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Today we're going to look at some of the basics of how to play and get started with Warhammer 40k Space Wolves. The Space Wolves are a wild and savage chapter of the Adeptus Astartes. As one of the first founding chapters, the Space Wolves have a prominent figure in their Primate, Leman Russ von Fenris. On the table, the ward fights with
animal fury. Below are some tips on how to play and build an army. What are space wolves? The Space Wolves were VI. Twenty Space Marine Legions. Her primate is Leman Russ. During the Great Crusade, they gained a reputation as the emperor's executioners and instruments of punishment. They are widely regarded as the greatest warriors of the
orders loyal to Astarte. Of all the Adeptus Astartes, the "Wolves of Fenris" consider themselves the best weapon of the Empire and are proud of it. Where other chapters, such as the Ultramarines, faced empire building, the Wolves were slaughtered. The destruction of anyone who defies the Emperor's will, including other Astartes. Their exceptional
behavior and organization and their single-minded determination to destroy the enemy, any enemy, as a pack of wolves kills deadly prey, reflects this original purpose. Wolves are almost as famous for their passion for eating, drinking and telling stories when not engaged in combat. Unlike the monastic customs of other orders, they enjoy a lavish
feast, eating lots of meat and drinking mjed, a drink so strong that even an ordinary person could eat it. Because of this, the Space Wolves appear to many outsiders as barbaric and lacking in self-control. But it really takes a lot of discipline and focus to be as dangerous and capable as the Space Wolves. They don't seem to mind their original, unique
and efficient organization at all. Instead, it allows them to act freelyToday we're going to go over some basics on how to play Warhammer 40k Space Wolves and get started. The Space Wolves are the wild and savage order of the Adeptus Astartes. As one of the original founding chapters, the Space Wolves have the signature character of their
Primarch, Leman Russ von Fenris. On the table the head fights with bestial fury. Below are some tips on how to play as an army and how to get started with an army. Who are the Space Wolves? The Space Wolves were VI. A legion of twenty legions of space marines. Her primate is Leman Russ. During the Great Crusade, they gained a reputation as
executioners and instruments of punishment for the emperor. They are widely considered to be the greatest warriors of the Loyalist Astartes chapters. Of all the Adeptus Astartes, the Fenris Wolves consider themselves the ultimate weapon of the Empire and are proud of it. While other chapters such as the Ultramarines were created to build empires,
the Wolves were created to destroy them. The destruction of anyone who defies the will of the Emperor, including other Astartes. Their unorthodox behavior and organization, as well as their single-minded dedication to tearing apart the enemy, any enemy, like a pack of wolves tearing apart deadly prey, reflects this original purpose. Wolves are
almost as well known for their passion for eating, drinking and telling stories when not in combat. Unlike the monastic customs of other orders, they hold noisy feasts, eat large quantities of meat, and drink myod, a liquor so strong that it would eat the entrails of a normal person. Therefore, to many outsiders the Space Wolves appear barbaric and
unruly. But it really takes a lot of discipline and focus to be as dangerous and capable as the Space Wolves. Their original, unique and efficient organization does not seem to hinder them in the slightest. On the contrary, it allows them operational freedomthe most dangerous part of believers. The Chapter pays great attention to planning, coordinating
the movement of herds in battle, encircling prey, and maintaining the purity of prey. Why should you play Space Wolves? The Space Wolves offer everything we should expect from a space marine unit while displaying a stoic and grim chivalrous nature. They also have special units and formations that are completely unique to their team. Military
forces in close combat. Strong characters. Many unique units to choose from. Army Weakness Like most marines, an elite army with relatively few units. Shooting. Signed Rules The Space Wolf Army has some special rules. But the most important things to keep in mind are: Hunters Unleashed - The tactics of the Space Wolves division allow them all
to perform heroic hits and gain a hit bonus. Ferocious Fury - Gives Space Wolves a clean stack of "exploding" 6 when Combat Doctrine is active. Subscribe to our newsletter! Get gaming, RPG and pop culture news straight to your inbox. By subscribing, you agree to our terms of use and privacy policy. What to buy Space Wolves is an add-on codex
derived from the Space Marine faction. An army can consist of many units taken from both books, giving a huge amount of variety. You need both Codex: Space Wolves and Codex: Space Marines to play the army. The most important Space Wolves to know for an Army are a decent set of additional units over the big Space Marines. It can be difficult to
know what units to take. Here are some suggestions to get you on the right track. 1. Ragnar Blackmane A classic Space Wolves character known to veterans, now reborn in Primaris form. Ragnar is one of the most ruthless hand-to-hand combat specialists in all of the Space Marines. 2. Thunderwolf Cavalry An absolutely iconic Space Wolves unit. Fast
and with plenty of chops, space marines mounted on giant wolves provide what can be imagined. 3. Wulfen Another brutal meleeUnit proposed by the military. They are able to deal a large number of attacks with a lot of damage. 4. Primaris Intercessors As with all Space Marine Orders, there is never a wrong path at the core of selecting Primaris
Intercessors units. Their secondary attacks are great in Hunters Unleashed. 5. Fenrisian wolves. The best way to play Space Wolves is to use real Space Wolves. Warhammer 40k Space Wolves Army Patrol Starter Sample Command: Ragnar Blackmane. 1 pattern. Equipped with: bolt gun; Frostfang; frag grenades; Krakow pomegranates. - 130 points
Unit: Primaris Protectors. ten designs. Each model is equipped with: bolt gun; repeating rifle; frag grenades; pomegranate burst. v Team 200 points: Advocates of Primaris. five models. Each model is equipped with: bolt gun; repeating rifle; frag grenades; grenade burst. 100 Fast Attack Points: Fenrisian Wolves. ten designs. Each model is equipped
with: teeth and claws. v 70 points Total: 500 points. For Russ and the Allfather! Professional artist, connoisseur of the beautiful, first-class mourner, self-proclaimed green-skin thug and columnist: Bell of Lost Souls with over 20 years of experience in board and gaming workshops, as well as experience in writing opinions. The Space Wolves Codex
Supplement is one of the first new-style 9th edition mini-codes to be used in conjunction with the latest 9th edition of the Space Marine Codex. Fortunately, we have received a review copy and will take a closer look at the contents of this article. If you want to support this site, order through our sister company Element Games and save 20%! If you
want to take a look, you can watch our YouTube video review below! As expected, this Codex supplement is slightly smaller than the original Space Marines Codex at 88 pages, with about a third of the book devoted to lore and story, a small section with pictures and image references, and then about half reserved.on game content. We've been
impressed with the Space Marines and Necron Codex format in terms of layout and usability, and it's equally satisfying to see it continue to expand on Space Wolves. The game content section (army rules, gear, etc.) is again color coded and can be quickly found using the convenient index at the top of the section. There is a handy Weapons section in
the codex that lists profiles of each weapon in the codex, and there is a glossary at the end that provides additional, easy-to-find information on specific terms and keywords used throughout the book. History Whether you're new to Space Wolves or a seasoned Gray Hunter, I think you'll be impressed by the history and background of this book. There
is a lot of information about the Order of the Space Wolves, their home planet Fenris and their Primarch Leman Russ. You'll also find lots of great information on the various Great Societies (with expanded sections for The Blackmanes, The Deathwolves and The Drakeslayers). There's some really cool background on Cursed Wulfen, and there's also a
great section on Wolfspear, the founding chapter of Ultima. This background material is accompanied by a range of stunning images and graphics - a mix of old and new that really enhances the quality of the book as a whole. Game Contents As expected, the rules section of the book begins with a very useful color-coded contents page that allows the
reader to quickly find a specific section. I'll take a closer look at each section below. This section of the book is intended to be used in conjunction with the main sections of Codex Space Marines. There are many references to the rules throughout the book, but hopefully it shouldn't be too much trouble to play thanks to the handy index and glossary in
the new 9th edition Codexes. Squad Abilities Using Battleforged Rules First of all in this section are the new squad abilities. The first thing the book explainsthat the Space Wolves Band is also a band of Adeptus Astartes and therefore gains the corresponding abilities as described in the main Space Marine Codex, namely: Company Command and its
Tactical Hunters (which grants a +1 bonus to hit when the unit attacks , charges up, or performs heroic intervention). Additionally, the Space Wolves team gains two additional unique abilities. Each contingent unit that benefits from Combat Doctrine gains the Savage Rage ability, which is used while Assault Doctrine is active, and grants an
additional hit in combat for each unmodified 6 hit. Additionally, Blood Claw units gain the Berserk Charge ability. and Headstrong, where the former gives +1 attack if the unit attacked that turn, and the latter means that any attack declared by that unit must be targeted as one of the targets, unless the affected unit has a Wolf Guard model. It's worth
remembering that the command rules for the main Space Marine Codex chapter also apply, so you can upgrade the relevant units accordingly (although not all units in the Space Wolves army are available). The codex contains 16 unique strategies that are divided into different categories. Go for the Throat (Combat Tactic) - This strategy costs 2 CP,
is used during the team phase, and is limited to a single combat. When the attack meter is active, an unmodified roll to roll a 6 with a melee weapon or pistol gains a +1 AP bonus. Wolf's Cunning (Combat Tactics) - This strategy can be used during deployment, for 1 CP you can give a unit a flanking ability (allowing it to move away from the edge of
the board during the reinforcement phase). Emperor's Executioners (Combat Tactics) - A "fluffy" strategy that provides a small melee buff to the unit when fighting their hated enemy, the Thousand Sons. For 1 CP, a unit can reroll hits and wounds when making melee attacks against a Thousand Sons unit.phase. Wild Strike (Combat Tactics) - This
strategy can be used during the combat phase on the Space Wolves unit that attacked this turn. For 1 CP (2 CP if the unit has 6 or more models), the unit takes +1 damage from melee attacks during this phase. Healing Balms (Battle Tactics) - This strategy costs 1 CP and can be used at the end of the Movement phase to restore D3 damage to Space
Wolves infantry, bikers or cavalry with 3" Space Wolves Wolf Priest Hunters Wolf Pack (Battle Tactics) - interesting strategy that can be used in the attack phase You choose an enemy unit within combat range of one of your Space Wolves - all Space Wolves that declare an attack on that unit roll an additional D6 to their attack roll and discard one of
their dice. Wolves will attack with crushing teeth and claws, can throw a strike, but quite expensive for 2 CP. Merciless Assault (combat tactic) - For 1 CP, you can add 3 inches to the unity of all space wolf Units in this phase. a very fun and themed strategy game that I can see has many uses.Used during the Psychic Phase after the Space Wolves'
light psyker applies Tempestas Discipline's psychic power effects. Friendly Poison Space Wolves Notes with 2 CP within 6" of this psyker need -1 to hit ranged attacks. Feat Worth of a Saga - Another cool and themed strategy game that costs 2 CP. Whenever a non-vehicle character without the Warlord trait meets the requirements of the act, at the
end of that phase and until the end of the battle, the character gains the corresponding saga ability. More on exploits and sagas later. Earned Trophy, Than Retinue, Legendary Warrior (Requisition) are your standard strategies that allow you to add additional relics and general traits to the characters in your army. They cost 1 CP each, you can use
their numbertimes depending on the size of the battle being played. Bestial Nature (Strategic Cunning) - An excellent strategy that costs only 1 CP and allows you to activate the Assault Doctrine on a specific unit. Useful for your assassin combat unit to always benefit from Unleashed Hunters and Feral Fury abilities. Counterattack (strategic trick) -
Reminiscent of the old days when Space Wolves had the ability to counterattack. Spends 1 HP during the opponent's charge phase (0 HP if targeting a Space Wolves character) A Space Wolves unit can be selected for a Heroic Intervention if it is within 63 of an enemy unit. during this heroic intervention. Heightened Senses (strategic cunning) Another
useful strategy that costs 1 CP. This strategy, used during the firing phase, allows the target unit to ignore all hit and weapon/ballistic ability modifiers for the rest of the round. In addition, when making an attack roll, they may also ignore all modifiers on that roll! Rune Shields (Combat Gear) - A defensive strategy that can be used during an
opponent's Psychic phase to give a Space Wolves unit 123 of enemy Psychic saving throws to negate the witch as if she were a Psychic. Army Rules The next section of the book is the Army Rules, which discuss warlord traits, sagas, relics, and psychic powers. We'll look at each section below. Warlord Traits Space Wolves players will get 6 new warlord
traits (a good number 5 as Beast Slayer was already included in the older Codex Space Marines) from which to choose their heroes. Beast Slayer - Gives the Warlord +1 Attack when fighting a monster or vehicle, and +1 to hit and damage monsters and vehicles. Wolfkin - Warlord always uses Shock Attack and gains +D3 Attack instead of Warriorborn
- Allows the Warlord to fight first in the combat phase if within range of an enemy unit at the start of the attack.Hunter in Combat Phase - The General gets +1 to advance and attack rolls and can retreat and still attack. Aura of Majesty - The Warlord gains a +3" bonus to all of his Rites of Battle, Tactical Accuracy, Order Master, and Spiritual Leaders
abilities and can increase the range of any spoken litany by 3". (up to 9" max) Bear's Resolve - Gives the Warlord 6+++. Enemy units also can't hurt or damage the general. Sagas Sagas and feats are unique Space Wolves mechanics that reflect the idea of Space Wolves heroes creating their own legends as they fight with the enemies of the Empire.
Each of the above warrior traits is associated with a corresponding deed, most often a challenge or request, which when performed grants a character with that warrior trait an additional bonus from the end of that phase until the end of the game. Deed Beast Slayer (applies to the Beast Slayer trait Warlord) - When a character with this Warlord Trait
destroys a monster or machine unit, they gain a new aura ability, Beast Slayer Saga, which grants a +1 bonus to damage dealt against melee melee techs and monsters, attacking main Space Wolves units in an area 6". Feat of the Wolf (applied to the Wolf Warlord trait) - When a character with this Warlord trait destroys an enemy model with a melee
attack, they gain a new aura ability, Wolf Pup Saga, which allows Space Wolves to unite in a 6" radius. always benefit from Shock Assault Feat of the Born Warrior (applied to Warlord from Born Warrior) - If this character manages to destroy an enemy character with a melee attack, he gains a new aura ability, Saga of the Born Warrior, which allows
Space Wolves main units to fight first. in each combat phase if they start in range of enemy units Hunter's Power (applies to Hunter Warlord Trait) - When this character makes a successful attack roll, they gain a new Aura ability, Saga.Hunters that allow major Space Wolves units within 6 feet to announce an attack even if they are advancing. Also, if
the main Space Wolves squad has the Speed Hunter ability, they can call stacks after retreating. Deed of Majesty (for Warlord's Majesty Aura) "At the start of your orders phase, if this character is within 6 feet of a target that is more than 6 feet from your deployment area, he gains a new aura ability, Saga of Majesty, that is means that the 6" primary
units of the Space Wolves automatically pass all Morale checks. Bear Cause (Bear Chief's Resolve perk) When this character loses any wounds, they gain a new aura ability, Bear Saga, which grants 6+++ basic Space Wolves units in a 6" radius. The cases themselves seem pretty simple, and the bonuses are not bad. There are some interesting
combinations of saga, characters, and the base unit associated with them. Relics There are 7 Relics and 7 Special Edition Battle Gear that can be assigned to nameless characters (excluding vehicles), which we'll cover below. Armor of Russ - Wow, what a start. This gives the wearer a 2+/4++ saving throw. In addition, at the start of the combat phase,
the wearer can select an enemy unit within range and have it fight last. Wulfen Stone - Grants the wearer a new aura ability, Beast Rush, which allows the primary Space Wolves units within 6 feet to repeat dash rolls. It also grants a skill that can be used once per battle and can be used at the beginning of the combat phase. You target a Space
Wolves unit within 6 feet, and that unit applies Bestial Rage for 5+ instead of 6+. Fiery Heart — Strength 9, Damage 3 18” Plasma Cannon! Blimey 8 Black Death a replaces Power Ax or Master Craftsman Power Ax. Has S+2, AP-2, Damage 1 and gives the wearer +D6 Attack during combat. Mountain-Breaker - After the holder attacks, but before it
combines, you can select an enemy.on 143 on 2+ that unit suffers D3 mortal wounds. Storm's Eye - Applies to Librarian models only. After a successful Tempestus Discipline power save, you can roll 1D6 on any enemy unit within 12” and on a 4+ that unit suffers 1 mortal wound. Balewolf Skin - Grants -1 to hit and damage on melee attacks against
wearers. Admantine Mantle a Grants the wearer 5+++. Constructor's Armor - Grants the wearer 2+/5+++. Master Crafted Weapon - Adds 1 damage to equipped weapon. Digital Weapons - Provides another basic melee attack. If the attack hits, it inflicts a fatal blow. Morkai Toothed Bolt - This is a great relic that can be used with any bolt weapon the
wielder is armed with. Instead of shooting normally with this bolt weapon, you can perform an attack. If it hits the target, it is considered "Marked by Morkai" until end of turn. Whenever an attack is made against such a unit, the rolls can be rerolled by 1. Talisman of the Wolf's Tail - Whenever a model suffers a mortal wound on the bearer's unit, on a
4+ that wound is ignored. Weapon of Frost - Adds +1 to the power and damage of an equipped power axe, power sword, or lightning claw (or their crafted equivalent). Rune Weapon - The wielder can add +1 to their witch defense test. In addition, you may add +1 strength and damage to any equipped might axe, staff, or sword. Tempest Discipline In
addition to the Librarius discipline in the core Space Marines Codex, the Space Wolves also gain access to a unique list of abilities. Living Lightning - This power has a Warp Charge Value of 6 and deals D3 lethal damage to the nearest visible enemy unit within 183. You then roll a D6, inflicting 1 mortal wound on 2-4 of the nearest enemy unit within
63 of the original target. On a 5+, inflict D3 mortal wounds instead. Killing Tornado - This power can be usedObserve and let the target unit fight last. It has a warp charge value of 6 and can target an enemy unit within 18 inches. The Overwatch effect is only applied if the target unit was not on or in a terrain feature. Tempest's Wrath - At warp
charge value of 6, target unit within 24" suffers -1 per hit roll. Awaken Instincts is a boon of abilities with a 6 point charge. A friendly Space Wolves team within 18" can be targeted and they consider Sturm's Doctrine active until the start their next Psychic phase. If the Doctrine of Sturm was already active, this unit will increase the AP of any attack it
makes by 1 that had a hit of 6. This is in addition to the Doctrine of Sturm's +1 AP bonus! Storm Caller is another benefit with Warp Charge 6. Space Wolves units within 6" of the psyker gain the Light Cover benefit. Jaws of the World Wolf - Its warp charge is 7. On a successful roll, you target a visible enemy unit within 18” and roll a D6 for each unit
model. For every 6+ (or 5+ if you roll at least a 9 on the Psychic check) the unit is mortally wounded. Approved chapter Another part of the book is the approved chapter. A Space Wolves army can choose one of four unique secondary Space Wolves targets to use in co-op. Fame Kills (Enemy Purification) - This secondary objective awards 1 to 3 victory
points per round depending on whether you manage to destroy or injure any characters or vehicles in each round of combat. Heroic Challenge (Enemy Clearing) - At the start of the first team phase, you choose to challenge a Space Wolves hero (which must be accepted by a character or warrior in the enemy army). At the end of the battle, you get up
to 15 victory points depending on whether and how the abandoned unit was destroyed. Saga of Might (No Mercy, No Respite) - Score up to 15 victory pointsfight until your warlord manages to break through the enemy units of monsters, vehicles and warlords and capture the objectives. Warrior's Pride (No Mercy, No Respite) - Score 3 Victory Points
at the end of each of your turns as long as there are at least 2 Space Wolves in the combat or attack zone this turn. There's a lot of emphasis on using your characters in combat (to unlock sagas, etc.), so it's a good idea to choose that play style and pick one of the secondary objectives above. Datasheets There is a section on Crusade Rules below, but
I'll come back to that at the end. After that, we'll go straight to the Specifications section and take a look at the unique Space Wolves units. Just before the datasheets themselves, there is a separate page that describes some of the Space Wolves' unique abilities that appear in certain datasheets. These are Beserk Charge, Headstrong and Swift
Hunters. We've already covered the first two, so I'll only cover Swift Hunters here. A unit with this ability can attack even when buried and adds +1” to all Siphon and Consolidate moves. For now, it's worth remembering that many of the "common" Space Marine abilities shown in the tables below (such as Angels of Death and Doctrines of Combat)
are not listed in this book and are instead player dependent. look up this information in the old Space Marine Codex. This book contains 29 unique Space Wolves datasheets that can be used with most Space Marine Codex datasheets. However, there are units that Space Wolves cannot use: Apothecary, Assault Destroyers, Food Guard Veterans,
Tactical Troops, Vanguard Veterans. Logan Grimnar "While the Great Wolf's stance remains the same, there have been some changes to his rules and weapons. Morke's ax now has a better profile for two-handed weapons (no more than -1 to hit) and one-handed weaponsnow doubles the number of attacks (but only with 1 damage). As expected,
Grimnir loses his old Great Wolf ability and now has standard Ordermaster auras and abilities. He also gains a new "Fenris King Supreme" ability, which basically means he starts the game after his action is done, thus starting with the "Saga of Majesty" ability as described above. Njal Stormcaller - Now only available in Terminator armor, Njal has
received some changes to his abilities (although his status has remained the same). Njal now only has a 5++ save, but can reroll all of the witch's denial rolls (instead of just one). Logan Grimnar on Stormrider: There are some interesting changes here. Removed the ability to rethrow ammo and added Speed Hunters instead. The model also starts with
14 wounds, and her fang and claw blast has a better profile (AP -2) and always makes 6 extra attacks regardless of damage taken. Bjorn Fell-Handed - Changes here are consistent with changes to other Dreadnoughts (Eternal Duty is now built-in and the Smokescreen keyword has been added). Bjorn now also has a new version of Rites of Battle Aura



that only works on base units up to 63. Arjak Stonefist - No longer grants +1 Attack to the nearest Wolf Ranger, but still rerolls hits to champions. Now also has the Tactical Accuracy ability. His weapon profiles have been upgraded to 3 damage, increased to 4 damage against champions and monsters! Okay! Ulrik the Killer: There are quite a few
changes here. His Assassin's Oath has been changed to allow him to automatically recite a litany after killing a character or monster. Lost Healing Balms skill (now Strategist). He no longer knows the Tale of the Wolf King, but can now recite two litanies per turn. His Artificer Crozius now has a good +28S, -2AP, 2D profile. Ragnar Blackmain - Basically
identical to the previous version. Lost Jarl Fenris ability and gained Rites of Battle.Krom Dragongaze - Not much changes here, just a change to his ability Eye of Fire - Enemy units within 3 inches now subtract 1 from their Combat Wear checks. Harold Wolf of Death. Made some major changes to the datasheet itself (Expert Hunter removed, Flank
Hunters and Swift Hunters added). Troll King Robe now reduces damage taken by 1 (to a minimum of 1). Canis Wolfborn - This unit has received some nice upgrades. Now gains a base of 6 attacks with an upgraded weapon profile (2 damage). He fights first if there are any enemy Hero units in the battle zone and gains 6" Heroic Intervention. Space
Wolves Beasts, Cavalry, and Chariots get +1 Tooth & Claw Attack and +2 Tooth & Claw Attack. Terminator The only change is to Huscarl's ability on Jarl which has now been replaced by Tactical Precision Lord of the Wolves on Thunder Wolf - Gains Swift Hunter abilities and an improved tooth and claw profile (now 2 damage) Lost Jarl Fenris's power
and gained Rituals of Battle instead Wolf Guard Combat Leader in Thunderwolf - Sees the same changes as in the Wolf Lord version, replacing his Huskaler with Jarl's tactical precision. wound & Wolf Guard - here also an additional wound & Lukas Trickster - a lot of changes here. Dos hides an extra attack and some buffs to his abilities. Now rerolls
nearby Blood Claws on their hits (no longer rerolls wound rolls). His control debuff now only affects nearby friendly Space Wolves (or?) units. However, his Doppegangrel Hide is quite tough, making 1-3 hits always fail against him. Wolf Guard Terminators - As expected, they get an extra wound. Hounds of Morkai - new roomUnity was recently
featured in the Warhammer Community. Wulfen - You have lost the ability to grant +1 attack to nearby units and cannot take any actions. You also no longer prepay or pay. However, they maintain repeated ranks for nearby Space Wolves infantry, motorcycles, and cavalry, and the Charge Gauge is always considered active. The weapon profile of the
Great Frost Ax has also been improved (it now has 2 damage). Wulfen Dreadnought - Fenrisian Great Ax Cleave Profile now deals D3+3 damage. He also inherits the same restrictions on actions as Wulfen. Murderfang - Almost identical to the previous datasheet. Murderfang gets +3 attacks instead of +1 for the Shock Attack ability, which is great,
but like the other Wulfuns, he can't take actions. Like other dreadnoughts, Duty Eternal and Smokescreen are now listed in the datasheet. Cyberwolves - The only change here is the Swift Hunters ability change. Thunderwolf Cavalry - Get bonus damage and Swift Hunters ability. The profile of the tooth and claw weapon (see above) has also been
improved. Aside from Fenrisian Wolves - Swift Hunters abilities remain the same. Skyclaws - More damage under Firstborn and updated rules for Berserk Attack and Stubbornness are the only real changes. Long Fangs - Just an extra blow here. Stormfang Gunship - For some reason Stormfang now gets 6 attacks instead of 3. Hellfrost Destructor has
also seen some changes. Diffuse profile gains the burst rule, while focused profile is now D3 heavy with power 10 and also gains the burst rule. Both profiles are now 363, but have lost the ability to inflict lethal wounds. Stormwolf - Now also has 6 attacks. Some changes were also made to the profiles of the two Helfrost cannons. Both are 363, the
diffuse profile gains the burst rule, while the beam profile now has a flat damage 4th abilitythe mortal wounds have been removed. At the end of the book, you'll find sections on gun profiles, point values, a glossary, and references according to the Necron and Space Marine codex. Crusade Rules All Crusade fans (and I think there are many) will not
be disappointed with the new narrative content in this book. There are new programs, requirements, combat traits, crafting activities, and crusade relics to use in your crusade campaigns, and now we're going to take a closer look at them all. Agendas Space Wolves players can choose from a list of five agendas when playing Crusade games. Bold
Boast - This is a really fun show where you pick a hero from your army and then choose between 1 and 10 different boasts. These range from "first to fight" (where your character is always the first to announce a charge) to "leave a trail of corpses" (where your character tries to destroy 10 or more models during the game). As long as your character
meets all the boasts, he gets extra experience. However, if you fail one of your boasts, you will lose all experience gained from that plan. Show Them How We Fight - When your army's Wolverine models destroy units, nearby Blood Claws gain experience, and killing melees in an attack gives you extra experience. Wheeling Wolves - You'll want to have
3-4 units of Space Wolves in each corner of the battlefield for the rest of the game for extra experience. Glorious Death - Sacrifices a lone wolf to give other units some experience. ha ha. Requirements There are 4 new Space Wolves requirements that cost RP. Magnificent Hero - For 1 RP (0 RP if the chosen unit is a named character), you can choose
a character in your army that has completed an action and permanently activate the corresponding saga. Pack Bonds - indeeda requirement that allows you to further improve the characterless unit of the Space Wolves, marked as perfection with two different stories from eight options. Stories include Tale of Raven's Luck (giving the unit 5+) and Tale
of the Fire Strike (if the unit is moving forward, it treats all of its pistols and rapid firearms as an attack). Lone Wolf - When a unit suffers a battle scar, you can replace it with a new hero model (the specific hero model depends on the unit you're replacing), which gains the Honor of Death ability, allowing it to roll the dice again melee. meets. Attacks.
Wolf and Lion - An Infantry or Motorbike unit can claim this and give it +1 Attack. They also now get +1 to hit and damage on melee attacks against Dark Angels units. Combat Traits There are four new Combat Traits tables that you can use to upgrade your Beast units, Cavalry units, Character units, and Wolf Priest units. There are various stat
boosts and abilities that add some character to units. Deeds of Crafting Deeds of Crafting is a new type of battle honor that can be bestowed on Space Wolves characters. There are 14 to choose from and can be used to give your characters unique and themed abilities. I'm not going to list them all, just giving an idea of what's involved. Murkstalker -
The character gains a disruption ability. Stormstide - the character gains the ability Teleport Strike. Starspear - While this model is on the battlefield, Orbital Barrage Stategem costs 1 CP Crusade Relics Last but not least, we have Crusade Relics. There are two ways which I will describe below. Helm of the Wyrdmaker (Ancient Relic) - Grants the
wearer a 4++ and allows them to re-roll once per turn to hit, roll, and deal damage. Spear of Russ (Legendary Relic) - Once per battle, the wielder can use this spear and the rest of the time lose all other ranged or melee weapons.combat rounds, but gives them access to a powerful melee and ranged spear profile! Summary Overall, I am very pleased
with the quality and content of this new Codex post. There are many great rules and abilities that add a lot of unique flair that sets this army apart from the usual Space Marines. The Codex also lends itself to a character-based playstyle, with many great abilities, auras, and objectives closely tied to the character's use. I think those players who enjoy
building their armies around melee heroes and other fast, melee-oriented units will enjoy this Codex addition to their army building. View all posts from captberk News, Videos, Warhammer 40,000 40,000



