mani fest point using this conbined technique. The
screans of banishing still echo in the warp.

The final assault cane yesterday. Eldar Waithbone constructs
energed fromthe webway as Bl ood Wl ves drop pods struck from
orbit. The timng was perfect - each force covering the
other's traditional weaknesses. Their war beasts |ed them
straight to our command bunker, ignoring all our

m sdi recti ons.

| al one escaped, ny lord, and only by sacrificing three
sorcerers to cover ny retreat. The Bl ood Wl ves' Chapl ai ns



seened to anticipate our every warp-touched stratagem while
El dar Farseers countered each nundane tactic. It was if we
fought an eneny that could see every possible future while
hunti ng us through each one.

TACTI CAL ASSESSIVENT:

Bl ood Wl ves' war beasts becone exponentially nore effective
when enhanced by El dar psychic techni ques

Their conbi ned psychic abilities create unprecedented anti -
warp effects

Tradi tional counter-anbush tactics fail against their
conpl ement ary det ecti on met hods

Daenmon support becomes liability rather than asset

RECOMVENDATI ON:

| medi ate withdrawal fromthe sector. This alliance
represents a | evel of cooperation between |Inperial and El dar
forces we are not currently equi pped to counter. Request

rei nforcenent by [ REDACTED] Legion to properly address this
t hreat.

For the Dark Gods' dory,

Lord Mal akai

[ Docunment bears corruption marks and appears partially burnt]
[ Several sections show signs of bl ood spatter]

[ Psychi c parchnment carries lingering aura of fear]



Stories: Smith Tales
TheLiving Metal

The Thunderhawk's machine spirit was dying. Three weeks of void combat had strained it
beyond normal limits, and now it lay in my forge like a wounded beast. Standard prayers and
unguents had failed. Even the tech-priests' rituals showed no effect.

That's when | noticed the pattern in its power fluctuations - not mechanical failure, but
something deeper. The machine spirit wasn't dying; it was evolving. Those weeks of combat
alongside our psychically-active brothers had changed it.

| spent seven days in meditation with the craft, my mind reaching out to its awakening
consciousness. Through our psychic link, | guided its evolution, helping it adapt to the
unique demands of our chapter. The mundane metal became something more - responsive to
psychic resonance, eager to serve its transformed purpose.

Now "Swift Vengeance" flies like no other Thunderhawk in our fleet. They say it can sense
approaching danger before our auspex arrays, anticipating threats through its connection to
our battle-brothers minds. The Mechanicus would call it tech-heresy, but we know better.

Sometimes the machine spirits choose their own path of evolution.

The Blood-Forged Blade

Every Space Marine knows how to maintain their weapons, but few understand what it
meansto truly forge one. Let metell you of the creation of "Widow's Tears', the force sword
now wielded by Captain Umbra Ironbark.

The forging took three weeks. Each day, | would heat the adamantium, fold it, and quench it
in amixture of sacred oils and my own blood. With each fold, | channeled psychic energy
into the metal, binding my intent into its molecular structure. The war beasts sat vigil, their
enhanced senses detecting any flaw in the forging.

Onthefinal day, | called Captain Ironbark to the forge. The ritual required both maker and
wielder to complete the blade's transformation. As we shared blood over the unfinished
weapon, our combined psychic energy caused the metal to resonate at frequencies that made
the servitors malfunction.

The finished blade is unique - darker than normal adamantium, with patternsin its surface
that seem to shift in combat. They say it drinks the blood of its victims, growing sharper with
each life it takes. The Mechanicus representatives refuse to examine it, but its effectivenessis
undeniable.

The Dreadnought's VVoice

Ancient Theron had served our chapter for seven centuries before hisinternment in a
Dreadnought chassis. But something went wrong during the interface initialization. The
machine spirit rejected him, leaving him trapped in ametal shell that wouldn't respond.

Traditional methods failed. The Mechanicus priests had given up, recommending we recycle
the chassis. But | saw something they missed - the machine spirit wasn't rejecting Theron; it
was afraid. The Ancient's psychic imprint was too powerful, too raw.



| spent three months rebuilding the interface, incorporating crystals from our ritual chambers
into the neural links. Each crystal was blessed with the blood of battle-brothers who had
fought alongside Theron, creating afamiliar psychic resonance that the machine spirit could
accept.

When we reactivated the Dreadnought, both Theron and the machine spirit awoke as one.
Now he moves with impossible grace for something so large, the chassis responding to his
thoughts with perfect synchronization. The Mechanicus demanded to study the
maodifications, but some mysteries must remain within our chapter.

The Forge's Guardian

Few know that every forge has its own war beast. Mine is Ember, a scarred veteran who has
watched over my work for two decades. Her presence is not mere tradition - the beasts can
sense flawsin our work that even our most sophisticated tools miss.

During the forging of the Chapter Master's new armor, Ember's warning saved us from
disaster. The ceramite plates had passed every test, every blessing seemed perfect. But she
refused to let me attach them to the power armor frame, growing agitated every time |
approached.

Three days of additional testing revealed the truth - microscopic fractures in the molecular
structure, invisible to normal scanning. Under the stress of psychic enhancement, they would
have shattered catastrophically. The flaw was so subtle that even the Mechanicus priests
missed it.

Now | never complete a project without Ember's approval. The war beasts understand

something about our work that we're still learning - the boundary between machine and spirit
isnot as solid as the Mechanicus believes.

The Silent Symphony

They think our work is like that of any techsmith - prayers, maintenance, repairs. They don't
understand that every piece of equipment in our chapter sings with psychic resonance.
Learning to hear that song, to shape it, is the true art of a Blood Wolves Smith.

| discovered this while repairing our fleet'sVoid Shields. Each generator had its own
frequency, its own spiritual harmony. By adjusting the psychic resonance of each shield, |
could make them work together like instruments in an orchestra. The result was something
the Mechanicus claimed impossible - overlapping shields that actually strengthened each
other.

The technique spread through the fleet. Now our ship formations flow with synchronized
shield harmonics, creating defense patterns that seem to adapt instinctively to attacks. The
M echanicus representatives call it an aberration. We call it the evolution of machine spirit
and psychic potential working in perfect harmony.

The Price of Innovation

Not all experiments succeed. Let this record stand as warning to future Smiths about the
dangers of pushing boundaries too far. The loss of Brother-Smith Thaddeus still weighs
heavily on my conscience.

Hisidea seemed sound - incorporating psychically-reactive crystalsinto our standard power



armor to enhance its stealth capabilities. Initial tests showed promise. The armor responded
to psychic camouflage attempts with unprecedented efficiency, making our battle-brothers
nearly invisible when employing their stealth abilities.

The flaw only appeared in full combat conditions. The crystal matrix began to resonate with
the user's combat emotions, amplifying them beyond control. When we found Thaddeus, his
mind had been overwhelmed by the feedback loop between his battle-fury and the armor’s
enhanced response. The psychic resonance had grown so intense it had begun affecting
nearby battle-brothers as well.

| keep the failed prototype in a sealed vault, along with detailed notes on what went wrong.
Innovation is necessary for our chapter's evolution, but it must be tempered with wisdom and
caution. Some boundaries exist for good reasons.

The lessons learned helped refine our current Stealth Pattern Armor designs, which use much
more stable methods of psychic enhancement. Thaddeus's sacrifice taught us that the path of
innovation must be walked carefully, especially when combining technology with our unique
psychic gifts.



BLOOD ANGELS CHAPTER

| nternal Report: Qperation
Cri nson Brot her hood

From Brother-Sergeant Mephiston, 3rd Conpany, 2nd Tacti cal
Squad

To: Captain Tycho

Classification: Sguad Report - Forward as Deened Appropriate
Honor ed Capt ai n,

| nmust report a nost remarkable encounter during our recent
canpai gn agai nst the Whrd Bearers on Sanctus VII. As you
know, ny squad found itself fighting al ongside the Bl ood
Wl ves Chapter, and | w tnessed sonething that | believe
deserves your attention.

During the assault on the heretics' fortified position, the
cursed whi spers of our genetic burden began to surface. The
presence of Wrd Bearers' corruption and their nock-rituals
to false gods stirred the Red Thirst in nmy battle-brothers.
feared we would | ose ourselves to its savage call

It was then that their Chaplain's assistant, Brother
Wl f cl aw, approached nme with an unexpected proposal. He spoke

of their chapter's blood bond ritual - not as a nere
battl efield pact, but as a neans of sharing burdens. At
first, I was wary, mndful of our own chapter's struggl es

wi th bl ood-ritual. However, what followed was extraordinary.

The ritual itself was unlike our own practices. \Were our

bl ood speaks of Sanguinius's sacrifice and echoes with our
great grief, theirs resonated with a primal strength. They
did not seek to suppress the darkness within, but rather to
acknowl edge and channel it. Wien ny bl ood m xed wth that of
Sergeant Ginfang, | felt not just the famliar burning of
our curse, but also an answering how of controlled savagery.

The effect on our conbi ned squads was remnarkable. Their
ritual sonmehow hel ped stabilize ny battle-brothers' contro
over the Red Thirst. It was as if their mastery over their
own bl ood-rage provided an anchor for our genetic burden. In
turn, they seened to draw strength from our resistance to our
cur se.

The battle that foll owed denonstrated the profound
inplications of this bond. When we struck the Wrd Bearers
lines, we fought with a fury that would have normally risked
awakeni ng the Bl ack Rage. |Instead, we naintained control.
Their war-beasts fought al ongside us, sonehow sensing and
respondi ng to our struggle, helping us direct our rage

preci sely where it was needed.

Sir, | believe this encounter reveals sonething significant
about our own chapter's burden. The Bl ood Wl ves, while



wal ki ng a di fferent path, understand sonething fundanenta
about controlling the darkness within. Their ritual

br ot her hood of fered not suppression of our curse, but a
shared strength in facing it.

| submt this report for your consideration, should simlar
opportunities for cooperation arise in the future.

For Sangui ni us and the Enperor,

Br ot her - Ser geant Mephi st on

Bl ood Angels 3rd Conmpany, 2nd Tactical Squad

Post-Script: Their sergeants have expressed interest in
sharing their ritual practices with our squad | eaders. G ven
what | witnessed, | believe this nerits consideration, should
you deem it appropriate.

[ Sealed with the Bl ood Angel s Chapter synbol and personal
seal of Brother-Sergeant Mephi ston]



Stories: War-Beast Origins

The Beast-Master's Tale

L et me share with you the tale as it was told to me by my own master, in the days before |
entered this sacred sarcophagus. They say our war beasts came from the death world of
Fenris Secundus, where the first of our brothers were recruited. Ancient texts speak of
massive ice wolves that ruled the frozen wastes, creatures that could smell corruptionin a
man's soul. The tribal shamans had formed bonds with these beasts through rituals that
caught our founders attention. Through careful refinement of both their genetics and our
own blood rituals, these creatures were elevated into something greater. While I cannot
verify the truth of these specific details, the resonance of their blood with our own speaks to
ancient connections.



The Chapter Geneticist's Record

The truth of our war beasts lies buried in generations of genetic manipulation. According to
the oldest gene-records in our vaults, the original specimens came from our first recruitment
world. These creatures possessed natural warp-sensitivity, used by the native population as
‘witch-hunters." Our predecessors saw the potential immediately. Through careful application
of our chapter's gene-craft and multiple generations of selective breeding, we enhanced these
traits. The current generation represents the culmination of centuries of refinement, though
certain genetic markers suggest possibilities | dare not record even in these private logs.

The Chaplain'sVersion

The Emperor's hand guides al things, even the creation of our faithful companions. The
sacred texts speak of the first recruiting world, where great shadow-stalking beasts hunted
those touched by the warp. The tribal elders spoke of these creatures as guardians against
dark spirits, but we recognized them as tools of the Emperor's will. Through sacred ritual and
the application of blessed technology, we elevated these creatures to serve His purpose more
directly. Many see our war beasts as mere animals - they do not understand that these are
living weapons forged in both faith and science, their very blood sanctified by generations of
service to the Emperor.

The Chapter Scholar's Analysis

My research into our war beasts' origins has revealed troubling inconsistencies. While their
base genetic structure clearly shows signs of enhancement from natural canid stock, certain
gualities defy standard Imperia genetic science. The neural architecture controlling their
warp-sensitivity bears curious similarities to certain classified specimens | encountered
during my service with the Deathwatch. Our chapter's official explanation of 'natural
evolution' seems designed to prevent deeper questioning. Yet their absolute loyalty and
resistance to corruption suggest whatever their true origin, the Emperor's blessing rests upon
them.

The Tribal Legend

The old ones of the ice tribes tell adifferent tale. They speak of the Shadow Wolves, great
beasts that hunted evil spirits through the endless night. These creatures were not mere
wolves, but the children of Old Night itself, born in the time when reality ran thin and the
stars sang songs of madness. The tribes learned to bond with these creatures not through
dominance but through sharing the burden of their holy duty - protecting humanity from the
things that lurked in the spaces between thoughts. When the Sky Warriors came, they
recognized these creatures as kindred spirits, fellow guardians against the dark. The bond
was immediate and inevitable, blessed by whatever gods or powers watched over that frozen
world. Some say the war beasts chose us, not the other way around.



REPORT TO ARCHON VEXI S THE
SOUL- RENDER

FROM DRACON NYXI S SHADOWNEAVE

RE: FAI LED HARVEST OF MAI DEN WORLD | YANDRI L
PRI ORI TY: URGENT

Most Exal ted Lord,

| wite to explain our... unfortunate w thdrawal from what
shoul d have been a gloriously profitable raid on the Maiden
Wrld Iyandril. Qur initial intelligence proved

catastrophically inconplete, failing to account for both
Bl ood Wl ves Chapter vessels in nearby space and the world's
connection to Craftworld Mynear a.

The raid began perfectly. Qur webway breach caught the
Exodite settlements conpletely unprepared. The first harvests
wer e al ready bei ng processed when everything went w ong.
Those cursed Bl ood Wl ves' war beasts sonehow detected our
presence through our shadow fields. Their enhanced senses
proved i mmune to our best technol ogi cal conceal nent.

More disturbing was their coordination with the Craftworld
forces that arrived shortly after. The non-kei gh beasts woul d
track us while Eldar Rangers provided precision fire support.
Their conbi ned hunting patterns proved... unnervingly
effective. W |ost three entire Reaver squads w thout even
seei ng our attackers.

The Bl ood Wl ves' psychic abilities created further
conplications. Wirking in concert with El dar Warl ocks, they
generated prediction matrices that anticipated our tacti cal
repositioning. Each tine we attenpted to out maneuver them
they were already there. Their war beasts would drive us into
Eldar firing | anes, while their assault squads cut off our
retreat paths.

Most galling was their effect on our Mandrakes. The conbi ned
psychi ¢ awareness of Bl ood Wl ves war beasts and El dar seers
sonmehow negat ed our shadow creatures' natural advantages.
Several of our nost reliable Mandrake assassins sinply...

di sappeared. Their screans in the dark suggested the war
beasts found them quite appeti zing.

The final insult cane during our attenpted wthdrawal. Those
bar bari ¢ Space Marines had sonehow | earned to integrate their
drop pod assault patterns with El dar Webway gates. W found
our escape routes cut off by perfectly tined strikes - Bl ood
Wl ves energi ng from above whil e El dar Aspect Warriors

mat eri alized fromportals bel ow.

Losses:

- Three Reaver squadrons (conplete |o0ss)
- Two Ravager gunshi ps



- Five Mandrake assassins

- Approximately 200 warriors

- Al harvested specinens

- Two personal pleasure slaves (your gift fromlast season -
nmy deepest apol ogi es)

Tacti cal Assessnent:

- Bl ood Wl ves war beasts ignore shadow field technol ogy

- Their psychic abilities enhance El dar precognitive powers
- Conbi ned forces denonstrate unprecedented coordination

- Traditional raiding patterns prove ineffective

- Stealth and speed advant ages negat ed

Most concerning was their efficiency. These were not random
counterattacks but carefully coordinated hunting patterns.
The Bl ood Wl ves' savage strength was gui ded by El dar
precision, while Craftworld sophistication was enhanced by
nmon- kei gh ferocity.

RECOMVENDATI ON:

| mredi ate bl acklisting of Maiden World Iyandril as a raiding
target. The potential gains do not justify | osses agai nst
this unexpectedly effective alliance. Suggest focusing future
operations on | ess well-defended worlds or waiting until

Bl ood Wl ves Chapter vessels | eave the sector.

Addi tional resources will be required to replace our | osses.
| offer ny personal pain garden as partial conpensation for
this failure.

Your Ever-Faithful Servant,

Dracon Nyxis

[ Docunent written on flayed skin]

[Carries lingering scent of fear and agony]

[ Several sections appear to be witten in bl ood]

ADDENDUM

The war beasts appear to have devel oped a taste for Mandrake
fl esh. Reconmend war ni ng ot her Kabal s of this concerning
devel opnent .



Stories. Watchers
The Silent Sisters Tale

Brothers, let me tell you of the Silent Dance - our chapter's first encounter with the Sisters of
Silence. Many thought their presence would cripple our abilities, make our blood rituals
impossible. Instead, they taught us the value of control.

| remember when Sister Primus Valerisfirst arrived aboard the "Fang of Retribution." The
war beasts were agitated, our psykers uncomfortable. Her null aurafelt likeicein our veins.
But watch carefully how she moved - always maintaining just enough distance to monitor
without crippling. It was she who first suggested the ritual chamber modifications we still
use today.

The true test came during the Warp Storm of 845.M41. A daemon attempted to manifest in
the lower decks, counting on the Sisters' presence to weaken our abilities. Instead, Brother
Marcus used their null field like a blade, letting it weaken the daemon while his own powers,
carefully focused, struck the killing blow.

Now we maintain what we call the Silent Dance - close enough for proper monitoring, far
enough for necessary function. The Sisters understand our purpose, as we understand theirs.
When Brother Cassius showed the first signs of instability last cycle, they didn't need to
intervene. He came to them willingly, thanking them for their vigilance even as their
presence confirmed his fate.

Remember this, young ones: their presence is not our curse but our blessing. Every day they
watch and find us pure is another vindication of our methods.

The Machine's Blessing

Pass me that sacred ail, brother, and I'll tell you how we learned to work with our
M echanicus observers. Oh, they were suspicious at first - our blood-forging and psychic
attunement to machine spirits seemed like tech-heresy to their binary minds.

Magos Septimus was the first to truly understand. | found him in the forge late one night,
analyzing the molecular structure of a blood-forged blade. Instead of condemning our
methods, he asked questions. How did the ritual enhance the bonding at the molecular level?
Why did the psychic resonance improve the machine spirit's responses?

Thereal breakthrough came when we allowed him to observe afull blood-forging ritual. As
Brother Thalassar's blood mixed with the cooling adamantium, the Magos's augmetic sensors
detected something remarkable - the metal's crystalline structure was aligning more perfectly
than any standard forging process could achieve.

Since then, we've maintained what we call the Mechanicus Accord. They monitor our work
to ensure we don't stray into tech-heresy, while we demonstrate how our methods enhance
rather than corrupt the Omnissiah's gifts. Some of our finest advances have come from this
cooperation - our war beasts' enhanced sensory arrays, for instance.

Remember, brothers, respect their knowledge as they learn to respect ours. The Omnissiah's
truth can be approached by many paths.



The Inquisitor's Education

Carvesintricate runesinto awolf skull while speaking.

Let metell you of Inquisitor Thrane's first hunt with our chapter. He came aboard with a
retinue of armed guards and psychic blanks, certain he would find corruption in our ranks.
Hisfirst blood ritual observation had him reaching for his bolt pistol - until he saw how the
emperor's light gleamed in every drop of shared blood.

During the Purge of Hive Secundus, we showed him our true purpose. His most sophisticated
detection equipment had failed to locate the cult's heart. But our war beasts led us straight to
it, while our blood-bonded brothers moved through the shadows with lethal precision. When
a daemon manifested, our ritualistic approach banished it more effectively than his standard
protocols.

Now he maintains his watch with understanding rather than suspicion. We invite his
oversight, welcome his scrutiny. Each time his investigation proves our purity, our methods
gain another layer of legitimacy.

Holds up carved skull.

See these runes? They tell his story - from suspicious watcher to educated ally. Not a friend,
never that, but one who understands that sometimes the Emperor's work requires uncommon
methods.

The Navigator's Bond

In the depths of the void, brothers, even those who guide us through the warp's turbulence
must learn to trust our ways. Navigator Primus Helena was skeptical at first - another set of
warp-touched minds aboard her ship made her understandably nervous.

But it was during the Maelstrom Crossing that she learned our true value. As the warp storms
raged, our ritualistic focus actually helped stabilize her connection to the Astronomican. Our
war beasts sensed the approaching turbulence before her instruments could detect it. When a
tear threatened to breach the Gellar Field, our blood-bonded brothers reinforced it with their
combined will.

Now she calls us the Void's Own Guardians. Our rituals are scheduled to complement her
navigation duties, our psychic activities carefully attuned to support rather than interfere with
her work. She's even learned to appreciate the war beasts presence near her navigation
chamber - their instinctive reaction to warp disturbance gives her precious extra seconds to
adjust course.

Gestures at viewport.

Out there in the black, brothers, we al serve the same light. The Navigator guides our
physical path while we guard against the warp's corruption. It's a dance as old as void travel
itself, now enhanced by our chapter's unique gifts.

The Astropath's Understanding

The Astropathic Choir had their own concerns when first assigned to our vessels. Their
training teaches them that psykers must be carefully controlled, bound by rigid protocols.
Our freer use of our gifts seemed dangerous to them.



Watch how they work with us now. During void transit, their choir chambers resonate with
our ritual chambers, each strengthening the other. Their messages travel clearer through the
warp when backed by our focused will. Even our war beasts have proven useful to them,
providing warning when warp storms might disrupt their transmissions.

Young Astropath Keris explained it best after witnessing hisfirst Blood Bond ritual. "Your
bonds don't weaken control,” he said, "they strengthen it. Every ritual reinforces not just
power, but discipline." Now they maintain their watch not with fear but with professional
respect. Some have even requested to study our methods of maintaining psychic control,
though of course we keep our chapter's deeper mysteries to ourselves.

Remember brothers, even those bound to serve the Emperor's will in different ways can
come to understand our path, if we prove our purpose true.



| MPERI AL GUARD AFTER ACTI ON
REPORT

SUBJECT: Nurgl e Daenonic Incursion - Operation Rusted Shield
From Col onel Viktor Thrane, 147th Cadi an Regi nent

To: Segnent um Conmand

Classification: VERMLLION

Date: 997. M1

| NI TI AL SI TUATI ON:

The first signs of Nurgle corruption manifested in Hive
Secundus's |l ower levels. Wthin hours, our positions were
overwhel ned by waves of plague bearers and corrupted
civilians. Standard contai nment protocols proved ineffective
agai nst the sheer volune of daenonic entities.

ENEMY FORCES:

- Estimated 10, 000+ Pl ague Bearers

- 3 Geat Unclean Ones identified

- Countless corrupted civilians

- Nurgle Plague Drones providing air support
- Multiple Daenpon Engi nes

| MPERI AL GUARD DEPLOYMENT:

- 147t h Cadi an Regi nent (approximately 5,000 troops)
- 3 Leman Russ Tank Conpani es
- 2 Artillery Batteries
- Supporting Mechanized Infantry units
PDF Forces (largely ineffective)

I NI TI AL ENGAGEMENT:

The situation was dire. Qur containnment |ines collapsed
within the first six hours. Tank col ums proved ineffective
agai nst the daenon hordes - their corrupted flesh sinply
absorbing or regenerating from heavy weapon inpacts. The air
was thick with contagion, reducing visibility to nmeters and
causi ng wi despread sickness anpbng our troops.

We lost two full conpanies in the first push. The daenons'
regenerative capabilities nmeant even direct hits frombattle
cannons nerely slowed them W rse, each fallen guardsman rose
again as a plague zonmbie, forcing us to split our fire

bet ween approachi ng daenons and our own corrupted dead.

UNEXPECTED SALVATI ON:

At approxi mately 0600 hours local tinme, augur arrays detected
mul ti ple void signatures entering the atnosphere. Initial



fear of eneny reinforcenments turned to guarded relief as we
identified Blood Wlves strike craft. Mst surprising was the
presence of League of Votann vessels noving in coordinated
attack patterns with the Astartes.

The intervention foll owed three distinct phases:

PHASE 1: AERI AL SUPPRESSI ON

- Bl ood Wl ves Thunder hawks engaged Pl ague Drones

- League G yph-chaser squadrons provided covering fire

- Conbined air strikes created corridors through daenon forces
Precision targeting of larger entities

PHASE 2: GROUND ASSAULT

The coordi nati on between forces was renarkabl e:

- Bl ood Wl ves war beasts detected and tracked daenon

mani f est at i ons

- League heavy weapon teans provi ded devastating anti-daenon
firepower

- Astartes assault squads executed precision strikes against
daenon | eaders

- Votann Hearthguard units secured critical infrastructure
Most notabl e was their conbined anti-daenon tactics:

- Bl ood Wl ves Chapl ains perforned purifying rituals

- League forces deployed sone form of ancestral technol ogy
- Conbi ned effect created zones where daenon mani festation
becane i npossi bl e

- War beasts proved especially effective at detecting
attenpts to circunvent these zones

PHASE 3: CONTAI NMVENT

The nost inpressive display cane during contai nment
oper ati ons:

- Bl ood Wl ves psykers identified warp breaches

- League technol ogy seal ed identified weak points

- War beasts patrolled secured zones

- Conbi ned forces established overlapping fields of fire

CASUALTI ES:
| nperi al CGuard:

- 2,341 confirmed KIA

- 897 m ssing

- 1, 233 wounded
42@6veh|cle | osses

Blood Wl ves:



- 7 Astartes |ost
- 3 war beasts killed
- 1 Thunder hawk damaged

League Forces:

- 13 warriors |ost
- 2 heavy weapons platforns destroyed
- Unknown nunber of mechanical units damaged

TACTI CAL OBSERVATI ONS:

Most Effective El enents:

- Bl ood Wl ves war beasts proved invaluable in detecting
daenon mani f est ati ons

- League heavy weapons denonstrated renmarkabl e anti-daenon
capabilities

- Conbi ned voi d-ship operations provided excellent air
superiority

- Coordi nated ground attacks showed high efficiency

- Integrated command structure worked surprisingly well

Not abl e Tacti cs:

- Blood Wl ves would identify targets which League forces
woul d then elimnate

- War beasts gui ded League heavy weapon teans to optina
firing positions

- Conbi ned voi d-shi p squadrons provi ded overl appi hg cover age
- Integrated anti-daenon protocols proved highly effective

STRATEGQ C | MPLI CATI ONS:

Wil e the cooperation between Astartes and abhuman forces
rai ses theol ogi cal questions, their tactical effectiveness
cannot be deni ed. The conbined force achieved in hours what
our reginment could not acconplish in days.

RECOMVENDATI ONS:

Update tactical doctrines regardi ng daenon incursions
Docunent effectiveness of conbi ned operations

Revi ew anti - daenon protocols in |ight of observed tactics

- Consi der requesting simlar support for future daenonic

i ncur si ons

- Maintain flexible coommand structure when such forces arrive

PERSONAL NOTATI ON:

VWhile ny faith in the Enperor remai ns absolute, | cannot deny
the effectiveness of this unusual alliance. The sight of



League heavy weapons depl oyi ng al ongsi de Bl ood Wl ves assaul t
squads will stay with nme until ny dying day. The precision of
their coordination suggested this was not their first joint
oper ati on.

For the Enperor's dory,

Col onel Vi ktor Thrane

147t h Cadi an Regi nent

[ Document bears official Inperial Guard seal s]
[Multiple sections marked with warni ng runes]

[ Several pages show signs of corruption damge]
+++THOUGHT FOR THE DAY: THE EMPEROR PROTECTS+++



Stories: Baiefs and Believers
The Silent Vigil

Chaplain Marcus leans forward, pushing aside his barely-touched meal as hiswar beast
Fenris settles at his feet.

"Brothers, you think you know faith? Let metell you what | witnessed in Hive Mortalis. Pass
that wine first though - my throat's still thick with the incense from that day."

Takes along drink, scanning the gathered faces.

"We were fighting alongside the Sisters of the Sacred Rose - you know the type, all polished
armor and rigid doctrine. Every dawn, without fail, they'd perform thisritua that used to
make my teeth grind. Complete silence, standing like statues, bolt guns crossed over their
hearts. Waste of time, | thought. Emperor knows | told Fenris as much."

Scratches behind his war beast's ears.

"Then came the final battle. Heretics had us backed into their chapel, dozens of the bastards
for each of us. And there they stood - every surviving Sister taking that same formation. But
thistime... this time was different. You could smell it in the air, feel it in your bones. Tears
streaming down their faces, but their hands steady as rocks. Not aword, not awhisper of
prayer. Just that perfect, terrible silence.”

Pauses to take another drink.

"When they finally opened fire... Emperor's blood, brothers. Each bolt round sang with pure
faith. I've seen Titans fall and daemon princes banished, but I've never seen anything like
those Sistersin that moment. The heretics charge - must have been two hundred cultists at
least - broke against them like a wave against a mountain."

L eans back, voice growing quieter.

"Fenris still goes quiet when we pass their shrines. Smart beast knows real faith when he
smellsit. Sometimes the greatest prayers aren't the ones we shout, brothers. Sometimes
they're the ones we keep locked behind our teeth.”

The Blood's Memory

Brother Theron sets down his carving knife, holding up a half-finished bone totem to catch
thelight.

"You know what's in the lowest hold of the 'Fang of Retribution'? Not the gene-seed vault -
lower. Not the weapons caches. Lower till."

Glances around the gathered marines, noting the younger ones leaning in.

"There's achamber down there, brothers. No bigger than this room. Inside, hanging from
ceiling to floor, are the blood-stained bandages of every brother who's fallen in His service.
Every. Single. One."

Resumes carving, each stroke deliberate.

"Our Chapter serfs - Emperor bless their dedication - they tend to those bandages daily. Not
just cleaning and preserving. No, they recite the names. Every name, every deed. Brother
Artemis, who held the breach at Hive Secundus. Brother Thalassar, who died dragging three



initiates to safety on Thanatos V. They speak each name like a prayer.”
Holds up the bone again, showing the names he's carved.

"You want to see real faith? Skip the grand cathedrals. Forget the mighty statues. Go down to
that quiet chamber. Stand there in the dark among the bandages of our fallen brothers. Every
drop of blood tells a story of faith proven in battle. Every stain is atestament.”

Sets the bone down carefully

"I go there sometimes, when my own faith needs strengthening. Just stand there in the
silence. You can feel His presence, brothers. Not like in those gaudy temples they build on
shrine worlds. Down there, among the blood of our brothers... that's where you'll find true
faith."

Picks up hisknife again.

"Now, someone pass the wine. These old hands need steadying if I'm to finish these ritual
marks proper."

The Tech-Priest's Lesson

Smith Malleo Silverfang wipes sacred oil from his hands, the ritual markings on his armor
catching the forge's light.

"You young ones think the Mechanicus are al cold logic and binary, don't you? Here, help
me with this plasma coil while | tell you about old Magos Octavius."

Demonstrates the proper blessing sequence to ayounger brother.

"This was back when we were repairing the void shields on 'Shadow Hunter. Had a Tech-
Priest assigned to work with me - al whirring mechadendrites and clicking vox-casters. But
before each repair, do you know what he'd do?’

Pauses in his work, mimicking the memory.

"He'd press his mechadendrites against the deck plates, every single one of them, and
whisper "The Emperor protects in binary. Click-click-whirr. Over and over. The younger
priests would roll their augmetic eyes - figuratively speaking, of course.”

Chuckles, returning to the plasma coil.

"One day | finally asked him why. You know what he did? Pulled out this ancient data-dlate,
hands shaking so much his mechadendrites were rattling. Showed me a pict-capture from the
Heresy itself - a hull breach that had stopped exactly at his predecessor's blessing mark. Not
amillimeter further.”

Holds up the plasma coil, examining it in the light.

"'The Omnissiah guides our hands," he told me, 'but the Emperor protects the soul in the
machine.' Been blessing my work the same way ever since. The Machine God might teach us
how to repair, but it's the Emperor who keeps the void at bay.”

The Guardsman's Faith

Sergeant Voss pauses between bites of his meal, his scarred hands cradling his cup.

"Emperor's teeth, this reminds me of the rations we found on Thanatos I'V. Middle of awar
zone, we were, hunting some Chaos filth through the ruins. That's when Grimfang - my war



beast at the time - caught an unusual scent.”
Whistles softly at the memory.

"Found this Guardsman, standing watch over his dead squad. Just... standing there. Bolt gun
empty, bayonet broken. By all rights should have fallen back to his lines days ago. But there
he stood, in the rain and mud, clutching thislittle aquila pendant. Thing was worn smooth as
glass from worried thumbs."

Pulls out his own battle-worn aquila.

"'The Emperor will send help,” he kept saying. Not shouting it, mind you. Not like those
preachers you hear in the hab-blocks. Just... stating it. Like it was as certain as gravity. No
grand declarations or mighty oaths. Just pure, smple faith."

Takes along drink.

"We arrived ten minutes later - though from the look in his eyes, he'd known we were
coming all along. That Guardsman survived the war, brothers. Still writes to the chapter
sometimes. Still has that pendant too."

Taps his own aquila thoughtfully.

"Sometimes | think we overcomplicate it, you know? All our rituals and ceremonies.
Sometimes faith isjust standing your ground and knowing, bone-deep, that He won't
abandon you."

The Penitent's Path

Ancient Kalistair's massive Dreadnought frame shifts, servo-motors whining softly as he
addresses the gathered marines

"Your bones are too young to remember the Penitent of Hadrios, but mine... mine remember.
Would you hear of him, brothers? Of faith that had nothing to do with bolters and
battl efields?"

Cooling systems cycle in what might be asigh.

"He was a planetary governor once, if you can believe it. Had a palace that would make a
Cardinal envious. Gold-plated servitors, personal guard of athousand men, finest winesin
the sector. Then one day, he just... walked away from it all."

Ancient weapons systems power down in contemplation.

"Walked straight into the radiation-scarred wastes where the mutant tribes lived. The ones
everyone else pretended didn't exist. No protection, no guards. Just a water purifier and a
copy of the Imperial Creed."

The Dreadnought's massive head turns, regarding each listener.

"Thirty years later, our company found him during a patrol. Flesh ruined by radiation, fingers
twisted into claws. But his eyes... Emperor's blood, his eyes burned brighter than a plasma
core. He'd built clinics out there, taught the mutants to read the Creed, given them purpose.”

Ancient vox-caster crackles with emotion.

"'The Emperor's light shines brightest,” he told me, 'in the darkest places.' Not all faithis
found in battle, brothers. Sometimes it'sin the simple act of serving Hiswill in the quiet
places, where no one else will go."

Servo-motors whir as he straightens.



"They made him a Saint after he died. But | think he found more faith in those radiation-
scarred wastes than in al the gilded temples they built in his name."



ADEPTUS M NI STORUM

CARDI NAL' S ASSESSMENT: BLOOD
WOLVES OPERATI ON

From H s Em nence Cardi nal Augustus Thane

Re: Purge of Hive Mrtarius Cult Infestation

Cl assification: MOST SECRET

+++THOUGHT FOR THE DAY: VI G LANCE IS THE BULWARK OF FAIl TH+++

| feel conpelled to record the events of this nost unsettling
operation. Wile none can deny its tactical success, the
t heol ogi cal inplications warrant careful consideration.

| NI TI AL ASSESSMENT

When first informed of the Blood Wl ves Chapter's inpending
depl oynment, | raised i medi ate concerns regarding their known
devi ations from proper Inperial doctrine. Their blood-sharing
cerenoni es and w despread psychic practices seened perilously
cl ose to heresy. However, the docunentation they provided
bore the seals of nultiple Inquisitorial investigations
confirmng their purity, if not their orthodoxy.

PRELI M NARY ARRANGEMENTS

The Chapter's | eadership showed unexpected sensitivity to our
concerns. Their Chapter Chaplain, Verus Wl fsbane, presented
hinself wth proper deference and agreed to reasonabl e
restrictions:

- Ritual practices confined to Arbites facilities

- No public display of blood cerenonies

- Psychic activities restricted near cathedral districts

- Proper prayers and observances nai ntai ned t hroughout

The Arbites' Marshal Thane vouched for their nethods, citing
numer ous successful joint operations. H s assurances,
conbined with the pressing need to elimnate the cult threat,
led ne to grant conditional approval while maintaining close
observati on.

OPERATI ONAL PROGRESSI ON

Initial Infiltration

Most di sturbing was their Third Conpany's nethodi cal
infiltration of the underhive. Their "war beasts" displayed
an unnatural ability to detect corruption - while rem niscent
of the holy hunting hounds of ancient Terra, their
capabilities exceed what pure breeding could achieve. Captain



Unrbra Ironbark's forces noved |ike shadows through the
depths, their stealth enhanced by powers that, while
presumabl y sancti oned, bear unconfortable simlarity to
certain forbidden arts.

Upper Hive C eansing

The Second Conpany's assault on the upper hive |evels proved
particularly concerning. Wiile their precision in identifying
corrupted nobles was admrable, the sight of their bl ood-
bonded pairs nmoving in perfect synchronization suggested a

| evel of psychol ogical |inking that borders on the

prohi bited. The Arbites assure nme this is standard practice
for the chapter, but | remain disturbed by the inplications.

O particular note was an incident in the Spire of Holy
Cont enpl ati on, where a bl ood-bonded pair detected corruption
in one of our owmn priests. While the priest was indeed
revealed to be cult-tainted, their nmethod of discovery -

t hrough sone form of psychic resonance - raises questions
about their ability to pierce holy sanctuary.

Mai n Assaul t

The depl oynent of First Conpany denonstrated both the

ef fecti veness and the concerning nature of their nethods.
Their coordinated strikes showed adm rabl e precision, but the
sight of their Arc Chaplain Vigil Stormheart |eading his
warriors in what appeared to be a battle-hym of their own
devi sing rather than approved Inperial liturgy was troubling.
That said, their respect for sacred ground was notable - they
took great care to preserve religious artifacts and
architecture even during the heaviest fighting.

Cont ai nnent QOperati ons

The Fourth Conpany's defensive operations proved | ess
concerning froma theol ogi cal standpoint. Their Iron Shield
Br eakers mai nt ai ned proper discipline and showed appropriate
reverence when establishing cordons around sacred sites.
However, their practice of perform ng energency bl ood-sharing
rituals during conbat lulls, while apparently tactically
necessary, required careful nonitoring.

Mobi | e Operations

The Fifth Conpany's rapid response force denonstrated
concerning |l evels of psychological unity. Their ability to
react to threats before they fully mani fested suggests either
ext ensi ve psychic coordination or sonme form of bl ood-enhanced
precognition. Wile undeniably effective, such capabilities
war rant conti nued observati on.



NOTABLE | NCl DENTS OF CONCERN
The Under hi ve Ri tual

During a critical phase of the operation, | w tnessed what
they terned an "energency bl ood bond" between two warriors
whose original battle-brothers had fallen. Wile they assured
me this was a sanctioned practice, the intensity of the
psychi ¢ resonance during the ritual was disturbing. The war
beasts' reaction - a kind of reverent watchful ness -
suggested this was nore than a sinple battlefield expedient.

The Spire C eansing

Their nethods of clearing the noble spires denonstrated
unconfortable efficiency in detecting corruption. Their war
beasts could apparently snell sonmething they called "soul -
taint" even through sealed vault doors. Wiile this proved

i nval uable in rooting out hidden cult nenbers, the

i nplications of such capabilities are troubling.

The Cathedral D strict

Most concerning was an incident in the Cathedral of H's

Di vine Light, where a bl ood-bonded pair detected a cult
shrine hidden beneath the main altar. Wile their revel ation
proved accurate, their ability to sense such corruption

t hrough consecrated ground rai ses questions about the nature
of their powers.

THEOLOG CAL OBSERVATI ONS

Most concerni ng aspects:

- Wdespread psychic abilities even anong regul ar battl e-
br ot hers

- Bl ood-sharing rituals between warriors

- Use of enhanced "war beasts" for detection

- Non-standard chapter organization

- Tribal influences on Inperial ritual

Mtigating factors:

- Absol ute devotion to Enperor's service

- Strict internal nonitoring through Chapl ains

- I nmredi ate execution of corrupted brothers

- Careful control of psychic abilities
Successful containnent of cult threat

TACT | CAL OBSERVATI ONS

| nmust note several practices that, while effective, warrant
continued nonitoring:



- Their conpani es nai ntai ned careful physical separation,
suggesting sonme concern about their own powers

- Their Chapl ains seened nore focused on controlling their
brothers' abilities than providing spiritual guidance

- Their war beasts appeared to serve as sonme form of psychic
resonance detector

- Their blood rituals, while discreet, appeared to create
tenporary psychic |inks between warriors

- Their ability to detect corruption often exceeded that of
sanctified neans

RECOMVENDATI ONS

- Maintain current contai nment protocols

- Continue nonitoring all ritual practices

- Request regul ar theol ogi cal assessnent

- Establish clear operational boundaries
Docunent all deviations for future reference

PERSC]\IAL NOTATI ON

VWiile ny initial horror at their nethods remains, | nust
acknow edge that their results, achieved while naintaining
proper respect for Inperial authority, suggest their

devi ati ons may be necessary adaptations rather than heretical
drift. Their willingness to operate within established
boundari es whil e mai ntaining operational effectiveness
denonstrates an understandi ng of proper |nperial hierarchy

t hat sonmewhat alleviates ny gravest concerns.

However, | strongly reconmmend continued observation and
regul ar assessnent of their practices. Wile effective, such
devi ations from standard doctrine nust be carefully nonitored
| est they lead to nore dangerous innovations. | particularly
recommend i ncreased theol ogi cal oversight of their operations
Wi thin shrine worlds or major cathedral districts.

For the Enperor's dory,

Car di nal Augustus Thane

Hi ve Mortarius

[ Docunment bears official Ecclesiarchal seal s]
[Multiple purity stanps and aut henticati on codes]

[ Append: Detail ed theol ogical assessnents and ritual
observati ons]



Stories. War-Beast Training
The First Bond

Astold by War Beast Handler Theron during evening meal, while carving ritual marksinto a
wolf bone:

"Pass the wine, brothers, and I'll tell you how | met Shadow. You've al seen him hunt -
Emperor knows he's put down enough cultists to fill ahive level - but his early days?
chuckles darkly There's areason they called him the Handler's Bane."

Takes adrink before continuing.

"Three of our finest had tried to bond with him. Brother Markus - you remember him before
he took that heretic's plasmablast - still had the scars across his face. Even Brother-Sergeant
Titus, who'd trained fifteen beasts before, came out looking like he'd wrestled a Khornate
Berserker. The Beast Master was considering putting the beast down - too aggressive, they
said. Too wild."

Holds up the bone he's carving, studying the pattern.

"But | saw something in those eyes. Not defiance, not madness. Waiting. Like he was testing
us, judging if we were worthy. So | did something that had half the Chaplains reaching for
their bolt pistols - went in without armor. No weapons. Just me and a ritual bow! of my own
blood."

Several younger marines lean forward, drawn into the tale.

"The beast approached exactly as you'd expect - hackles raised, muscles coiled to strike. But
then... then he caught the scent of my blood. And brothers, | swear by the Emperor's throne,
in that moment everything changed. Our minds touched, and..."

Pauses, running a finger along hisritual scars.

"Ever merged consciousnesses with an apex predator, brothers? It's like finding a piece of
your soul you never knew was missing. All that fury, that hunting instinct, perfectly aligned
with human intellect. | felt his mind, he felt mine, and we both knew thiswas right. The
Beast Master said he'd never seen abond form so fast.”

Grins as Shadow, lying near the table, raises his head at the memory.

"These days? Well, you've seen us work. No heretic escapes, no traitor can hide. Shadow
doesn't just track them - he predicts them. Sometimes | think he knows they're going to turn
before they do. That's why we always lead the hunts in the lower hive levels."

Holds up hiswine cup.

"To the bond, brothers. May your own be as true. And Markus, if you're wondering - yes, he
still remembers throwing you into that maintenance shaft. I'm pretty sure he's proud of it."

The Pack's Lesson

Recorded by Beast Master Voss during blood-ritual preparation:

Adjusts incense burner while Grimfang lounges nearby, massive head resting on ancient
paws.



"You think you know pride, brothers? Let me tell you about Brother Aurelius - now there'sa
tale of pride's price. Top of hisclassin every trial, master of every combat form. The
Chaplains themselves marked him for handler training. Even though | thought he'd be
perfect.”

Grimfang's ears perk up at the memory, alow rumble of amusement in his throat.

"Strutted into the training cages like he already owned them. You should have seen him -
dataslate full of theoretical handling techniques, talking about 'optimized training protocols
and 'behavioral conditioning." Even had his own modified control runes designed. The other
handlers were taking bets on how long he'd last.”

Pauses to check the ritual blades' sharpness.

"Grimfang here - Emperor bless his cruel sense of humor - just watched him. You know that
look the old beast gets, the one that makes even veteran battle-brothers check their armor
seal s? Just tracked him with those augmented eyes while Aurelius lectured us about proper
beast positioning.”

Several veterans chuckle, knowing what's coming.

"Then came the practical demonstration. Aurelius steps into the training cage, dataslate in
hand, ready to show us how it's done. That's when Grimfang decided to teach the real lesson.
Never seen awar beast move so fast. One moment he's lounging, the next..."

Mimes looking up.

"Took us three hours to get Aurelius down from the rafters. His perfect theoretical
knowledge didn't account for an ancient war beast's ability to predict exactly where you'll
dodge. Or how to use momentum to send a fully armored Space Marine pinwheeling through
the air. The datadate? laughs We found pieces of it three chambers over."

Grimfang rises and pads over, massive head level with the seated marines.

"But here's the thing, brothers - Aurelius learned. Once we got him down, once his pride was
properly shattered, he started over. Spent three weeks just sitting in the beast chambers,
learning their sounds, their moods. No datasl ates, no protocols. Just watching and learning."”

Scratches behind Grimfang's ears, earning a pleased growl

"He's one of our finest handlers now. Still has that M echanicus-precise mind, but tempered
with respect. And Grimfang? Still gives him that look during training sessions. Just to keep
him humble, | think."

Raises hisritual chalice.

"To pride's fall and wisdom'srise, brothers. And to our war beasts, who never fail to teach us
what we need to learn, whether we want to learn it or not."

The Night's Teaching

Marcus sits in the beast chamber's observation post, surrounded by monitoring equipment,
his war beast Nova curled at his feet.

"Brothers, you've al heard the protocols about pup training. The schedules, the routines, the
proper methods for introducing them to void warfare. But let me tell you about Nova here,
and the lesson that rewrote half our training doctrine.”

Adjusts a purity seal on his armor while checking the auspex readings.



"This was back when | was afresh handler, full of certainty about proper sleep cycles and
activity patterns. Had a new pup - this one right here - who wouldn't rest. Three straight
nights of constant pacing. Not just restless movement, but deliberate patterns. Back and
forth, always checking the same vectors, growing more agitated by the hour."

Novallifts her head, cyber-enhanced eyes gleaming in the dim light.

"The other handlers had suggestions, of course. Brother Taurus recommended sedation
protocols. Brother Vex was convinced it was aflaw in the genetic modifications. Even the
Beast Master was concerned. But something felt wrong about drugging her. Call it handler's
intuition, or maybe just stubborn pride."

Taps areadout on the monitoring station.

"Fourth night, | was sitting right here, watching her pace, when the Gellar field monitoring
system caught my eye. The readings were perfect - exactly baseline. Too perfect, you might
say. That's when it hit me. Nova wasn't being restless - she was responding to something our
instruments couldn't detect.”

Several battle-brothers |ean forward, recognizing the implications.

"I caled in one of our Smiths - Brother Arvus, Emperor light his soul - and had him do a
deep scan of the Gellar field. Found a micro-fluctuation that even our most sensitive
instruments barely registered. The kind of thing that usually precedes amajor field failure.
Nova had been sensing it for days.”

Reaches down to run an armored hand along Nova's flank.

"We adjusted the field generators immediately, probably saved the ship from a major warp
incursion. After that? chuckles Well, let's just say our pup training protocols got a significant
revision. Now we use their night behavior as an early warning system. Half the war beastsin
the fleet are on rotating night watches."

Nova stands and stretches, moving to check the chamber's perimeter.

"The Mechanicus representatives weren't too pleased about having to adjust their precious
instruments based on beast behavior. But you can't argue with the results. We haven't had a
single unexpected Gellar field failure on any ship with war beast pupsin training."

Checks his chronometer.

"Speaking of which... Nova's starting her patrol pattern again. Brother Tevus, would you
mind checking the field readings in sector seven? Just to be sure.”

The Silent Hunter's Price

Chaplain Darius performs maintenance on his Crozius while his war beast maintains watch.
The distinctive scars of Dark Eldar weapons mark his armor.

"You complain about Fenris's battle-howls, brothers? Let me tell you about the opposite
concern. This was back when Brother Cassius was still earning his handler's markings. They
assigned him a peculiar beast - one the Biologis had nearly marked for rejection.”

Severa handlers lean forward, recognizing ateaching tale.

"The beast - Specter, we called him - had all the physical markers we look for. Perfect

genetic profile, superior cognitive patterns, excellent response to the modifications. But he
made no sound. No growls, no hunting calls, not even awhimper. Complete vocal silence.
The Biologis claimed it was a flaw in the gene-crafting. Even some of our senior handlers



thought he was defective.”
Pauses to accept aritual chalice from ayounger brother.

"But Cassius... chuckles Well, you know how stubborn he can be. Spent three months
working with the beast. Modified the entire training protocol. Instead of using vocal
commands and responses, he devel oped an entire system of subtle gestures and mental
impulses. The Chaplaincy nearly had him up for review - thought he was dabbling in
forbidden techniques.”

His own war beast growls in remembrance.

"Then came the Dark Eldar raid. You remember it, Brother Corvus - that boarding action on
the 'Emperor's Wisdom.' Their shadow-field technology was making a mockery of our
standard detection methods. Even the auspex arrays were worse than useless.”

Traces afresh scar on his armor.

"That's when we discovered why Specter was silent. The beast hadn't lost his voice - he'd
developed something better. Some kind of psychic hunting sense that required absol ute vocal
control. Could track those xenos witches right through their shadow fields, without making a
sound that could give away his position.”

Several battle-brothers nod in grim appreciation.

"You should have seen it. Specter leading a pack of handlers through the ship's corridors,
taking down Dark Eldar left and right. They never knew what hit them. No sound, no
warning - just death from the shadows. Even their witch-sensors couldn't detect him coming.”

Raises his chalice.

"Now Specter trains other beasts in his hunting method. We've got an entire pack of silent
hunters. Still unnerves the newer battle-brothers - Emperor knows it took me months to get
used to awar beast appearing next to me without a sound. But against certain enemies? That
silence is worth more than al the battle-howls in the Chapter.”

Drains his chalice.

"Remember that, brothers - sometimes what we perceive as aflaw is actually an advantage
we don't yet understand. The Emperor's gifts come in many forms.”

The Old Guard's Choice

Ancient Kalistair's massive form dominates the training chamber, his war-scarred chassis
casting long shadows in the incense-heavy air.

"Even now, brothers, even through these augmetic sensors and layers of adamantium, |
remember the day Alpha chose his successor. The Beast Master had lined up twelve
candidates - veterans all, proven in a hundred fights. Everything was prepared according to
protocol, every ritual observed.”

His servo-motors whir as he shifts position, the sound mixing with the soft padding of war
beast paws in the chamber.

"I was there in my flesh then, overseeing as First Captain. Alphawas my war beast before...
brief burst of static before the Ork Warboss's Mega-K annon necessitated my current form.
Fifteen years together, hunting heretics and xenos across a hundred worlds. He'd sired a
strong lineage of war beasts, and thiswasto be hislast litter before retirement.”

Several of the gathered handlers bow their heads in respect at the mention of the legendary



beast.

"The Beast Master had it all arranged. Combat trials, psychic resonance tests, detailed
bloodline assessments. Then Alpha... mechanica chuckle Alpha decided to rewrite the
program. Ignored every candidate, walked straight through the training cages like they didn't
exist.”

The war beasts in the chamber grow still, asif listening.

"He headed straight for the observation gallery, where the initiates and younger handlers
watched. Straight to a boy who'd barely earned hisfirst service studs. Marcus Valerius.
Hadn't even completed basic handler training. The Beast Master moved to intervene - this
was completely against protocol, completely unprecedented.”

His massive weapon arms shift in what might be amusement.

"But | saw what Alpha saw. That look in the boy's eyes. Not ambition, not pride, not even
awe. Just... recognition. Understanding. That perfect balance of humility and determination
that marks our finest handlers. Alpha sat down in front of him, laid his head on the boy's
knee, and that was that. No ceremony needed.”

Ancient cooling systems cycle heavily.

"The Beast Master was furious, of course. Started quoting protocols and procedures. That's
when Alpha's eldest pup - the one we'd designated as prime successor - broke formation and
joined his sire. Then another. And another. By the day's end, half the litter had chosen
handlers from the initiates, protocol be damned.”

Turns his massive head to observe the current handlers and their beasts.

"Marcus went on to become one of our finest Beast Masters, and his techniques - devel oped
with Alpha's lineage - form the core of our current training doctrine. The beasts knew better
than we did. They always do."

"Remember that, young ones. We can breed them, train them, enhance them with al the
technology at our command. But in the end, it's their choice as much as ours. The bond
works both ways, asit should.”

His weapons power down in a gesture of conclusion.

"Now, | believe some of you have beasts waiting to choose their handlers. Shall we see what
wisdom they show today?"



| NQUI SI TORI AL REPORT KX- 779

| nci dent Record: Fail ed WAar Beast
Acqui sition

Aut hor: Inquisitor Lord Marcus Darius Vex |11

Cl assification: Personal Record

Date: 999. Ml

| nmust record the events of this day, if only to docunent the
i nsufferabl e arrogance of the Bl ood Wl ves Chapter and their
supposedly sacred "traditions.”" My attenpt to acquire one of
their war beasts for proper Inperial study has been net with
both failure and humliation, though I maintain it is they
who shoul d be ashaned.

The prem se was sinple enough. My authority as an I nquisitor
Lord shoul d have superseded their chapter custonms. The Beast
Mast er was obviously politically adept enough not to openly
refuse ny request to participate in their selection ritual,

t hough | noted his barely conceal ed di sdai n.

They brought forth their finest specinen - a nassive beast
they called "Shadow s Grace," supposedly of their purest

bl oodl i ne. The creature's augnented frame and obvi ous genetic
enhancenment spoke to consi derabl e technol ogi cal investnent. |
had al ready prepared detail ed plans for proper I|nperial
research protocols once it was in nmy possession.

The ritual chanber was thick with incense, and their
Chapl ai ns insisted on perform ng various supposedly sacred
rites before the selection could begin. |I endured their
primtive cerenonies, confident in nmy own psychic abilities
and natural authority to ensure the beast's conpliance.

Wen the nonent cane, | stepped forward with proper Inperial
dignity, expecting the beast to recognize nmy superior status
and rightful authority. Instead, the creature... *record
note: anmended after nedical treatnment* ...the creature not

only rejected ne but did so in the nost humliating way
possi bl e.

It was not, | nust stress, an attack. That | could have dealt
with. Instead, the beast quite deliberately turned its back,
lifted its leg, and urinated on ny Inquisitorial robes. The
sound of hastily suppressed |aughter fromthe observing Bl ood
Wl ves did not go unnoti ced.

The Beast Master had the sheer audacity to suggest that this
was, in fact, a clear sign that "the beast had nmade its

choi ce." The Chaplain standing witness comented that it was
"the nost decisive rejection he'd seen in three centuries.”

| hereby recommend a full investigation into the Bl ood
Wl ves' war beast program Their creatures are clearly not
bei ng properly indoctrinated in respect for Inperial



authority. Furthernore, these "selection rituals" should be
pl aced under direct Inquisitorial oversight to prevent future
incidents of this nature.

Addendum The cleaning bill for my robes is attached to this
report. | expect full reinbursenent from Chapter resources.

[ Several paragraphs of protocol citations follow apparently
added after the incident]

Per sonal Note: The Beast Master's comrent that "even our
beasts can snell hubris” was clearly intended as an insult.
This should be noted for future reference.

THOUGHT FOR THE DAY: Authority conmes fromthe Enperor, not
from base creatures.

[ Docunment bears water danage on lower third, with a

di stinctive stain]

[ Appended: C eaning receipt fromMaster Purifier CGuild,
mar ked "Extra Hazardous Material s"]



Stories: Origins

The Magoss Warning

"Pass me that sanctified oil, brother, and I'll tell you why we no longer investigate certain
genetic patternsin our maintenance protocols.” The aged Smith's hands moved steadily over
the plasma injector he was blessing, his movements precise despite the weight of memory.

"Captain Thaddeus - Emperor guide his soul - was one of our most methodical commanders.
Between battles, he spent thirty years analyzing the genetic markersin our combat
enhancement systems, comparing them to recovered fragments of our earliest chapter
records. The similarities he found were... remarkable. The way our bodies adapted to
shadow, the natural affinity for stealth warfare. He even found correlations in how our war
beasts' senses developed over generations.”

The Smith paused, checking the alignment of a delicate component. "The Magos Biologis
seemed interested at first. Octavian was his name - more machine than man, but he
understood the importance of bloodline. Thaddeus presented his findingsin the Biologis's
personal data-sanctum. Had evidence stretching back eighteen generations.”

"That's when everything changed. The Magos's voice turned to grinding metal, his
mechadendrites writhing like angry serpents. 'Some genetic mysteries, he thundered, ‘are
sealed by the Emperor's own command, upon pain of exterminatus.' The temperature
plummeted as null-field generators activated, cutting off all psychic perception. Threekill-
servitors materialized from hidden chambers, their weapons trained on Thaddeus's primary
heart."

"'Consider this your only warning, Captain. The next researcher will be declared
Excommunicate Traitoris, along with any who assisted them." Within a day, every piece of
data was corrupted. Thaddeus's personal cogitator didn't just suffer an accident - it exploded,
taking two chapter serfswith it. His quarters were found bathed in sanctified acid.”

The Smith carefully anointed another component with blessed oil. "They assigned him to
void patrol after that. Spent fifteen years watching empty space. Never spoke about genetics
again. But sometimes, during the blood rituals, you'd catch him studying the patternsin a
way that suggested he knew more than he could say. The Magos's warning was clear - some
questions are best |eft in the Emperor's hands.”

The Lost Archive

Brother Validus traced the ritual scars on his palm while speaking, his voice carrying the
weight of hard-learned wisdom. "The Forge World's data-vaults stretched for kilometers,
brothers. Lucius 1V's archives held genetic records stretching back to the Great Crusade. We
thought we'd found our answer there."

"It started with the combat drugs. You've all used them - the way they interact with our
enhanced physiology, how they boost our natural speed and aggression. | found records
suggesting the recovery patterns matched perfectly with White Scars gene-protocols. Not just
similar - identical, down to the molecular level."

"We assembled ateam - two Smiths, three of our best hunters, even awar beast for detecting
void signatures in the data-stacks. The Mechanicus gave us all the proper authorizations.
Everything was correct, documented, approved.”



"But when we reached the genetic archives..." Validus paused, checking the ritual blades
edges. "The Inquisition was already there. Not just any Inquisitors - men and women in
sealed environmental suits, methodically removing and burning entire data-stacks. Their
leader wore the seal of the Ordo Malleus.”

"The Inquisitor's face was hidden behind a death mask of blackened steel. 'The Emperor's
will remains mysterious, Captain,' she said, while her retinue of gun servitors took aim. "Your
chapter serves Him well. Should you continue this line of inquiry, | have a Grey Knights
strike cruiser in orbit with exterminatus authorization. Test my resolve, if you wish.™

"Three days later, the archive suffered a'containment breach.' Twelve tech-priests who had
assisted us were found mind-wiped, reduced to drooling servitors. The message couldn't
have been clearer.”

TheVanisnhing Trall

The Dreadnought's ancient voice resonated through the maintenance bay, his massive form
casting long shadows. "Even in this metal shell, | remember Arc Chaplain Morvain's
obsession. Decades he spent, gathering fragments of our earliest rituals, comparing them to
First Founding practices. The similarities in our blood ceremonies, the way we channel our
powers..."

"He found patterns - meaningful ones. The way our blood rituals enhanced our abilities
matched certain redacted texts from the First Founding. The psychological architecture of
our battle-meditation showed clear lines of descent. He even discovered correlations between
our war beasts genetic modifications and certain classified protocols.”

"The night before he was to present his findings to the Chapter Council, | was stationed near
his quarters. My sensors detected multiple unauthorized access attempts, but each bore
M echanicus authentication codes. Then came the "plasma conduit failure.™

"The 'plasma conduit failure’ wasn't just destructive - it was precisely targeted. Three chapter
serfs who had hel ped organize the research were atomized. The Mechanicus inspectors
arrived wearing full battle-plate, their weapons humming with barely contained energy. Their
leader's augmetic eyes glowed red as he declared the incident ‘completely normal and
unremarkable.' The implicit threat was clear: pursue this further, and the next accident would
claim more than just research.”

The ancient warrior's cooling systems cycled in what might have been asigh. "Morvain
understood. Took a position training initiates in the old ways. Never spoke of bloodlines
again. But sometimes, during the ritual prayers, you could see him watching the war beasts
with aknowing look. Some secrets, brothers, are kept even from those who bear them.”

The Sealed Vault

"The data-core was beautiful," Malleo's hands moved reverently through the air, describing
its shape. "Ancient tech, pre-dating our chapter's official founding. Found it integrated into
Brother Thalassar's dreadnought chassis during deep maintenance. The machine spirit's
signature... I'd never seen anything likeit."

"Three weeks | spent, communing with its spirit, decoding its mysteries. The genetic markers
it contained... they spoke of our earliest days. The patterns were there, clear as Imperial truth,
showing our true lineage. But before | could complete the final decryption..."

"The tech-priests bore the Draconite Seal - those authorized to declare tech-heresy on sight.



'Focus on maintaining the weapons of today, Smith,’ their leader said, while his combat
servitors deployed in attack formation. 'The next person to access sealed genetic datawill be
declared SilicaAnathema. Your entire forge will be purged with holy fire.' They took the
data-core and left me a citation written in the blood of the last tech-priest who had attempted
similar research.”

The Ritual's Secret

"The joint operation with the Space Wolves seemed perfect,” Veritus intoned, his war beast
Grimfang alert at hisfeet. "Their blood rituals, while different from ours, offered a chance to
compare certain... similarities. | had noticed patterns in how their enhanced senses
manifested, much like our war beasts."

"They were surprisingly cooperative. Their Wolf Priests shared stories of their own blood
rites, and | began to see undeniable parallels. The way their bodies processed combat stimuli,
their natural adaptations to hostile environments..."

"Then the Grey Knights arrived.” The Chaplain's voice grew quiet. "No warning, no
explanation. Just a strike cruiser entering orbit with absolute authority. The Space Wolves
withdrew immediately - they understood something we didn't. All my ritual notes vanished
from their secured storage. Even the blood samples we'd taken for comparison somehow
decomposed instantly."

"The Grey Knights Chaplain didn't speak so much as project pure menace. "Your chapter's
strength liesin its mystery," he said, while his brothers readied their weapons. 'The next
person who investigates these bloodlines will be declared warp-tainted and purged
accordingly.' They didn't just reassign me - they executed three battle-brothers who had
assisted in the research, claiming they detected 'potential corruption.' The message was
written in our own brothers' blood - some secrets are kept with bolt shells and purifying
flames.”
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CHAPTER [ REDACTED] ASSESSMENT
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Classification Level: VERM LLI ON- ALPHA
Aut hor: [ REDACTED BY ORDER OF THE HOLY ORDOS]
Di stribution: [RESTRI CTED TO VERM LLI ON- ALPHA CLEARANCE]

EXECUTI VE SUMVARY

Fol Il owi ng the events of Incident [ REDACTED] and subsequent
reorgani zati on of the Bl ood Wl ves Chapter, inplenented
prot ocol s have achieved desired results. Chapter reduction
and enhanced procedures have significantly decreased the
probability of [ DATA EXPUNGED] .

| MPLEMENTED MEASURES

Organi zati onal Adjustnents

- Force redistribution as per attached docunentation

[ REDACTED]

- Enhanced oversight ratios [ SPECH FI CS EXPUNGED]

- I nplenentati on of new command protocol s enphasi zi ng [ DATA
EXPUNGED]

- Restricted access to certain material as per Protocol
Orega- 7

- Enhanced nonitoring of all [REDACTED] activities

Menory Protocols

Phase One | npl enentati on:

- Coordinated action by Grey Knights Libra

- Selective nmenory nodification of all surviving battle-
br ot hers

- Installation of psychic bl ocks regardi ng [ REDACTED

- Inplenmentation of aversion triggers to specific topics

Phase Two | ntegration:

- Psychic reinforcenent of new nenory patterns

- Renpval of contradictory recollections

- Inplenmentation of redirect protocols when accessing certain
menori es

- Installation of nmental bl ocks verified by [ REDACTED]



Long- Term Stabi |l i zati on:

- Regul ar psychi ¢ mai nt enance by approved personnel
- Periodic reinforcenent of nenory bl ocks

- Monitoring for block degradation

- Swift correction of any nenory bl eed

Condi ti oni ng Protocols

Primary Focus:

- Enhanced devotion to present duties
- Redirection of certain intellectual pursuits
- Integration of [ REDACTED] avoi dance triggers

Ri tual Adj ustnents:

- Modified cerenonies as per attached docunment Phi-781
- Enhanced focus on [ REDACTED]
- Integration of psychically-reinforced behavioral anchors

Psychol ogi cal | npl enentati on:

- Installation of specific cognitive barriers
- Enhancenent of certain |oyalty vectors
- Integration of [DATA EXPUNGED]

EFFECTI VENESS METRI CS

Behavi oral | ndicators

- 94% reduction in restricted inquiries
- Zero unauthorized [ REDACTED] attenpts
- Significant decrease in certain archive access requests
- Enhanced focus on approved activities

Psychi ¢ Assessnent

- Successful integration of nodified nenory patterns
- Strong aversion to [ REDACTED] topics
- Increased self-policing of restricted thoughts

CONTI NU NG MEASURES

Survei |l | ance

- Mai ntai ned observation protocols

- Enhanced nonitoring of specific activities
- Regul ar assessnent of thought patterns

- Scrutiny of all [REDACTED] requests

Acti ve Measures

- Swift response to pattern deviation



- Inmredi ate correction of nmenory bl ock degradation
- Coordinated responses fromrel evant authorities
- Regul ar reinforcenent of psychic barriers

RECOMVENDATI ONS

Current Protocols

- Maintain psychic oversight
- Regul ar nenory bl ock mai nt enance
- Swift response to any bl ock degradati on

Enhanced Measur es

- Increase frequency of nental conpliance checks
- Expand network of psychic nonitors
- Strengthen nenory nodification protocols

Addi ti onal Safeguards

- Regul ar purge of non-conpliant thought patterns
- Enhanced screening of incom ng stinuli
- Increased nonitoring of potential trigger events

THOUGHT FOR THE DAY

Know edge is power. Guard it well.

ADDENDUM

The current protocols have proven highly effective. Reconmend
per manent continuation of all neasures, wth special
attention to mai ntai ning psychic bl ocks and nenory

nodi fications.

[Inquisitorial Seal]

[Multiple sections marked with Verm | lion-|evel deletion
runes]

[ Psychi c wards inscribed on parchnent]

Per sonal Not ati on:

Success is neasured in what is not renenbered. The Enperor
protects through forgetting.



Stories; Void Service
The Night's Meditation

The void changes us all, brothers. Let me tell you of the night cycle when young Brother
Marcus first truly understood this. He had been struggling with his psychic manifestations,
the enclosed spaces of the "Fang of Retribution™ making his powers feel constrained,
unpredictable.

| found him in the observation deck, staring into the void. His war beast, Shadow, sat vigilant
beside him. The beast had been growing increasingly agitated by Marcus's internal turmoil.
When | approached, both marine and beast turned - one set of eyestroubled, the other alert
and wary.

"The ship speaks to me," Marcus said. "Not like a machine spirit should. Like... like the void
itself hasa pulse." He was right, of course. Our vessels are more than mere ships. Through
generations of blood rituals and the psychic imprint of countless brothers, they have become
extensions of our chapter'swill.

| taught him then how to synchronize his breathing with the thrumming of the ship's engines,
how to let his psychic senses expand not outward into the void, but inward into the vessel's
heart. By dawn cycle, both Marcus and Shadow were at peace, having found their place in
the greater rhythm of void-born life.

The Smith's Vigil

The "Shadow Hunter" was wounded today. Not the catastrophic damage that sends mortal
crews into panic, but the kind that only a Smith would notice - microscopic fracturesin the
Gellar Field housings, resonating at frequencies that made the war beasts uneasy.

| spent sixteen hours in communion with the ship's spirit, my blood mixed with sacred oils as
| worked to realign the field matrices. The work required perfect synchronization - one slip
would have exposed the entire ship to raw warp energy. But through the blood bond | share
with the vessel's machine spirit, | could feel exactly where each adjustment was needed.

Young Apprentice Theron watched in fascination as | worked. "The ship," he said, "it's
responding to your psychic signature.” Indeed it was. Our vessels learn to recognize their
caretakers, their machine spirits adapting to resonate with our chapter's unique methods. By
the time | finished, the Gellar Field was humming in perfect harmony with both our own
psychic shielding and the war beasts natural warp resistance.

The Harvest's Call

The Harvest Frigate "Blood's Bounty" brought in a unique crop today. Among the potential
recruits was a void-born child, found drifting in a damaged merchant vessel. The war beasts
were instantly drawn to him - all four of them breaking protocol to circle the boy protectively.

Most interesting was his reaction to the blood trials. When given the ritual blade, he didn't
hesitate. "The ship told me you were coming,” he said. "Its spirit sang to mein the dark." His
psychic potential registered far beyond normal parameters, but with an unusual focus - a
natural affinity for void warfare.



The Chaplains are still debating the implications. A recruit who can commune with machine
spirits even before his transformation? The possibilities are intriguing, assuming he survives
the trials ahead.

TheVoid's Warning

We would have lost the starboard battery today if not for Grimfang's instincts. The war beast
began pacing the corridor outside the battery's main capacitor hours before any mechanical
indicators showed problems. Three technical adepts insisted nothing was wrong, but Smith
Artifex Stormhowl knew better than to ignore awar beast's warning.

When we opened the compartment, we found hairline fractures throughout the main power
conduits - damage that would have caused a catastrophic overload during the next major
engagement. The beast had somehow sensed the change in the power field's resonance long
before our instruments could detect it.

Now we run war beasts through the critical systems sections at regular intervals. Their
enhanced senses, combined with their natural sensitivity to energy fields, have prevented
countless disasters. The Mechani cus representatives protest this "non-standard” approach to
ship maintenance, but they cannot argue with the results.

The Dead Watch

Even in my sacrosanct shell, | maintain my vigil. The "Fang of Retribution" speaksto me
differently now - not through blood or psychic resonance, but through the direct interface of
machine to machine. Yet | still sense what the younger brothers cannot.

Last night cycle, | felt it - a subtle shift in the ship's spirit, adisharmony in its usua rhythm.
The war beasts sensed it too, their howls echoing through the lower decks. Within hours, we
encountered a space hulk emerging from the warp. Thanks to our early warning, the fleet
was prepared.

L et the Mechanicus doubt our methods. We understand our vessels in ways their binary cant
cannot quantify. The bonds we forge with our ships run deeper than mere technology - they
flow through blood, spirit, and the very void itself.



Eccl esi archal Assessnent
Report - Bl ood Wl ves Chapter

ADEPTUS M NI STORUM
DOCTRI NAL ASSESSMENT REPORT

Re: Bl ood Wl ves Chapter Theol ogi cal Eval uation
Aut hor: Cardi nal Thaddeus Rex, Ordo Doctrina Inperialis
Cl assification: RESTRI CTED

PRELI M NARY FI NDI NGS:

The Bl ood Wl ves Chapter presents a conpl ex theol ogi cal case.
While their absolute loyalty to the Enperor is beyond
guestion, their nethods of expressing that devotion diverge
significantly from standard | nperial doctrine.

DOCTRI NAL STRENGIHS:

Vi gi | ance Agai nst Corruption

- Maintain constant watch for signs of taint

- I nmredi ate and deci sive response to suspected corruption

- Multi-layered detection systens including war beasts

- Rigorous self-policing through Chaplain oversight

Wl lingness to execute their own at first sign of corruption

Practical Effectiveness

- Exceptional success rate against heretical cults
- Denonstrated ability to root out hidden corruption
- Mnimal collateral danmage to Inperial infrastructure
- H gh preservation rate of civilian popul ations
Ef fecti ve cooperation with other Inperial organizations

Chapt er Culture

- Strong enphasis on duty and vigil ance

- Clear chain of spiritual authority

- Regul ar ritual observances

- Maintained purity over centuries of service
Strong traditions of self-sacrifice

AREAS OF THEOLOGE CAL CONCERN:
Bl ood Ritual s

- Non-standard ritual practices



Heavy enphasis on bl ood synbolism

Tribal influences on Inperial cerenonies
Conpl ex bl ood-sharing cerenoni es

Ri tual i stic enhancenment practices

Enperor Wrship

Focus on Enperor as genetic father rather than deity
Enphasi s on bl ood |ineage over divine nature
Integration of tribal spiritual practices
Non- st andard prayer formulations

Unusual ritual inplenents

Psychic Practices

Hi gh concentration of psykers

I ntegration of psychic abilities in rituals
Unusual enhancenent protocols

Non- standard traini ng net hods

War beast enhancenent practices

I\/I Tl GATI NG FACTORS:

Practi cal Consi derations

Al'l practices properly sanctioned

Cl ear paper trail for all ritual nodifications
Regul ar I nquisitorial oversight

Denonstrabl e tactical benefits

Strong resistance to corruption

H storical Context

Practices evolved from necessity

Cl ear adaptation to specific m ssion requirenments
Mai nt ai ned effectiveness over centuries

Strong record of loyalty

Consi stent results against corruption

Spl ritual Foundati ons

Absol ute dedication to Enperor's service
Cl ear understandi ng of duty

Strong spiritual discipline

Ef fective anti-corruption nmeasures
Regul ar spiritual oversight

RECC]VI\/ENDATI ONS:

Conti nued Monitoring

Regul ar theol ogi cal assessnent
Docunentation of all ritual practices
oservation of bl ood cerenonies
Assessnent of psychic protocols



- Eval uation of war beast program
Limted Integration

- Maintain operational independence

- Restrict ritual sharing

- Control know edge distribution

- Monitor influence on other forces
Preserve tactical effectiveness

Splrltual Over si ght

- Regul ar chapl ai n eval uati on

- Docunentation of all cerenonies

- Assessnent of prayer practices

- Monitoring of tribal influences
Eval uation of psychic integration

(X]WJLUSICRI

Wil e the Bl ood Wlves' interpretation of Inperial faith

rai ses valid concerns, their practical effectiveness and
proven |oyalty nmake them a val uabl e asset to the | nperium
Their divergent practices, while unusual, appear to
strengthen rather than weaken their resistance to corruption.
Reconmend continued nonitoring but no direct intervention.

For the Enperor's G ory,

Car di nal Thaddeus Rex

Ordo Doctrina Inperialis

[ Docunent bears official seals of the Ecclesiarchy]
[Multiple purity seals and authentication codes]

+++THOUGHT FOR THE DAY: FAI TH IN THE EMPEROR TAKES MANY FORMS+
++



Stories; Brilliant Minds

The Guard'sValor

Veteran Sergeant Theron pauses between bites, his scarred hands wrapping around his
chalice.

"You think the Imperial Guard slow us down, young one? Let me tell you about Colonel
Hassan of the 442nd Cadian. During the Purge of Hive Mortalis, most commanders would
have thrown waves of men at the cultist strongholds. Not Hassan. When we explained our
hunting patterns, he immediately understood.

His artillery crews learned to time their bombardments perfectly with our squad movements -
creating the exact cover we needed, exactly when we needed it. His infantry would set up
perfect anvils for our hammer blows, fixing enemy forcesin place without ever realizing they
were being maneuvered into our kill zones. Most impressively, he taught his Sentinel pilots
to follow our war beasts signals, creating a mobile reserve that could reinforce any position
within minutes.

The true brilliance? He kept detailed records of our joint operations, but never once
mentioned our psychic abilities or blood ritualsin his reports. 'Some truths,' he told me, 'are
best |€eft to those who need to know them.™

The Arbites Understanding

Chaplain Darius shares while hiswar beast lies vigilant at his feet.

"Brothers, the Adeptus Arbites are natural alliesfor us, but only if we respect their methods.
During the Taranus Hive insurgency, Arbitrator Lord Voss taught me this personally. Instead
of dismissing their precinct network as primitive compared to our psychic hunting methods,
we learned to integrate both approaches.

Their precinct forces would establish cordons exactly where our war beasts indicated, but
using their own patrol patterns. They provided us with detailed precinct logs that, combined
with our beasts sensing abilities, let us map the entire cult network. When we struck, their
shock troops would secure outer perimeters while we conducted our internal hunts.

Most importantly, they understood the value of silence. Not just operational security, but the
deeper silence of knowing when not to ask certain questions. To this day, the Taranus
precincts maintain a special vox frequency just for our chapter.”

The Mechanicus Method

Smith Artifex Stormhow! speaks while carefully maintaining hisritual tools.

"You'd think the Mechanicus would reject our methods entirely, wouldn't you? But Magos
Errant Octavius proved different. When we deployed to protect Forge World Lucius IV, he
approached me with fascinating insights about how our blood rituals might actually
strengthen machine spirits rather than offend them.

We developed a hybrid approach - their binary cant ceremonies would establish the base
pattern, while our blood-enhancement rituals would reinforce it. Their skitarii forces learned
to use our war beasts sensing abilities to optimize their targeting algorithms. We even found



ways to incorporate their incense into our ritual components, creating a bridge between both
traditions.

The key was mutual respect - we never tried to access their deeper tech-mysteries, and they
never pressed us about our chapter's inner workings. Even now, Octavius sends us regular
supply shipments with components specifically chosen to accept our enhancements.”

The Sisters Synergy

Arc Chaplain Vigilius speaks quietly, fingering his Rosarius.

"The Adepta Sororitas can be our strongest allies, brothers, but it requires perfect
understanding of their faith. When Sister Superior Helenafirst saw our blood rituals, she
nearly declared us heretics. It was only after we invited her to witness afull ceremony,
complete with al Imperial litanies and sacred observations, that she understood.

During the Cleansing of Shrine World Devotus, her Order of the Sacred Heart devel oped
brilliant combined tactics with us. Their faith-fueled advances would draw enemy attention,
while our hunt-packs would strike from shadows blessed by both their prayers and our
powers. Their Acts of Faith complemented our blood-bonds in ways that surprised even our
Chaplains.

The breakthrough came when we composed joint battle-prayers that honored both their
devotion and our traditions. Now, that Order specifically requests our chapter when they
encounter certain threats. They don't need to understand everything about us - they
understand enough.”

The Knight's Honor

Captain Validus Stonehammer's voice carries across the feast hall.

"House Hawkshroud taught us how to ally with the Knight Houses, brothers. The key?
Respect their traditions while showing them the honor in ours. When we first deployed
alongside them, | made sure to attend their ritual feasts, sharing tales of our huntsin their
formal style. In turn, their Nobles learned to trust our war beasts warnings asif they were
their own auguries.

We devel oped voice codes that their Nobles could use to coordinate with our hunt-packs,
making it seem like their own tactical innovations rather than accommodation of our
methods. Their Sacristans even learned to modify their auspex arrays to better complement
our beasts sensing abilities, though we never revealed exactly how those senses worked.

Most importantly, we honored their martial pride. We never suggested they adapt to us -
instead, we showed them how their existing combat doctrines could weave perfectly with
ours. Now they see us as worthy hunting partners, and there's no higher praise from a Knight
House."



| nqui sitorial After-Action
Repor t

Subj ect: Liberation of Hve Gty [Redacted]
Location: Gothic Sector, [Hi ve Nane C assified]
Aut hor: I nquisitor Severan Karthis, Ordo Hereticus
Classification: Verm|llion C earance

(bj ect i ve:

Li berate H ve City [Redacted] from Chaos forces, dismantle
cul tist networks, and neutralize daenonic incursions while
mai ntai ning the cohesion of allied Inperial forces. Prevent
Craftworld and Dark Eldar frominterfering with inperia
goal s.

Participating Forces:

Bl ood Wl ves Chapt er (Adeptus
Ast art es)

- Role: Infiltration, psychic disruption, and surgical
strikes.

- Detachnent: Captain Validus Stonehamrer, 45 Astartes
including multiple psykers and 10 war beasts.

Mari nes Exenpl ar Chapter (Adeptus
Ast art es)

- Role: Codex-conpliant tactical assaults and defensive
oper ati ons.

- Detachnent: Captain Lucian Praetor, 60 Astartes, including
Tacti cal and Devastator squads.

Order of the Bl oody Rose (Adeptus
Sororitas)

- Role: Purging heretics, spiritual reinforcenent, and heavy

firepower.
- Detachnent: Canoness Valeria Thorn, 75 Battle Sisters,
including Retributors and | mol at ors.

| nperial Guard (84th Theraxi an Siege
Regi nent)

- Role: Bulk firepower, urban containnent, and attritional
war f ar e.
- Strength: 4,500 Guardsnen supported by arnored units



(Chimera transports, Leman Russ tanks).

Exorci sts Chapter (Adeptus Astartes)

- Rol e: Counter-daenoni c operations and warp disruption.
- Detachnent: Chaplain Leonis and a 10-Astartes kill team

Sisters of Silence(Null-Midens)

- Role: Psychic disruption, daenon weakeni ng.
- Detachnent: Sister Superior Arval and 15 Sisters

Pl anet ary Defense Forces(PDF)

- Role: Bulk firepower, urban containnment, and attritional
war f ar e.

- Strength: 15,000 lightly armed personnel supported by
arnored transport units.

| nqui sition (Ordo Hereticus)

- Role: Oversight, coordination, and warp anomaly contai nnent.
- Detachnent: Inquisitor Severan Karthis, 12 Acolytes and an
| nqui sitorial Stormrooper Squad of 30

Phase 1: Initial Reconnal ssance
and Count er - Propaganda

Timeli ne: Day 1-6

Chaos propaganda, orchestrated by the Wrd Bearers,

i mredi ately targeted the Bl ood Wl ves, accusing them of
harboring corruption. The Inquisitor swiftly identified the
t hreat and began counter-propaganda efforts, issuing edicts
t hat enphasi zed the Wl ves' proven |oyalty and highlighting
their record agai nst Chaos. Comm ssars were depl oyed anong
the Inperial Guard to enforce discipline and puni sh any who
spread heretical doubts.

Chaos cults, led by Wrd Bearers and supported by Possessed
Marines, initiated w despread propaganda targeting | nperial
forces. Disinformation accusing the Bl ood Wl ves of
corruption spread rapidly, causing suspicion anong both the
Sororitas and Inperial Guard. These suspicions were inflaned
when residual warp energy lingered in areas cleared by Wl ves
psykers.

The Exorcists opposing the clainms of Bl ood Wl ves corruption,
as well as their effectiveness al so opened themup to

di si nformati on, suggesting them being the ones who summon
denoni c forces.

Craftworld Eldar were reported to attack chaos forces by
Bl ood Wl ves psychi c reconnai ssance. |nquisitor Severan
Karthis and the Bl ood Wl ves agreed on non interference,
forci ng Canoness Val eria Thorn and Captain Lucian Praetor to



rai se severe concerns, going as far as threatening
wi t hdr awal s.

Dark El dar Rai ders were seen attacking chaos and inperi al
forces where weaknesses were displayed, returning with
captured sl aves. Bl ood Wl ves psychi c reconnai ssance was
received by the guard enabling themto prepare for nost of
the assaults. The Sororitas did not accept the information
and tried to counter the raiders with nore conventional means.

The Bl ood Wl ves, |everaging their psykers and war beasts,
successfully identified and elimnated several cult |eaders.
However, their actions were nmet with skepticismdue to their
unconventional rituals, and even sonme Guardsnen began
guestioning their notives.

Exorci sts' Count er neasur es:

The Exorcists actively countered the warp influence, purging
three small breaches and bani shing a group of Bl oodletters.
Their unwavering purity began to restore norale, earning the
respect of both the Guard and Sororitas.

Mari nes Exenpl ar Rol e:

The Marines Exenpl ar reinforced key | ogistical routes,
repel l'i ng Chaos anbushes and ensuring the Guard' s safe
depl oyment into contested zones. Their precision firepower
crushed an attenpted cultist uprising in the md-hive,
stabilizing the front |ines.

PDF Effects:

The PDF proved to be a two-sided sword. Sonme units

col | aborated with chaos forces, feeding themintelligence or
angering eldar forces, while others proved surprisingly
effective support for the Inperial Guard.

| nqui sitorial Efforts:

- Regul arly broadcast nmessages of unity and faith through vox
channel s, condeming the Wrd Bearers' l|lies as desperate acts
of a dooned f oe.

- Depl oyed psykers to detect and neutralize subtle warp-based
mani pul ati ons that fuel ed distrust.

- Conducted public acts of reassurance, such as the execution
of captured cultists, to denonstrate the Inperium s control

- Started evaluating PDF troops' allegiance, using the Bl ood
Wl ves war beasts as well as commissars for reducing their
negati ve infl uence.

Comm ssar Rol e:

- Comm ssars ensured unwavering |loyalty anong the Guard by



reinforcing the narrative of a unified Inperial effort.

- Several Guardsnmen who openly questioned the Wl ves were
summarily executed as an exanple, effectively silencing

di ssent.

- Several Conm ssars assigned to likely loyal PDF units to
keep themin Iine.

| nci dents of Note:

- Accusation Escal ation: Sororitas |eaders openly criticized
the Wl ves, while Captain Praetor of the Exenplars demanded
an Inquisitorial review of the Wlves' actions near the
manuf act or um br each.

- Chaos Mani pul ation Success: Several Inperial Guard officers
del ayed key advances due to fear of daenonic corruption,

all owing Word Bearer forces to reinforce their defenses.

- PDF Friendly Fire: Several PDF units fired on allies and
the non-hostile Craftworld El dar forces, either due to panic
or traitorous allegiance. Miultiple units changed side in the
m ddl e of engagenents.

Results:

- Although initial doubts lingered, norale anong the Guard
stabilized, and runors of corruption dimnished. The
Exorcists' visible presence reinforced faith in the
canpaign's integrity.

- PDF forces were stabilized by Conm ssars or nade their

al | egi ance to the ruinous powers known. Bl ood Wl ves and
Psykers detected small remaining traitor cells while

eval uating troops.

Phase 1 Reacti ons

Bl ood Wl ves (Captain Validus
St onehanmmer) .
Let them question our nethods—they'l|l thank us when the

heretic's screans are silenced. W hunt for the Enperor, not
t hei r approval .

Mari nes Exenpl ar (Captain Lucian
Praetor):
Precision and discipline will carry this war. Let no

GQuardsman falter and no m stake go uncorrected. This
manuf actorumwi Il hold because we wll it so.

Sororitas (Canoness Valeria Thorn):

Fai th does not waver in the presence of doubt. Those who
speak heresy against their allies risk damation al ongsi de
t he eneny.



| nperial Guard (Comm ssar Ralt):

The wolves bite, and the giants stand tall, but it's the
Guard that bleeds to hold the line. Renenber that, and keep
your ai m st eady.

Exorci sts (Chaplain Leonis):

Do not let the lies of Chaos twi st your faith. Trust in the
Enperor's plan, and trust in us to sever their daenonic ties.

Sisters of Silence(Sister Superior
Arval ) :

The air stinks of warp corruption, and yet they question the
necessity of our silence. Let them m sunderstand. W are the
bl ade that severs the foul bond between the warp and reality.

Pl anetary Defense Force (Sergeant Tiral
of the Ashgate Battalion):

W're told to hold the line, but against what? Qur orders are
chaos, and every shadow | ooks like a traitor. W are
soldiers, but we're treated |i ke expendabl e pawns.

| nqui sition (lInquisitor Severan Karthis):

The voice of Chaos is sweet poison. Let it drip into your
m nd, and you are lost. W will silence their whispers before
t hey take root.

Phase 2: Tactical Engagenents and
Active Unity Canpai gn

Timeline: Day 7-13

As Chaos forces intensified their assaults, the Inquisitor
ranped up efforts to unify Inperial forces. This included
direct interventions during nonents of tension between
factions.

Chaos forces intensified their attacks, enploying Possessed
Marines, Hellbrutes, and waves of cultists. Lesser Daenons
mani fested frequently, forcing Inperial forces to adapt

qui ckly.

The propaganda accusing the Bl ood Wl ves of summoning these
daenons continued to spread, causing sone Sororitas squads to
refuse direct coordination with them

Craftworl d El dar forces hel ped spread eneny forces thin,
sonetimes al nost working in tandemw th the Bl ood Wl ves,
using both of their strengths to reduce chaos shrines and



sumoning circles. Inquisitor [ REDACTED] had to spend a | arge
amount of tinme quelling xenos hate anong the forces, delaying
t he continued attack.

Dark El dar Raiders interrupted supply lines and tried to
capture inperial troops, forcing the Inperial Guard to fight
on nultiple fronts, often supported by Bl ood Wl ves strike
teans countering the stealth technol ogi es used.

Bl ood Wl ves' Successes:

- The Wl ves neutralized a Dark Apostle coordinating
sunmmoni ng rituals, destabilizing Chaos | eadership in the
western sector

- Their psykers disrupted two maj or warp nexuses, preventing
t he mani festation of greater daenonic forces.

- War beasts tracked and elimnated cult |eaders attenpting
to flee, ensuring no heretical remants escaped.

Mari nes Exenplar's | npact:

- Led a coordinated assault to recapture the m d-hive
manuf act orum hol ding critical choke points and providing
fire support for advancing Guard units.

- Their Devastators neutralized a corrupted Knight,
preventing a breakthrough in the southern sector.

Exorci sts' Counter-Daenon Operations:

- The Exorcists destroyed two Possessed squads and bani shed a
Heral d of Khorne. Their efforts alleviated nounting pressure
on the Guard and secured critical defensive positions.

- Chaplain Leonis' |eadership inspired allied forces,
particularly the Sororitas, who began prioritizing

col l aboration with the Exorcists.

Sororitas' Role:

The Sororitas Retributors, backed by Inmmol ators, eradicated
heavily fortified cultist enclaves. Their actions cleared the
way for Inperial Guard advances, though they continued to
scrutinize the Bl ood Wl ves' invol venent.

PDF' s Rol e:

The remai ning PDF forces worked well as an addition to the

| rperial Guard by bol stering their nunbers. Further cells and
single traitors were discovered during the fights, reducing
the information | eaked to the eneny, but whol esal e switching
of sides didn't occur.

Propaganda Count er measur es:

- Public Declarations of Unity: The Inquisitor praised each



faction's contributions in vox transm ssions, framng their
conbined efforts as a holy testanent to the Enperor's wll.

- Reinforcing Bl ood Wl ves' Reputation: Specific
commendat i ons were broadcast detailing the Wl ves' successful
elimnation of a Dark Apostle, shifting focus fromtheir
psychic nmethods to their tangible victories.

Comm ssars' Acti ons:

- Positioned anong frontline units, Conm ssars shared stories
of the Exorcists' daenonic bani shments and the Wl ves' daring
infiltration mssions, framng themas heroic acts that saved
countl ess lives.

- Any sol dier caught doubting allied forces faced i nmedi ate
puni shment, ensuring cohesi on under duress.

Resul ts of Counter- Propaganda:

- Sororitas squads began to tolerate the Wl ves' presence
after the Exorcists vouched for their actions, though deep
m strust remai ned.

- The CGuard increasingly viewed all factions as part of a
unified effort, though m nor tensions persisted.

| nci dents of Note:

- Propaganda Effectiveness: Quardsnen hesitated to advance
into zones previously secured by the Wlves, citing fears of

I ingering corruption.

- Possessed Marine Onslaught: A Wrd Bearer warband | ed by
Possessed Marines broke through the southern sector,
resulting in severe GQuard casualties before being repelled by
t he conbined efforts of the Exorcists and Marines Exenpl ar.

Phase 2 Reacti ons

Bl ood Wl ves (Captain Validus
St onehanmmer) .
This Apostle fell easily, but there are nore. H s whispers

carried far, and his mnions still fester. My Wlves wll cut
them fromthe hive's heart.

Mari nes Exenpl ar (Sergeant Thal mar):
Choke points hold when held by Exenplars. W stemthe tide,

and the Enperor's light pushes forward. Stay vigilant,
br ot hers, and hol d!

Sororitas (Canoness Valeria Thorn):

Fire cl eanses the body; faith cleanses the soul. The
Retributors will reduce these heretical nests to ash.



| nperial Guard (Lieutenant Hana):

The daenons fall when the Enperor's angels strike, but we're
t he ones who sweep up the pieces. Keep noving. Keep fighting.
The city's ours to wn.

Exorci sts (Chaplain Leonis):

Where daenons tread, we tread harder. Every warp breach
sealed is another nail in Chaos' coffin. Purity is our
weapon, and it shall not fail.

Sisters of Silence(Sister Superior
Arval):

The whi spers weaken, but only because we are here. Each
psyker we silence is one | ess beacon for the daenmonic to
mani fest. They may curse us, but their |ives depend on our
presence.

Pl anet ary Defense Force (Corporal Verik,
| oyal i st PDF):

The Comm ssar says we're |loyal, but how do you prove |oyalty
when you're fighting al ongsi de beasts and witches? W do our
duty, even if it feels Iike we're fighting for ghosts.

| nqui sition (lInquisitor Severan Karthis):

Doubt |ingers anong our ranks, but no nore. Deeds speak
| ouder than runors. Today, the Wl ves' work and the
Exorcists' fire have shown the Enperor's truth

Phase 3: Final Battle and
Narrative Consolidati on

Ti el i ne: Day 14-20

The Inquisitor played a central role in ensuring cohesion
during the chaotic final assault on the Chaos stronghol d.
Chaos propaganda escal ated, with captured vox channels
broadcasti ng accusations of corruption anong the Wl ves and
ot her Inperial forces. The Inquisitor's rapid response
prevented these efforts fromtaking root. The final battle at
t he Chaos stronghold saw the full mght of Word Bearers
forces unl eashed. The defenses were | ed by G eater Daenons,
i ncludi ng a Keeper of Secrets and a Heral d of Khorne,
supported by Daenpnettes, Bloodletters, and a Hellforged
Defiler.

The drastically reduced availability of ammunition and
repl acenent gear due to the length of the battle and the



anbushes of Dark El dar Raiders led to nore nel ee heavy
engagenents than expected or desired. This increased the
| osses anong the inperial forces further.

Bl ood Wbl ves' Infiltrati on:

The Wl ves penetrated the inner sanctum elimnating a Dark
Apostl e and di srupting a major sunmoning ritual. However,

t heir psykers struggled to contain the warp rift, leading to
the mani festation of the Keeper of Secrets. Despite their
efforts, the Wlves were forced to withdraw under heavy
pressure.

Mari nes Exenplar's Assaul t:

The Exenplars led the main charge, with Captain Praetor
personal ly slaying the Herald of Khorne in single conbat.
Their Tactical squads held the outer perineter, repelling
waves of daenons and cultists to prevent reinforcenents from
overwhel mng allied forces.

Craftword El dar's Support:

Craftworl d El dar forces hel ped defend | nperial Guard supply
lines fromDark El dar Raiders, enabling the forces of the
imperiumto concentrate on the chaos threat. Additionally a
secondary summoni ng nexus was attacked and destroyed to
reduce chaos denon reinforcenents.

Exorci sts' Pivotal Role:

- The Exorcists, alongside Sororitas Cel estians, bani shed the
Keeper of Secrets. Chaplain Leonis delivered the killing bl ow
with his sanctified crozius, ensuring the warp rift was

seal ed.

- Their psychic expertise neutralized |ingering warp
corruption, solidifying the final victory.

Sororitas Coll aborati on:

The Sororitas provided critical firepower, suppressing
Possessed Marines and preventing the Defiler from
overwhelmng allied lines. Their Retributors fornmed a key
defensive line, enabling the Exorcists to engage the Keeper
of Secrets directly.

| nperi al Guard's Final Stand:

Though battered and exhausted, the Guard held their
positions, preventing Chaos reinforcenents from outfl anking
the Astartes. Their sacrifices ensured the canpaign's success.



PDF's Tine To Shi ne:

The remai ni ng PDF forces managed to buy tinme against the
hor des of deanons attacking the backlines of the Inperial
GQuard until the Craftworld El dar managed to destroy the
sunmoni Ng nexus.

| nqui sitorial Efforts During the
Assaul t:

- Personally led battlefield sernons broadcast to all allied
forces, condeming the lies of Chaos and rallying troops with
fiery rhetoric.

- Directly ordered the Sororitas and Exorcists to coll aborate
on key objectives, publicly praising their unity to
denoral i ze the eneny.

Comm ssars' Rol e:

- Stationed with Guard pl atoons, Commi ssars quelled fear and
enforced discipline.

- When a CGuardsman pani cked during a daenoni c surge, the

Comm ssar executed himimedi ately, restoring order and focus
to the line.

Resul ts of Counter-Propaganda:

- Inperial forces maintained noral e despite heavy | osses,
united by the Inquisitor's | eadership and the visible efforts
of key factions, including the Wl ves and Exorci sts.

- Chaos propaganda, though effective early on, failed to
fracture the Inperial war effort during the climactic battle.

Phase 3 Reacti ons

Bl ood Wl ves (Captain Validus
St onehanmer) :

The Apostle's blood stains nmy blade, but the Keeper rose in
his place. W will regroup and strike again—+t will die as
surely as the heretic did.

Mari nes Exenpl ar (Captain Lucian
Praetor):
This Herald thought itself a match for the Enperor's chosen.

It lies broken at ny feet. Hold the outer walls, brothers.
Let not hi ng through!

Sororitas (Canoness Val eria Thorn):



The Retributors will not break, and their fire will not
falter. The Keeper falls today, for we are the Enperor's
j udgnent nade fl esh.

| nperial Guard (Sergeant Malik):

They canme in waves—daenons, possessed freaks, all of it. But
we hel d. Enperor help us, we held. | watched Comm ssar Ralt
shoot a coward and | ead the charge hinself. W are still
al i ve because of him

Exorcists (Chaplain Leonis):

The Keeper is gone, banished by the Enperor's will channel ed
t hrough our bl ades. This hive shall not see another daenon,
not while we stand.

Sisters of Silence(Sister Superior Arval
during the final banishnment):
The Keeper falters in our presence. Its power fades as ours

grows. Do not fear the void we bring—fear the alternative if
we do not act.

Pl anetary Defense Force (Lieutenant
Arlen, PDF survivor of the final battle):

The daenons cane for the backlines, and we held. For all our

doubts and all the blood spilled, we stood tall. Perhaps now
they'|Il see that we are nore than fodder—ae are the Enperor's
shi el d.

| nqui sition (I nquisitor Severan Karthis):

The Word Bearers sought to fracture us with Iies and shadows.
Yet it is they who |lie dead, and it is we who renain.
Renenber this victory and let it inspire the next.

Qut cone:

Hve City [Redacted] was |iberated, with Chaos forces

eradi cated and all warp breaches sealed. The Inquisitor's
count er - pr opaganda canpai gn, supported by the Comm ssars
unconpr om si ng enforcenment, ensured the continued cohesi on of
| nperial forces despite internal tensions and external

di srupti ons.

The Craftworld Eldar's invol venent proved a doubl e- edged
sword. Their precision strikes against Chaos rituals
significantly weakened the Wrd Bearers' summoning efforts,
but their unpredictable autonony and di sdain for human
coordination created friction with Inperial factions. Their
actions, while ultimately beneficial, forced I|nperial



commanders to adapt to their sudden interventions.

Conversely, the Dark El dar exploited the chaos caused by both
the canpaign and their Craftworld kin, |aunching

opportuni stic raids on Inperial and Chaos forces alike. Their
relentless pursuit of slaves and high-value targets forced
severe troop repositioning, stretching Inperial forces thin
and del ayi ng key objectives. Wile the Drukhari eventually
withdrew with their captives, their raids inflicted

consi derabl e disruption on Inperial |ogistics and norale.

Losses:

| nperi al Guard (84th Theraxi an Si ege
Regi nent )

- Initial Strength: 4,500 Guardsnen, 150 arnored vehicl es
(Lenan Russ tanks, Chineras, and artillery pieces).
Final Strength: ~1,800 Guardsmen, 40 operational vehicles.
- Killed in Action: ~2,200 Guardsnen.
- Wounded: ~500 (rnost unfit for imedi ate redepl oynent).
- Captured by Drukhari: ~200 Guardsmen (presuned ensl aved).
100 vehicl es destroyed, including 25 Leman Russ tanks and
60 Chi ner as.

Bl ood Wl ves Chapter (Adeptus
Ast art es)

Initial Strength: 45 Astartes, 10 war beasts.

- Final Strength: 30 Astartes, 4 operational war beasts.
- Killed in Action: 15 Astartes

- War Beasts Killed: 6.

Signi ficant danage to personal wargear.

Nhrlnes Exenpl ar Chapt er (Adept us
Ast art es)

- Initial Strength: 60 Astartes, including Tactical and
Devast at or squads.

- Final Strength: 48 Astartes operational.

- Killed in Action: 12 Astartes.

- Heavy bolters and Devastator squad equipnment lost in
engagenents with Possessed Mari nes.

Order of the Bl oody Rose (Adeptus
Sororitas)

- Initial Strength: 75 Sisters, including Retributors and
| ol at or s

- Final Strength: 50 Sisters, 3 Imol ators operational.

- Killed in Action: 25 Sisters.



- I nmmol ators destroyed: 7.

Exorci sts Chapter (Adeptus Astartes)

- Initial Strength: 10 Astartes (kill team under Chaplain
Leoni s).

- Final Strength: 6 Astartes operational.

- Killed in Action: 4 Astartes.

- Sanctified relics and wargear destroyed during G eater
Daenon engagenents

Sisters of Silence (Null-Midens)

Initial Strength: 15 Sisters.

Final Strength: 10 Sisters operational.

Killed in Action: 5 Sisters.

- Heavy | osses sustained during suppression of nutant psykers
in heavily corrupted zones.

Pl anet ary Defense Force (PDF)

- Initial Strength: 15,6000 personnel, lightly arned and
supported by arnored transport units.

- Final Strength: ~4,000 personnel operational.

- Killed in Action: ~5,500 (including confirmed Chaos

col | aborators).

- Captured by Drukhari: ~1,000 personnel (presuned ensl aved).
- Executed for Treachery: ~1,500 PDF personnel purged by
Conmi ssars or Bl ood Wl ves.

- Turned Traitor: ~3,000 PDF personnel missing in action,
likely turned to chaos.

- Transport | osses: ~70% of the vehicle fleet destroyed or
capt ur ed.

Narrative Sunmmary

The Inperial Guard and PDF bore the brunt of casualties,
reflecting their roles as frontline attritional forces. The
Bl ood Wl ves, Marines Exenplar, and Exorcists suffered
proportionally heavy | osses given their smaller nunbers but
achieved critical objectives that turned the tide of the
canpaign. The Sororitas and Sisters of Silence played pivotal
roles in countering Chaos and warp phenonena but faced
significant attrition in key battles. Despite these | osses,

t he cohesion maintained by the Inquisition ensured ultimte
victory.

Al l'1 ed Concl usi ons

Bl ood Wl ves(Captain Validus
St onehanmer)



The hive is freed, the warp breaches seal ed, and the heretics
silenced—this is victory. Yet, it was achi eved not w thout
strife anong our own. The Sororitas' zeal clouded their
trust, the Exenplars' rigidity slowed their adaptability, and
the PDF's fractures cost us dearly. Still, in the end, our
strength and the Enperor's guidance saw us through. Let this
be a |l esson: unity agai nst Chaos is paranount, even if it
requires pragnmati sm others may di sdain.

Mari nes Exenpl ar (Captai n Luci an
Pr aet or)

Thi s canpai gn denonstrates the triunph of discipline and
adherence to duty. Despite the disorgani zed nethods of sone
allies and the inherent risks of operating al ongside psykers,
t he conbi ned m ght of the Enperor's servants prevail ed. The
Bl ood Wl ves and Exorcists delivered results, though their
reliance on the warp remains troubling. The Guard and
Sororitas stood firm while the PDF' s fragnmentation
underscores the necessity of preenptive oversight. W nust
learn fromthese inperfections to face greater threats with
unshakabl e unity.

Order of the Bl oody Rose (Canoness
Val eri a Thorn)

Victory was cl aimed through the Enperor's will and the
purging flanme. Yet, it was not without difficulty. The
faithl ess anong the PDF were a stain on this canpaign, and
the wolves who flirt with corruption remain suspect.
Nevert hel ess, the Exorcists showed great devotion in their
fight against the daenonic, and the Guard's courage was
evident in their sacrifices. In the end, the hive is

cl eansed, but vigilance nust never waver.

84t h Theraxi an Si ege
Regi ment (Comm ssar Ral t)

The Guard bled to hold the line, as we always do, and our
conrades paid dearly for this victory. The Wl ves hunted
wel |, the Exenplar held, and the Sororitas' fire burned
bright. Even the Exorcists, with their strange ways, fought

I i ke denpbns agai nst the warp. But the fractures anong us—PDF
betrayal, distrust of allies, and xenos interference—rade
this harder than it needed to be. Let this canpaign rem nd
all that we, the Guard, are the Enperor's shield, no matter
t he odds.

Exorci sts Chapter(Chapl ain Leonis)

This hive was saved not by one faction, but by the Enperor's



grace working through many hands. The Guard stood resilient,
the Sororitas burned bright, and even the Wl ves, despite
their nmethods, disrupted the heretics effectively. Qur
sanctity in conbating the warp proved critical, though
lingering doubts fromallies hindered our efforts early on.
Let those who question us see the seal ed breaches and know
that the daenonic can be defeated. The | nperium prevail ed
because we stood united, however tenuous that unity may have
been.

Nul | - Mai dens( Si ster Superior Arval)

Victory cane not without cost, nor w thout m sunderstandi ng.
Where silence was needed, we brought it. Where the warp
sought to spill forth, we closed the rifts. Yet the psyker-
reliant factions remai ned skeptical of our presence, even as
t hey reaped the benefits of our work.

The Guard, steadfast as al ways, showed the value of nortal
resolve. The Sororitas' zeal was a wel cone fire, though their
di strust of others hanpered cohesion. Let this victory serve
as proof: to face the warp, silence is not an option—+t is a
necessity.

Pl anetary Defense Force (Lieutenant
Arl en, Loyalist PDF Commander)

We stood divided, sonme of us swayed by Chaos, others doubted
by those we fought to protect. Yet, in the face of betrayal,
fear, and death, |oyal PDF forces proved their worth. W held
the line alongside the Guard, bled for every inch of ground,
and shielded this hive fromtotal ruin. Let the traitors be a
| esson to us all: vigilance is not just a duty—t is
survival. The Enperor's |ight endures because of those who
refused to falter, no matter the cost.

| nqui sitorial Perspective

The liberation of Hive City [ Redacted] was a hard-fought and
costly victory, but it underscores the Inperiums greatest
strength: its unity in purpose against the forces of Chaos.
Each faction brought their unique strengths to bear—strengths
that, at tinmes, clashed due to ideological differences and

m strust. The Guard's sacrifice, the Wlves' ferocity, the
Exenplar's discipline, the Sororitas' zeal, the Exorcists
purity, and the Silence's suppression of the warp each pl ayed
a vital role. Yet, this canpaign is a rem nder of the
fragility of such alliances. Only through discipline, faith,
and vigilance can the | nperium stand agai nst the encroachi ng
dar kness

Anal ysi s:



Strengt hs of Count erneasures:

- Bl ood Wl ves: Their disruption of Chaos |eadership and
infiltration of key sites proved critical to the canpaign.
- Marines Exenplar: Their disciplined defense and firepower
ensured the stability of the front |ines.

- Exorcists: Their unparalleled ability to conbat daenonic
forces solidified the canpaign's success.

- Sororitas: Their firepower and zeal purged entrenched

cul tist and daenonic threats.

- Inperial Guard: Their resilience and fire support enabl ed
the Astartes to achieve critical objectives.

- Inquisitor and Comm ssars: Counter-propaganda efforts
prevented Chaos fromfully exploiting divisions.

Remai ni ng Weaknesses:

- Persistent Tensions: Wile mtigated, deep ideol ogical

di fferences between the Wl ves and other factions remain a

| ong-term concern.

- Fragile Alliances: The Sororitas and Exenplars' tolerance
of the Wl ves renmai ns tenuous, suggesting further efforts are
required to solidify inter-faction trust.

Recommendat | ons:

- Strengthen Counter-Propaganda Trai ning: Prepare specialized
units to detect and neutralize psychol ogical warfare in
future canpai gns.

- Codify Multi-Faction Operations: Develop formalized
protocols for inter-faction cooperation to reduce ideol ogical
friction.

- Deploy Inquisitors Early: Assign Inquisitorial agents to
over see canpaigns fromthe outset to prevent Chaos propaganda
from gai ning a foothol d.

- Inter-Faction Training: Develop joint protocols to reduce

i deol ogical friction in multi-faction operations.

- Codify Psyker Oversight: Establish stricter safeguards for
t he depl oynent of psychic assets.

Concl usi on:

Despite the Wird Bearers' efforts to fracture I|nperial
forces, the Inquisitor and Conm ssars ensured that the
canpai gn succeeded t hrough deci sive counter-propaganda and
di sci pli ne.

The liberation of Hive City [ Redacted] denonstrates the
I nperium s ability to unite disparate factions under the
Enperor's will, even against the insidious influence of Chaos.

For the Enperor.
[ Seal of the Inquisition]
[ Aut henti cati on Codes Redact ed]



Stories: Civilian Heroes

The Hive Mother's Faith

Sergeant Theron leans back, scarred hands cradling his chalice as Fenris shifts at his feet.

"Brothers, you know how the war beasts are never wrong about people - their senses gifted
by the Emperor Himself. Well, this tale grows more remarkable every time Fenris here
catches the scent of children in the hive. During the Mortarius Purge - yes, that one, where
we found the cult's blood-chapel - we came across something that even the Inquisition's
records couldn't explain.”

"Picture this: thirty floors down in the toxic dark, where even the hardened hive gangs fear to
tread, we found her. A woman, no weapons, no armor, just pure faith and a hab-block full of
children. Some say she was astall as a Space Marine, others that she glowed with the
Emperor'slight - but | was there. She was just a normal woman, which makesit all the more
incredible.”

"When Fenris approached her - and mind you, thiswas right after he'd torn through three
genestealer hybrids - something changed in him. You know how our beasts are, brothers.
Proud. Fierce. But thiswar beast, thiskiller of daemons and heretics, bowed his head to her
like a common hound. The Chaplains still debate what he sensed in her."

Pauses to refill his chalice.

"The children she protected? Some say it was fifty, others a hundred - the stories grow in the
telling. But I'll tell you thistruth: to this day, when we pass through that sector, every war
beast in the chapter growls a greeting. The Inquisition has afile on her now, though they'll
never admit it. They call her the 'Saint of the Underhive' in their sealed records. But to us?
She's just the mother who stared down awar beast and saw not aweapon of the Emperor, but
one of Hisguardians.”

The Merchant's Courage

Brother-Chaplain Darius sets aside his barely-touched food, his voice carrying the weight of
ritual.

You've all heard the tale of the Spice Merchant of Thanatos - though the Administratum
records call it a'routine void incident.' Hal Let me tell you what really happened, asit was
told to me by Brother Artemis, who heard it from the Void-Master himself."

"This merchant, they say his ship was ancient, arelic from before the Age of Apostasy. Some
versions claim it was held together by prayers and determination - and after what he did, I'd
believe it. When the Dark Eldar raiders came, he didn't just vent his cargo. No, brothers, he
calculated the exact dispersal pattern to create what the Mechanicus later called 'a
masterwork of void warfare."

Takes along drink from his chalice.

"The spices? They say it was worth enough to buy a planetary governorship. But here's what
the stories often miss - he'd spent forty years building that wealth, trading from one end of
the sector to the other. Hiswhole life's work, dispersed into the void in less time than it takes
to say aprayer to the Emperor.”



"The refugee ships he saved? The numbers grow with each telling - three ships, five ships, a
whole civilian fleet. But I'll tell you this: every year, on the anniversary of that day, shipsin
that sector report smelling exotic spices through their void-sealed hulls. The Mechanicus
claimsit'simpossible, but we know better. The Emperor's miracles take many forms."

"They say he still sailsthe void trading routes, his ancient vessel somehow always running
true. Some claim his cargo holds are blessed, aways full no matter how many supplies he
givesto those in need. The chapter keeps track of him, though he doesn't know it. We've
turned down several planetary governors requesting his trading rights, claiming 'security
concerns.' Let them wonder about the real reason.”

The Child's Warning

Captain Validus turns the bone-carved talisman in his hands, his voice carrying across the
feast hall.

"The Miracle of Hive Secundus, they call it now - though you won't find that name in any
official record. Everyone tells of how we purged the patriarch's nest, but few know the true
architect of that victory was alittle girl with eyestoo old for her years."

Holds up the talisman, carved with childish figures.

"She couldn't have stood higher than my waist armor, yet she did what an entire network of
Imperial informants couldn't. The war beasts say she smelled of faith and fresh-baked bread -
an odd combination that still makes Grimfang here perk his ears when we pass a bakery.
Some versions claim she glowed with afaint golden light, others that she spoke with the
voice of agrown woman. But | was there."

"Truth is, she was just a child who cared enough about the homeless to notice when they
started disappearing. While everyone else turned away, she kept count. Kept care. When she
tugged on my cloak - and yes, brothers, every initiate asks how she got close enough - she
wasn't just reporting cultists. She handed me a list, written in wobbly child's |etters, of every
person who had vanished."

Traces the carvings on the talisman.

Her father, Emperor bless histerrified soul, nearly fainted when she approached us. The
stories say hetried to offer hislife for hers - though | remember it more as desperate
babbling. But she just patted his hand and kept talking. "The people with too many teeth,’ she
said. 'They don't eat the food | leave anymore. They drink something red instead."

"That list she gave us? Led us straight to the patriarch’s feeding grounds. The Inquisition has
awhole theory about her being an unconscious psyker. The Ecclesiarchy has another about
divine inspiration. But maybe, brothers, just maybe, she was what humanity could be if they
all cared as much as one little girl with aloaf of bread to share.”

The Blind Oracle

Smith Malleo sets down histools with ceremonial precision.

"You want to know why the Forge World defense patterns always leave that one small
mining outpost untouched? Why even the M echanicus doesn't question its autonomy? Let me
tell you about the Woman Who Sees Without Eyes - though that's not what she calls herself.”

"The official report says we received a standard distress call. But every servitor and vox-
operator who heard it swears it came through as pure static that somehow carried words



directly into their minds. When we arrived at that outpost, expecting the usual horror show,
we found something that even our war beasts couldn't quite understand.”

Picks up aritual blade, examining its edge.

"The blind woman - and some say she was blind from birth, others that she sacrificed her
eyesfor her gift - she had convinced five thousand minersto seal themselves in the deepest
shafts. Not through force or fear, mind you. She smply walked into the mining supervisor's
office and stated it as fact. '‘Death comes on silent wings,' she said. 'The deep earth will
shelter us.™

"The Dark Eldar raid that followed? Each telling adds more details. Some say their ships
turned to ash when they tried to approach the mine. Others claim the raiders saw visions of
their own deathsiif they lingered. The truth? They simply found an empty outpost and moved
on, their pride not alowing them to waste time searching."”

"But here's what the stories often miss - when we arrived, she had hot tea waiting. Called
each of us by name, rank, and the secret names our war beasts use for usin their own
language. Even knew which of us preferred honey in our tea. The beasts? They sat at her feet
like pups, these killers of daemons and hunters of heretics, while she told them storiesin
their own growling tongue."

"These days, that outpost never shows up on raid targets. The Dark Eldar avoid it. Even
Chaos forces route around it. The Mechanicus claimsit's due to ‘optimal defensive
positioning.' But we know better. She's still there, brothers, still serving teato any Blood
Wolf who passes by. Still blind, yet seeing more than most ever will."

The Scrivener's Sacrifice

Ancient Kalistair's massive dreadnought frame shifts, servo-motors whining softly as he
settlesinto the telling position.

"Let metell you of true heroism, brothers. Not the kind they sing about in Imperial hymns or
carve on statue bases. Thisisthe tale of Scrivener Third-Class Lucius Venn, whose only
weapons were a quill and his faith in the Emperor's justice.”

The ancient's cooling systems cycle in what might be asigh.

"In my flesh days, before this sacred sarcophagus, | saw many brave acts. But none quite like
this. They say Venn spent twenty years writing hisreportsin triplicate - one copy for his
superiors, one for the archives, and one hidden in a cipher of his own making. Some versions
claim he wrote them in his own blood when the ink ran dry. Others say the papers glowed
faintly in the dark with the Emperor's light. But the truth? The truth was more remarkable."

"He recorded everything. Every missing person. Every strange gathering. Every shipment of
supplies that didn't match its manifest. Twenty years of papers that seemed meaningless
individually but formed a perfect map of corruption when pieced together. And he did it all
while attending the very ceremonies he was documenting, smiling at the very monsters he
was cataloging."

The dreadnought's ancient weapons shift slightly.

"When we finally arrived on Taranus IV, he was waiting. Didn't run, didn't hide. Walked right
up to our Chaplain and handed over a data-slate and twenty years of physical records. 'The
Emperor protects,’ he said, 'but He also observes.' Three hours later, when they came for him
- and they always come, brothers - he was till at his desk, finishing hislast report.”

"Some say he laughed as they took him, others that he recited the names of every person he'd



documented - all from memory. The truly remarkable part? Those records of his? Perfect.

Every name, every date, every location - each one exactly where he said it would be. The

cultists had spent twenty years thinking him a mere bureaucrat, too insignificant to notice.
Never realized he was the most dangerous kind of hero - the kind who takes notes."

Ancient servos whir as the dreadnought's head turns to survey the gathered marines.

"In my memory banks, | still have hisfinal report. Would you like to know what his last
recorded words were? 'Thought for the day: The Emperor's justice requires only that we bear
witness." The Inquisition has an entire school of cipher-breaking named after him now,
though they'll never admit it publicly.”

"So the next time you see an administratum scribe, hunched over their desk in some
forgotten corner of a hive city, remember Lucius Venn. Remember that sometimes the
mightiest weapons in the Emperor's arsenal are a steady hand, a patient heart, and a well-kept
ledger."

The dreadnought falls silent, but the soft hum of its power plant seemsto carry the weight of
centuries of remembrance.



GOVERNOR' S ASSESSMENT: BLOOD
WOLVES CHAPTER

FROM Pl anetary Governor Marcus Val erius, H ve Wrld Taranus
|V

TO Sector Command

RE: Bl ood Wl ves Chapter - CGvilian Interaction Analysis
CLASSI FI CATI ON: Adm ni strative Review

EXECUTI VE SUMVARY:

Fol |l owi ng recent Bl ood Wl ves operations in Taranus |V s
maj or hive cities, | find nmyself conpelled to docunment their
unusual approach to civilian interaction. Unlike typical

Ast artes depl oynents, their nethods denonstrate remarkabl e
subtl ety and consideration for civilian infrastructure and
popul ati on centers.

NOTABLE CHARACTERI STI CS:
Oper ati onal Met hodol ogy:

- Preference for precision strikes over w despread purges
- Extensive use of war beasts for threat detection before
civilian interaction

- Remarkable ability to maintain secrecy during urban
oper ati ons

- Mnimal collateral danage to infrastructure

- Selective enforcenent protocols that preserve civilian
productivity

C vilian Response Patterns:

- Initial fear response notably |lower than with other Astartes
- War beasts appear to have calmng effect on civilian
popul ati ons

- No mass pani c during operations

- Continued productivity in neighboring hab-bl ocks

- Mnimal disruption to tithe collection

Econom c | npact :

- 87% reduction in operational damage conpared to standard
Ast art es depl oynents

- Maintai ned production quotas during active operations

- Preserved critical infrastructure

- Mnimal displacenment of workforce

- Reduced reconstruction costs

SPECI FI C OBSERVATI ONS:



H ve City Operations:
Upper Hi ve

Surgical elimnation of corruption

- Mai ntai ned nobl e house cooperation
Preserved delicate political bal ances
- Mnimal disruption to governance

M d-Hi ve

- Continued industrial production during operations
- Protected vital supply lines

- Maintai ned workforce stability

- Preserved manufacturing capability

Under hi ve

- Selective target elimnation
- Mai ntained stable gang hi erarchi es where benefi ci al
- Protected civilian refugees

Preserved vital infrastructure

RENARKABLE | NCI DENTS:

Manuf actorum Di stri ct:

During pursuit of heretical elenents, Blood Wl ves forces
elimnated the entire cult cell w thout disrupting production
guotas. Factory output actually increased follow ng operation
due to renoval of corrupted el enents.

Mer chant Quarter:

Neutralized Dark Eldar raiding party with mninmal civilian
casual ties. Local nerchants report enhanced trade follow ng
denonstration of effective protection.

Adm ni stratum Sect or:

El i m nated chaos cult while preserving vital records.
Bureaucratic efficiency inproved foll ow ng purge of corrupted
el ement s.

COST- BENEFI T ANALYSI S:

Benefits:

- Maintained tithe coll ection
- Preserved workforce



- Protected infrastructure
- Mnimal reconstruction costs
- Stabl e popul ation centers

Cost s:

- Some civilian witnesses requiring nonitoring
M nor disruption to specific hab-bl ocks
Limted adm nistrative reorgani zati on needed
Sel ective nenory nodification required

- Mnimal infrastructure repair

Rl TUAL AND PSYCHOLOG CAL | MPACT:
Bl ood R tuals

- Local popul ation denonstrates m xed response to observed
cer enoni es

- Upper hive nobility particularly unsettled by bl ood-sharing
practices

- M d-hive workers show i ncreased conpliance after w tnessing
rituals

- Under hi ve popul ation exhibits surprising acceptance

- Sonme civilian witnesses report unsettling dreans after
observi ng cerenoni es

- Local psykers experience hei ghtened anxi ety when bl ood
rituals perfornmed nearby

War - Beast Effects:

- Gvilian populations report strange behavior in donestic
ani mal s precedi ng war beast arrival

- Multiple reports of war beasts "staring through” civilians
| ater revealed as cultists

- Several docunented cases of children approachi ng war beasts
w t hout fear

- Arbites report increased civilian cooperation follow ng war
beast patrols

Chapl ain I nteractions:

- Local priests report unease during joint cerenonies

- Gvilian congregations denonstrate marked increase in
attendance foll owi ng Bl ood Wl ves operations

- Sone witnesses to chaplain rituals require mnor
psychol ogi cal counsel i ng

- Notable increase in Enperor worship fervor after ritua
observati ons

- Several cases of spontaneous confession after exposure to
chapl ai n cerenoni es

CONCERNI NG ELEMENTS:



Ri t ual Exposure:

- 23%of civilian wtnesses require basic psychol ogi cal
screeni ng

- 12%report recurring nightmres involving bl ood synbols

- 7% show unheal t hy fascination with observed cerenonies

- 3% require nenory nodification protocols

- Several cases of unauthorized blood ritual imtation anong
civilian population

Adm ni strati ve Recommendati ons:

| npl enent standard screening for ritual w tnesses
Est abl i sh contai nment protocols for civilian exposure
Enhance Eccl esi archy presence post-operation

- Monitor civilian population for ritual mmecry

- Institute regul ar psychol ogi cal eval uati on of exposed
popul ati ons

RECOMVENDATI ONS:

- Maintain preferential request status for Bl ood Wl ves
i ntervention

- Establish permanent |iaison protocols

- Devel op rapid response procedures

- Enhance coordination with planetary defense forces

- I npl ement supporting adm nistrative protocols

PERSONAL NOTATI ON:

In ny thirty years of planetary governance, | have never

W tnessed Astartes operations that so perfectly bal anced
elimnation of threats with preservation of Inperial assets.
Their consideration for civilian and economc factors while
mai nt ai ni ng conbat effectiveness is remarkabl e.

| RESTRI CTED ADDENDUM

Speci al note nmust be nmade of the "soul-freezing" effect
reported by corrupt officials when subjected to war beast
scrutiny. Several nmenbers of nmy own staff confessed to m nor
heresies sinply after passing Bl ood Wl ves Chaplains in
corridors. Wiile effective for rooting out corruption, this
presents certain adm nistrative chall enges that nust be

del i catel y managed.

The cost of maintaining public order follow ng ritual
exposure is offset by the marked decrease in heretical
activities and increased Inperial |oyalty anong the general
popul ati on. However, | strongly recomrend i npl enentation of
standard contai nment protocols follow ng any substanti al
civilian exposure to Bl ood Wl ves cerenoni es.

AUTHENTI CATI ON: [ Governor's Seal ]



[ Adm ni strative Authorization Codes]

[ Department o Munitorum Verification]

THOUGHT FOR THE DAY: Mercy to the populace is efficiency for
t he | nperium

[ ADDENDUM Resource expenditure reports and danage
assessnments attached]

[ APPENDED: Productivity analysis and tithe projections]
[ NCLUDED: Civilian casualty reports showi ng remarkabl e
restraint]



Warhammer 40k Rules

Chapter Tactics: Blood Bond Warriors

- Units within 6" of another Blood Wolves unit gain +1 to their Leadership
characteristic

- Blood Wolves units that have participated in a Blood Bond ritual (see below) can re-
roll failed morale tests while within 12" of their bonded unit

- Psyker units gain +1 to Psychic tests when within 6" of another Blood Wolves
Psyker unit

Special Rules

Blood Bond Ritual

At the start of the battle, select two Blood Wolves units. These units can perform a
Blood Bond ritual:

- Both units must remain stationary and within 3" of each other

- Neither unit can shoot, charge, or fight this turn

- Once completed, both units gain the "Blood Brothers" special rule for the
remainder of the battle

Blood Brothers

Units with this rule gain the following benefits:

- Can use each other's Leadership characteristic if higher
- +1 to hit rolls in melee combat when within 6" of their bonded unit
- Can heroically intervene up to 6" if their bonded unit is charged

Combat Drugging

Once per battle, at the start of any phase select one Blood Wolves unit, affecting it
until the end of the turn:

- +2 to Strength and Attacks characteristics

- -1 to saving throws

- Must charge the nearest enemy unit if possible

- After using this ability, roll a D6 for each model in the unit at the end of the turn. On
a 1, that model suffers D3 mortal wounds.

Warlord Traits

Pack Alpha

- Friendly Blood Wolves units within 3" can use the Warlord's Leadership
- +1 Attack for friendly units that complete a Blood Bond with the Warlord's unit



Psychic Predator

- +1 to cast and deny psychic powers
- Once per turn, can attempt to manifest one additional psychic power

Hunter's Instinct

- Re-roll failed charge rolls
- +1 to wound rolls against Characters

Stratagems

Pack Hunters (3CP)

Use when a Blood Wolves unit declares a charge. Friendly Blood Wolves units within
6" can also declare a charge against the same target.

Predator's Strike (1 CP)

Use when a Blood Wolves unit fights. If they charged this turn, they gain an
additional attack for each other Blood Wolves unit within 6".

Psychic Bond (2 CP)

Use in your Psychic phase. Select two Blood Wolves Psyker units within 12" of each
other. Both units gain +1 to cast until your next turn.

Pack Instincts (1 CP)

Use when a war-beast unit is selected to fight. Until the end of the phase, each time
a model in this unit makes an attack, an unmodified hit roll of 6 scores an additional
hit

Hunting Pattern Alpha (2 CP)

- Use at the start of your Movement phase

- Select one war-beast unit and one enemy unit within 24"

- Until the end of your turn, add 2 to charge rolls made by the selected war-beast
unit against the selected enemy unit

- The war-beast unit can charge even if it Advanced this turn

Protective Fury (1 CP)

- Use when a BLOOD WOLVES CHAPLAIN within 6" of any war-beast units is
targeted by an attack

- War-beast units can attempt to Heroically Intervene as if they were CHARACTERS
until the end of the turn



- Additionally, those war-beast units gain +2 to their Attacks characteristic until the
end of the turn

Technical Expertise (2 CP)

Use when a SMITH unit repairs a vehicle the repair restores D6 wounds instead of
D3

Captain's Command (1 CP)

Use at start of any phase, selected CAPTAIN unit can use their special rule twice

Chaplain's Blessing (2 CP)

Use before battle, selected ARC CHAPLAIN can perform an additional Blood Bond
ritual

Combined Leadership (4 CP)

Use when a CAPTAIN, SMITH, and ARC CHAPLAIN are within 6" of each other, all
three units gain +1 to all characteristics until end of turn

Shield Breaker Assault (2 CP)

Use when an Iron Shield Breakers unit is selected to shoot, until end of phase,
improve AP of all weapons by 1 and re-roll damage rolls of 1

Blood Claw Fury (1 CP)

- Use when a Blood Claw Assault unit fights
- Unit gains +1 to wound rolls until end of phase
- After the phase ends, roll a D6 for each model; on a 1, it suffers a mortal wound

Combined Assault (2 CP)

Use when either unit is selected to charge, if another BLOOD WOLVES unit is within
6", both units can charge and gain +1 to their charge rolls

Ancient's Fury (1 CP)

Use when a BLOOD WOLVES DREADNOUGHT is selected to fight, until end of
phase, improve AP of its melee weapon by 1 and add 1 to damage rolls

Ancient's Wisdom (2 CP)

- Use at start of your Movement phase
- Select one friendly BLOOD WOLVES DREADNOUGHT
- Until start of your next Movement phase, aura abilities have 6" added to their range



Combat Drug Integration (2 CP)

- Use when a BLOOD WOLVES DREADNOUGHT is selected to fight
- Until end of phase, add 2 to its Strength and Attacks characteristics
- At end of phase, roll D6; on 1, it suffers D3 mortal wounds

Purifying Presence (1 CP):

Use when enemy PSYKER manifests power within 12" of a CHAPLAIN, add 2 to
Deny the Witch test

Ritual Mastery (2 CP):

Use at start of Movement phase, selected CHAPLAIN can perform emergency
Blood Bond ritual

Blessed Guardian (1 CP):

Use when CHAPLAIN is targeted, gain a 4++ invulnerable save until end of phase

Relics

Fang of the Alpha

- Points: 20

- Melee weapon

- +2 Strength, -3 AP, D3 Damage

- Each successful hit allows an additional attack with this weapon

Blood Bond Chalice

- Points: 20

- Once per battle, allows a Blood Bond ritual to be performed without spending a
turn stationary

- Bonded units gain +1 to their Blood Brothers benefits

Wolf's Eye Amulet

- Points: 25

- An ancient crystal amulet that enhances psychic perception

- Bearer gains +1 to Psychic tests

- Once per battle, can re-roll a failed Deny the Witch test

- Enemy PSYKER units must subtract 1 from their Psychic tests when targeting the
bearer

Tome of the Shadow Hunt

- Points: 30



- A book containing the chapter's most effective hunting strategies
- Bearer re-roll advance and charge rolls

- Bearer gains +1 to wound against CHARACTERS

- Enemy units cannot fire Overwatch at bearer's unit

Shroud of the Pack

- Points: 45

- A psychically-attuned cloak woven with ritual-blessed threads
- Bearer gains -1 to hit from ranged attacks

- Bearer gains 5+++ Feel No Pain against mortal wounds

- Psychic powers targeting bearer suffer -2 to casting roll

Fang of the Void

- Points: 30

- A master-crafted force sword imbued with anti-warp energies

- Melee weapon profile: Strength: +2, AP: -3, Damage: D3

- PSYKER bearer can add 1 to Psychic tests

- Each wound roll of 6+ deals 1 mortal wound in addition to normal damage
- Re-roll failed wound rolls against PSYKER units

The Crimson Path

- Points: 35

- A set of archaic divination tools used by the chapter's first seers

- Once per battle round, can re-roll one Psychic test

- When manifesting Blood Wolves powers, extend range by 6"

- Enemy PSYKERS must subtract 1 from Deny the Witch tests against bearer

Hunter's Crown

- Points: 40

- An ancient neural interface that enhances predatory instincts

- Bearer gains 6" Heroic Intervention range

- Bearer can declare charges against units not visible to bearer

- When charging, add 1 to Strength and Attacks characteristics of the bearer

The Soul-Marked Blade

- Points: 45

- A force sword whose blade bears the crystallized blood of a thousand warriors
- Melee weapon

- +2 Strength, -3 AP, D3 Damage

- Each successful wound transfers 1 wound from bearer to target unit

- PSYKER bearer can cast one additional power per turn

Mantle of the Beast Master

- Points: 35



- A cloak made from the hide of an ancient alpha war beast
- WAR BEAST units within 6" re-roll failed hit rolls

- 4++ invulnerable save against melee attacks

- Enemy units within 3" suffer -1 Leadership

The Void's Echo

- Points: 30

- A crystal resonator that amplifies psychic energies

- Bearer increase range of all aura abilities by 3"

- Bearer adds 1 to Deny the Witch tests

- Once per battle, bearer can attempt to manifest a power even after failing a
Psychic test

Blood-Forged Shield

- Points: 40

- A combat shield strengthened by countless blood rituals

- Bearer gains: 3++ invulnerable save

- When performing Blood Bond ritual, bonded unit also gains 5++ save
- Bearer reduces damage from mortal wounds by 1 (minimum 1)

The Pack Master's Horn

- Points: 25

- An ancient signaling device that resonates with both marines and war beasts
- Add 2" to charge rolls for friendly units within 6"

- WAR BEAST units within 12" can use bearer's Leadership

- Once per battle, can allow one unit to charge even if it fell back

Bones of the First Hunt

- Points: 30

- A set of ceremonial bone talismans from the chapter's founding

- Re-roll failed morale tests for friendly units within 6" of the bearer

- Bearer gains +1 to wound rolls against CHARACTERS

- Bearer gains 5+++ Feel No Pain against mortal wounds in melee combat

The Shadow's Heart

- Points: 45

- A dark crystal that pulses with psychic energy

- PSYKER only

- Bearer adds 1 to Psychic tests

- Bearer generates one additional warp charge point per turn
- Enemy units cannot fire Overwatch at bearer's unit

Psychic Powers

Blood Wolves psykers can generate from the following disciplines, with none



CHARACTERS having the WC 2 points higher:

Blood Bond Powers

Blood Echo (WC 6/WC 8)

- Target BLOOD WOLVES PSYKER can use the sensor array of any blood-bonded
unit within 18"

- Affected units count as having line of sight to any unit visible to their bonded unit
- Lasts until your next Shooting phase

Crimson Link (WC 7/WC 9)

- Select two BLOOD WOLVES units within 12" that have performed Blood Bond ritual
- Lasts until your next Shooting phase

- Units share Feel No Pain saves if either unit has one

- Wounds can be allocated between both units

- Both units count as a single unit for aura ability purposes

Blood Cloud (WC 6/WC 8)

- Select one BLOOD WOLVES unit within 12"

- Lasts until your next Shooting phase

- -1 to hit rolls against this unit

- Unit counts as being in cover

- If unit has performed Blood Bond ritual, improve cover save by additional -1

Blood Link (WC 5/WC 7)

- Target BLOOD WOLVES unit within 18" can communicate telepathically with any
blood-bonded unit

- Units can share targeting data and aura abilities

- Lasts until your next Shooting phase

Hunting Powers

Hunter's Aspects (WC 7/WC 9)

Target BLOOD WOLVES unit within 12" gains following until your next Shooting
phase:

- +2" Movement

- +1 Strength

- +1 Attack

- Can advance and charge in same turn

Wolf Bite (WC 6/WC 8)

- Choose a visible enemy unit within 18"
- Roll D6 for each model in target unit, on 4+ unit suffers 1 mortal wound
- PSYKER units suffer mortal wounds on 3+ instead



Wolf Howl (WC 5/WC 7)

- Enemy units within 12" suffer -1 Leadership

- If PSYKER scored 8+ on Psychic test, affected enemy units must subtract 1 from
hit rolls

- CHARACTERS must take morale test or lose ability to issue orders next turn

Predator's Jump (WC 5/WC 7)

- Target BLOOD WOLVES INFANTRY unit within 12"

- Unit can immediately move up to 12" in any direction
- Does not count as normal move or advance

- Can charge after using this power

Walk of the Predator (WC 6/WC 8)

- Select BLOOD WOLVES unit within 18"

- Lasts until your next Shooting phase:

- Double Movement characteristic

- Can move through models and terrain as if they weren't there
- +1 to charge rolls

Stalking Powers

Psychic Veil (WC 6/WC 8)

- Target BLOOD WOLVES unit within 18" becomes hidden

- Enemy units can only target this unit if it is their closest visible target
- -1 to ranged hit rolls against veiled unit

- Lasts until unit makes an attack or until your next Shooting phase

Prey on Thoughts (WC 7/WC 9)

- Select enemy unit within 24"

- Roll 2D6 and compare to unit's Leadership, if roll exceeds Leadership he ability
suceeds

- See all stratagems used on unit next turn

- Unit cannot benefit from aura abilities next turn

- Reveal all remaining Command Points to BLOOD WOLVES player

Precognition (WC 6/WC 8)

- Lasts until your next Shooting phase

- Psyker gains 4++ invulnerable save

- Psyker can re-roll charge rolls

- Enemy units cannot fire Overwatch at this unit

Trail of Fear (WC 5/WC 7)

- Select enemy unit that fell back this turn
- Unit suffers D3 mortal wounds



- BLOOD WOLVES units get +2 to charge rolls against this unit
- Unit cannot perform actions next turn

Predator's Mark (WC 7/WC 9)

- Mark visible enemy unit within 24"

- All BLOOD WOLVES units can re-roll wound rolls against marked unit
- Marked unit cannot benefit from cover or negative hit modifiers

- Lasts until target is destroyed

Blood Memory (WC 5/WC 7)

- Select point on battlefield where a unit was destroyed
- Reveal all enemy units within 12" of that point, even if not visible
- BLOOD WOLVES units get +1 to hit against revealed units this turn

Pack Powers

Coordinated Strike (WC 7/WC 9)

- Select two BLOOD WOLVES units within 18"
- Lasts until your next Shooting phase

- Units can share targeting data

- Both units can fire Overwatch for each other
- +1 to hit when targeting same unit

Pack Shield (WC 6/WC 8)

- All BLOOD WOLVES units within 6" gain 5++ invulnerable save
- If units have performed Blood Bond ritual, improve to 4++
- Lasts until your next Shooting phase

Unity of Purpose (WC 7/WC 9)

- Select BLOOD WOLVES unit within 12"

- Lasts until your next Shooting phase

- Unit gains all chapter tactics

- Can use highest Leadership value of nearby units within 12"
- Re-roll failed hit rolls in melee

Will of the Wolf (WC 6/WC 8)

- BLOOD WOLVES PSYKERS within 6" gain +1 to Deny the Witch tests
- BLOOD WOLVES PSYKERS within 6" gain 5+++ against mortal wounds
- BLOOD WOLVES PSYKERS within 6" can attempt to deny one additional power

Terror Powers

Prey Response (WC 6/WC 8)

- Select enemy unit within 18"



- Target must succeed Leadership test

- Cannot advance or charge next turn

- Must fall back if within 6" of BLOOD WOLVES unit
- -1 to hit rolls

Predator's Presence (WC 5/WC 7)

- Enemy units within 6" suffer -2 Leadership
- Must subtract 1 from combat attrition test
- Cannot use aura abilities

Shadow of Death (WC 7/WC 9)

- Select enemy unit within 12"

- Unit suffers -1 to hit rolls

- Unit cannot fire Overwatch

- Unit must fight last in Fight phase even if charged
- Unit suffers D3 mortal wounds if it fails morale test

Blood Boil (WC 8/WC 10)

- Select visible enemy unit within 18"

- Roll D6 for each model in unit

- Each 4+ causes 1 mortal wound

- CHARACTERS suffer mortal wounds on 3+

- Units that lose any models to this power must take morale test

Blood Wolves Specialized Units

HQ Units
Chapter Master Lupus Blackthorn
M | W BS | s | T | W | A | Ld | Sv
6" | 2+ | 2+ | 4 | 4 | 6 | 5 | 9 | 2+
215 Points

Equi pnent: Artificer Arnor, lIron Halo, Master-crafted Force
Swor d

Speci al Rul es

- Chapter Master: Re-roll all failed hit rolls for friendly
BLOOD WOLVES units within 6"

- Lord of the Pack: Can perform Bl ood Bond ritual with up to
three units instead of one

- Master Psyker: Knows 3 powers from Bl ood Wl ves di scipline,
can cast 2 and deny 2

Wl f Master Dom nus Wol fri der



M | W | B | S | T | W | A | Ld | Sv
6" | 2+ | 3+ | 4 | 4 | 5 | 4

145 Points
Equi pnrent: Power Sword, Bolt Pistol, War-beast Mount

Speci al Rul es

- Beast Master: Al WAR-BEAST units within 12" can use his
Leadership

- Pack Al pha: WAR-BEAST units within 6" re-roll failed wound
rolls

- Mount ed Commander: +4" Movenent when npunted on War - beast

Forge Master Faber Bonecl aw

M | W | B | S | T | W | A | Ld | Sv
6" | 3+ | 2+ | 4 | 4 | 4 | 3 | 9 | 2+
120 points

Equi prent: Master-crafted Force Axe, Artificer Plasma Pistol

Speci al Rul es

- Master Artificer: Can repair one VEH CLE or DREADNOUGHT
unit within 3" for D3 wounds

- Bone-craft: Friendly units within 6" inprove their arnor
saves by 1

- Technical Expertise: Re-roll 1s when repairing vehicles

Conpany Capt ai ns
Base Captain Profile

M| WS | BS | S | T | W | A | Ld | Sv
6" | 2+ | 2+ | 4 | 4 | 6 | 5 | 9 | 3+
100 Poi nts

Equi prent: Master-crafted Power Sword, Bolt Pistol, Iron Halo

Captain Ferox Gintrest (First Conpany)

130 Points

Addi tional Equipnent: Relic Force Sword "Ginfang", Plasma
Pi st ol

Speci al Rul es

- Psychic Powers: Knows 3 powers from Bl ood Wl ves di scipline
- Master of Biomancy: +1 to cast Bi onancy powers

- Al pha Predator: +1 Strength and Attacks when charged or was
char ged

- Conbat Enhancenent: Can enhance one friendly unit with +1
Strength

Captai n Ful nren Ravencl aw (Second Conpany)



140 points
Addi tional Equi prment: Lightning O aws, Junp Pack

Speci al Rul es

Psychi c Powers: Knows 2 powers from Bl ood Wbl ves di sci pline
Storm Lord: Cenerate nortal wounds on 6+ in conbat

- Swift Strike: Can charge after falling back

- Lightning Assault: +2 to charge rolls when using Junp Pack

Captain Unbra |Ironbark (Third Conpany)

120 points
Addi tional Equi prent: Stal ker Pattern Bolt Pistol, Power Sword

Speci al Rul es

- Psychic Powers: Knows 2 powers from Bl ood Wl ves di scipline
- Shadow Master: -1 to hit this nodel with ranged attacks

- Stealth Tactics: Friendly units within 6" gain benefits of
cover

- Anbush Leader: Can deploy via deep strike with one

addi tional unit

Captai n Validus Stonehamrer (Fourth Conpany)

145 points
Addi tional Equi prent: Storm Shield, Thunder Hanmer

Speci al Rul es

Psychi ¢ Powers: Knows 2 powers from Bl ood Wl ves di sci pline
Shi el d Master: 3++ invul nerable save

- Tank Hunter: +1 damage agai nst VEH CLES

- Defensive Stance: 5+++ Feel No Pain for friendly units
within 6"

Captain Fatum Silverm st (Fifth Conpany)

125 points
Addi ti onal Equi prrent: Force Sword, Enperor's Tarot

Speci al Rul es

- Psychic Powers: Knows 3 powers from Bl ood Wl ves di scipline
- Fate Reader: Once per turn, can re-roll one die for any

Bl ood Wl ves unit

- Prophetic Strike: Can fight first in Fight phase

- Strategic Foresight: Can redeploy D3 units before battle
begi ns

Arc Chapl ai ns

Base Arc Chaplain Profile



M | W | B | S | T | W | A | Ld | Sv
6" | 2+ | 3+ | 4 | 4 | 5 | 4

135 points
Equi pnent: Crozius Arcanum Plasma Pistol, Rosarius

Speci al Rul es

- Spiritual Leaders: Infantry units within 6" can re-rol
failed norale tests

- Bl ood Watchers: Eneny PSYKERS suffer -1 to psychic tests
within 12"

- Ritual CGuardians: Can attenpt to deny one psychic power per
turn

Opt i ons

- May replace bolt pistol with plasma pistol: +5 points
- May take force staff: +15 points

- May take Conbat Shield: +10 points

- May take Psychic Hood: +10 points

Arc Chaplain Vigil Stormheart (First Conpany)

155 points
Addi tional Equipnent: Relic Crozius

Speci al Rul es

- Master of Sanctity: Re-roll all hit rolls in conbat

- Spiritual Guardian: 4++ invul nerabl e save aura for PSYKER
units within 6"

- Blood Ritualist: Can performtwo Bl ood Bond rituals per turn

Arc Chapl ai n Cautus Shadownrere (Second Conpany)

155 points
Addi tional Equi prent: Junp Pack, Power Fi st

Speci al Rul es

- Tactical Advisor: +1 to hit for units that performed Bl ood
Bond ri tual

- Careful Planning: Can deploy in reserve with one unit

- Ritual Expert: Blood Bond rituals provide additional +1
Leadership

Arc Chaplain GCccultus N ghtw nd (Third Conpany)

145 points
Addi tional Equi prent: Vol kite Serpenta, Conbat Shield

- Shadow Hunter: Can charge after advancing

- Fear Aura: -1 Leadership for eneny units within 6"

- Silent Stal ker: Eneny units cannot overwatch against this
nodel

Arc Chapl ain Narrator Thornblade (Fourth



Conpany)
155 points
Addi ti onal Equi prent: Dual Lightning O aws

Speci al Rul es

- Tale Keeper: Re-roll failed norale tests for all Bl ood

Wl ves units

- Inspiring Presence: +1 Attack for friendly units within 6"
- Duel Master: +1 to hit and wound agai nst CHARACTERS

Arc Chapl ain Sci entius Monshadow (Fifth
Conpany)

155 points

Addi tional Equi prent: Force Staff, Psychic Hood

Speci al Rul es

- Keeper of Know edge: Knows all Bl ood Wl ves psychic powers
- Lore Master: Can grant one additional psychic power to
friendly PSYKER

- Archive Quardi an: 5+++ Feel No Pain against nortal wounds

Elite Units

Chapl ai n
M | W | B | S | T | W | A | Ld | Sv
6" | 2+ | 3+ | 4 | 4 | 4 | 3 | 9 | 3+
125 points

Equi prent: Crozius Arcanum Conbat Shield, Bolt Pistol

Speci al Rul es

- Spiritual Leaders: Infantry units within 6" can re-rol
failed norale tests

- Bl ood Watchers: Eneny PSYKERS suffer -1 to psychic tests
within 12"

- Ritual Guardians: Can attenpt to deny one psychic power per
turn

Opt 1 ons

- May replace bolt pistol with plasma pistol: +5 points
- May take force staff: +15 points

- May take Combat Shield: +10 points

- May take Psychic Hood: +10 points

Smth Units

Base Smth Profile



M | W | B | S | T | W | A | Ld | Sv
6" | 3+ | 2+ | 4 | 4 | 4 | 3 | 9 | 2+

90 points
Equi pnrent: Power Axe, Artificer Bolt Pistol, Servo-harness

Smith Malleo Silverfang

110 points

Addi tional Equi pnent: Mster-crafted Power Axe, Digital
Weapons

Speci al Rul es

- Master Artificer: Repair D3 wounds to one VEH CLE or
DREADNOUGHT unit within 3"

- Precision Engineering: Re-roll failed repair rolls

- Psychi c Enhancenent: Can enhance one weapon per turn with
+1 Strength and -1 AP

Smth Artifex Stornmhow

105 points

Addi ti onal Equi pnent: Thunder Hammer, Conversion Field
Cener at or

Speci al Rul es

- Machine Spirit \Wisperer: Eneny VEH CLES within 12" suffer
-1 to hit

- Static Discharge: Roll D6 for each eneny VEH CLE within 6"
at start of turn; on 4+ it suffers 1 nortal wound

- Conbat Engineer: Can repair while wthin Engagenent Range
of eneny units

Smth Opifex Ironcl aw

100 points
Addi ti onal Equi prment: Relic Power Axe, G av-pistol

Speci al Rul es

- Vehicle Optimzation: VEH CLES repaired by this nodel gain
+1 to hit until next turn

- Machi ne Enhancenent: Can grant one VEH CLE 4++ invul nerable
save for one turn

- Technical Expertise: Can repair two different units in same
turn

Smth Apprentice Squad



M | W | B | S | T | W | A | Ld | Sv
6" | 3+ | 3+ | 4 | 4 | 2 2

70 points per nodel
1-3 Smth Apprentices
Equi prrent: Artificer Arnor, Bolt Pistol, Power Axe

Speci al Rul es

- Machine Spirit Connection: Eneny VEH CLES within 12" of
this unit suffer -1 to hit rolls

- Techni cal Support: At the end of your Movenent phase, this
nodel can repair one friendly BLOOD WOLVES VEHI CLE uni t
within 3" for D3 wounds

Journeyman Smith Upgrade

+25 points

W | BS | A | Ld

2+ | 2+ | 3 | 9
Techni cal Support ability repairs D3+1 wounds instead of D3
Opt i ons

- May replace bolt pistol with plasma pistol: +5 points

May replace power axe with Force axe (if PSYKER): +15 points
May repl ace power axe with Thunder hamer: +20 points

- May take digital weapons: +5 points

- May take grav-pistol: +10 points

PSYKER

May be upgraded to PSYKER +25 points

- Knows one power fromthe Bl ood Wl ves discipline

- Can attenpt to deny one psychic power per turn

- Technical Aura: Eneny ranged weapons suffer -1 (or -2 if
VEHI CLE) to hit rolls while within 12" of the psyker

Tr oops

Bl ood Pack Tactical Squad
M | W BS | s | T | W | A | Ld | Sv
6" | 3+ | 3+ | 4 | 4 | 2 | 2 | 8 | 3+

- 5-10 Marines
- 26 points per nodel
- Equi pment: Bolter, Bolt Pistol, Chainsword

Ser geant

Repl ace one nodel with a Sergeant: +10 points



A | Ld
3 | 9

Speci al Rul es

- Can perform Bl ood Bond ritual with another unit
Sergeant Qptions

- May be upgraded to PSYKER +25 points. Knows one power from
t he Bl ood Wl ves discipline and can attenpt to deny one
psychi c power per turn.

- Power Sword for the Sergeant: +5 points

- Force Sword for the Sergeant: +12 points (if PSYKER)

- May take plasma pistol: +5 point

Opt i ons

- If unit is less up to 8 nodels they nay use Stealth Pattern
Arnmour: +13 points per nodel

Speci al Rul es

- If fully equipped with Stealth Patterh Arnmour: Gain "Pack
Hunters"” rule: +1 to wound rolls against units targeted by
ot her Stealth-equipped units this turn

- Pack Tactics: +1 to hit rolls when within 6" of another
BLOOD WOLVES uni t

- Bl ood Bonded: Can be selected for Bl ood Bond ritual

- Conbat Druggi ng: Can use chapter Conbat Druggi ng rul es

Psychi ¢ Hunter Squad
M | W BS | s | T | W | A | Ld | Sv
6" | 3+ | 3+ | 4 | 4 | 2 | 2 | 8 | 3+

- 5-10 Marines
- 32 points per nodels
- Equi prent: Force Sword, Bolt Pistol

Ser geant

Repl ace one nodel with a Sergeant: +10 points
A | Ld
3 | 9

Speci al Rul es

- Can perform Bl ood Bond ritual with another unit
Sergeant QOptions

- May be upgraded to PSYKER +25 points, Knows one power from
t he Bl ood Wl ves discipline and can attenpt to deny one
psychi c power per turn

- Power Sword for the Sergeant: +5 points

- Force Sword for the Sergeant: +12 points (if PSYKER)

- May take plasma pistol for the Sergeant: +5 points

Opti ons

- If unit is less or up to 8 nodels they may use Stealth



Pattern Arnour: +15 points per nodel
Speci al Rul es

- If fully equipped with Stealth Pattern Arnour: Gain
"Psychic Masking": -1 to hit this unit with ranged attacks

- If fully equipped with Stealth Pattern Arnour: Eneny PSYKER
units subtract 1 from Psychic tests when targeting this unit

- Psychic Hunters: +1 to wound rolls agai nst PSYKER units

- Warp Resistant: 5+ invul nerabl e save agai nst nortal wounds
- Mnor Psykers: Squad can attenpt to deny one psychic power
per turn

| ron Shield Breakers
M | W BS | s | T | W | A | Ld | Sv
6" | 3+ | 3+ | 4 | 4 | 2 | 2 | 8 | 3+

- 5-10 Marines

- 42 points per nodel

- Equi prent: Plasma gun, Conbat shield, Chainsword, Frag &
Krag grenades

| ron Shield Veteran

One Marine may be upgraded to Iron Shield Veteran: +15 points
A | Ld

3 | 9

5+ Feel No Pain

- Can carry chapter relic shields

Iron Shield Veteran Qptions

- May take a plasma pistol: +5 points

- May be upgraded to PSYKER: +25 points, knows one power from
t he Bl ood Wl ves discipline and can attenpt to deny one
psychi c power per turn

Opt i ons

- May replace plasma gun with nmulti-nelta: +10 points

- Unit may take a grav-gun for every 5 nodels: +10 points
- If unit is less or up to 8 nodels they may use Stealth
Pattern Arnmour: +14 points per nodel

Speci al Rul es

- Conbat Shield: 4++ invul nerabl e save agai nst shooting
attacks fromthe front arc
- Tank Hunters: Re-roll wound rolls of 1 against VEH CLE units

- Shield Wall: While three or nore nodels fromthis unit are
within 2" of each other, inprove their invul nerable save by 1
(to 3++)

- Overcharged Plasma: Wen firing plasma guns, you can choose
to overcharge. Roll a D6 for each hit; on a 1, the firing
nodel suffers a nortal wound

- If fully equipped with Stealth Patter Arnmour: Shield

I ntegration: Conbat shields provide 3++ save agai nst ranged
attacks



- If fully equipped with Stealth Patter Arnour: Conbat
shields no |onger require front arc facing for invul nerable
save

Bl ood C aw Assault Mari nes

M | W | B | S | T | W | A | Ld | sSv
6" | 3+ | 3+ | 4 | 4 | 2 | 2 | 8 | 3+

- 5-10 Marines
- 24 points per nodel
- Equi prent: Chainsword, Bolt pistol, Frag & Krak grenades

Pack Leader

One Marine may be upgraded to Pack Leader: +15 points

A | Ld
3 | 9

Pack Leader Options

- May be upgraded to PSYKER +25 points, Knows one power from
t he Bl ood Wl ves discipline and can attenpt to deny one
psychi ¢ power per turn

- May take a thunder hammer: +15 points

Speci al Rul es

- Can performBlood Bond ritual with another unit

Opt i ons

- Any nodel may replace chainsword with power sword: +5 points
- For every 5 nodels, one may take a power fist: +10 points

Speci al Rul es

- Blood Frenzy: +1 Attack on any turn they charge

- Pack Tactics: Re-roll hit rolls of 1 while within 6" of
anot her BLOOD WOLVES uni t

- Conmbat Drugged: Once per battle, at the start of any Fight
phase, can activate conbat drugs for +1 Strength and +1
Attack until end of turn

- Mel ee Specialists: Can advance and charge in the sane turn

Bl ood Pack Veteran Squad
M | W | B | S | T | W | A | Ld | Sv
6" | 3+ | 3+ | 4 | 4 | 3 | 3 | 8 | 3+

- 5-10 Marines

- 42 points per nodel

- Maxi mum one Bl ood Pack Veteran Squad per Conpany

- Equi prent: Bolter, Bolt Pistol, Conbat Knife or Chainsword,
Frag & Krak G enades

Vet er an Ser geant

One Marine nmust be upgraded to Veteran Sergeant: +15 points



A | Ld
4 | 9

Vet er an Sergeant Options

- May be upgraded to PSYKER +25 points, Knows one power from
t he Bl ood Wl ves discipline and can attenpt to deny one
psychi ¢ power per turn

- Power sword: +5 points

- Power fist: +10 points

- Thunder hammer: +15 points

- Plasma pistol: +5 points

Opt i ons

- May take stormshield: +10 points per node

- Unit may take Stealth Pattern Arnor: +13 points per nodel
if fewer or up to 8 nodels

- For every 5 nodels, two may replace their bolter with

Pl asma gun, Melta gun or Grav gun for +15 points

Speci al Rul es

- Veteran Bl ood Pack: Re-roll 1s to hit in shooting and nel ee
- Enhanced Bl ood Bond: Wen this unit perfornms a Bl ood Bond
ritual, the bonded unit gains an additional +1 to hit in

nmel ee (stacking with normal Bl ood Bond benefits)

- Wen fully equipped with Stealth Pattern Arnor: Gain
"Veteran Hunters": Can depl oy anywhere on the battlefield
nore than 12" away from eneny units

- When fully equipped with Stealth Pattern Arnor: Gin
"Enhanced Sensors": +1 to hit against units that arrived from
reserves this turn

- When fully equipped with Stealth Pattern Arnor: Gin
"Advanced Stealth Systens": Wiile entirely on or within
terrain features, inprove cover saves by an additional -1

- Conbat Specialists: Unit can select two of the foll ow ng
speci alizations at the start of battle

Conbat Speci ali zati ons

- Stalker Pattern: -1 to be hit by ranged attacks when in
cover

- Fury Pattern: +1 Attack on charges

- Shield Pattern: 5++ invul nerable save, if also carrying
Conbat Shi el d: 3++ invul nerabl e save agai nst shooting attacks
fromthe front arc

- Hunter Pattern: Re-roll advances and charges

- Psyk Pattern: 5+++ agai nst nortal wounds

- Breaker Pattern: -1 AP to all weapons

Fast Attack
Sw ft Hunter Bi ke Squad



M | W | B | S | T | W | A | Ld | Sv
4" | 3+ | 3+ | 4 | 5 | 3 | 2
- 3-6 Bikes
- 55 points per nodel
- Equipnment: Twin Bolt Pistol, Astartes Conbat Bl ade, Frag &
Krak G enades, Space Marine Bike with Twin Bolter

Pack Leader

One nodel may be upgraded to Pack Leader: +20 points

A | Ld
3 ] 9

Pack Leader Options

- Can replace one or both of their Bolt Pistols with: Plasna
Pistol: +5 points each

- Can replace one of their Bolt Pistols wth: Power Sword: +5
poi nts

- Can replace their Twin Bolt Pistol with: Thunder Hammer:
+15 points

Opt i ons

- For every 3 nodels in the squad, one Bike can replace its
Twin Bolter with either: Twin Plasnma Gun: +15 points, Milti-
melta: +20 points

- The entire squad may take Stealth Pattern Bi kes for +15
poi nts per nodel

Speci al Rul es

- If the squad has Stealth Parrern Bikes: -1 to hit with
ranged attacks when the unit advances

- If the squad has Stealth Parrern Bi kes: Can depl oy anywhere
on the battlefield nore than 12" from eneny units

- If the squad has Stealth Parrern Bi kes: Eneny units cannot
fire Overwatch at this unit

- Swift Hunters: This unit can advance and charge in the sane
turn.

- Blood Scent: After this unit advances, you can pick one
eneny unit within 24". Until the end of your next turn, this
unit gets +1 to hit rolls against that unit.

- Pack Riders: Waile within 6" of another BLOOD WOLVES Bl KER
unit, this unit can re-roll advance and charge rolls.

- Conbat Drug Integration

Conmbat Drug Integration

- Once per battle, at the start of your Mvenent phase, this
unit can use conbat drugs.

- Until the end of the turn: +2" Myvenent characteristic, +1
to Advance and charge rolls, +1 Attack characteristic

- At the end of the turn, roll a D6 for each nodel. On a 1,
that nodel suffers a nortal wound.

Junp Pack Assault Squad



M | W | B | S | T | W | A | Ld | Sv
22" | 3+ | 3+ | 4 | 5 | 2 2

- 5-10 Marines

- 30 points per nodel

- Equi pnent: Junp Pack, Chainsword, Bolt Pistol

Junp Pack Leader

One Marine may be upgraded to Junp Pack Leader: +10 points

A | Ld
3 | 9

Junp Pack Leader Options

- May be upgraded to PSYKER +25 points, Knows one power from
t he Bl ood Wl ves discipline and can attenpt to deny one
psychi c power per turn.

- Power Sword for the Sergeant: +5 points

- Force Sword for the Sergeant: +12 points (if PSYKER)

- May take plasma pistol for the Sergeant: +5 points

Speci al Rul es

- Can performBlood Bond ritual with another unit
- Pack Leader's Junp - Once per battle, can nmake 12"
consol i dati on nove

Speci al Rul es

- Swift Hunters: Can charge after advancing
- Aerial Assault: Re-roll failed charge rolls
- Death from Above: +1 to hit rolls when charging

Thunder hawk Sqguadr on

M | W | B | S | T | W | A | Ld | Sv
20-60" | 6+ | 3+ | 8 | 8 | 30 | 3 | 9 | 3+
- 1-3 nodel s
- 295 points per nodel

Speci al Rul es

- Pack Transport: Can transport up to 20 BLOOD WOLVES

| NFANTRY or 10 WARBEASTS or 1 DREADNOUGHT

- Aerial Support: Can perform emergency extraction of units

- @unship Assault: Twin heavy bolter gets +1 to hit agai nst
units within 12"

- Hover Protocol: Can change between Hover and Supersonic
each Movenent phase; Supersonic: Mist nove 20-60" in straight
I ine; Hover: Can nove 0-20" and pivot freely

Ar manent s

- Thunder hawk Cannon (Heavy 2D6): Range: 48" | S: 8 | AP -2
| D D6

Secondary Arnmanents

Choose one of the follow ng:



- Twin Heavy Bolter (Heavy 6): Range: 36" | S& 5| AP: -1 |
D 2

- 4 Lascannons (Heavy 1): Range: 48" | S 9| AP. -3 | D D6
- Twin Multi-Meltas (Heavy 4): Range 24" | S: 8 | AP. -4 | D
D6, +2 at half range

Sacred Thunder hawk Squadron

M| WS | BS | S | T | W | A | Ld | Sv
20- 60" | 6+ | 3+ | 8 | 8 | 30 | 3 | 9 | 3+
- 1-3 npodel s

- 365 points per nodel
Speci al Rul es

- Pack Transport: Can transport up to 20 BLOOD WOLVES

| NFANTRY or 10 WARBEASTS or 1 DREADNOUGHT

- Aerial Support: Can perform enmergency extraction of units
- @nship Assault: Twin heavy bolter gets +1 to hit agai nst
units within 12"

- Hard to Hit: -1 to hit with ranged attacks

- Coordinated Strike: Re-roll hit rolls of 1 when targeting
same unit with nmultiple Gunships of the sane unit

- Hover Protocol: Can change between Hover and Supersonic
each Movenent phase; Supersonic: Mist nove 20-60" in straight
I ine; Hover: Can nove 0-20" and pivot freely

Def ensi ve Systens

Choose one of the follow ng:

- Void Shields: 5++ invul nerabl e save
- Machine Spirit Resistance: -1 danmage fromall attacks
(m ni mum 1)

Ar manent s

- Thunder hawk Cannon (Heavy 2D6): Range: 48" | S: 8 | AP: -2
| D. D6

Secondary Arnmanents

Choose one of the foll ow ng:
- Twin Heavy Bolter (Heavy 6): Range: 36" | S 5| AP. -1 |
D 2

- 4 Lascannons (Heavy 1): Range: 48" | S 9| AP. -3 | D D6
- Twin Multi-Meltas (Heavy 4): Range 24" | S: 8 | AP: -4 | D
D6, +2 at half range

Bl ood Wl ves \War - Beast s
M | W | B | S | T | W | A | Ld | Sv
0" | 3+ | - | 5 | 4 | 3 | 4 | 17 | 5+

- 2-6 nodels
- 120 points per node

War gear



Artinus- Enhanced Fangs

- Mel ee Weapon

- Strength: User

- AP -2

- Damage: D2

- Each unnodified hit roll of 6 inflicts 1 nortal wound in
addition to normal damage

Rei nf orced Hi de

- 5+ invul nerabl e save
- Reduce damage fromattacks with AP -1 or AP 0O by 1 (to a
m ni mum of 1)

Ser geant

Must add a Sergeant riding one of the wolves if not attached
to a BLOOD WOLVES CHAPLAI N: +45 points

BS | S | W | A | Ld | Sv
3+ | 4 | 2 | 3 | 9 | 3+

- Equi prent: Chai nsword, Bolt pistol
Sergeant QOptions

- Psyker-Sergeant: +50 Points, The sergeant gains the PSYKER
keyword and may | earn and use one power fromthe BLOOD WOLVES
di scipline as well as Deny one Power per round.

- Power Sword: +5 points

- Force Sword: +12 points (if PSYKER)

Opt i ons

- Warp-Sensing Collar: +20 Points, Once per battle round, the
war - beast unit can attenpt to deny one psychic power as if it
were a PSYKER

- Conmbat Stinulant Injectors: +15 points per nodel, Once per
battle, at the start of any phase, the unit can use its
stinmulant injectors and gain +1 Strength and Attack. After
the turn ends, roll a D6 for each nodel. On a 1, that node
suffers 1 nortal wound.

Speci al Rul es

- Warp Sense: War-beasts can detect psychic anonalies and
corruption. At the start of your Myvenent phase, select one
eneny PSYKER unit within 12" of any war-beast unit.That unit
cannot use Look Qut, Sir! against attacks from Bl ood Wl ves
units this turn. If that unit attenpts to nmanifest any
psychic powers, add 1 to the Deny the Wtch test of any Bl ood
Wl ves PSYKER unit within 12" of the war-beasts

- Chapl ain's Conpani on: War-beast units w thout Sergeant mnust
be depl oyed within 6" of a BLOOD WOLVES CHAPLAI N. Each
Chapl ai n can only have one WAR BEAST unit attached. Wile
wthin 6" of a CHAPLAIN, war-beasts gain +1 to their
Leadership characteristic. If their CHAPLAIN is slain, war-
beasts gain the Frenzied rule instead of follow ng norma
noral e rul es.



- Enhanced O factory Senses: Wir-beast units ignore any
negative nodifiers to their hit rolls. Eneny units cannot
gain the benefits of cover against attacks nade by war-
beasts. When chargi ng, war-beasts can re-roll the dice to
determ ne charge di stance.

- Gene-Crafted Pack Hunters: Each tinme a war-beast fights, if
there are any other friendly war-beast nodels within 3" of
the sane target unit, add 1 to its hit and wound rolls. If a
war - beast unit destroys an eneny unit in the Fight phase, it
can inmedi ately nove up to 3" and nake anot her attack agai nst
a different eneny unit.

Heavy Support
Dr eadnought Pack

M | W | B | S | T | W | A | Ld | Sv
6" | 3+ | 3+ | 6 | 7 | 8 4 | 9 | 2+
- 1-3 nodel s
- 150 Points per nodel
- Equipment: Multi-nelta, C ose Conbat Weapon with heavy
flamer

Opt i ons

- May replace nulti-nmelta with twin heavy flaner: free
- May repl ace Dreadnought conbat weapon and heavy flamer with
twn nulti-nelta: +10 points

Speci al Rul es

- Ancient Wsdom Can provide tactical advice to nearby units
within 6" (+1 to hit)

- Fury of the Ancients: Re-roll failed wound rolls when
targeti ng CHARACTERS

- Walking Battery: Can nove and fire heavy weapons w t hout
penal ty

- WIIl of Iron: 5+ invul nerabl e save agai nst nortal wounds
from psychi c powers

Speci al | ssue War gear

For ce Weapons

- Force Sword: +1 S, -3 AP, D3 Damage, Psychic Focus: On a
wound roll of 6+, inflict a nmortal wound

- Force Axe: +2 S, -2 AP, 2 Damage, Ceaving Strike: Each hit
roll of 6 generates an additional attack

Ri t ual Equi pnent

- Blood Chalice: Allows energency Blood Bond ritual
- Bone-carved Totens: +1 to psychic tests
- Conmbat Drug Injectors: One use only, +2 S and A for one turn



Special Amuni ti on

- Psyk-out Bolts: +1 to wound agai nst PSYKER units
- Hunter's Rounds: Ignore cover when shooting
- Sanctified Shells: -1 AP agai nst CHAGCS units

Stealth Arnour Pattern

- Chapter Stealth Pattern Arnmour (Phobos-Pattern |Inspired)
- Maxi mum squad size reduced to 8 nodels

Ful | Squad equi pped

- Vanguard Operations: At the start of your first turn, this
unit can nake a Norrmal Move of up to 6"

- Psy-Shi el ding: Wien targeted by psychic powers, this unit
counts as being 3" further away

- Can attenpt to mani fest psychic powers even after advancing



| MPERI AL FLEET COMVAND

AFTER- ACTI ON REPORT

OPERATI ON VA D STALKER

+++DATE: 873. MA2+++

+++CLEARANCE: VERM LLI O\+++

+++AUTHOR: Admi ral Viktor Castellan, Inperial Navy
Batt| egroup Tenpest us+++

ENGAGEMENT SUMVARY:

| nperial forces encountered Chaos fleet elenents in the
Thanat os Sector follow ng reports of Warp anonalies. Bl ood
Wl ves Strike Cruiser "Fang of Retribution” operated in
concert with Inperial Navy vessel s agai nst Chaos forces.

| MPERI AL FORCES:

- Battlecruiser "Enperor's Judgnment” (Flagship)

- Light Cruiser Squadron "Steel Virtue" (2 vessels)

- Bl ood Wl ves Strike Crui ser "Fang of Retribution”
Escort Squadron "R ghteous Dawn" (4 vessels)

ENEI\/IY FORCES:

- Chaos Heavy Cruiser (Estinmated Hades-cl ass)
- 2 Chaos Light Cruisers
- Multiple Escort vessels

ENGAGEMENT DETAI LS:

| nitial Phase:

The Bl ood Wl ves denonstrated their chapter's uni que
capabilities inmediately upon engagenent. Captain Unrbra

I ronbark's stealth tactics proved invaluable, allow ng the
"Fang of Retribution"” to approach undetected through the
debris field. Their Psychic Hunter Squad detected and
neutralized eneny psyker activity attenpting to shield the
Chaos fleet's approach.

Conbat Phase:

Most notable was the Bl ood Wl ves' deploynent of their
specialized Iron Shield Breakers. Three squads | aunched via
boardi ng torpedoes, utilizing their plasna weapons and shield
wal | formations to secure critical sections of the eneny
heavy cruiser. The effectiveness of their overcharged plasm
agai nst void shields was particul arly noteworthy.

Bl ood Wbl ves War - beasts proved remarkably effective in void



conbat scenari os. Their enhanced ol factory senses all owed
themto track hidden eneny forces through the vessel's
mai nt enance ducts, while their Warp-sensing abilities
provi ded early warni ng of denon manifestations.

Arc Chaplain Cccultus Nightwind | ed a decisive boarding
action, his Fear Aura proving particularly effective agai nst
nmortal crew nenbers. The Bl ood Bond ritual perforned between
his squad and a Bl ood Claw Assault unit resulted in
exceptional coordination during close-quarters conbat.

Smth Artifex Stormhowl 's technical expertise proved crucial
when he di sabl ed the eneny cruiser's Warp drive through his
Machine Spirit Wi sperer ability, preventing their escape.
Hs Static Discharge ability caused significant disruption to
eneny targeting systens.

Casual ti es and Losses:

| nperial Navy: Mdderate danage to escort vessels, mninma
crew casualties

Bl ood Wl ves: Loss of 4 Marines, 2 War-beasts. 1 Thunder hawk
damaged

Eneny: Heavy Cruiser captured, 1 Light Cruiser destroyed, 1
Light Cruiser fled to Warp

TACTI CAL ASSESSIVENT:

The Bl ood Wl ves' specialized anti-psyker capabilities proved
i nval uabl e agai nst Chaos forces. Their War-beasts' ability to
detect Warp nmanifestations prevented several attenpted denon
i ncursions during boarding actions. The chapter's Bl ood Bond
ritual s denonstrably enhanced unit coordination in void
conbat scenari os.

STRATEQ C RECOMVENDATI ONS:

- Future joint operations with Bl ood Wl ves shoul d enphasi ze
their stealth and anti-psyker capabilities

- Their Shield Breaker units show particular prom se in void
war f ar e

- Consider requesting Bl ood Wl ves support for future
operations involving suspected Chaos fleet activity

- War-beasts prove surprisingly effective in void conbat and
should be utilized when avail abl e

COMVENDATI ONS:

Speci al recognition to Captain Unbra Ironbark for tactical
excel l ence and Arc Chaplain Occultus Nightw nd for |eadership
during boarding operations. Smth Artifex Stormhow 's

techni cal expertise directly contributed to m ssion success.

+++REPORT ENDS+++
+++AVE | MPERATOR++



+++THOUGHT FOR THE DAY: VI G LANCE IS THE SH ELD OF HUMANI TY+++



Fleet Rules for Battlefleet Gothic

Fleet Composition

The Blood Wolves fleet consists of:

- 6 Strike Cruisers (Capital Ships)

- 2 Light Cruisers (Capital Ships)

- 7 Gladius Frigates (Escort Ships)

- 7 Harvest Frigates (Special Escort Ships)
- 7 Destroyers (Escort Ships)

- 7 Raiders (Escort Ships)

Special Fleet Rules

Pack Hunters

- Blood Wolves ships within 15cm of each other may re-roll failed Hit rolls in the first
turn of an engagement

- Ships using All Ahead Full orders may still fire weapons if within 15cm of another
Blood Wolves vessel

Psychic Masking

- Enemy ships suffer -1 to their Leadership when attempting to detect Blood Wolves
ships on Burn Retros orders
- Blood Wolves ships may deploy one additional ship in reserves



Blood Bond Protocol

- At the start of the game, designate one pairs of ships as Blood Bonded

- Blood Bonded ships may use each other's Leadership value if higher

- If one Blood Bonded ship is destroyed, the other gains +1 to all Hit rolls for the
remainder of the game

Capital Ships

Strike Cruiser - "Predator Class"

- Points: 335

- Type/Hits: Cruiser/8

- Speed: 25cm

- Turns: 45°

- Shields: 1

- Armour: 6+ Front/5+ Sides

- Turrets: 2

- Thunderhawk Capacity: 0-4

- Thunderhawk Upgrades to Sacred Thunderhawks: 0-1

Weapons

- Port Weapons Battery: 30cm, F/P, 6 attacks, 4+ to Hit

- Starboard Weapons Battery: 30cm, F/S, 6 attacks, 4+ to Hit
- Prow Bombardment Cannon: 30cm, F, 8 attacks, 4+ to Hit

- Dorsal Launch Bays: 4 Thunderhawk squadrons

Special Rules

- May carry up to 3 units of Space Marines for planetary assault
- Psychic Shielding: 4+ save vs. ordnance attacks

Light Cruiser - "Hunter-Class"

Smaller than a Strike Cruiser, specialized for independent operations and extended
patrols.

- Points: 180

- Type/Hits: Light Cruiser/6

- Speed: 30cm

- Turns: 45°

- Shields: 1

- Armour: 5+ Front/4+ Sides
- Turrets: 2

- Thunderhawk Capacity: 0-2

Weapons

- Port Weapons Battery: 30cm, F/P, 4 attacks, 4+ to Hit



- Starboard Weapons Battery: 30cm, F/S, 4 attacks, 4+ to Hit
- Prow Lance Battery: 30cm, F, 2 attacks, 4+ to Hit

Special Rules

- Stealth Systems: -1 to enemy detection rolls
- Extended Operations: Can remain on Silent Running for two consecutive turns
- Void Hunter: +1 to Hit against previously damaged targets

Escort Ships

Gladius Frigate

- Points: 47

- Type/Hits: Escort/1
- Speed: 30cm

- Turns: 90°

- Shields: 1

- Armour: 6+

- Turrets: 1

Weapons

- Weapons Battery: 30cm, F, 2 attacks, 4+ to Hit
- Prow Lance Battery: 30cm, F, 1 attack, 4+ to Hit

Special Rules

- Scout: +1 to detection rolls
- Pack Tactics: +1 attack when within 10cm of another Gladius

Harvest Frigate

- Points: 52

- Type/Hits: Escort/1
- Speed: 25cm

- Turns: 90°

- Shields: 1

- Armour: 6+

- Turrets: 1

Weapons

- Weapons Battery: 30cm, F, 2 attacks, 4+ to Hit
- Sensor Array: Special

Special Rules

- Enhanced Sensors: Double scanning range
- Recruiting Vessel: Can disengage without Leadership test if no enemy within 15cm
- Psychic Detection: Can detect ships at +2 to normal range



Shadow-Class Destroyer

Fast attack vessel designed for reconnaissance and harassment.

- Points: 65

- Type/Hits: Escort/1
- Speed: 35cm

- Turns: 90°

- Shields: 1

- Armour: 5+

- Turrets: 1

Weapons

- Weapons Battery: 30cm, F, 2 attacks, 4+ to Hit
- Torpedo Tubes: Speed 30cm, Strength 6, Front Arc

Special Rules

- Advanced Scanners: +2 to detection rolls

- Hit and Run: Can disengage without Leadership test after successfully causing
damage

- Pack Hunter: +1 attack when within 10cm of another Blood Wolves escort

Stalker-Class Raider

Specialized vessel for infiltration missions and asset denial.

- Points: 90

- Type/Hits: Escort/1
- Speed: 30cm

- Turns: 90°

- Shields: 1

- Armour: 5+

- Turrets: 1

Weapons

- Port Lance Battery: 30cm, F/P, 1 attack, 4+ to Hit
- Starboard Lance Battery: 30cm, F/S, 1 attack, 4+ to Hit
- Boarding Torpedoes: Special

Special Rules

- Infiltrator: Can deploy via flanking maneuver without Leadership test
- Enhanced Boarding: +1 to Hit with boarding actions
- Psychic Dampening Field: Enemy ships within 15cm suffer -1 to Leadership tests

Fleet Specific Ordnance

Thunderhawk Squadron



- Speed: 20cm

- Points: 80

- Weapon Strength: 2
- Armor: 6+

Special Rules

- Can perform ground strike missions
- May carry Space Marine units
- Re-roll failed armor saves when within 15cm of parent vessel

Sacred Thunderhawk Squadron

- Speed: 20cm

- Points: 110

- Weapon Strength: 3
- Armor: 5+

Special Rules

- Can perform ground strike mission

- May carry Space Marine units

- Re-roll failed armor saves when within 15cm of parent vessel

- Void-Blessed Attack Craft can re-roll failed armor saves when within 15cm of
parent vessel a second time

- Psychic Shroud Protocol forces enemy ships targeting this squadron to suffer -1 to
hit

- Can only be used by Strike Cruisers

Leadership Values

- Fleet Commander: Ld 9
- Strike Cruiser Captains: Ld 8
- Escort Commanders: Ld 8

Special Orders

Hunt Formation (Special Order

- All ships must be within 20cm of fleet commander
- All ships gain +1 to Hit rolls

- -2 to Leadership while order is in effect

- -1 to save rolls while order is in effect

Psychic Shroud (Special Order)

- Ships cannot use All Ahead Full

- Enemy ships must re-roll successful detection rolls

- Friendly ships gain +1 to their save rolls

- On a1 on a D6 the order fails to be executed successfully and the ships cannot



move at all during the turn
Blood Fury (Special Order)

- Ships must move at least half maximum speed
- +1 attack to all weapon batteries

- Must attack the closest enemy target

- Cannot use Brace for Impact this turn

Fleet Engagement Rules

Ghost Fleet

- Once per game, at the start of any turn, all Blood Wolves ships may use a special
'psychic cloak'’

- All enemy ships must re-roll successful detection rolls that turn

- Blood Wolves ships cannot fire while cloaked

Hunting Pack

- For every 3 escorts operating together (within 10cm), gain +1 to Hit in the first
round of combat

Void Stalkers

- Blood Wolves ships may re-roll failed Leadership tests when attempting to
disengage
- +1 to Hit rolls against previously damaged enemy vessels

Strategic Assets

Psychic Navigation

- Blood Wolves fleets may re-roll one failed Command check per game
- May ignore the first negative Leadership modifier from celestial phenomena

Recruitment Protocols

- Harvest Frigates generate 1 strategic point per game if they survive
- These points can be used in campaign games for fleet repairs or reinforcements

Battle Meditation

- Once per game, all Blood Wolves ships may use their highest Leadership value for
one turn
- Must declare use at start of turn



| MPERI AL NAVAL COMIVAND

AFTER ACTI ON REPORT

OPERATI ON DESI GNATI ON: TW LI GHT FANG

ENGAGEMENT: DEFENSE OF H VE WORLD MERI TAX |V

+++DATE: 997. MA1+++

+++CLEARANCE: VERM LLI ON+++

+++AUTHOR: Admi ral Hel ena Voss, Inperial Navy Battl efl eet
Qobscur us+++

ENGAGEMENT SUMVARY:

Joi nt Space Wbl ves/ Bl ood Wl ves fleet action against Tyranid
Splinter Fleet Bio-mass designation "Hellclaw' during
civilian evacuation operations of Hve Wrld Meritax |V.
Operation resulted in successful evacuation of 87% of the

mar ked civilian popul ation and destruction of primary Tyranid
bi o- shi ps.

| MPERI AL FORCES:
Space Wl ves:

Strike Cruiser "Fang of Russ"

Strike Cruiser "Wnter's Vengeance"

- 4 Nova-class Frigates ("lce Pack” squadron)
- 6 3 adius-class Frigates

Bl ood Wl ves:

Strike Cruiser "Predator's G ace"

Stri ke Cruiser "Shadow Hunter"

- 6 dadius Frigates ("Hunt Pack" squadron)

- 2 Harvest Frigates (pulled fromrecruitnment duties)

| nperi al Navy Support:

Battl ecrui ser "Enperor's Wath" (Conmmand vessel)
- 2 Gothic-class Cruisers
- 8 Escort vessels

ENEMY FORCES:

1 Hive Ship

2 Kraken-cl ass Bi o-shi ps

Estimated 12-15 Escort-cl ass bio-vessels
Mul ti pl e waves of Boardi ng organi snms

ENGAGEMENT DETAI LS:



Phase 1: Initial Contact

- Bl ood Wl ves vessel s "Shadow Hunter" and Hunt Pack squadron
utilized psychic masking to scout enemny positions

- Space Wl ves "lce Pack"” squadron depl oyed in aggressive
screening formation to protect civilian transport corridors

- Tyranid forces detected attenpting pincer novenent to cut
of f primary evacuation routes

Phase 2: Defensive Action

Not abl e Events:

- Space Wl ves Strike Cruisers |aunched devastating broadside
attacks agai nst approachi ng Kraken-cl ass vessels

- Bl ood Wl ves Harvest Frigates denonstrated unexpected
utility, their enhanced sensors providing crucial early
war ni ng of incom ng boardi ng spores

- Conbi ned Wl f Guard and Bl ood Wl ves boarding parties
successfully repelled Tyranid boarding attenpts on "Enperor's
W at h"

- Bl ood Wl ves War-beasts proved renmarkably effective at
detecting and hunting down infiltrator organisns

Phase 3: Counter-Ofensive

Key Maneuvers:

- Bl ood Wl ves Captain Urbra |Ironbark coordi nated psychic
shroud operation, masking approach of Space Wl ves assaul t
boat s

- Space Wlves WIf Lord Kjarl Ginfang | ed decisive boarding
action against primary Kraken-class vessel

- Conbined fl eet executed "Hamrer and Anvil" maneuver, with
Space Wl ves providing frontal assault while Bl ood Wl ves
struck from conceal ed positions

- Synchroni zed Thunder hawk strikes crippled several escort

bi o- shi ps

Phase 4: Final Engagenent

- Hve Ship attenpted to di sengage after |oss of escort
vessel s

- Bl ood Wl ves psykers detected vulnerability in the
creature's synaptic network

- Space Wl ves executed killing blow with concentrated Lance
fire
- Remaining bio-ships fell into disarray, elimnated by

conbi ned fleet action

CASUALTI ES AND LOSSES:
| nperi al Navy:



- 2 Escort vessels |ost
- Moderate damage to Got hic-class cruisers
- Heavy danmage to void shields across fleet

Space Wl ves:

- 1 Nova-class Frigate critically danaged
- 27 Astartes lost in boarding actions
- 2 Thunder hawk gunshi ps destroyed

Bl ood Wl ves:

- 1 Gadius Frigate |ost

- 19 Astartes lost in boarding actions

- 4 War-beasts lost to infiltrator organisns
1 Thunder hawk damaged

Cvilian:

- 13% of designated evacuation targets | ost
- 4 transport vessels destroyed
- 2 transport vessels infected and purged

TACTI CAL ASSESSIVENT:

The conpl enentary nature of Space Wl ves' direct aggression
and Bl ood Wl ves' stealth tactics proved highly effective.
Space Wl ves' furious assaults provided excellent cover for
Bl ood Wl ves' precision strikes, while Blood Wlves' psychic
abilities enhanced the entire fleet's tactical awareness.

O particular note was the effective cooperati on between the
chapters' different conbat doctrines. Space Wl ves
aggressive void-warfare expertise paired exceptionally well
wi th Bl ood Wl ves' stealth and psychic warfare capabilities.

STRATEQ C RECOMVENDATI ONS:

- Further joint operations between these chapters should be
encour aged

- Bl ood Wl ves' sensor and psychic detection capabilities
prove inval uabl e against Tyranid void tactics

- Consi der inplenenting conbined Wl f Guard/ Bl ood Wl ves
boardi ng parties as standard protocol against Tyranid threats
- \War-beast units should be distributed across fleet to
assist in infiltrator detection

COMVENDATI ONS:

- WIf Lord Kjarl Ginfang for exceptional boarding action

| eadership

- Blood Wl ves Captain Urbra Ironbark for superior tactica
coordi nation

- Both chapters' boarding teans for unprecedented cooperation



i n shi pboard defense
- Bl ood Wl ves War-beast handlers for exceptional infiltrator
detection and elimnation

PERSONAL NOTATI ON:

The sight of Space Wl ves and Bl ood Wl ves fighting side by
side, their different hunting styles conpl enenting each ot her
perfectly, was truly sonething to behold. The Space Wl ves'
direct fury and the Bl ood Wl ves' shadowy precision conbi ned
into sonething greater than either al one.

+++THOUGHT FOR THE DAY: THE EMPEROR PROTECTS+++

+++REPORT ENDS+++

[ Appended: Detail ed void-battle maps and casualty reports]
[ Aut henti cati on codes and seals follow



Kill Team Rules

Faction Special Rules

Blood Bond Warriors

- At the start of deployment, select two operatives to form a Blood Bond

- Blood Bonded operatives within 3" of each other gain +1 to their APL characteristic
- Blood Bonded operatives can use each other's Leadership if higher

- If one Blood Bonded operative is incapacitated, the surviving operative gains
'Focused' for the remainder of the game



Combat Drugging

- Once per game, at the start of any Turning Point, select one operative

- Until the end of the Turning Point: +2" Movement, +1 to wound rolls, cannot
perform 'Fall Back' actions

- At the end of the Turning Point, roll a D6. On a 1, that operative suffers D3 mortal
wounds

Focussed

- Once per turn the operative can reroll a to hit die
- Against the killer of their blood brother the operative gets +1 to wound rolls
- Against the killer of their blood brother the operative gets +1 to hit rolls

War Beast Handlers

- Any CHAPLAIN operative can be accompanied by one WAR BEAST
- WAR BEASTS do not take up operative slots
- WAR BEASTS must stay within 6" of their handler

Against all odds

When in melee range with more opponents than allies

- gain an additional attack against a second enemy when rolling a 6 on the to wound
roll and the to hit roll

- the new attacks can not trigger more attacks

- increase enemy to hit bonus by 2 for each enemy but the first

- Increase enemy to wound bonus by 1 for each enemy but the first

Available Operatives

Fire Team Options

- Fire Team One must include 1 Leader
- Fire Team Two can include up to 3 WARRIORS or SPECIALISTS
- Maximum one PSYKER per Kill Team

CHAPLAIN (Leader) - 40 points

M | APL | SV | W
6" | 3 | 3+ | 12

Equi prent: Crozius Arcanum

Opt i onal Equi pnent

- Bolt Pistol: +2 points

- Plasma Pistol: +3 points

- Apot hecarius CGear: +5 points; Gain Healer ability
- Junp Pack: +5 points



- Stealth Suit Configuration: +5 points (-1 to hit from
ranged attacks)

Q her Options

- Optional War Beast (+20 points) conpanion
- Optional be a PSYKER (+15 points) and use one ability
- Veteran: +15 points; W +1; APL: +1

Special Abilities

- Spiritual Guardian: Friendly operatives within 6" gain +1
to Conbat Roll tests

- Blood Ritual: Can perform enmergency Bl ood Bond once per
gane as free action

SERGEANT (Leader) - 35 points

M | APL | SV | W
6 | 3 | 3+ | 12

Base Equi pnent: Chai nsword, Bolt Pistol
Equi pnent Qpti ons

- Power Sword: +5 points

- Plasma Pistol: +3 points

- Junp Pack: +5 points (only if not nounted)

- Conbat Shield: +3 points

- Stealth Suit Configuration: +5 points (-1 to hit from
ranged attacks)

O her Options

- War Beast Munt: +20 points; Increases Myvenent to 10";

Gai ns WAR BEAST nel ee profile; +2 Wunds; Can performa free
Dash action after a successful charge

- Veteran: +15 points; W +1; APL: +1

- PSYKER (+15 points) and use one ability

Special Abilities

- Pack Leader: Friendly operatives within 6" can use this
operative's APL for determ ning action costs

- Veteran's Insight: Once per turning point, can use one
strategic ploy w thout spending CP

- Hunter's Experience: Reroll charge rolls while within 6" of
a friendly operative

SM TH JOURNEYMAN ( Leader) - 40 points



M | APL | SV | W
6" | 3 | 2+ | 12

Equi prent: Power Axe, Artificer Bolt Pistol
Equi pnent Opti ons

Repl ace Power Axe wth Force Axe: +2 points (nust be PSYKER)
- Add Plasma Pistol: +3 points

- Add Digital Wapons: +5 points

- Add Conversion Field Generator: +3 points

O her Options

- May be upgraded to PSYKER: +15 points and use one ability
- May be upgraded to Veteran: +15 points; W +1; APL: +1;
| nproves Machine Spirit Interference range to 18"

Special Abilities:

Choose only one of the Auras at the start of the gane to be
effective for the ganme's duration.

Master of the Forge (Aura)

- Friendly operatives within 6" inprove the AP characteristic
of their weapons by 1

- This bonus is increased to AP 2 for operatives that have
performed a Blood Bond ritual with the Smith Journeyman

- Does not affect weapons that already have AP -3 or better

Techni cal Expertise (Aura)

- Friendly operatives within 6" inprove their Save
characteristic by 1 (maxinum 2+)

- If the operative already has a 2+ Save, they instead gain a
6+ Feel No Pain save

Machi ne Spirit Interference (Aura)

- Eneny operatives naking ranged attacks within 12" nust rol
a D6 before each attack

- Onaroll of 1, the attack automatically fails and cannot

be re-rolled

- If the attacking operative is using a weapon with AP -2 or
better, this effect triggers on a roll of 1-2

Bl ood Bonded Weapons

Can reroll 1 to hit roll each turn

WARRI OR - 25 points



M | APL | SV | W
6" | 2 | 3+ | 10

Pri mary Weapons (nust take one):

- Bolt Pistol: +2 points

- Chainsword: +2 points

- Boltgun: +3 points

- StormBolter: +5 points

- Plasma Gun: +8 points (nmax one per fire team
- Meltagun: +7 points

Secondary Wapons (up to one):

- Bolt Pistol: +2 points
- Chainsword: +2 points

Arnmor QOpti ons:

- Mark VI1 Power Arnor Upgrade: +3 points (inprove Save to 2+)
- Stealth Suit Configuration: +5 points (-1 to hit from
ranged attacks)

O her Options:

- Junp Pack: +5 points

- Targeting Array: +2 points (reroll 1s to hit with ranged
weapons)

- Veteran: +15 points; W +1; APL: +1

PSYKER - 35 points
M | APL | SV | W
6 | 2 | 3+ | 10

Equi prent :  Chai nswor d

Opti onal Equi pnent

- Bolt Pistol: +2 points

- Junp Pack: +5 points

Force Sword: +7 points

- Stealth Suit Configuration: +5 points (-1 to hit from
ranged attacks)

O her Options

- Veteran: +15 points; W +1; APL: +1
- Addi tional Psychic Power: +10 points

Special Abilities
- Psychic Powers: choose one at no additional cost

SM TH APPRENTI CE - 35 points



M | APL | SV | W
6 | 2 | 2+ | 10

Equi pnent: Chai nsword

Opti onal Equi pnent :

- Bolt Pistol: +2 points

- Plasma Pistol: +3 Points

- Stealth Suit Configuration: 45 points (-1 to hit from
ranged attacks)

- Make chai nsword mastercrafted: +1 points

- Repl ace chainsword with power sword: +3 points

- Make power sword nmastercrafted: +1 points

O her Options
- Veteran: +15 points; W +1; APL: +1
Special Abilities

- Unreliable Technol ogy: Eneny ranged weapons within 9" need
toroll a D6, on a 1 the shot fails
- Bl ood Bonded Wapons: Can reroll 1 to hit roll each turn

WAR BEAST - 20 points

M | APL | SV | W
0 | 2 | 5+ | 8

Equi pnrent: Enhanced Fangs (Lethal 5+, Rendi ng)

Trainings (up to 1, +5 points each):

Stalker: -1 to hit fromranged attacks

Hunter: +1" M

Brother: +1 to to hit rolls for each allied PSYKER within 6"
- Blood: +1 to to wound rolls for each allied WARRIOR within
6"

O her Options:

- Veteran: +15 points; Gain a second training; Enhanced Fangs
gain Lethal 4+

- Experinmental Cenetics: +5 points; Roll a D6 at the start of
each turn; 1. +1" M 2: -1" M 3: +1 APL; 4: -1 APL; 5 +1 to
to hit rolls; 6: +1 to to wound rolls

Special Abilities:

- Enhanced Senses: Ignore all negative nodifiers to Hit rolls
- Warp Detection: Eneny operatives cannot be set up in
' Conceal ed" within 6"

Psychi ¢ Powers

Each PSYKER operative can sel ect one power at deploynent. The



foll ow ng powers are avail abl e:

Shr oudi ng Vel |

- Action: 1AP

- Range: Self

- Target: This operative

- If blood bounded al so affects the bl ood bounded friendly
operative wthin 3"

Until the end of the Turning Point, targeted operatives:

- Count as being in Cover even when not in cover

- Eneny operatives treat their target visibility as one |evel
worse (Visible to Obscured, Obscured to Conceal ed)

- -1to hit fromranged attacks

Hunter's Aspects

- Action: 2AP

- Range: Self or friendly operative within 3"

- If target is Blood Bonded, you may select two options
i nstead of one

Sel ect one option until the end of the Turning Point:

- Predator: +2" Myvenent and can ignore the first 2" of
di stance when cal cul ating fall damage

- Stalker: Can performa free Dash action in addition to
nor mal novenent

- Killer: Melee weapons gain Lethal 5+

Bl ood Echo
- Action: 2AP
- Range: 6"

Target one friendly operative you have line of sight to
If target is Blood Bonded to you, increase range to 9"
Until the start of your next activation:

- You may use that operative's line of sight for your own
attacks

- That operative may use your line of sight for their attacks
- Both operatives count as having |line of sight to any eneny
operative either can see

Pack Shield

Action: 2AP

- Range: 6"

- Place a Pack Shield token within range and |ine of sight
- |If you are Bl ood Bonded, friendly operatives within 2" of
the token also gain +1 to their normal Save characteristic
Friendly operatives within 2" of the token:

- @Gin a 5+ invul nerabl e save
- Can reroll failed save rolls of 1



Predator's Mark

- Action: 1AP

- Range: 6"

- Sel ect one eneny operative you can see

- Place a Mark token next to that operative

- If you are Bl ood Bonded, the marked operative also suffers
1 to their Save characteristic

Until the end of the Turning Point:

- Friendly operatives can reroll failed wound rolls agai nst
the marked target
- The marked operative cannot be in Cover

Bl ood Boi |

- Action: 3AP

- Range: 8"

- Sel ect one eneny operative you can see

- Roll 3D6

- For each 4+, inflict 1 nortal wound

- If you are Bl ood Bonded, roll 4D6 instead

- This power cannot be used in consecutive activations

General Psychic Rul es

Deny the Wtch

When an eneny PSYKER attenpts to nmanifest a power within 6"
of your PSYKER

- You may attenpt to deny by rolling D6
- On a 4+, the power is denied and has no effect
- You may only attenpt to deny once per Turning Point

Perils of the Warp

VWhen manifesting a power, if you roll any 1s:

- The power still works

- Renove a 1 for each allied PSYKER or LEADER w th psyker
option

- For each remaining 1 roll a D3: On 1: Take 2 nortal wounds;
On 2: Take 1 nortal wounds; On 3: No effect

Bl ood Bond Resonance

I f you are Bl ood Bonded to another operative:

- Add 1 to all Deny the Wtch rolls

- You may reroll one die when testing for Perils of the Warp
- |If your bonded operative is incapacitated, you cannot use
psychi c powers for the remainder of the gane

Equi pnent Poi nts (EP)



Each Kill Teamgets 10 EP to spend.

St andard Equi pnent (2-3 EP):
Bl ood Chalice (2EP)

- Qperative gains "Healer' ability
- Once per gane can perform enmergency Bl ood Bond ritual

Conbat Shiel d (2EP)

- WARRIOR only
- 6+ invul nerabl e save
- 4+ invulnerability save agai nst ranged attacks

Psychi ¢ Hood (2EP)

- PSYKER and LEADER with psyker rule only
- Add 4" to range of psychic powers
- Reroll one failed psychic action per gane

Conbat Scope (2EP)

- WARRIOR only
- lgnore cover when meki ng shooting attacks

Psyk-Qut Ammunition (2EP)

- Any operative with ranged weapon
- Inprove AP characteristic by 1 against PSYKERS

Sanctified Anmunition (3EP)

- Any operative with ranged weapon
- Inprove AP characteristic by 1

Auspex ( 3EP)

- One use only
- Reveal all eneny operatives within 6" of this operative,
even if not visible

M d- Range Equi pnent (5-6 EP)
Conbat Drug I njectors (5EP)

- Once per ganme, gain +1 to hit and wound rolls until end of
turni ng point

- Roll D6 at end of turning point, on 1-2 suffer 2 nortal
wounds

| ron Hal o (5EP)

- CHAPLAIN only
- 4+ invul nerabl e save



Power Weapon (5EP)

- WARRIOR only
- Repl ace Chai nsword with Power Sword

Bone-carved Tal i smans (5EP)

- Once per gane, reroll all failed save rolls until end of
turni ng point

- Bearer counts as having perforned Bl ood Bond ritual for
pur poses of special rules

Beast Handl er's Gear (6EP)

- CHAPLAIN with WAR BEAST only
- WAR BEAST gains +1 APL
- Reroll failed charge rolls for WAR BEAST

Psychi ¢ Focus Crystal (6EP)

- PSYKER or LEADER with psyker rule only

- Cenerate one additional Cabal point at start of each
t urni ng poi nt

- +1 to psychic tests

Hunter's Vox (6EP)

- Al friendly operatives within 6" gain +1" to their
Movenent characteristic
- Can reroll one failed charge roll per turning point

H gh Range Equi pnent (7-10 EP):
War p Danpening Field (7EP)

- Eneny PSYKER operatives within 6" suffer -D3 to psychic
tests
- 5+ save against nortal wounds

Bl ood Forged Power Wapon (7EP)

- WARRIOR only
- Repl ace Chai nsword with Power Sword
- Mel ee weapon gains Lethal 6+

Bl ood Forged Relic Bl ade (8EP)

- CHAPLAI N or PSYKER only
- Mel ee weapon gains Lethal 5+ and Rending
- Once per gane, can reroll all failed hit rolls in one conbat

Enhanced War Beast Col | ar (8EP)

- WAR BEAST only
- Gains ability to attenpt to deny one psychic power per
t urni ng poi nt



- +2 wounds characteristic

Bl ood Forged Relic Force Bl ade (9EP)

- CHAPLAIN with psyker rule or PSYKER only

- Mel ee weapon gains Force Wapon st at us

- Mel ee weapon gains Lethal 5+ and Rendi ng

- Once per gane, can reroll all failed hit rolls in one conbat

Sanple Kill Team Buil ds

Chapl ai n-Led Teans:

Holy Hunters (200 points)

CHAPLAI N Leader (40)

- War Beast (+20)
- Plasma Pistol (+3)
- PSYKER upgrade (+15)

Warriors (25)

- Plasma Gun (+8)

- Stealth Suits (+5)

- Targeting Arrays (+2)
- Chai nsword (+2)

Warriors (25)

- Meltagun (+7)

- Stealth Suits (+5)

- Targeting Arrays (+2)
- Chai nsword (+2)

Warriors (25)

- StormBolter (+5)

- Stealth Suits (+5)

- Targeting Arrays (+2)
- Chainsword (+2)

Ritual Strike Force (175 points)

CHAPLAI N Leader (40)

- War Beast (+20)
- Bolt Pistol (+2)
- Apot hecarius Cear (+5)

WARRI OR ( 25)

- Plasma Gun (+8)
WARRI OR ( 25)



- Meltagun (+7)
Smth Apprentice (35)

- Power Sword (+3)
- Stealth Suit (+5)

Shadow Hunt (150 points)

CHAPLAI N Leader (40)

- War Beast (+20)
- PSYKER upgrade (+15)
- Stealth Suit (+5)

Warrior (25)

- StormBolter (+5)
- Targeting Array (+2)
- Conbat Shield (+6)

Warri or (25)

- StormBolter (+5)
- Targeting Array (+2)
- Conbat Shield (+3)

Sergeant - Led Teans:

Mounted Stri ke Force (200 points)

SERGEANT Leader (35)

- War Beast Munt (+20)
- Power Sword (+5)

- Plasma Pistol (+3)

- PSYKER upgrade (+15)

Warri or (25)

- Junp Packs (+5)
- Plasma Gun (+8)
- Targeting Arrays (+2)
- Chai nsword (+2)

Wwarrior (25)

- Junp Packs (+5)

- Meltagun (+7)

- Targeting Arrays (+2)
- Chai nsword (+2)

Warri or (25)
- Junp Packs (+5)

- StormBolter (+5)
- Targeting Arrays (+2)



- Chai nsword (+2)
Stealth Pack (175 points)

SERGEANT Leader (35)

- War Beast Munt (+20)
- Power Sword (+5)
- Conbat Shield (+3)

Warri or (25)

- Stealth Suit (+5)
- StormBolter (+5)
- Chai nsword (+2)

Warri or (25)

- Stealth Suit (+5)
- StormBolter (+5)
- Chai nsword (+2)

Smth Apprentice (35)
- Power Sword (+3)
Hunter's Pack (150 points)

SERGEANT Leader (35)

- War Beast Munt (+20)
- Power Sword (+5)
- Veteran (+15)

Warri or (25)

- Plasma Gun (+8)
- Targeting Array (+2)
- Mark VI1 Power Arnor (+3)

Warri or (25)

- Meltergun (+7)
- Targeting Array (+2)
- Mark VI1 Power Arnor (+3)

Smth-Led Teans:

Techni cal Superiority (200 points)

SM TH JOURNEYMAN Leader (40)

- PSYKER upgrade (+15)
- Veteran (+15)

- Force Axe (+2)

- Digital Wapons (+5)



Warrior (25)

- Plasma Gun (+8)

- Chainsword (+2)

- Stealth Suits (+5)

- Targeting Arrays (+2)

Warrior (25)

- Meltagun (+7)

- Chai nsword (+2)

- Stealth Suits (+5)

- Targeting Arrays (+2)

Warri or (25)

- StormBolter (+5)

- Chai nsword (+2)

- Stealth Suits (+5)

- Targeting Arrays (+2)

Forge's Vengeance (175 points)

SM TH JOURNEYMAN Leader (40)

- Plasma Pistol (+3)
- Conversion Field Generator (+3)
- PSYKER Upgr ade (+15)

Warrior (25)

- Storm Bolter (+5)

- Mark VI1 Upgrade (+3)
- Conbat Shields (+3)

- Chai nsword (+2)

Warrior (25)

- StormBolter (+5)

- Mark VIl Upgrade (+3)
- Conbat Shields (+3)

- Chai nsword (+2)

Warri or (25)

- StormBolter (+5)

- Mark VIl Upgrade (+3)
- Conbat Shields (+3)

- Chai nsword (+2)

Tech- Hunt (150 points)

SM TH JOURNEYMAN Leader (40)

- Plasma Pistol (+3)
- Digital Wapons (+5)

Warri or (25)



- Meltagun (+7)

Warrior (25)

- Meltagun (+7)

Smth Apprentice (35)
- Power Sword (+3)

Strategic Ploys
Pack Hunters (1CP)

- Use when activating an operative
- Until end of turning point, that operative gains +1 to hit
rolls while within 3" of a friendly operative

Hunting Pattern Al pha (3CP)

- Use at start of any turning point

- Sel ect one eneny operative

- Until end of turning point, friendly operatives gain +1 to
wound rolls against that operative

Bl ood Fury (1CP)

- Use when a friendly operative is incapacitated
- Al Blood Bonded operatives gain +1 APL until end of
t urni ng poi nt

Technical Mastery (1 CP)

- Use at the start of your turn

- Until the end of the turning point, one friendly operative
within 6" of your SMTH | eader gains +1 to hit rolls with al
weapons

- If that operative has perfornmed a Blood Bond ritual, they

al so inprove their weapon's Damage characteristic by 1

Tactical Pl oys

Psychi ¢ Masking (1CP)

- Use when an eneny operative attenpts to shoot at your
operative

- That operative counts as being an additional 3" away for
range cal cul ati ons

Coordi nated Stri ke (2CP)

- Use when activating a Bl ood Bonded operative
- That operative can performone free Fight action if their
bonded operative is within 3"



Beast's Warning (1CP)

- Use when an eneny operative perforns a ' Charge' action
targeting a WAR BEAST or its handl er
- Subtract 2" fromthe charge distance

Energency Repairs (2 CP)

- Use when a friendly operative within 3" of your SM TH

| eader would | ose their |ast wound

- Roll a D6, on a 4+, that operative retains 1 wound i nstead
of being incapacitated

- Can only be used once per gane

Tac Ops
Hunt the Corrupted

- Score 1VP if an eneny PSYKER is incapacitated
- Score 1VP if a Bl ood Bonded operative incapacitates an
eneny operative

Quard t he Pack

- Score 1VP if all your operatives are within 6" of at |east
one other friendly operative at end of turning point

- Score 1VP if your WAR BEAST and handl er both survive unti
end of gane

Bl ood Vengeance

- Score 1VP if an operative incapacitates the eneny operative
that incapacitated their Bl ood Bonded partner

- Score 1VP if you incapacitate nore eneny operatives than
you lose in a single turning point



Adeptus Arbites After Action
Report - Bl ood Wl ves Kill
Team Operati on

ADEPTUS ARBI TES
PRECI NCT FORTRESS ALPHA- 447
H VE TARANUS

AFTER ACTI ON REPORT: OPERATI ON
SHADOW PURGE

Aut hor: Marshal Vi ktor Thane

Cl assification: Command Level

Date: 847. M1l

SUBJECT: Bl ood Wl ves Kill Team depl oynent in Lower Hive
District 23

| NI TI AL CONTACT:

Bl ood Wl ves Kill Team arrived at Precinct Fortress follow ng
detection of possible genestealer cult activity. Team
conposi tion:

- 1 Chaplain (designation: Cccul tus)
- 2 War Beasts

4 Bl ood Pack Mari nes

2 lron Shield Breakers

PRELI M NARY ASSESSMENT:

Initial briefing reveal ed sophisticated understanding of hive
city operations. Chaplain Cccultus denonstrated detail ed
know edge of cult behavior patterns and urban warfare
tactics. War beasts' enhanced senses i medi ately detected
anomalies in our holding cells, identifying two previously
undetected hybrid infiltrators anong routine prisoners.

OPERATI ONAL METHODOLOGY:

Unli ke typical Astartes shock-and-awe tactics, Blood Wl ves
operated with remarkabl e subtlety:

- Uilized maintenance shafts and service corridors instead
of main thoroughfares

- War beasts depl oyed for advance reconnai ssance

- Psychi c masking prevented cult elenents from detecting

t heir presence

- Precise elimnation of targets with mnimal collatera
damage

- Excellent coordination with Arbitrator patrols



NOTABLE | NCl DENTS:
Manuf act orum Rai d (Day 2)

- War beasts detected conceal ed entrance to cult gathering

space
- Kill teamelimnated 47 cultists without damaging critica
machi nery

- Production resuned within 3 hours

Under hi ve Anbush (Day 4)

- Cult forces attenpted to trap kill teamin waste processing
facility

- Bl ood Wl ves turned anbush agai nst attackers

- lron Shield Breakers' plasma weapons proved highly
effective in confined spaces

- 100% cult casualty rate, zero civilian casualties

Patri arch Engagenent (Day 7)

- War beasts tracked patriarch to abandoned hab- bl ock

- Chaplain Occultus coordinated joint Arbites-Astartes assault
- Bl ood Pack Marines denonstrated exceptional close-quarters
conmbat efficiency

- Mnimal structural danmage to surrounding infrastructure

CASUALTI ES AND COLLATERAL:

342 confirmed cult nenbers elimnated

- 3 mnor structural breaches (all readily repairable)
- 1 war beast wounded (non-critical)

- O civilian casualties

- 2 Arbitrators wounded (both recovered)

NOTABLE OBSERVATI ONS:

Tactical Efficiency

- Kill team operated independently but maintai ned constant
comuni cation with Arbites conmand

- Denonstrated thorough understanding of hive city protocols
- Excellent target discrimnation in crowded environnents

Psychol ogi cal | npact

- Presence of war beasts caused noticeable disruption to cult
activities

- Chapl ain's psychol ogi cal warfare tactics proved highly
effective

- Mnimal public panic due to discrete operation nethods

| nfrastructure Preservati on



- Remarkable attention to preserving critical hive
infrastructure

- Sel ect ed engagenent zones to mnimze collateral damage
- Uilized non-destructive entry methods where possible

RECOMVENDATI ONS:

- Standing request submtted for future Bl ood Wl ves
deploynment in simlar situations

- Devel opnent of joint Arbites-Blood Wl ves urban conbat
prot ocol s

- Integration of war beast detection methods into Arbites
patrol patterns

- Establishnent of permanent communi cation protocols with
Bl ood Wl ves fl eet

ARB| TRATOR MARSHAL' S PERSONAL
NOTATI ON:

Most inpressed by kill teaml s professionalismand efficiency.
Unli ke other Astartes deploynents, Bl ood Wl ves denonstrated
cl ear understanding of hive city conplexities and inportance
of mnimal collateral damage. Their war beasts' detection
capabilities proved invaluable in urban environnents.
Strongly recommend maintaining a close relationship with this
chapter for future operations.

THOUGHT FOR THE DAY: Justice is swift. Vengeance is thorough.

[ Docunment bears official Adeptus Arbites seals and

aut henti cati on codes]

[ Appended: Detail ed mappi ng of cult cleansing operations]

[ Wtness statenents and pict-captures filed separately under
case nunber 847-23A]



Deathwatch RPG Rules

Chapter Characteristics

- +3 Willpower

- +3 Perception

- -3 Ballistic Skill

- Starting Wounds: 12+1d5

- All Blood Wolves are psykers
- Start with Psy Rating 2

Special Rules

Inherent Psychic Ability

- All Blood Wolves can use minor psychic abilities

- Must test for Perils of the Warp as normal

- Can sense disturbances in the warp within 10m per Psy Rating
- Can detect other psykers automatically within same range

Blood Bond Ritual

Once per mission, may perform a blood bonding ritual with another Space Marine:

- 1 hour of uninterrupted ritual time

- Successful Willpower test

- Both participants must be willing

- Strengthens psychic abilities when working together
Blood Bonded pairs gain:

- May spend Fate Points for each other

- +10 to all psychic tests when within 10m of each other
- Can sense if the other is in grave danger

- If one dies, the other gains Frenzy for 1d5 rounds

Hunter's Instincts

- Can use psychic abilities to track prey
- +20 to Awareness and Tracking when using psychic abilities
- May reroll failed Stealth tests once per session

Chapter Flaw: Constant Vigilance

- Must test Willpower when encountering other psykers
- Failure means character becomes suspicious and must monitor the source
- Critical failure results in immediate hostile action

Starting Skills



- Psyniscience (Per)

- Awareness (Per)

- Common Lore (Adeptus Astartes) (Int)
- Dodge (AQ)

- Literacy (Int)

- Speak Language (Low Gothic) (Int)

- Intimidate (S)

- Tracking (Int)

Starting Talents

Choose three:

- Heightened Senses (Smell)
- Quick Draw

- Sprint

- Stalker

- True Grit

Starting Psychic Powers

Choose two from:

- Blood Echo (detect life forms)

- Hunter's Aspect (enhance physical abilities)
- Pack Shield (protective barrier)

- Predator's Mark (mark target for tracking)

- Shadow Veil (psychic concealment)

Chapter Advances

- Blood Ritual Mastery (100 xp)

- Enhanced Hunting Sense (200 xp)
- Increased Psy Rating (300 xp)

- Pack Leader (400 xp)

- Master of the Hunt (500 xp)

Background Packages

Chaplain
Cost: 300 XP

Description

Blood Wolves Chaplains serve as both spiritual guides and vigilant watchmen,
monitoring their brothers for signs of corruption while maintaining the chapter's
sacred traditions. Their war beasts serve as both companions and corruption
detectors, making them even more effective at their vigilant duties.



Starting Package

- +10 Intimidate

- +10 Scrutiny

- +10 Handle Animal

- Blood Ritual Mastery talent

- Special Equipment: Ritual Crozius, Blood Chalice, and Beast Handler's Basic Kit

Special Rules

- Spiritual Guardian: Can detect corruption and warp influence within 10m per Psy
Rating

- Ritual Master: Can perform emergency Blood Bond rituals as Full Action

- Beast Empathy: War beast gains +10 to corruption detection rolls

- Voice of Authority: Once per session, can automatically pass one Command test
- Vigilant Bond: War beast gains additional detection capabilities against warp
entities

War beast Rules

- One war beast companion included in background cost
- Beast must stay within 20m of Chaplain

- Gains enhanced corruption detection abilities

- Can assist in ritual ceremonies

- Shares Chaplain's Leadership for morale tests

Unique Talents

Blood Ritual Mastery

Prerequisites: Chaplain Background, Psy Rating 2+
The character can lead advanced ritual ceremonies:

- Takes 1 hour

- Can bond up to 3 participants

- Grants enhanced Blood Bond benefits

- Can cleanse minor corruption

- War beast can participate in and enhance rituals

Ritual Beast Enhancement

Prerequisites: Chaplain Background, Blood Ritual Mastery
The character can temporarily enhance their war beast:

- Half Action

- Beast gains Psy Rating 1 for detection purposes
- Enhanced corruption detection range

- Can share Chaplain's psychic defenses

Restrictions

- Must maintain constant vigilance over battle-brothers



- Required to perform regular ritual observances

- Responsible for war beast oversight and training

- Cannot have multiple war beasts like Beast Handlers

- Beast must be used primarily for detection rather than combat

Smith

Cost: 350 XP

Description

The Blood Wolves' Smiths combine technical expertise with psychic ability, forging
weapons and equipment enhanced by blood rituals. Their understanding of both
material craft and psychic enhancement makes them unique among Space Marine
artificers, creating items that resonate with their wielders' own essence.

Starting Package

- +10 Tech-Use

- +10 Common Lore (Tech)

- Blood-Forging Rites talent

- Psychic Artifice talent

- Special Equipment: Blood-Forged Tool Kit, Ritual Carving Blades

Special Rules

- Machine Empath: Can use Psy Rating to assist with Tech-Use tests

- Blood-Forge Mastery: Can perform blood-forging rituals using their own blood or
that of willing battle-brothers

- Technical Insight: Once per session, can reroll a failed Tech-Use test

- Spirit Bond: Can establish a psychic connection with a single piece of equipment
per mission

Unique Talents

Unique Talents

Prerequisites: Smith Background, Psy Rating 2+
The character can perform blood-forging rituals to enhance equipment:

- Full Action

- Requires blood from the intended user of the item

- Costs 1 wound from blood donor (cannot be reduced or negated)

- Iltem can only be enhanced for the battle-brother whose blood was used in the ritual
- Multiple enhancements on the same item require blood from each ritual

- Multiple enhancements on the same item require blood from each ritual

Target item gains one of the following until end of mission:

- +5 to hit rolls when used by blood donor
- +2 Penetration when used by blood donor
- Gains "Reliable" quality when used by blood donor



- Resonates with donor's psychic abilities (+10 to related Psy Rating tests)
Psychic Artifice

Prerequisites: Smith Background, Blood-Forging Rites
The character gains deeper understanding of psychic enhancement:

- Can maintain blood-forged enhancements on up to Psy Rating items
simultaneously

- Can perform emergency repairs using blood rituals (costs 1 wound)

- Can detect flaws or corruption in equipment through psychic resonance
- Ability to carve and enhance bone talismans for fellow battle-brothers

Restrictions

- Cannot serve as Kill-team leader

- Must maintain regular communion with enhanced equipment

- Required to perform regular maintenance rituals

- Can only enhance equipment for battle-brothers who willingly participate in blood
rituals

- Must regularly renew blood-forging on enhanced items

Special Note

Unlike standard Tech-Marines, Blood Wolves Smiths rely on their psychic abilities
and blood rituals rather than extensive mechanical augmentation. Their power flows
from their connection to both their chapter's traditions and their battle-brothers'
essence.

Beast Handler

Cost: 300 XP

Description

Masters of the chapter's war beasts, Beast Handlers are specialists who combine
psychic ability with deep understanding of pack tactics. Unlike Chaplains who use
single beasts for detection, Beast Handlers can coordinate multiple war beasts in
complex hunting patterns and combat maneuvers. Their profound connection to
these creatures makes them masters of both beast training and battlefield
coordination.

Starting Package

- +10 Handle Animal

- +10 Awareness

- Pack Alpha Mastery talent

- Beast Training Protocols talent

- Special Equipment: Advanced Beast Handler's Kit, Pack Alpha Runes

Special Rules



- Alpha Bond: Can maintain control of up to 1 + Psy Rating war beasts
simultaneously

- Pack Mind: Can coordinate all controlled beasts as a single unit

- Beast Speech: Can issue complex commands telepathically to entire pack

- Pack Leader: All controlled beasts gain +10 to attack rolls when fighting the same
target

Combat Formations

Beast Handler can arrange their war beasts into specialized hunting formations:

- Hunting Circle: Beasts surround target, each gains +1 to hit for every other beast in
formation

- Strike Pattern: Beasts attack in sequence, each attack at +5 building to maximum
of +20

- Guard Formation: Beasts form defensive perimeter, grant cover to protected allies

- Scout Pattern: Beasts spread out in reconnaissance formation, triple their detection
range

Unique Talents

Pack Alpha Mastery

Prerequisites: Beast Handler Background, Psy Rating 2+
The character can execute advanced pack tactics:

- Half Action

- Select one formation pattern

- All controlled beasts move into position as part of this action
- Formation benefits last until next order

- Can change formations as Half Action

Beast Training Protocols

Prerequisites: Beast Handler Background, Pack Alpha Mastery
The character gains mastery over beast development:

- Can train new war beasts to join their pack
- Can teach specialized combat maneuvers
- Each beast can learn up to 3 special abilities

Special Beast Abilities

- Ambush Hunter: Beast gains Stealth skill

- Void Stalker: Beast can operate in zero gravity

- Pack Defender: Beast gains Shield ability for allies

- Terror Howl: Beast gains Fear (1) aura

- Warp Tracker: Beast gains bonus to tracking psychic targets

- Blood Hunter: Beast gains bonus damage against wounded prey

Advanced Pack Tactics

At Rank 4 (Experienced), Beast Handler gains access to:



- Coordinated Strike: All beasts can attack same target as single action

- Pack Resilience: Beasts share damage received among pack

- Alpha's Fury: Can channel psychic power through entire pack

- Hunting Song: Psychic coordination grants all beasts +20 to tracking tests

War Beast Options

Each beast can be specialized with one primary role:

- Hunter-Killer: Focus on combat (+10 WS, +2 damage)

- Scout-Tracker: Focus on detection (triple detection range)

- Pack Guardian: Focus on defense (+2 armor, can Shield allies)
- Warp Hunter: Focus on psychic prey (bonus vs psykers)

Pack Advancement

As the Beast Handler gains experience, their pack can grow:

- Rank 1-3: Maximum 1 + Psy Rating beasts

- Rank 4-6: Maximum 2 + Psy Rating beasts

- Rank 7+: Maximum 3 + Psy Rating beasts

- Each beast can learn new abilities at handler's rank increases
- Pack tactics become more sophisticated with experience

Restrictions

- Must maintain regular training sessions with pack

- Required to personally care for all controlled beasts
- Responsible for pack discipline and development

- Cannot use beasts primarily for ritual purposes

- Must maintain physical and psychic bond with pack

Special Notes

- Beast Handlers specialize in combat applications rather than detection
- Can coordinate multiple beasts in complex tactical patterns

- Focus on pack tactics and group maneuvers

- Distinct from Chaplain's single beast detection role

- Emphasis on offensive capabilities and tactical flexibility

Hunt Leader
Cost: 250 XP

Description

Experts in stealth and precision strikes, Hunt Leaders combine tactical acumen with
psychic abilities to guide their teams through complex urban environments. They
excel at tracking prey and coordinating surgical strikes.

Starting Package

- +10 Stealth



- +10 Tracking

- Urban Warfare Specialist talent

- Shadow Hunter protocols

- Special Equipment: Advanced Auspex

Special Rules

- Urban Predator: Ignore penalties for urban terrain

- Pack Tactics: Grant +5 to all allied Stealth tests within 10m

- Prey Sense: Can track targets through psychic resonance

- Tactical Insight: Once per mission, can reveal all enemy positions within 30m

Unique Talents

Shadow Hunter

Prerequisites: Hunt Leader Background, Psy Rating 2+
The character can coordinate stealthy advances:

- Half Action

- Entire kill-team gains improved stealth capabilities
- Enhanced movement options in urban environment
- Can mask psychic signatures of entire team

Restrictions

- Must maintain stealth protocols during missions
- Required to coordinate with other team specialists
- Responsible for tactical planning

Special Equipment

Ritual Crozius

Chaplain weapon used in rituals and combat

- Damage: 1d10+4 E

- Pen: 4

- Special: Power Field, Sacred, Sanctified

- Enhances psychic powers when used in rituals
- Cost: Very Rare

Ritual Blade

Used in Blood Bond rituals

- Damage: 1d10+2 R

- Pen: 2

- Special: Balanced, Sacred

- Required for Blood Bond rituals
- Cost: Very Rare



Combat Drugs

Single-use combat enhancers

- +10 to Strength and Agility for 1d5 rounds
- +1 Psy Rating for duration

- Must test Toughness or gain 1D3 Fatigue
- Cost: Rare

Solo Abilities

Blood Hunter

Once per session, may declare "Blood Hunt" on single target:

- Enhanced psychic tracking
- Can sense target's general direction within 2100m
- Gain 1 Fate Point if target is eliminated

Pack Alpha

When leading a Kill-team:

- Can share psychic powers with team members
- +10 to Command tests in combat
- Can perform emergency Blood Bonds as Half Action

War Beast Companions

Availability

- Only available to Blood Wolves with Beast Handler or Chaplain background
- One war beast per Chaplain

- Requires GM approval

- Counts as part of the Kill-team's resources

War Beast Profile

Characteristics

W5 | BS | S | T | Ag | Int | Per | W | Fel
| W

45 | | 45 | 45 | 40 | 15 | 50 | 35 | 10 |
15

Movenent : 8/ 16/ 24/ 32

Skills

- Awar eness +20
- Tracking +20



- Dodge +10
- Silent Myve +10

Tal ent s

Swift Attack

- Lightning Attack

- True Git

- Hei ghtened Senses (Snell)
- Warp Sense

Speci al Rul es

- Enhanced Senses: Can detect psychic and warp presence
- Handl er Bond: Must stay within 30m of Handl er
- Pack Hunter: +10 W5 when fighting al ongsi de Handl er
- Natural Wapons: 1d10+4 R, Pen 2, Tearing
Psychi ¢ Resonance: Can share Handl er's psychic perceptions

Conbat Rul es

Acti vation

- Activates imediately after Handl er
- Uses Handler's Fell owship for Conmand tests
- Requires Half Action from Handl er to issue conmands

Act 1 ons

St andard Acti ons

- Attack (Full or Half Action)
- Run/ Charge (Full Action)

- Track (Full Action)

- Quard (Full or Half Action)
- Assist Handler (Half Action)

Speci al Actions

- Warp Sense (Half Action): Detect psychic presence
- Pack Hunt (Full Action): Coordinate attack wi th Handl er
- Alert Handler (Free Action): Warn of detected threats

Danmage & Recovery

- Uses sane rules as Space Marines for Critical Damage
- Recovers wounds at twice normal rate
- Can be heal ed by standard nedi cal treatnment

Beast Advancenent

Experi ence

- Gins 10% of Handler's earned XP
- Can inprove characteristics and gain new talents
- Maxi num advancenent determ ned by Handl er's rank



Avai | abl e | nprovenents

- +5 to any Characteristic (100 XP)

- New Conbat Tal ent (200 XP)

- Enhanced Senses (300 XP)

- Inmproved Natural Wapons (400 XP)
Warp Resistance (500 XP)

Speci al Rul es

Frenzy Conditions

The war beast nmust test WI I power to when:

- Handler takes Critical Damage

- Exposed to heavy warp presence

- Fighting daenpbns or psychic entities
Failure results in frenzy for 1d5 rounds

Deat h & Repl acenent

- If beast dies, Handler suffers 1d5 Insanity points
- Repl acenent requires return to chapter fleet

- New beast requires 1 nonth bondi ng peri od

- Costs 1000 xp for repl acenent

M ssion Integration

- Can't be deployed via drop pod

- Requires special transport arrangenents

- May be restricted in certain environnments
- Must be considered in stealth operations

War Beast Equi pnent

Equi pment Restrictions

- Maxi mum 3 maj or upgrades at once

- Must be installed at chapter facilities

- Some conbi nations may be inconpatible

- Requires Handl er advancenent to unl ock higher tiers
- Regul ar mai nt enance required

Arnmor Options

Rei nf orced H de Arnor (300 xp)

- 3 AP all locations
- No novenent penalty
- I ncludes subdermal arnor plates

Conbat Mesh (400 xp)



- 4 AP all l|ocations

- -5to Agility

- Self-repairing fibers

- Provides environnental protection

Car apace Battle Arnor (600 xp)

- 5 AP all | ocations
- -10 to Agility
- -1m Movenent

Neur al Enhancenents

Control Systens
Basi ¢ Neural Collar (200 xp)

- +10 to Conmand tests
- Basic bio-nonitoring
- 2km vox range

Advanced Control Unit (400 xp)

- +20 to Conmand tests

- Full bio-nonitoring

- 5km encrypted vox

- Emergency override protocols

Psychi ¢ Resonator (600 xp)

- Extend control range to 100m

- Share Handl er's psychic powers
- Emergency tel eport honer

- Built-in null field generator

Sensory Upgr ades
Enhanced O factory Array (300 xp)

- +20 to scent-based detection
- Can track through water
- Chem cal analysis capabilities

Warp Detection Matrix (500 xp)
- Enhanced warp detection

- Psychic activity tracking

- Daenon detection protocols

- Varning runes

Conbat Enhancenent s

Weapon Upgr ades
Rei nf orced Fangs (300 xp)



- +2 Penetration
- Mono- nol ecul ar edge
- Power field generator

Conbat C aws (400 xp)

- Additional 1d10 R damage
- Can parry nel ee attacks
- Retractabl e nechani sm

Physi cal Augnentation

Rei nf orced Skel eton (300 xp)

- +5 Toughness

Enhanced Muscul ature (400 xp)

- +10 Strength
- +5 Toughness

Refl ex Enhancers (500 xp)

- +2 Attacks
- +10 Agility
- Enhanced reaction tine

Speci al Equi prment
Weapons

Mel ee Weapons

Bl ood- For ged Power Sword

- 1d10+6 E, Pen 6

- Power Field, Balanced

- +10 to psychic tests when bonded to w el der
Cost: Very Rare

R tual Conbat Bl ade

- 1d10+2 R, Pen 4

- Bal anced, Sacred

- Required for Blood Bond rituals

- Allows energency Bl ood Bond as Full Action
- Cost: Rare

Chaplain's Ritual Crozius

- 2d10+4 E, Pen 5

- Power Field, Sacred

- Enhances psychic powers within 10m

- Required for formal Blood Bond rituals
- Cost: Very Rare



Ranged Wapons

Hunter's Pattern Bolter

- 30m Range, -2 RoF

- Gains Accurate quality
- Built-in silencer

- Cost: Rare

St al ker Pattern Pl asnma Pi st ol

- Standard plasma pistol stats

- Silent operation node (-2 danmage)
- Reduced heat signature

- Cost: Very Rare

Power Arnor Modifications

Stealth Pattern Configuration

- -10 to eneny detection tests

- Enhanced aut o- senses

- Reduced power signature
Cost: Rare

Ri tual Pattern Enhancenent

- Built-in psychic resonators
- Bl ood Bond enhancenment circuits
- Enhanced warp resi stance

Cost: Very Rare

Speci al Equi pnent
Conbat GCear
Bl ood Chalice

Stores bl ood for energency rituals

- Three uses per m ssion

- Allows instant Bl ood Bond (Half Action)
- Cost: Rare

Beast Handler's Kit

- +10 to Handl e Anima

- Enmergency nedical supplies for war beasts
- Basic control equi pnent

- Cost: Conmmon

Hunter's Auspex

- Standard Auspex
- Addi tional psychic detection node
- Motion predictor



- Cost: Rare
Ritual ltens

Bl ood Bond Tokens

- Store psychic resonance

- Allowreroll of one failed psychic test per token

- Three uses
- Cost: Scarce

Bone- Carved Runes

- +5 to psychic tests
- Warning system for warp danger
- Cost: Common

Conbat Support
Conbat Drug Injectors

- Three doses

- Each dose provides: +10 W5 and S, +1 Attack,
tests

- Side effects on 1d10 roll of 1-3

- Cost: Scarce

Psychi ¢ Focus Cryst al

- +10 to focused psychic tests

- Once per session rerol

- Stores one enmergency power use
Cost: Very Rare

Ayallablllty Rul es

- Maxi nrum one Very Rare item per character
- Requires chapter approval for special itens

- Sonme itens restricted to specific backgrounds

- Regul ar mai nt enance required
- Sone conbi nati ons may be i nconpatible

Speci al Rul es

- Ritual itens nust be sanctified before use
- Conbat drugs require Toughness test

Bl ood- Forged itenms require attunenent (1 day)

+5 to psychic

- Cybernetics require installation at chapter facilities

Addi tional Psychi c Powers

Bl ood Bond Powers

Bl ood Menory (200 XP)



- Power Points: 1
- Action: Half Action
- Range: Touch
Sust ai ned: No
Access the nmenories of another through their blood. Can be
used on both allies and enem es.

Bond Sacrifice (300 XP)

- Power Points: 2

- Action: Reaction

- Range: Bl ood Bond range
Sust ai ned: No

Take wounds meant for your Blood Bonded partner. Damage is
split between both marines.

Crimson Resonance (400 XP)

- Power Points: 3

- Action: Full Action

- Range: 20m

- Sustai ned: Yes

Create a psychic network between all Bl ood Bonded pairs in
range. Share all bonuses and sensory input.

Bl ood Tenpest (500 XP)

- Power Points: 4

- Action: Full Action

- Range: 40m radi us

- Sustai ned: Yes

Create a storm of weaponi zed bl ood. Deal 1d10+PR danmage per
round to all enem es in range.

Hunt i ng Powers

Prey Mark (200 XP)

- Power Points: 1

Action: Half Action

- Range: 30m

Sust ai ned: Yes

Mark target psychically. Al Blood Wlves can sense the
mar ked target's | ocation.

Hunter's Tine (300 XP)

- Power Points: 2

Action: Half Action

- Range: Self

Sust ai ned: Yes

Enhanced reaction tine. Gain Swift Attack and Li ghtning
Attack tal ents.



Al pha's Call (400 XP)

- Power Points: 3
- Action: Full Action
- Range: 50m
Sust ai ned: Yes
Coordlnate all hunters. Squad nenbers can use your skills and
talents for tests.

St al ki ng Powers

Void Step (200 XP)

- Power Points: 1

- Action: Half Action

- Range: Self

- Sustai ned: No

Short-range tel eport through shadows. Mywve up to 10mi gnoring
terrain.

Presence Mask (300 XP)

- Power Points: 2

Action: Full Action

- Range: 15m radi us

- Sustai ned: Yes

Mask all life signs. Electronic and psychic detection is
i mpossi bl e whil e mai nt ai ned.

Reality Slip (400 XP)

- Power Points: 3

- Action: Full Action

- Range: Self

- Sustai ned: Yes

Partially phase out of reality. Gain 50% m ss chance agai nst
al | attacks.

Hunter's Eye (500 XP)

- Power Points: 4
- Action: Full Action
- Range: 1km
Sust ai ned: Yes
Perfect hunti ng awareness. Detect all life forns in range,
ignore all conceal nent.

Pack Powers

Battl e Hymrm (200 XP)

- Power Points: 1



- Action: Half Action

- Range: 20m

- Sustai ned: Yes

Psychic battle chant. Al allies gain +10 to Fear and Pi nni ng
tests.

Pack Awar eness (300 XP)

- Power Points: 2

- Action: Full Action

- Range: 30m

- Sustai ned: Yes

Share sensory information. Al allies gain +20 to Awareness
and can share vision.

Hunti ng Ground (400 XP)

- Power Points: 3

Action: Full Action

- Range: 50mradi us

Sust ai ned: Yes

Turn the area into a psychic hunting ground. Allies gain +10
W5 and +2 novenent, enemes suffer -10 to all tests.

Ghost Pack (500 XP)

- Power Points: 4

Action: Full Action

Range: 100m

- Sustai ned: Yes

Sunmon spectral war beasts. Create a PR nunber of tenporary
war beasts under your control.

Terror Powers

Predator's Aura (200 XP)

- Power Points: 1

Action: Half Action

Range: 10m

- Sustai ned: Yes

Proj ect nmenaci ng presence. Enem es nust test WII power or
becone Scar ed.

M nd Shatter (300 XP)

- Power Points: 2

- Action: Full Action

- Range: 20m

- Sustai ned: No

Psychic attack targeting eneny norale. Target nust test
W | power or gain 1d5 Insanity points.



Apex Terror (400 XP)

- Power Points: 3

Action: Full Action

Range: 30m

- Sustai ned: Yes

Becone |iving enbodi nent of terror. Al enemes in range nust
test WI Il power each round or flee.

Pack Ascension (500 XP)

- Power Points: 4

Action: Full Action

- Range: 30m

Sust ai ned: Yes

El evate the entire squad. Al allies gain +20 to two
characteristics and regenerate 1d5 wounds per round.

Prerequisites

- Basic Powers: None

- Internmedi ate Powers (300 XP): Requires Psy Rating 3
- Advanced Powers (400 XP): Requires Psy Rating 4

- Elite Powers (500 XP): Requires Psy Rating 5 and one
mat chi ng speci ali zation

Power Conbi nati ons

Bl ood Bond + Pack Powers get +10 to psychic tests

Hunting + Stal king Powers can be nmaintai ned sinmultaneously
Terror Powers synergize with Predator's Presence tal ent

- Elite Powers (500 XP) cannot be conbined with other
sust ai ned powers



ADEPTUS MECHANI CUS

XENOLOGE CAL ANALYSI S REPORT 2749-
Xi

+++By the authority of Fabricator-General Lucius Vex+++
+++Mars Desi gnation: Tactical Protocol Analysis+++
+++Cl ear ance: Magos- Level +++

PRELI M NARY ASSESSMENT:

The Bl ood Wl ves Chapter denonstrates concerning efficiency
in coordinating conbat operations with sel ected xenos forces.
Bi nary anal ysis suggests tactical benefits may outwei gh

t heol ogi cal risks, though careful nonitoring renains
essenti al .

STATI STI CAL ANALYSI S OF JO NT
OPERATI ONS:

Craftworl d El dar Engagenent Metrics:

- Conbat Efficiency: +47.3%vs. standard operations

- Casualty Reduction: 38.2% i nprovenent

- Resource Optim zation: +41. 7% effectiveness

- Tactical Flexibility: +52.9% enhancenent
Strategi c Success Rate: 89.4%

Not abl e Techni cal Observati ons:

WAr Beast Bi o-signatures:

Enhanced detection range when operating near El dar forces
| nproved target acquisition through unknown nechani sns

- No signs of genetic corruption or nodification

Possi bl e psychic resonance effects requiring study

Voi d Conbat Protocol s:

- Bl ood Wl ves vessels denonstrate 43.2% i nproved targeting
when coordi nating with El dar ships

- Joint stealth operations show 67.8% hi gher success rate

- No evidence of technical know edge exchange

- Maintai ned proper machine spirit sanctity

League of Votann Engagenent Anal ysis:

- Qperational Efficiency: +51.6%vs. standard protocols
- Resource Managenent: +44.3% optim zation

- Technical Integration: 0% (no unauthorized exchange
det ect ed)

- Conbat Effectiveness: +63.7%in joint operations



- Target Elimnation Rate: 91.2% success
Techni cal Integration Points:

Targeti ng Sol utions

Bl ood Wl ves war beasts gui de League weapon systens

- No direct technical interface detected

- Mai ntai ned proper separation of sacred technol ogies
Enhanced effectiveness through tactical coordination only

Voi d Conbat Operations

- Conpl enentary vessel deploynent patterns

- No exchange of targeting protocols

- Preserved sanctity of machine spirits

- Inproved conbat efficiency through tactical synergy

Rl SK ASSESSMENT MATRI CES:

Technol ogi cal Contam nation Ri sk:

- Current Level: M ninal

- Projected Trend: Stable

- Contai nment Protocols: Effective
Moni toring Systens: Adequate

Cbnbat Prot ocol Anal ysi s:

Tactical Adaptation: Wthin acceptabl e paraneters
- Technical Integration: M ninal

- Machine Spirit Integrity: Mintained

- Operational Efficiency: |nproved

VECHANI CUS CONCERNS:

Primary:

- Potential for unauthorized technical observation
- Risk of machine spirit contam nation

- Exposure of sacred conbat protocols

Possi bl e pattern recognition of Inperial tactics
- Risk of technol ogical osnosis

Secondary:

- Enhanced operational effectiveness may encourage further
cooperation

- Potential normalization of xenos tactical integration

- Risk of inadvertent technical know edge transfer

- Exposure of Inperial strategic capabilities

Possi bl e influence on other Inperial forces

CONTAI NVENT PROTOCOLS:



Current | nplenentation:

- Regul ar technical purity assessnent

- Machine spirit integrity scanning

- Conbat protocol nonitoring

- Technol ogi cal segregati on enforcenent
- Binary cant analysis of all operations

Recommended Additi ons:

- Enhanced nonitoring of technical interactions
- Regul ar assessnent of machine spirit purity
- Increased scrutiny of conbat protocols
- Docunentation of all tactical adaptations
- Analysis of potential technical contam nation

Bl NARY CANT ASSESSMENT:

[ Encrypted data suggests mai ntai ned technol ogi cal purity
despite operational cooperation]

CONCLUSI ON:

Wil e the Bl ood Wl ves' tactical cooperation with xenos
forces warrants conti nued nonitoring, current evidence
suggests nmai nt ai ned technol ogical purity. Their pragmatic
approach appears to maxi m ze conbat effectiveness while
preserving proper separation of sacred know edge.

LOG STI CAL NOTATI ON:

- Continue nonitoring protocols
- Maintain technical segregation
- Docunent all interactions
- Preserve machine spirit purity
Regul ar assessnent required
By the wll of the Omi ssiah,
Magos Xenol ogi s Lanbda-7
+++Thought for the Day: Know edge is power, guard it well +++

[ Docunment bears Mechani cus seals and binary authentication
codes]



Space Hulk Rules

Squad Composition

A Blood Wolves Space Hulk squad consists of:

- 1 Arc Chaplain with War Beast (Squad Leader)
- 1 Sergeant (with psychic abilities)

- 3 Iron Shield Breakers

- 1 Smith

Special Rules

All Blood Wolves units gain the following abilities:

Blood Bond Ritual

- At the start of the mission, select two marines to be Blood Bonded
- Blood Bonded marines within Line of Sight of each other gain +1 Action Point
- If one Blood Bonded marine dies, the survivor gains +2 Action Points for one turn

War Beast Detection

- The War Beast automatically detects any Genestealers within 3 squares, even
around corners

- The War Beast can move independently of the Chaplain but must stay within 3
squares

- The War Beast has 2 Action Points and can attack as a normal marine

- If the War Beast is killed, the Chaplain gains the "Vengeance" ability (+1 to hit) for
the remainder of the mission

Shield Wall

- Iron Shield Breakers can form a Shield Wall when adjacent

- While in Shield Wall formation, they gain +1 to saving throws

- Shield Wall requires 2 Action Points to maintain per turn

- Plasma weapons can still be fired while in Shield Wall formation

Psychic Powers

The Sergeant may use one of the following powers each turn at the cost of 2 Action
Points:

- Shadow Veil: All Blood Wolves within 3 squares gain +1 to their saving throws until
next turn

- Hunter's Sense: Reveal all Genestealers within 6 squares of the Psyker

- Warp Speed: One Blood Wolf within 3 squares gains +2 Action Points for their next
activation



Unit Cards

Arc Chaplain

- Action Points: 4

- Plasma Pistol: Range 4, 1 die

- Crozius Arcanum: 3 dice in close combat

- Special Rule: "Spiritual Guardian" - Adjacent marines gain +1 to saving throws

- Psychic Power: "Blood Bond Enhancement" - Can strengthen Blood Bond effects
within 3 squares

Sergeant

- Action Points: 4

- Plasma Pistol: Range 4, 1 die

- Force Sword: 2 dice in close combat

- Special Rule: "Pack Leader" - Can transfer 1 Action Point to another marine within
3 squares

- Special Rule: "Psychic Powers" - Can use one power per turn from the standard list

Iron Shield Breaker

- Action Points: 4

- Plasma Gun: Range 4 squares, 2 dice

- Combat Shield: +1 to saving throws

- Chainsword: 2 dice in close combat

- Special Rule: "Shield Wall" - When adjacent to another Iron Shield Breaker, both
gain +1 to saving throws.

War Beast

- Action Points: 2
- Close Combat: 2 dice
- Special Rule: "Enhanced Senses" - Automatic detection within 3 squares

Smith

- Action Points: 4

- Plasma Pistol: Range 4, 1 die

- Power Axe: 2 dice in close combat

- Special Rule: "Emergency Repairs" - Can repair sealed doors or disabled systems

Mission Special Rules

Psychic Overwatch

Blood Wolves can spend 2 Action Points to enter Psychic Overwatch instead of
regular Overwatch. While in Psychic Overwatch, they can attack any Genestealer



that comes within 3 squares, even without Line of Sight.

Blood Hunt

If a Blood Wolves marine kills a Genestealer in close combat, they may immediately
move 1 square for free.

Pack Tactics

When two or more Blood Wolves marines are adjacent to the same Genestealer in
close combat, they each gain +1 attack die.

Mission Types

The Silent Hunt

A standard Space Hulk mission with the following modifications:

- Genestealers do not appear on Blips

- Instead, place face-down tokens that the War Beast can detect
- Tokens are only revealed when a marine has Line of Sight

- Mission focuses on stealth and detection over direct combat

Psychic Beacon

The Blood Wolves must establish a psychic beacon in the heart of the Space Hulk:

- The Psyker must reach a designated point and spend 3 turns channeling
- While channeling, the Psyker cannot move or attack

- Other marines must protect the Psyker

- Success allows the fleet to locate critical artifacts

Hunting the Alpha

An elite mission where the Blood Wolves must hunt down a Genestealer Patriarch:

- The Patriarch has 6 health points and 3 attack dice

- Regular Genestealers protect the Patriarch

- War Beast can always detect the Patriarch's location
- Mission is won only by killing the Patriarch

Optional Rules

Blood Frenzy

When a marine is killed, all Blood Bonded marines gain +1 attack die for the
remainder of the mission but must always move toward the nearest Genestealer if
possible.



Psychic Exhaustion

After using a psychic power, roll a die. On a 1, the Psyker loses 1 Action Point on
their next turn.

War Beast Pack

Replace one Iron Shield Breaker with an additional War Beast. Both beasts must
stay within 3 squares of the Chaplain.



FORGE WORLD LUKI TAR

COVMPREHENSI VE STRATEQ C
ASSESSMVENT 278. M42

Re: Bl ood Wl ves Chapter Operations Analysis
Aut hor: Fabri cator-Ceneral COctavius Vex
Cl assification: VERM LLI ON- LEVEL CLEARANCE

STRATEG C ASSET EVALUATI ON:
FLAGSHI P DEPLOYMENT

The presence of the Chapter flagship "Fang of Retribution”
represents our prinmary defensive asset:

Voi d Supr enacy

- Strike Cruiser's presence deters 97.8% of potential raiders
- Ancient vessel's nmachine spirit denonstrates exceptional
conbat awar eness

- Upgraded void shields provide overl appi ng coverage of
critical orbital facilities

- Advanced targeting arrays ensure 99. 9% weapons accuracy

- Irreplaceable Mark |V targeting cogitators enhance
defensive capabilities

Command Benefits

- Chapter Master's presence ensures rapid high-1level decision
maki ng

- Direct coordination with forge world defense network

- Integration with orbital defense platforns increases
efficiency by 78.3%

- Miultiple support vessels coordinated through flagship's
enhanced systens

- Ability to launch full conpany-strength responses to
serious threats

FLEET OPERATI ONS
Ext ended Def ense Cover age

"Shadow Hunter" nmintains stealth patrols of primary trade
corridors
- "Void Stal ker" conducts |ong-range reconnai ssance
- Seven d adius Frigates nmaintain constant patrol patterns
- Seven Harvest Frigates provide extended-range reconnai ssance
- Seven Destroyers offer rapid response capabilities
- Seven Rai ders conduct preenptive threat elimnation

Trade Route Security



- 94. 7% reduction in successful pirate raids
- 99. 1% of supply convoys reach destination
- 87.3% decrease in insurance costs
- 156% i ncrease in trading vol une
- Quadrupl ed trading partner confidence
Protected corridors encourage new trade rel ationships

SpeC|aI|zed Capabilities

- War beast enhanced detection provides 2.7 hour advance
war ni ng

- Psychic masking capabilities deter Dark El dar observation
- Average response tine: 17.4 m nutes

- Threat elimnation rate exceeds 98. 7%

- Conprehensi ve augur coverage | eaves no blind spots

CRI TI CAL CONCERNS - SM TH PRACTI CES

Techni cal Devi ati ons

- Integration of blood rituals into sacred mai ntenance rites
- Psychic resonance affecting machine spirits

- Non-standard forging techni ques incorporating biol ogical

el ement s

- Devel opnent of uni que mai ntenance rituals

- Creation of "blood-forged" equipnent

- Limted adherence to standard Mechani cus oversi ght

Equi pment Modi fications

- Bl ood- enhanced power weapons

- Psychical ly-attuned arnor systens

- War beast control nechanisns incorporating blood rituals
- Modified targeting systens using psychic resonance

- Ritualistic enhancenent of standard equi pnent

Cont ai nnent Protocol s

- Constant techpriest observation of all Smth activities
- Regular purity testing of maintained equi prment
- Docunentation of all non-standard procedures
- Installation of null-field generators in work areas
- Enhanced nonitoring of nmachine spirit responses
- Regul ar exam nation of naintained equi pnment
- Strict control of blood ritual conmponents
Limted access to sensitive machi nery

CCST BENEFI T ANALYSI S

Strategic Benefits

- 89% reduction in defense fleet requirenments
- 76% decrease in orbital defense spending

- 94% i nprovenent in response tines

- 67%reduction in lost material shipnents

- 278% return on invested resources



Techni cal Benefits

- 47% i nprovenent in equi prent performance under Smth

mai nt enance

- 89% reduction in battlefield equipnent failures

- Enhanced machine spirit cooperation noted

- I nproved equi pnent | ongevity

- Successful integration with standard nai nt enance protocol s

R sk Assessnent

- Devi ation Level: SIGN FI CANT
- Contam nation Ri sk: MODERATE
Spread Potential: LOW

Control Effectiveness: H GH

FABRI CATOR- GENERAL' S ASSESSMENT:

The Bl ood Wl ves Chapter represents both an inval uabl e
strategi c asset and a concerning technical risk. Their

comm tnment of significant fleet assets, including their

fl agshi p, provides unprecedented security for both our forge
worl d and associ ated trade routes. The effectiveness of their
protection far exceeds standard | nperial Navy depl oynents.

However, their Smth practices represent a significant

devi ation from Orthodox Mechani cus doctrine. While their

met hods show remarkabl e effectiveness, the incorporation of
bl ood rituals and psychi c enhancenent into sacred mechani cal
procedures requires constant vigilance and nonitoring.

STRATEQ C RECOMVENDATI ONS:

- Maintain current defensive arrangenent while enhancing
nmoni toring protocols

- Continue prioritized support for "Fang of Retribution" and
fleet assets

- Strengthen contai nment neasures around Smth activities

- Establish clear technol ogi cal boundari es

- Prepare contingency measures shoul d devi ati ons spread

- Increase null-field coverage in shared work areas

PARTI CULAR NOTE OF | MPORTANCE:

The strategic value provided by the Bl ood Wl ves' fleet
presence and void-warfare capabilities currently outweighs
t he theol ogi cal concerns raised by their Smth practices.
However, this bal ance requires constant reassessnent and
readi ness to i nplenent containnent protocols should their
techni cal devi ati ons show signs of spreadi ng beyond their
chapter's equi prent.

[ Docunent bears the seal of Forge World Lukitar]
[Mul tiple warning runes and contai nnent sigil s]
[ Bi nary authentication codes follow



+++Thought for the Day: The Omi ssiah protects through
vi gi l ance and w sdomt+++
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