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 INTRODUCTION



INTRODUCTION Greetings Greetings noble warrior warrior.. In the the tome tome you you hold hold are the collected sagas of the Space Wolves, olves, tales of heroism heroism and and glory glory that span the Sea of Stars Stars.. is book will help help you to assem assemble ble your your collectio collection n of Space Space Wolve olvess Citadel Citadel Miniat Miniature uress into a mighty  mighty  tabletop tabletop army army, bound by their martial martial prowess prowess and tribal roots roots into savage savage yet stalwart packs of Fenrisi Fenrisian an battle-br battle-brother others. s. e Space Wolves are ferocious warriors drawn from the death world of Fenris. With bolt, blade and fang they have fought in Humanity’s wars for ten thousand years, ever loyal to the Emperor and their lost Primarch, Leman Russ. e Space Wolves march to battle clad in nigh impenetrable power armour, proudly  bearing the markings of their Great Great C ompanies ompanies and of the packs in which they ght. Known as Sky Warrio Warriors rs by the tribes of their home world, Space Wolves are the result of millennia-old genetic modication and psycho-indoctrination techniques. Tenacious, dauntless and possessed of an insatiable hunger for battle, the Space Wolves hunt all who would defy the will of the Imperium. e Space Wolves are as diverse as they are formidable. With nearly the entire Space Marines range of Citadel Miniatures to choose from, bolstered by iconic Space Wolves units such as Wolf Guard Terminators, Long Fangs, Stormfang Gunships, and savage Wulfen, the options for modelling and gaming alike are near endless. Your collection could hinge around white-maned  veteran infantry, in fantry, glor y-hunting Blood Claws and Primaris recruits, revered Dreadnoughts or a fast-moving host of vehiclemounted troops and underwolf Cavalry. Every kit in the Space Wolves range is lavishly detailed, each Space Marine and vehicle’s individual individual characteristics characteristics and insignia telling their saga of past  victories. From primal talismans and rune-inscri ru ne-inscribed bed weapons we apons to tribal tattoos and totemic pelts, the Space Wolves also provide endless opportunities to experiment with the entire range of  Citadel paints and tools.



Within this book you will nd all the information you need to collect a Space Wolves olves army and eld it upon the tabletop. tabletop. THE SONS OF RUSS: is section outlines the sagas of the Space Wolves in their wars against the enemies of the Imperium. It also provides an in-depth analysis of how their Great Companies organise themselves and deploy for b attle. COMPANIES OF FENRIS: Here you will nd a showcase of  beautifully painted Citadel Miniatures Miniatures that display the iconography  iconography  of Fenris, the markings of dierent packs and example armies to inspire your own collection. WARRIORS OF THE FANG: is section includes datasheets, wargear lists and weapon rules for every Space Wolves unit, for use in your games. ARMIES OF ASAHEIM: is section provides additional rules – including Warlord Traits, Stratagems, Relics, psychic powers and matched play points lists – that allow you to transform your collection of Citadel Miniatures into a mighty Space Wolves army.



To play games with your army, you will need a copy of the Warhammer 40,000 rules. To nd out more about Warhammer  40,000 or downlo download ad the free core core rules, visit warh warhamm ammer4000 er40000.co 0.com. m.



 Driven by warr Driven warrior ior instin instinct ct and armed armed with the might mightiest iest weap weapons ons of of Fenris, Fenris, the the Spac Spacee Wolv olves es cast o into into the Sea of Stars Stars in searc search h of battle. battle. ey are a Chap Chapter ter of heroes heroes pro profou foundly ndly shaped shaped by thei theirr tribal heri heritage tage,, and their their deeds are the stu stu  of legend. legend. Every   victory in the name of the Imperium is yet another verse in their long and storied saga.



 THE SONS SONS OF OF RUS RUSS S



THE



SONS OF RUSS



Mighty Mighty hunter hunterss from the icy death death world world of Fenr Fenris, is, the Space Space Wolve olvess are a ercel ercely  y  independent independent Chapter Chapter of the Adeptus Adeptus Astartes Astartes.. At the end of each long long and patient patient pursuit pursuit they spring spring their attack, howling blood-chilling blood-chilling battle battle cries before before tearing their prey apart. apart. eir eir simmeri simmering ng aggress aggression ion and and barbaric barbaric joy in battle battle belies belies the fact there there are few more more loyal and redoubtab redoubtable le defenders defenders of of the Imperium Imperium than than the Sons of Russ. Russ. A hundred centuries ago the Warmaster Horus, most favoured of the Emperor’s Primarch generals, turned against his genefather in an epoch-shattering rebellion that scarred the stars. e nal battle of the Horus Heresy doomed the Emperor to a living death upon the Golden rone. Aerwards, the erce Primarch of the Space Wolves – Leman Russ – raged against the events that had kept him from his sire at the critical moment,  vowing vengeance against the forces of Chaos. His wrath came too late. With the permanent enthronement enthronement of the Emperor came a dierent age for Mankind. e Primarchs were made to be warriors and generals, not bureaucrats and politicians, so the responsibility of ruling the Imperium passed to the High Lords L ords of Terra. Terra.



‘NO MAN NOR BEAST BEAST COULD BEST THE WOLF-KIN WOLF-KING, G, NO TRIBE COULD STAND STAND AGAINST AGAINST HIS ARMIES. WITHIN RUSS’ RUSS’ KINGDOM A TRUCE TRUCE EXISTED BETWEEN MAN AND WOLF OLF. HIS COURT WAS WAS ATTENDED BY THE FIERCEST FIERCEST OF WARLORDS ARLORDS AND AND THE MOST BEAUTIFUL BEAUTIFUL OF MAIDENS. WHEN ANGERED ANGERED HE RAGED RAGED WITH THE VIOLEN VIOLENCE CE OF SUMMER, SUMMER, HIS WISDOM WAS WAS DEEP AS THE WINTER’S WINTER’S COLD. AND SO IN ASAH ASAHEIM EIM,, THE HOME OF OF THE GODS, THE ALLFATHER FOUND HIS LOST SON.’



- Excerpt from the Saga of the Wolf-King 



Both the High Lords and the surviving Primarchs dreaded the resurgence of Chaos. Many worlds were purged during a time of  great retribution known as the Scouring. roughout roughout the galaxy, galaxy, the tainted were sought out and destroyed. destroyed. In accordance with Primarch Roboute Guilliman’s seminal treatise – the Codex Astartes – the original Space Marine Legions were broken up into smaller Chapters and a code was drawn up to redene their role within the Imperium. Before the Heresy, Heresy, a Legion had numbered tens of thousands; under the new order each Chapter’ Chapter’s size was limited to ten companies companies of  approximately one hundred battle-brothers. Never again could one man command the awesome, terrifying power of a Space Marine Legion, lest that man fall to heresy. Whilst the core of those Legions still loyal to the Emperor would live on as ‘First Founding’ Chapters and keep their original names, the remaining Space Marines from each loyalist Legion were reorganised into Second Founding Founding Chapters Chapters that shared a genetic brotherhood with their First Founding Chapter and their Primarch. e Space Wolves Wolves were ocially divided only  once, creating the ill-fated Wolf Wolf Brothers Brothers Chapter Chapter.. Leman Russ cared little for formal military doctrine, ever relying on the strength and courage of his warriors to win the day. He had no intention of breaking apart his mighty Legion further in accordance with his brother’s wishes. e Wolf-King would



have his warriors ght in the manner of the native tribes of Fenris – as a battle-hungry  army of heroes, not a contingent of faceless troops. Guilliman reluctantly agreed to the Space Wolves Wolves retaining their twelve remaining Great Companies, despite despite many  still comprising far more Space Marines than their Codex-adherent equivalents. us did the Space Wolves hold true to the teachings of  Russ, which dene their ghting methods to this day. To those that witness them in battle, the Space Wolves represent the very elite of Humanity, the pinnacle of the Imperium’s strength. e death world Fenris breeds strong and hardy  recruits indeed, whilst the culture of each tribe encourages loyalty to one another and to the tribe’s warrior king – a model that gels with the hierarchical ideals of the Adeptus Astartes. Only the greatest make it to the vaunted halls of the Sky Warriors, Warriors, yet even aer making that sacred ascent, their saga has barely begun.



THE FORGI FORGING NG OF A LEGEND In order to survive the dangers that face the hardy tribesmen of Fenris on a daily basis, each and every one of them must become a highly skilled and ferocious warrior. warrior. Having Having fought rival tribes, ice trolls, sea drakes and giant wolves, a single Fenrisian warrior would be more than a match for several normal men. However However,, even when unarmed a b attle-brother attle-brother of the Space Wolves olves could overcome overcome a dozen such Fenrisian tribesmen. Such is the scale of the changes wrought upon each aspirant during his transformation into one of the Sons of Russ. e aspirants of the Space Wolves undergo the complex physical and mental processes necessary to produce a Space Marine without a word of complaint. Despite the agonies they  endure, they know the searing pain is only  temporary, temporary, whereas the power granted unto them by their transformation will be theirs for eternity. Aer all, nothing that is of worth to the Fenrisians is won without expending a great deal of blood and sweat. Once the augmentative augmentative surgery is complete, where once stood a human warrior now stands a huge,



 genetically enhanced killer, halfway to becoming the perfect tool of war. A series of extraordinary organ implantations implantations grant him superhuman abilities. Regardless of his Chapter, each Space Marine has a secondary heart and an auxiliary multilung, allowing him to survive massive damage to the torso and ght on. He can sustain and swily recover from wounds that would cripple or kill a mortal man, hibernate for decades, breathe water or poison with no ill eects, spit acid at his foes and even absorb an enemy’s memories and thoughts by eating and assimilating his esh. Space Marines are the creations of the Emperor himself, and they share a measure of his power. Space Wolves have uncanny abilities above and beyond even the Space Marines of  other Chapters. As a genetic descendant of  Russ, each battle-brother has the razorsharp senses of an apex predator. Incredible eyesight and olfactory perception allows him to stalk his prey in a snowstorm, and acute hearing can pick out his quarry’s quarry’s breathing pattern in the midst of a raging battle. During his life, his teeth will lengthen and stretch into vicious-looking fangs that are capable of denting plasteel, and his skin becomes as resilient as cured leather.



is capable of crushing skulls with a single punch and tearing out throats with the swipe of a hooked hand. Clad in power armour, a Space Marine can barrel through walls, run headlong through a storm of  enemy re, jump over yawning crevasses, resist the pressure of the deep ocean or even ght in the depths of the cold void. Each suit of power armour is painstakingly  maintained by the Space Wolves’ Iron Priests and articers, for it is a priceless artefact almost as old as the Chapter itself. e warriors of the Space Wolves Wolves are also well versed in the arts of wielding a blade. Each new recruit is given a deadly  chainsword chainsword that is capable of chewing through pack ice as easily as it mangles and severs human esh, or an axe nely  balanced and keen enough to cut a man in two with one swing. Such weapons are oen used in conjunction with bolt pistols – compact but lethal versions of the sacred boltgun – that can be red at point-blank  range in the press of combat. e boltgun is as deadly a weapon as a warrior could wish for, able to visit a storm of massreactive shells upon the foe with a single squeeze of the trigger, and thus is only  entrusted to those Space Wolves who have already proven themselves in battle. ese



and more besides are the weapons of the Space Wolves, the epitome of the Adeptus Mechanicus’ Mechanicus’ war-cra wielded by the most gied hunters and natural warriors in the Imperium. Such a perfect collusion of arcane science and controlled controlled ferocity  has proven unstoppable on b attleelds without number. For all this, that which the Space Wolve Wolvess count as their most powerful and dependable weapon is their indomitable spirit. Space Wolves are immune to the insidious tendrils of despair, despair, apathy or discontent, for they live the warrior’s dream; an existence of daily warfare waged alongside their brothers, punctuated by  regular feasts and drin king competitions. competitions. ere is little that can corrupt or sway  them, for they already have all that a true warrior could ask for, and their loyalty  to one another and to their Chapter is absolute. Better still, each of the Space Wolves olves has faith not i n some distant and silent deity, but in himself and his fellows. ey know the true path to glory in their hearts, and they know that at its end lies a valorous death in battle and an eternity  of feasting in the Halls of Russ. e Space Wolves ght indefatigably towards this destiny, destiny, knowing neither fear nor doubt.



By some quirk of fate, a aw took root deep within the Space Wolv Wolves’ es’ gene-seed legacy  – known as the Canis Helix – very early  in the Chapter’s history, and it still aects each and every one of the Sons of Russ. For most, this manifests in a berserk battle-fury  when their inner beast takes over. Some carry the genetic heritage of the Canis Helix even deeper within them. ere are dark tales of the horric transformations that these warriors undergo in battle.



THE TOOLS OF THE WARRIOR Mighty as he is, a Space Wolve Wolvess battlebrother unclad is nothing compared compared to the warrior he becomes when girded for war. war. Every Adeptus Astartes bears upon the upper layers of his torso a complex interface known as the black carapace. is sub-dermal implant allows him to wear power armour, a miracle of technology  that further enhances the strength and durability of a Space Marine. Power armour is made from adamantium and ceramite, two of the hardest substances known to Mankind. Inbuilt s ervo-motors and bre bundles serve to further augment the massive strength of the wearer, until he



Strength, Streng th, honour honour,, cour courage, age, fer ferocit ocityy – these are virtues virtues upon which the Gre Great at Companies Companies aree founde ar founded. d. Each te tenet net is a wea weapon pon,, and like like an arr array ay of jagged jagged fan fangs gs they can be used to savage savage the enem enemies ies of the Space Wolv olves. es.



 SAGA OF THE SIXTH LEGION e history history of the the Space Wolves olves is an epic tale of hono honour ur and and glory glory.. Since their foundin founding g more more than ten millennia millennia ago, they  have been at the forefro forefront nt of Humanit Humanity’ y’ss defence defence on countless countless battleelds battleelds across the Imperium Imperium.. e native native tribes of their home world, world, Fenris, Fenris, know them only only as the Sky Warri Warriors ors,, but they are the Sons of Russ, Russ, warriors warriors without without peer. peer.



Saga Saga of the the Sixth ixth Legio Legion n



ere are over a thousand Chapters Chapters of  Adeptus Adeptus Astartes that maintain the agelong vigil against the enemies of Mankind. e Space Wolves are one of the greatest of these Chapters, their name and honours known throughout the galaxy. As one of  the original twenty Space Marine Legions, the Space Wolves Wolves were founded by the Emperor himself over ten thousand years ago. e Legions were created to take part in the Great Crusade, the Emperor’s reconquest reconquest of the galaxy that established the Imperium as it is today. Before the Great Crusade, Terra had endured thousands of years of isolation whilst impenetrable warp storms seethed and howled throughout the western part of  the galaxy. Even the Emperor was trapped upon Terra by the warp’s tumult, and could do little other than secure Humanity’s birth planet and prepare his armies for the reconquest to come. Without the Emperor to guide them through this terrible age, the rest of the human worlds throughout the galaxy were le helpless against the predations of xenos races and the dread creatures of the warp. One by one, these worlds fell into anarchy and despair. Humanity Humanity,, it seemed, was doomed.



THE PRIMARCHS During Terra’s isolation, the Emperor had striven to create twenty superhuman superhuman beings. ese Primarchs, as he called them, were genetically engineered creatures, creatures, articial humanoids with astounding astounding abilities. Each was created to be dierent, with his own unique skills and powers, and in some cases incredible psychic potential. e Primarchs were made to resemble Humankind, Humankind, but many were mighty in appearance. Yet the Primarch experiment never reached its conclusion. conclusion. In a disastrous incident, the nascent creatures creatures were swept up by terrible forces that dwelt within the warp and scattered across the stars. Rather than trying to duplicate the long and arduous work through which he had created the Primarchs, the Emperor instead used the raw material developed during



the Primarch project to forge the Legiones Astartes – the mighty warriors also known as the Space Marines. Aer much toil, the Emperor created a number of articially  cultured organs, each re-engineered from the gene-banks of the Primarchs. ese organs were designed so that they could be implanted into the body of an ordinary  adolescent human – a painful process that not all survived. Once implanted, the organs would take root and develop within the host’ host’s human tissues, becoming an integrated part of his body. Many of these organs were made to interact with natural body tissues as they developed, enhancing muscle growth, stimulating mental processes, and transforming the recipient recipient into a superhuman warrior. Compared to the Primarchs whose incredible power they  had inherited, the Space Marines were but pale shadows, but they still became the mightiest of men and the greatest of the Emperor’s warriors.



THE LEGIONES ASTARTES e Emperor created twenty Space Marine Legions, each utilising residual genetic material derived from one of the Primarchs. Most of the implants implants were common in type and function to all twenty Legions, but there were also subtle  variances in the genetic structure that developed as a result of their dierent gene-fathers. us the warriors of the twenty Space Marine Legions echoed to some degree the particular strengths of  the Primarch whose genes were used to develop their own implants. implants. e implants of the Space Wolves olves were developed from the genetic helix – later to be known as the Canis Helix – of Leman Russ. At this time, the Emperor had no idea where the Primarchs were or if they had even survived surv ived their ordeal. Only later, later, during the Great Crusade itself, was the Emperor able to recover the Primarchs, one by one. By then they had grown to adulthood amongst whatever cultures existed on the worlds to which their incubation pods had been spirited. Many  Primarchs crashed upon uncivilised worlds or grew up amongst deadly and inhospitable environments.



THE WOLF-CHILD COMES TO FENRIS e Primarch of the Space Wolves had landed upon the icy death world of Fenris, his incubation pod plummeting down into the ank of a vast mountain. Emerging from his smoking capsule, the infant Primarch soon encountered a deadly  mother underwolf. He was doomed, yet fate, it seemed, had other ideas. Sensing in the feral youth a kindred spirit, the giant she-wolf did not kill the child, but instead raised him alongside her cubs as one of  her own. A few years later, the young wolf-child was discovered by a hunting party of Fenrisian tribesmen. In a vicious confrontation, confrontation, the wolf-mother was slain by their spears and arrows, along with many of her cubs. e Primarch fought with terrible fury, slaying a dozen warriors with naught but his bare hands to protect his two surviving packmates, Freki and Geri. It was then that fate intervened once more. One of the tribesmen at last recognised the Primarch for what he was – human, not wolf – and called for his fellow huntsmen to lower their weapons. e bloodied youth stood his ground, fangs bared, but understood their peaceful gesture and stayed his wrath. Unsure Unsure quite what to do, the tribesmen brought the young Primarch and his wolf-kin – for he would not be parted from them – before the court of  King engir of the Russ tribe. e aging chieain saw the undeniable potential in the young man and ordered that he be given a place within his household, there to be raised as a true Fenrisian – as a warrior. ough many were le dumbfounded by  the King’s decision, time certainly proved engir wise. As the Primarch grew to maturity, he became the greatest of the Fenrisians, leading the tribe’s warriors to a thousand glorious victories and more. Upon Upon King engir’ engir’s death, Leman of the Russ took  his place upon the throne. So did the WolfKing become a living legend throughout the many tribes of Fenris. It was only a matter of time before word of his fame reached the ears of one who desperately  sought news of his lost sons.



 THE GREAT CRUSADE During the Great Crusade, the Emperor’s all-conquering Space Marine Legions liberated thousands of human worlds across the galaxy as Mankind was drawn together into a single mighty Imperium. e world of Fenris was discovered early  in the advance, lying as it does in the north-western part of the galaxy little more than ten-thousand light years distant from Holy Terra. e legend of the WolfKing was quickly identied as the work  of a missing Primarch, and the Emperor descended to the planet. Legend has it that, upon meeting the barbaric Primarch, the Emperor knew that the only way to win such a warrior’s fealty would be to best him in single combat. Aer a mighty  contest between the two godlike beings, the Primarch accepted his rst ever defeat with a smile and a handshake. Soon aer the duel, the Emperor b equeathed unto Russ leadership of the Space Marine Legion that bore his genes. Over the following decades, Leman Russ would prove to be one of the most daring and successful of the Emperor’ Emperor’s generals. e world of Fenris was adopted as the home planet of the Space Wolve Wolves, s, and a mighty stronghold was constructed in the mountains of the polar continent continent of  Asaheim. is fortress was called the Fang, and it is still reckoned to be one of the greatest greatest citadels in the galaxy.



THE HORUS HERESY e Space Wolves Wolves were not the only Space Marine Legion to be reconciled with their genetic forebear. forebear. Gradually, Gradually, all twenty  Primarchs were reunited with the Emperor and went on to lead their own Legions of Space Marines. Horus was hailed as the greatest of all the Primarchs, and the Emperor chose him to be his Warmaste Warmasterr – his most trusted commander and rst amongst his sons. As Warmaster, Horus was tasked with the overall leadership of the Great Crusade in his father’s absence, but it was Horus who was to betray the Emperor in the vilest and most treacherous way. e rebellion of Horus tore the Imperium apart at its very birth and set Space Marine against Space Marine as the Primarchs and their Legions sided either for or against the Warmaster. At rst, few suspected the heinous evil that had taken root within Horus, and some Legions stood aside from the conict, uncertain of how best to proceed. Some of the Legions that



sided with Horus did so out of a sense of  comradeship with their old Warmaster. It was only later that some had cause to regret their decision, but by then it was too late, for Horus had become corrupted in mind, body and soul. Indeed, Horus had pledged allegiance to the Dark Gods of  Chaos in return for powers unimaginable to mortals – even such extraordinary  mortals as the Primarchs. Despite the treachery of many of his brothers, Leman Russ held true to the oath of fealty he swore to the Emperor on the day they rst met. So did the Space Wolves olves remain ercely loyal to the Emperor throughout the Horus Heresy. ey took  part in some of its most renowned actions, but from these dark times, more than ten thousand years ago, come few details of  any certainty. certainty. It was a time of legends. It was an age of war. Such records as were made have not survived, and only many  centuries later did chroniclers begin to describe the bloody events of those days.



PROSPERO BURNS e Space Wolves were pivotal in one of the early campaigns of  the war, when the entire Legion attacked attacked and devastated the ousand Sons Space Marines on their home world of Prospero. At the battle’s height, Leman Russ fought the Primarch of the ousand Sons, the cyclopean giant Magnus the Red, in personal combat. ough Magnus was a psyker of terrible magnitude, he could not withstand the strength and ferocity of the Wolf-King. olf-King. Aer a short but erce duel, Russ struck  Magnus down, though the Prosperine Sorcerer used fell magicks to escape before Russ could deliver the killing blow. With the loss of their Primarch, the ousand Sons faced annihilation. In their desperation, they ed the eld of battle through a portal that led to the daemonic realm known as the Eye of Terror. It was whilst pursuing the ousand Sons that the Space Wolves lost their 13th Company. ese ferocious warriors, their ranks riddled with a bestial genetic curse, were known as the Wulfen-kind. Since its loss that day and for thousands of years thence, the Space Wolves had no 13th Company, and no Wolf Lord bore the badge of  the Wulfen.



‘Of ‘Of all the tales tales of the the Primar Primarchs chs,, the disapp disappeara earance nce of Leman Russ Russ is the most most mysteri mysterious ous.. One of the most fundamental fundamental of the Space Wolves olves’’ tenets is is the belief that the Wolf-Kin olf-King g will eventually eventually return return for the the nal battle battle at at the end of  of  the universe. universe.’ - Balthazzar von Heppel,  Ministorum Adept 



 THE DEATH WORLD OF FENRIS ere are many many death death worl worlds ds in the Impe Imperium rium,, whose wildlife wildlife,, nati native ve ora ora or esoter esoteric ic natur naturee make them inimical inimical to human human life.. Even life Even in such baleful com compan panyy, Fenris is is amo amongst ngst the the very worst worst.. It It is a worl world d of re and and ice, ice, of wolves wolves and dragons dragons.. It is one of of the most inhosp inhospitabl itablee planets in the unive universe, rse, yet the folk of Fenris Fenris not not only only endu endure, re, but but thrive. thrive.



e Death Wor World ld of Fenris Fenris



e home world of the Space Wolves is dominated by extremes of climate, and is amongst the most deadly and turbulent worlds inhabited by Man. Most of Fenris’ surface is covered by water, water, its tiny land masses no more than islands scattered sparsely upon the mighty sea. e one and only sizeable continent, Asaheim, lies at the northern pole. Fenris follows an elliptical orbit around its pale sun. For much of each long year the world is remote from even this feeble star, and its surface remains incredibly cold. e oceans freeze over as Fenris draws away from its sun, and at its farthest point even the equatorial seas are covered with ice. At the height of winter, a man can walk between the many isles upon which the Fenrisians dwell: indeed, it is said that Sigurd the Tall climbed from the girdle of the world to the peaks of Asaheim in the far north, and that this mighty deed earned him a place in the halls of the gods. Towa owards rds the end of the year year,, as the planet sweeps close to the sun once more, a brief spring warms the surface. At this time, the ice retreats to the poles and gargantuan dwellers of the deep emerge to enjoy the bounty of  sun-spawned kryll and bladesh. At its closest point to the sun, the sub-oceanic crust of Fenris breaks and twists, exposing its molten core to the icy waters. Blazing islands rise from the sea, spewing ame and lava. Superheated by  sulphurous vents, the waters boil into steam to engulf Fenris in choking fumes. Islands created in the upheaval of preceding years are cast into turmoil. Some endure, but many are broken apart or swallowed by the sea, casting their inhabitants into the merciless deep. But the mighty rock the tribesmen know as Asaheim stands fast, a single changeless land amongst a world of ruin and torment.



‘IT IS SAID THA THAT IN THE TIME OF MAKING, MAKING, THE THE ALLF ALLFATHER THER CAST THE THE SPHERE OF OF FENRIS INTO THE THE SEA OF ST STARS, RECKO RECKONIN NING G IT TO BE NO PLACE PLACE FIT FOR LIFE. LIFE. FENRIS FENRIS FELT FELT THE COLD OF THE THE DARK DARK AND AND RAN BACK BACK TO THE WARMTH ARMTH OF THE THE WOLF’S WOLF’S EYE. EYE. THE HEAT HEAT OF THE THE EYE PROVED PROVED TOO GRE GREA AT, AND FENRIS FENRIS FLED INTO INTO THE OUTER OUTER DARK DARK ONCE AGAIN. AGAIN. SO IT IS EACH GREAT GREAT YEAR THA THAT FENRIS RACES TOW TOWARDS THE SUN IN SUMMER AND FLEES AGAIN, PLUNGING PLUNGING ALL ALL INTO THE COLD EMBRACE OF WINTER. WINTER.’



- e Telling of Haakon Yellow-Eye



ASAHEIM Native Fenrisians are used to this annual upheaval and have learnt to love the endless changing of their lands with erce pride. Only on the northern polar continent of  Asaheim are the dwellers of Fenris protected to some degree from the extreme climate. Here there are many unique creatures not able to live elsewhere on Fenris. ese include massive bears, gigantic elk and shaggy mastodons, as well as stranger creatures such as ice trolls, shape-shiing doppegangrels and the great ice wyrms that make their lairs amid the highest peaks. e deadliest of all are the wolves of Fenris, for their wits are as sharp as their teeth, and the largest of their kind is the equal to any of the great predators that stalk the icy wastes. Asaheim is surrounded by clis thousands of feet high that raise it far above the seas and separate it from the oceans as one world from another. Its fabled land mass is all but unreachable, and provides no refuge for those that live beyond its rocky connes. To a tribesman, it is truly the land of the gods.



 THE TH E SAV SAVAGE SEA SEAS S Most of the creatures of Fenris live within the sea, and it is on those huge grey oceans that the Fenrisians must live and ght if their race is to survive. It is not an easy life. Many are the monstrous things that inhabit the deep oceans, ancient and scaly beasts that battle for supremacy  against others of their kind. ese sea-beasts will oen pluck unwary sailors from the decks of  their ships and drag them to their deaths in the cold waters. Some of these aquatic behemoths are as large as islands and can even consume a longship with a single gulp. Others are long and serpentine, with boiling ichor for blood and gargantuan shield-scales that glint in the sun like mirrors. Still others are too uncertain in form to describe, many-tentacled things with razored beaks and cold eyes like beacons that shine in the cold murk of the deep ocean. It is against these creatures creatu res that the warriors of Fenris must match themselves, and those that emerge triumphant live forever in the folklore of their tribe. To survive in such a land the Fenrisians must be warriors from the cradle to the grave. Yet their survival depends upon their wits and determination as much as their strength and skill at arms. As their world is almost entirely covered with water, Fenrisians must be masters of the waves, able to ght, navigate and endure through ice storms and tropical squalls. For much of the year, the tribes endure a savage sea-borne existence that oen ends in a watery death in battle against the monstrous creatures creatu res of the deep.



THE WARRING TRIBES e tribes of Fenris are oen drawn into conict over the planet’ planet’s preciouss resources; competition for food is a near constant feature preciou feature of  life, and the greatest prize is fertile land. No man knows how much the landscape will change at the turning of the year. Sometimes old islands survive the changing of the seasons, and good fortune may  preserve a tribe’ tribe’s territory intact for many years, but it is more likely  that the archipelagos will be broken and destroy destroyed, ed, submerged beneath the ocean by the upheavals of Fenris’ fragile crust. Many  islands will be reduced or devastated so that only a few can live in an area which previously supported many. At the end of every summer there are bloody wars between the local tribes, and a series of vicious land grabs in which only those who succeed in capturing and defending the newly formed islands will prevail. Once the summer has passed the Fenrisians must build up their settlements quickly, before their supplies run out and they  are faced with the impossibly harsh cold of winter. ey must also be prepared to ght o those tribes who failed to secure a winter hold, as these stragglers will continue to launch raids on the newly founded settlements for as long as they have strength le to ght. So it is that the life of the Fenrisian is one of continual migration and of constant, bitter warfare. Despite their hardships, the Fenrisians consider themselves blessed, for only warriors forged by such trials can win a place in the stories of those skalds and elders that keep the oral tradition of Fenris alive.



THE DWELLERS ABOVE THE CLOUDS Although Fenris is the world of the Space Wolves, Wolves, the Chapte Chapterr occupies only the island continent of Asaheim, which rises from the polar oceans like a massive pillar of granite, sheer and forbidding, shrouded from mortal eyes by thick white clouds. e remainder of Fenris is le in its wild and primitive state and the people survive as best they can amidst the endless seasons of ice and re. e Space Wolves maintain a careful watch over their tribal brethren, but rarely appear openly amongst the warrior clans. To uninitiated Fenrisians, the Space Wolve Wolvess are seen as demigods that descend from the stormy skies, legendary  champions possessed of unsurpassed strength and magical, holy powers. ey are warriors of  myth, and the lands of Asaheim are the forbidden realms of the divine, where native tradition prohibits man to go. Only a warrior chosen by the gods themselves can enter the Fang – the fortress of Russ at Asaheim’ Asaheim’s peak. us the Fenrisians have become accustomed to the bravest of  their young warriors vanishing from the everyday world, having been taken to win glory in the high realm of Asaheim. So it has ever been. So it will ever be.



 RITES OF INITIATION e act of turni turning ng a mortal mortal man – even one one who who has thrived thrived in the harsh harsh envi enviro rons ns of of Fenr Fenris is – into into a Sky Warrio arriorr is a long, long, arduous arduous and and incredibly incredibly perilous process. process. Many Many that that undertake undertake this trial perish. To survive is to prove prove one’ one’s cunning, strength strength and fortitu fortitude de beyond question, question, and to be a worthy worthy successor of Russ’ Russ’ gene-heritag gene-heritage. e.



Rites of Initiation



On Fenris, strangers stalk the lands of  men. In the long halls, tales are told of  mysterious, mysterious, fur-clad wanderers who arrive in the depths of winter and challenge the strongest and most boastful of the tribesmen to bouts of strength and drinking. ey are a frightening sight – huge, burly warriors with burning eyes, who always outwrestle the strongest strongest warriors and outdrink the staunchest. staunchest. Once they have fought every challenger they pick the most worthy and take them away into the dark, never to be seen again. ese same strangers are oen present when the native tribes of Fenris clash for settling rights of the new islands that have risen from the churning seas. If a young warrior shows the signs of greatness during battle, the strangers may approach him, to the awe of all who witness it. Even should the chosen be on the point of death, the strangers care not. ey take their prize with them away into the blizzards, and the youth is never seen again. e tribesmen do not mourn the loss of such a valiant warrior, for they know he has been chosen to live among the gods. e mysterious strangers that select these warriors are the Wolf Priests of the Space Wolves, Choosers of the Valiant. e youths they pick will be tested sorely, and if true steel is in their souls they will be implanted with the legacy of Leman Russ, ultimately ultimately becoming Space Marines. But such a gi is never given lightly…



THE GATE OF MORKAI Many are the trials which a young warrior must endure before he can join the ranks of the Space Wolves. Each test will try the Fenrisian’s wit as well as his strength, and place him in mortal dangers from which he must emerge alive if not unscathed. If  an aspirant survives the rst few months of training, he must undertake the two Trials of Morkai – one for each of the wolf-god’s heads. For the rst of these trials, he will be brought before the council of Rune Priests, who will test his mind as keenly as the Wolf Priests challenged his body. In the



 very bowels of the Fang lies the Gate of  Morkai, a vast portal surrounded by ery  rivers of lava. e wolf-god’s image crowns this mighty gate and its carven anks bear enchanted enchanted runes of great power. power. Once the young warrior has seen the ancient archway, he must pass though it. To back  down is to admit weakness, and the Sky  Warriors arriors do not suer t hose without purity  of heart and purpose to live. As soon as he steps through the Gate of  Morkai, the aspirant’s mind belongs to the Rune Priests. ey will scour his soul for doubt, impurity and buried temptations temptations – anything that may be used against a Space Marine or his battle-brothers by the fell powers they will one day face. Only one who can steel himself against such horrors is worthy to call himself a Son of Russ. e exact means by which a candidate is tested will vary according to the individual. Most commonly, an aspirant will nd himself  faced with impossible odds in a number of conjured scenarios. Under the spell of  the Rune Priests, the young warrior will believe the situation to be reality, and react according according to his heart’s instincts. ose who fail this test will never wake up from their dreams, for the Rune Priests will scrub their minds and hand them over to the Iron Priests to serve out their lives as rall-Servitors. For those that pass, the toughest trial is yet to come.



THE TEST OF MORKAI Although the length and nature of any  further trials an aspirant must endure will dier, the nal test is always the same. is is the Test of Morkai, and it will challenge even the hardiest aspirant to the very limit of his endurance. Some fail this nal test and are claimed by Morkai and forgotten. e trial is long, for the warrior is taken a thousand miles into the barren wastes beyond the fortress of the Fang. He drinks from the Cup of Wulfen, and his body  absorbs the rst and most deadly gene-seed of the Space Wolves Wolves – the unique Canis Helix. e frightening potency of the Canis Helix is legendary, and has accounted accounted for the lives of millions of aspirants as their bodies writhe and churn in anguish. ose it does not kill it transforms into slavering



monsters. monsters. e Canis Helix is necessary, however, as without this essential part of  Leman Russ’ heritage the other gene helices cannot be implanted at all. Whilst in the throes of transformation, the aspirant is cast out into the wilderness to make his own way back to the Fang. e gene works hideous changes on the warrior’s mind and body; he reverts to a primal state where his bones split and buckle, thick hair sprouts across his body  and his only desire is to glut himself on fresh meat and blood. His body mass grows by up to eighty percent, many of his bones fuse, and fangs sprout from his gums. Whilst his body is wracked with pain, the warrior must overcome the shadow within him lest it possess him entirely. If he does not, he will become one of the giant, feral creatures known as the Wulfen, those who failed to overcome the curse. To To become be come one of the Wulfen is to fall from grace, and to roam the wilderness for evermore as a creature of the darkest night, or be captured by his former brothers and held as a caged beast until the time is right for them to be set loose in battle. If the aspirant manages to nd his way  back to the Fang despite despite the ravages wrought upon him and the many perils that lie between him and his goal, he is implanted with the remainder of the Space Wolves olves’’ gene-seed, stabilising the Canis Helix and completing his apotheosis into a fully edged Sky Warrior Warrior.. With time, it becomes clear that some of these warriors have not completely completely conquered conquered the Canis Helix’ Helix’s original eects, and in times of  great stress they will alter into the bestial state that haunts their soul like a ghastly  spectre. is is the Curse of the Wulfen, Wulfen, and it is rightly feared. However However,, as Space Marines these successful aspirants will live for hundreds of years, if they do not die in battle, and will voyage through the stars to ght in the Emperor’ Emperor’s name. ey  will battle monstrous Orks and hideous Daemons. ey will encounter the horrors of the Tyranids and they will endure the indescribable perils of warp space. To a man born and raised amongst the warrior tribes of Fenris, this is indeed a life amongst the gods.
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