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ULTRAMARINES

INTRODUCTION

This Warhammer 40,000 supplement is about the
Ultramarines, one of the most ancient and powerful of all the
Space Marine Chapters. It is also about the Codex Astartes,
the great code of the Space Marines written over ten thousand
years ago following the long and terrible wars known as the
Horus Heresy. The most influential of the creators of the
Codex Astartes was Roboute Guilliman, the Primarch and
founding father of the Ultramarines. It was he who compiled
the Codex Astartes and oversaw the reforms which led to the
establishment of the myriad Space Marine Chapters that exist
in the forty-first millennium.

Since earliest times the Ultramarines have exemplified the
teachings of the Codex Astartes so that, even today, the
Chapter serves as the purest example of its strictures. It is our
intention to describe the regulations for Space Marine
organisation, uniform markings, battle designations and
operating tactics. With this information any Warhammer
40,000 player can assemble any one of the Space Marine
Chapters illustrated within, or, should he so wish, design an
entirely new and invented Chapter with its own uniform
scheme. The Ultramarines themselves may be regarded as the
standard template from which the organisational details of all
other Space Marine Chapters are derived.

For players who wish to assemble an Ultramarines force for
Warhammer 40,000 this book, the Ultramarines Codex,
provides all the information you need, from organisational and

painting details to a fully detailed army list. There is also a
comprehensive history of the Chapter and its most famous
Masters including the Primarch Roboute Guilliman himself.

For players who wish to collect an army based on one of the
other Space Marine Chapters described in this book, we have
provided basic colour schemes and a format by which you can
work out appropriate colour schemes and insignia. Those
Chapters that adhere closely to the strictures of the Codex
Astartes, including the Ultramarines themselves, are referred
to as ‘Codex’ Chapters. Several examples of Codex Chapter
Space Marines are illustrated in this book, for instance the
White Consuls and the Doom Eagles.

Players who wish to invent their own Chapters will find this
book a useful guide. Further Codex Chapters can be created
by simply varying the colour schemes and inventing an
appropriate Chapter badge. Codex Chapters utilise the
standard army list and pose no problems as regards game
rules. Chapters which vary more radically from the Codex can
also be created, although it is up to individual players to
improvise such rules as they feel may be necessary (it is also
up to you to obtain the co-operation of your opponents!).

Inventing your own Chapter is a way of individualising your
force and is a popular alternative with gamers who like to
exercise their painting and modelling skills. Choosing colour
schemes, designing your own badges, and improvising rules
with fellow players are routes which many experienced
gamers find particularly rewarding. With more than a
thousand Chapters in the Imperium you can be sure that there
will always be room to experiment.

They shall be pure of heart and strong of body, untainted

by doubt and unsullied by self aggrandisement. They will
be bright stars in the firmament of battle, Angels of Death

whose shining wings bring swift annihilation to the
enemies of man. So it shall be for a thousand times a
thousand years, unto the very end of eternity and the
extinction of mortal flesh.

Roboute Guilliman
Codex Astartes
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THE SPACE MARINES

The origin of the Space Marines goes back to the distant days
before the Imperium itself, to a time known to history as the
Age of Strife. This was an age of wars and savagery
throughout the galaxy. Interstellar civilisation all but
collapsed leaving human planets isolated and vulnerable. It is
impossible to say for certain what caused this great calamity,
but one of the main contributory factors was the development
of massive psychic storms within warp space.

All interstellar travel relies upon unique drive systems which
propel ships through the alternate psychic dimension of warp
space. Sometimes fierce storms within the warp make
journeys hazardous. Craft can be carried off course by
thousands of parsecs or hundreds of years in time. If storms
are sufficiently intense or lengthy it is impossible for ships to
travel at all. Such adverse conditions prevailed throughout the
long Age of Strife.

During the Age of Strife the Earth was devastated by pollution
and plague. Its huge and largely unproductive population had
come to rely upon imports of food and raw materials without
which life on the planet could not be sustained. Billions died
and the survivors fought savagely amongst themselves. From
the ruins of civilisation emerged a barbaric society of warlords
and warrior tribes. The accumulated accomplishments of
millennia were forgotten. Earth’s cities fell into rubble and
were soon lost beneath the drifting sands. Of a once proud and
sophisticated society nothing remained.

The Age of Strife lasted for approximately ten thousand years
and ended only when the warp storms abated and interstellar
travel became feasible once more. At that time a mighty leader

emerged upon Earth, a warlord and conqueror who succeeded
in uniting the entire planet under his rule. From the battling
tribes of barbarians a new world was created. Ancient
technologies were rediscovered and directed to new purposes.
The name of the warlord who achieved all this is not recorded,
and he is known only by the title he assumed in later times —
the Emperor.

THE FIRST
SPACE MARINES

A Space Marine is a genetically enhanced warrior, far stronger
and tougher than an ordinary human being. Space Marines can
live for several hundred years and they possess extraordinary
powers.

Every Space Marine is born an ordinary human. The
conversion into super-warrior is achieved by the careful
implantation of genetically cultured organs. Once implanted
into the human body, these organs gradually grow and modify
the recipient’s genetic structure. Selected hormones are
boosted to encourage extraordinary growth. Muscle tissues
expand and the bone structure is strengthened. Genetically
tailored substances released into the bloodstream cause further
changes throughout the Space Marine’s body. This process
takes several years to complete and only works whilst the
body is growing naturally. This means that Space Marines are
recruited at a comparatively young age and must start their
training before they reach adulthood.

Genetically altered warriors appeared in the Emperor’s armies
even before he had completed the conquest of Earth. They
were the first of their kind and as such their powers were less
than the Space Marines of later years. None the less, during
those early years the techniques of genetic restructuring were
perfected. Individual germ cells, called gene-seeds, were
isolated and genetically modified. From these few cells tiny
organs were cultivated in a nutrient solution. Each organ
would then be tested for genetic stability and surgically
inserted into a warrior. This technique remains basically the
same even in the forty-first millennium.

The development of genetic tissue took many centuries of
work. This research was itself a spin-off from the aborted
Primarch project, which was an early attempt at genetic re-
structuring with the aim of creating god-like creatures called
Primarchs.

The Primarchs were designed to have powers far beyond even
the incredible abilities of the Space Marines. Samples of
genetic tissue taken from the foetal Primarchs were used to
create the genetic banks which provided the first Space
Marine gene-seed. Thus the fates of Primarchs and Space
Marines were inextricable interwoven even at their
conception, and the Primarchs were to play a vital role in the
early history of the Space Marines.
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THE GREAT CRUSADE

The Great Crusade is the name given to the period of conquest
that established the extent of the Imperium. During the Great
Crusade massive armies of Space Marines spread out from
Earth. Their task was to seek out and liberate human worlds
throughout the galaxy, uniting all of humanity in a single
mighty Imperium. The Great Crusade lasted for about two
hundred years and saw some of the bloodiest fighting known
up to those times. The worlds rediscovered by the Emperor’s
armies had been cut off from Earth for millennia. Some had
degenerated to barbarity. Others had developed into sprawling
hive worlds. Many were under the domination of aliens or had
become corrupted by the evils of Chaos. All these worlds were
gradually reconquered and brought back within the Imperium.

The Space Marines who took part in the Great Crusade were
organised into massive armies called Legions. The size of a
Legion varied tremendously and could be expanded to provide
extra troops as needed. Accelerated gene-seed germination
techniques were developed that could turn a human into a
Space Marine within a year. At the time, tens of thousands of
troops were needed so the Space Marine Legions could push
forwards over a widening battle front. Only later would the
stability of this accelerated gene-seed prove doubtful when the
dangers of its use became apparent.

Twenty Space Marine Legions took part in the Great Crusade.
These twenty are known as the First Founding because they
were the first Space Marines to be created. Each Legion was
led by its own Primarch, the god-like being whose genetic
structure formed the basis for the Legion’s gene-seed.

The character and special powers of each Primarch were
reflected in the abilities of his Space Marine Legion. Even
today the descendants of these ancient Space Marines are
characterised by genetic qualities derived from their original
Primarchs. The twenty original Chapters and their Primarchs
were as follows.

THE HORUS HERESY

Horus was the greatest of the Primarchs and the most trusted
of all the Emperor’s generals. He was placed in charge of the
entire north-eastern battlefront during the Great Crusade. This
was the largest and by far the most difficult of the war zones.
Horus’s success was so spectacular that he was appointed
Warmaster, standing in lieu of the Emperor in the reconquered
zone. As a token of his appreciation the Emperor renamed the
Lunar Wolves the Sons of Horus. At the time none guessed
that Horus might owe his success to more than mortal
courage. Later events revealed that Horus served a darker
master, that his loyalty to humanity was nothing but a pretense
from the start.

Somehow the gene-seed of Horus had mutated. Both the
Primarch and his Legion were touched by darkness, a
corruption of the spirit and body that became increasingly
apparent. The Chaos Gods, dark malevolent beings from the
warp, had wrought their evil upon Horus and his armies.

Whilst ostensibly fighting for humanity, Horus was really
paving the way for the conquests of Chaos. His dark masters
were hatching plans of their own. The Emperor would be
allowed to possess the galaxy only for a moment. He would be
encouraged to stretch his empire further and further, until his
forces were scattered thinly along the galactic fringe. Then the
Dark Gods would strike. Horus, their chosen champion, would
lead his forces upon the unprotected Earth and crush the
Emperor with one swift blow.

Horus led his Legions westward. It is impossible to say which
Legions sided with him because they were already corrupted
by Chaos, and which were merely following the lead of their
commander. In the end it matters little, for all the Legions that
sided with Horus were damned by their actions. All embraced
the Dark Gods whether they knew it at the beginning, or
whether they were duped by the twisted words of Horus. The
following Legions and their Primarchs all sided with Horus
including his own Legion, now renamed for the second time
as the Black Legion.

Legion Primarch
1 Dark Angels Lion EI’Jonson
2 Unknown — All records destroyed following Horus Heresy
3 Emperor’s Children Fulgrim
4 Iron Warriors Perturabo
5 White Scars Jaghatai Khan
6 Space Wolves Leman Russ
7 Imperial Fists Rogal Dorn
8 Night Lords Night Haunter
9 Blood Angels Sanguinius
10 Iron Hands Ferrus Manus
11 Unknown — All records destroyed following Horus Heresy
12 World Eaters Angron
13 Ultramarines Roboute Guilliman
14 Death Guard Mortarion
15 Thousand Sons Magnus the Red
16 Lunar Wolves Horus
17  Word Bearers Lorgar
18  Salamanders Vulkan
19 Raven Guard Corax
20  Alpha Legion Alpharius

These twenty Legions conquered the galaxy and created the
Imperium. Later, during the Horus Heresy, they divided into
two factions and fought for possession of the empire.

Legion Primarch
Emperors Children Fulgrim

Iron Warriors Perturabo

Night Lords Night Haunter
World Eaters Angron

Death Guard Mortarion
Thousand Sons Magnus the Red
Black Legion Horus

Word Bearers Lorgar

Alpha Legion Alpharius

These nine are known to the Imperium as the Traitor Legions.
Of Legions numbered 2 and 11 nothing is recorded, but it
seems likely these also fought for Horus at least during the
beginning of the Heresy. The history of the Dark Angels
during the Heresy is also unknown. The Dark Angels do not
appear in any battle accounts of the loyal forces. In all, and
discounting the role of the Dark Angels, there were therefore
between nine and eleven Traitor Legions accounting for more
than half of the entire Space Marine force. These were
amongst the largest and most battle-hardened armies of the
Imperium.
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THE DEFEAT OF HORUS

It would take many pages and much time to describe in full the
attack of Horus upon Earth and his subsequent defeat. Suffice
to say the short war ended when the Emperor teleported onto
Horus’s battle barge and slew the Warmaster in hand-to-hand
combat. During the same conflict Sanguinius, the Blood
Angels Primarch, was killed and the Emperor was mortally
wounded. From that moment on the Emperor ceased to live in
the conventional sense. His body was placed in stasis and his
psychic spirit cast into the vortex of Chaos to wander the paths
of time and space.

The defeated Traitor Legions were driven from Earth and
escaped into the region of Chaos known as the Eye of Terror,
where they remain to this day. The Traitor Legions inhabit a
shadow world between chaos and reality, existing out of
normal time and space. Whilst millennia have passed in the
outside world the Traitor Legions have endured eons of
timelessness, emerging to raid and destroy at moments when
the interweaving time streams converge. These are not merely
the same Traitor Legions that attacked Earth, they are the very
same warriors, doomed to battle for their dark masters for all
eternity.

THE HIGH LORDS

By the end of the Horus Heresy the galaxy was in turmoil once
more. The armies of the Imperium were destroyed or
scattered. Thousands of spacecraft had been lost in the
conflict. Worse of all, the Emperor was gone. Though not
actually dead he was lost to the living world and his spirit cast
into the vortex of Chaos. The guidance which the Emperor
had given the Imperium for hundreds of years was suddenly
absent. Such was the power and influence of the Emperor that
it was impossible to imagine a single successor inheriting his
mantle. For a while it seemed as if the Imperium would surely

break apart: that the Cult Mechanicus and the workshops of
Mars would divorce themselves from the Imperium, that
Primarchs and Space Marines would establish their own
empires in the depths of space.

What happened next is a tribute to the skills and foresight of a
very few powerful men, not least to the Ultramarines’
Primarch Roboute Guilliman. A council was formed of the
twelve most powerful individuals in the Imperium. They
called themselves the High Lords of Terra, and their self-
proclaimed role was to rule the Imperium on behalf of the
Emperor.

History does not record the names of those first High Lords.
Indeed, there are few records of the early centuries of the
Imperium. History and legend remain strangely intertwined,
describing in almost mythic terms the dark and desperate
times that followed the defeat of Horus. However, the
tradition of the Ultramarines relates that their Primarch,
Roboute Guilliman, was one of these High Lords. He became
Lord Commander of the Imperium, the first to carry that title
and the only man ever to command the entirety of the
Imperium’s armed forces.

The High Lords established the divisions of the Imperium that
remain familiar to this day. It was they who formalised the
title of Adeptus which is used by all who are servants of the
Emperor. The first High Lords laid the structure by which the
Adeptus Terra operates, and described the feudal
responsibilities and duties of planetary Lords. One of the most
important of their accomplishments was the reorganisation of
the Imperium’s armies. This task was undertaken almost
singlehandedly by the Primarch Roboute Guilliman, who
quickly and efficiently codified the structure of the Imperial
Guard, the fleet, and the Space Marines. Of all his works the
most influential is the Codex Astartes, the great prescriptive
tome that lays down the basic organisational and tactical rules
for Space Marines.

THE DARK FOUNDING
Not all the foundings of Space Marine Chapters are 1

recorded in exact detail. However, the Adeptus Terra
maintains a bank of original gene-seed from every single
Chapter ever created since the Horus Heresy. There is one
notable exception: the Thirteenth Founding, also known as
the Dark Founding. No-one knows how many Chapters

were created by the Dark Founding or what became of
them. Perhaps the secret lies in some deep vault in the
record office of the Adeptus Terra. Maybe the Space
Marines of the Dark Founding are still out there,
somewhere, waiting to return to the world that created
them.
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THE CODEX ASTARTES

The Horus Heresy had revealed weaknesses in the gene-seed
of several Space Marine Legions. These defects had been
exacerbated by the accelerated gene-seed cultivation
techniques needed to keep the huge Space Marine Legions up
to strength. The powers of Chaos were able to exploit the
resultant physical and mental corruption to turn Horus’s
troops against the Emperor. The first objective of the new
Codex Astartes was to recognise and expunge these
weaknesses.

The Codex decreed that Space Marines would be created and
trained slowly. The genetic banks used to create implants
would be carefully monitored. Cultivated organs would be
subject to the most stringent tests of purity. Young initiates
were to undergo trials of suitability before they were accepted,
and only those of the sternest character would be chosen.

On Earth the Adeptus set up genetic banks to produce and
store Space Marine gene-seed. These banks were used to
provide all new gene-seed for Space Marines. To prevent
cross-contamination the genetic stocks of each of the old
Legions was isolated, and henceforth the new Space Marine
Chapters would receive gene-seed only from their own
genetic stock.

The gene-seed of the Traitor Legions was placed under a time-
locked stasis seal, although at the time many believed these
dangerous gene stocks had been destroyed. By taking direct
control of the genetic stocks the Adeptus on Earth could
ultimately control the Space Marines. Now they alone had the
power to destroy or create Space Marine armies at will.

The most immediate change to the Space Marines was the
breaking up of the Legions into smaller fighting forces called
Chapters. Each Chapter was to number approximately a
thousand fighting warriors divided into ten companies of a
hundred. This was never intended to be an absolute rule but a
guide which enabled the Adeptus Terra to monitor and control
the size of each Chapter. In fact, Chapters have often exceeded
this basic strength during times of prolonged war.

To ereate the new Chapters the original Space Marine Legions
were divided. Each old Legion became a Chapter of the same
name plus a number of other new Chapters. These new
Chapters are known as the Second Founding. Each of the
Second Founding Chapters is derived directly from an original
First Founding Chapter and initially shared its gene-seed.
Subsequently the new Chapter’s gene-seed was isolated,
forming a new genetic line.

It is not certain how many new Chapters were created by the
Second Founding. Many Imperial records were lost during the
later Age of Apostasy, a troubled time that lies across the
history of the Imperium like a veil. In all likelihood some of
the Chapters created during the Second Founding have since
been destroyed leaving no record of their deeds. Others have

been lost in most recent times, and their names are now all that
remain of them. Some survive to this day, proud inheritors of
the traditions of the Great Primarch and First Lord of the
Ultramarines.

Because of the uncertain histories of the Space Marine
Chapters the list below cannot hope to be complete, but it
includes all the Chapters known to have been created during
the Second Founding.

Original

Chapter Successors

Space Wolves Wolf Brothers

Ultramarines Eagle Warriors, Silver Eagles, Doom Eagles,
Novamarines, Patriarchs of Ulixis, White
Consuls, Black Consuls, Libators, Inceptors,
Praetors of Orpheus, Genesis, Aurora

(all these Chapters are known as the

Primogenitor Chapters or First Born).

Dark Angels Angels of Absolution, Angels of Redemption,
Angels of Vengeance (together with the Dark
Angels these Chapters are known as the

Unforgiven).

Imperial Fists Black Templars, Crimson Fists.

Blood Angels Angels Encarmine, Angels Sanguine, Angels
Vermilion.

White Scars Marauders, Rampagers, Destroyers,
the Storm Lords.

Iron Hands Red Talons, Brazen Claw.

Salamanders (None known)

Raven Guard

Black Guard, Revilers, Raptors.

Roboute Guilliman’s prime consideration was to quickly
reorganise the existing Chapters and to send them back to the
frontiers where anarchy and alien invasion still threatened
many worlds. He was a brilliant strategist whose attention to
detail was to save the Imperium on many occasions. When he
led the armies of the Imperium to war it was always in the full
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knowledge that supplies were in place, that lines of
communication were safe, and that competent men had been
placed in charge of every aspect of the operation. When he
struck he always sought out the enemy’s weakest spot, the
fatal crack in the foe’s defence, rarely engaging in frontal
battle unless there was no alternative.

The Codex Astartes further defines the tactical roles,
equipment specifications and uniform identification markings
of the Space Marines. These guidelines have been much
modified over the centuries, and the Codex Astartes of the
forty first millennium is a highly developed treatise
combining the wisdom of hundreds of military thinkers
throughout history. Some of its contents seem petty and
restrictive, hardly worthy of the great mind of the Primarch.
Others describe actual battles together with comments on the
tactics employed and the decisions of the commanders on the
spot. As such the Codex Astartes is revered as a holy text and
many Chapters regard its recommendations as sanctified by
the Emperor himself.

THE CODEX CHAPTERS

Not all Chapters follow the strict organisational and tactical
guidelines of the Codex Astartes. Those that do are sometimes
referred to as Codex Chapters. These Space Marines adhere to
the Codex as the model for their organisation and
identification markings. Of all the Codex Chapters the oldest
and most famous is the Ultramarines, the Chapter of the
Primarch Roboute Guilliman himself. Many of the other
Codex Chapters are descended from the Ultramarines’ genetic
line.

Most Chapters do not stick so rigidly to the Codex patterns
laid down either for organisation, tactical roles, or other
processes. Many Chapters are largely organised according to
the Codex but have slight variations, such as the Blood Angels
and Dark Angels for example. A small number of Chapters is
utterly different from the Codex, and owe nothing to it at all.
The most famous of these wild Chapters is the Space Wolves.
The Space Wolves have never followed the Codex, their
strong willed Primarch moulded his Chapter very much in his
own image irrespective of other influences.

The Adeptus Terra has never felt it necessary to enforce the
Codex absolutely. Indeed it is doubtful if it could. However,
with subsequent foundings they have always favoured the
Ultramarines’ gene-seed and created new Codex Chapters
from their line. With the passage of years some of these
Chapters have subsequently strayed from the strict letter of the
Codex, introducing new variations but remaining broadly
faithful to the principles of Roboute Guilliman.

SUBSEQUENT FOUNDINGS

The history of the Imperium since the Heresy is not a
continuous story. There have been periods of rebellion and
anarchy, and times when the balance of power has suddenly
changed and history has been quite literally re-written. Many
of the subsequent foundings of Space Marines belong to these
troubled times, making it impossible to be certain when some
Chapters were created. Indeed, it is impossible to say for
certain how many Chapters have been created at all, only that
there are approximately a thousand known to exist today,
scattered throughout the galaxy. Of these more than half are
descended from the Ultramarines, either directly or indirectly
through one of the Primogenitor Chapters.

THE GREY KNIGHTS

The Grey Knights were the first of the new Chapters to be
created during the Second Founding. They are an exception
amongst the Second Founding Chapters in that they have no
antecedants, their gene-seed was engineered from sources
unknown. The history of its creation is not a matter of record
and even its inclusion in the Second Founding is debatable.
There are hints in the Adeptus Record that the Chapter was
created by the Emperor in secret sometime during the Great
Crusade.

The Grey Knights work in close co-operation with the Ordo
Malleus, the militant arm of the Inquisition. As a consequence
the Chapter stands apart from other Space Marines in many
ways, and its organisation is wholly unique.
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THE HISTORY
OF THE ULTRAMARINES

According to legend the Emperor created the Primarchs from
artificially engineered genes, carefully imbuing each of them
with unique superhuman powers. It took many hundreds of
years to collect and refine the mutant genes needed to produce
the Primarchs. When all was ready the genetic matrixes were
placed within twenty incubator capsules. Legend goes on to
tell how the Dark Gods of Chaos spirited away the Primarchs
within their incubator capsules, scattering them widely
throughout the warp. More than one of the capsules was
breached whilst it drifted through warp space. The forces of
the warp leaked in wreaking havoc in the developing genetic
material inside the capsule. Undoubtedly damage was done,
although the nature of that damage would only become
apparent during the Horus Heresy.

THE YOUTH
OF ROBOUTE GUILLIMAN

After drifting for decades, or in some cases even hundreds of
years, the twenty incubation capsules came to rest on human
worlds throughout the galaxy — distant planets inhabited by a
variety of human cultures. The capsule containing the
developing form of one Primarch fell upon the world of
Macragge. This was a bleak but not inhospitable world that
mankind had inhabited for many centuries. Its industries had
survived the Age of Strife and its people had continued to
build spacecraft throughout the period of intense warp storms.
The people of Macragge had successfully maintained contact
with neighbouring systems, despite the loss of many ships and
Crews.

The Primarch’s capsule was discovered by a group of
noblemen out hunting in the forest. They broke the capsule’s
seal to reveal a striking child surrounded by a glowing nimbus
of power. The amazing infant was brought before Konor, one
of a pair of co-rulers, or Consuls, who governed the civilised
part of Macragge. Konor adopted the child as his son and
named him Roboute.

The young Primarch grew quickly, and as he did so his unique
physical and mental powers became obvious for all to see. By
his tenth birthday he had studied and mastered everything the
wisest men of Macragge could teach him. His insight into
matters of history, philosophy and science astonished his
elders, but his greatest talent lay in the art of war. A genius for
military organisation prompted his father to give him
command of an expeditionary force in the far north of
Macragge.

This mountainous area was called Illyrium, a barbarous land
which had harboured bandits and brigands for as long as
anyone could remember. Although many wars had been
fought against them, no-one had ever pacified the region for

long. Roboute fought a brilliant campaign and won not only
the submission but also the respect of the fierce Illyrian
Warriors.

Returning home he found the capital in turmoil. During
Roboute’s absence his father’s co-Consul, a man called
Gallan, led a conspiracy against Konor. Gallan was one of
many amongst the wealthy nobility who were jealous of
Konor’s power and popularity. These malcontents were used
to easy living on their vast estates where they were supported
by impoverished slaves. Konor had changed all that, forcing
the old aristocracy to provide slaves with reasonable
accommodation and food. He had also passed legislation
which obliged them to contribute to his ambitious programme
of improving and enlarging the city. All these reforms were of
great benefit to the people of Macragge, but were unpopular
with all but a few of the more far-sighted aristocrats.

As Roboute and his army approached the gates of Macragge
City they saw the smoke of burning and hurried to investigate.
Soon they met citizens fleeing from the anarchy, and Roboute
learned how troops in the pay of Gallan had attacked the
Senate House with Konor and his loyal bodyguard inside. The
rebels surrounded the Senate, whilst drunken soldiers roamed
the city looting and murdering at will.

Roboute hurried to his father’s rescue. Leaving his troops to
deal with the drunken mob, he fought his way into the Senate
House. There he found his father dying of wounds inflicted by
a hired assassin. For three whole days the Consul had directed
the defence of the building even as surgeons fought for his
life. With his dying breath Konor told his son of Gallan’s
treachery: how he and his fellow conspirators had attempted
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to murder him as he arrived at the Senate House to declare a
public holiday in honour of Roboute’s victory.

Roboute crushed the rebels and quickly restored order within
the city. Thousands of citizens flocked to the Senate House
and amidst a wave of popular acclaim Roboute assumed the
mantle of sole and all-powerful Consul of Macragge. The new
ruler acted swiftly to crush the old order. Those who had acted
against his father were executed and their lands and family
titles taken from them. New, honest, hard-working settlers
were given the old farms and property. With super-human
energy and vision the Consul reorganised the social order of
Macragge, rewarding the hard-working, placing men of
honour in high office, and building the armed forces into a
powerful and well equipped force. Macragge flourished as
never before.

THE EMPEROR REACHES MACRAGGE

While the capsule containing the Primarchs drifted through
the warp the Emperor and his armies advanced across the
galaxy. This Great Crusade liberated many worlds from alien
domination and re-established contact with human planets
which had endured isolation and danger for thousands of
years. As the young Roboute Guilliman waged war against the
Illyrian bandits in the northern mountains of Macragge, the
Emperor and a force of Space Marines reached the planet of
Espandor in a neighbouring system. From the Espandorians
the Emperor learned of Macragge and the astounding son of
Consul Konor. He immediately realised that he had found one
of the long lost Primarchs.

The Emperor took ship to Macragge. His ship ran into a
sudden and unexpected warp-squall, a brief but intensely
strong disturbance of warp space that threw the craft off-
course. By the time the Emperor reached Macragge, Roboute
Guilliman had ruled for almost five years. In that time the
world had undergone a transformation. Its people were well-
fed and prosperous, its armies well-equipped and powerful,
and its cities had been rebuilt in glittering marble and shining
steel. Spacecraft from Macragge ran regular routes between
the local systems, bringing raw materials and more people to
the flourishing world. The Emperor was astounded to find a
world so well ordered and prosperous, and realised at once
that Roboute Guilliman was a Primarch of great ability and
vision.

FORTRESS MACRAGGE

The Ultramarines Legion of Space Marines was assigned to
the control of Roboute Guilliman and its forward base
relocated to Macragge. The Primarch quickly assimilated the
many wonders of the Imperium and set about his new role
with skill and enthusiasm. His chief talents, as ever, lay in
war, and he soon led the Ultramarines to fresh conquests in the
galactic south. He succeeded in liberating more worlds during
the Great Crusade than any other Primarch, and the worlds he
brought within the Imperium were to benefit from his
organisational skills and passion for efficient government.

Whenever Roboute Guilliman freed a world from the tyranny
of Orks, Chaos or other aliens, his first priority was to set up a
self-supporting defence system. Once a world was safe he
could move on, leaving behind enough advisers to ensure that
industry would be created, trading routes set up with the
Imperium, and government directed towards the prosperity of
the people. In this way the Ultramarines could conquer worlds
faster than any other Space Marine Legion.

Meanwhile, the fortress of the Ultramarines grew on
Macragge. Some Ultramarines remained behind to supervise
the work, which progressed rapidly thanks to the ready trading
network and advanced industries of the planet. Within a year a
training base was established, and recruiting began on the
planet Macragge and surrounding worlds. It was not long
before the Ultramarines Legion received its first influx of
warriors born and bred on Macragge. Thanks to their usual
thoroughness of organisation, the Ultramarines were able to
receive constant recruits throughout the Great Crusade.
Because of its strong recruitment base and Roboute
Guilliman’s tactical expertise the Ultramarines soon became
the largest Space Marine Legion, having more recruits than
any other Legion and suffering fewer casualties.

AFTER THE HERESY

Whilst the Horus Heresy plunged the Imperium into savagery
and civil war, the Ultramarines were engaged on the southern
edge of the galaxy. Their very success had carried them far
from Earth and isolated them from the conquering armies of
Horus in the north-east. News of Horus’s treachery did not
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even reach the Ultramarines until the attack on Earth was
underway. Thanks to the speed of Horus’s attack there was
little that Roboute Guilliman could do. None of the worlds
already liberated by the Ultramarines was in serious danger
from the forces of Chaos. Consequently, the Ultramarines
were poorly placed to contribute much during the early stages
of the Horus Heresy. Their main success was the destruction
of a large force of Chaos Space Marines which was heading to
reinforce Horus’s position. Afterwards the Ultramarines took
part in several important battles to recover human worlds from
the dominion of Chaos.

As fate would have it, the Ultramarines were therefore largely
untouched by the fighting of the Horus Heresy. Other loyal
Space Marine Legions had lost thousands of troops during the
fighting, and half of the original Legions had sided with
Horus. As a result the number of Space Marines left was very
few, and never were they more needed.

The confusion and disorder following the Horus Heresy had
left the Imperium weak and vulnerable. Everywhere the
enemies of mankind prepared to attack. Many worlds
remained in the grip of Chaos. Into this breach stepped
Roboute Guilliman and the Ultramarines. Always the largest
Legion, the Ultramarines found themselves divided and
dispatched all over the Imperium in a desperate effort to stem
the tide of invasion and unrest.

The Ultramarines successfully held the Imperium together
during a time of intense danger. Macragge was able to supply
new recruits at such a rate that soon the Ultramarines alone
accounted for more than half the total number of Space
Marines. Within a decade order was restored to the Imperium.
Even as the Ultramarines reconquered, a new theory of
warfare was emerging. Under the guidance of the
Ultramarines’ Primarch, the Codex Astartes was taking shape.
Its doctrines would reshape the future of all Space Marines
and lay the foundation for the Imperium’s military strength.

THE CURSED FOUNDING

The Twenty First Founding was the largest since the
Second Founding. It took place sometime immediately
before the Age of Apostasy, a time of civil war which
divided and almost destroyed the Imperium. The new
Chapters were dogged by bad luck right from the start.
Several disappeared mysteriously whilst in action or in
warp space.

Every surviving Chapter of the founding is affected by

spontaneous genetic mutation of its gene-sced. As a result
the Chapters have gradually dwindled in size as their
inability to raise and induct recruits means that battle
casualties cannot be replaced. Worse still, some Chapters
have developed genetic idiosyncrasies, mutations which
strain the tolerance of the Inquisition and threaten the
Chapter’s survival. Few Chapters have suffered as
ignominious an end as the Flame Falcons whose
spontaneous and extreme physical corruption turned them
into a race no longer human or sane. The Chapter was
declared Excommunicate and driven from its home world

of Lethe by the Grey Knights.

THE SECOND FOUNDING

The Second Founding of the Space Marines was decreed
seven years after the death of Horus. The existing Space
Marine Legions were dissolved one by one and refounded as
smaller, more flexible formations. Where the old Legions
were unlimited in size the new formations were fixed at a
nominal one thousand fighting warriors. This corresponded to
the existing unit called the Chapter, and in future the Chapter
was recognised as the standard autonomous Space Marine
formation.

Existing Space Marine Legions were divided into new
Chapters. One Chapter kept the titles and colours of the
original Legion, whilst the remaining Chapters took new titles
and colours. Most of the old Legions divided into fewer than
five Chapters, the Space Wolves divided into only two, but the
Ultramarines were divided many times. The exact number of
new Chapters created from the Ultramarines is uncertain: the
number listed by the oldest known copy of the Codex Astartes
(the so-called Apocrypha of Skaros) gives the total as twenty
three but does not name them. A list of Chapters known to
have been created at this time is given elsewhere.

As a result of the Second Founding the Ultramarines’ gene-
seed became the stock type. The new Second Founding
Chapters created from the Ultramarines are often referred to
as the Primogenitors, or ‘first born’. All the Primogenitor
Chapters venerate Roboute Guilliman, the Primarch of the
Ultramarines, and their own founding father and Patron.

13



TH

E HISTORY OF THE ULTRAMARINES

ULTRAMAR

With the Second Founding the size of the Ultramarines’ force
was much reduced. Most of the Space Marines left Macragge
to establish new Chapters elsewhere. The Ultramarines’
fortress was built to accommodate more than ten times as
many Space Marines as now remained on the homeworld. As
a result its arsenals and weapon shops were partially
dismantled, and taken by the Primogenitor Chapters to found
their own bases throughout the galaxy. The genetic banks of
the Ultramarines, and the huge recruitment organisation, was
similarly reduced in size.

One aspect of the old Ultramarines Legion that survived was
the close relationship between the Space Marines and the
people of the surrounding planets. During the Great Crusade
the worlds around Macragge provided young recruits for the
Ultramarines. They also supplied raw materials, armaments
and spacecraft. Although the need to recruit from these worlds
vanished with the reorganisation, the tradition continued. To
this day, the Ultramarines recruit not from a single world, but
from the whole of local space. This area around Macragge is
called Ultramar, the empire of the Ultramarines.

Ultramar is unique amongst the Space Marines. Where other
Chapters rule over a single planet, asteroid or, in some cases, a
mobile space fleet or orbital fortress, the Ultramarines have a
larger domain. They control no fewer than eight local systems,
each with its own worlds and governments loyal to the
Chapter. All the worlds of Ultramar share a common cultural
heritage with Macragge, so it is not surprising that their styles
of architecture, government, and traditions are similar. After
the Horus Heresy all eight worlds benefited from the
improving reforms of Roboute Guilliman. There are many
today who regard Ultramar as the ideal model for human
society.

T

The worlds of Ultramar are inhabited by a disciplined,
productive and loyal people. Although primarily industrial
worlds, they have none of the nightmarish toxic wastelands
that are common phenomena throughout the galaxy. The
population live in sprawling cities, but these cities are
surrounded by extensive farmlands and seas that teem with
fish. Every world is self-sufficient in raw materials and food.
Trade between the worlds is active and each planet has its
specialities and delicacies. Each world is balanced as a society
and also as an ecosystem — a rare achievement in the
Imperium.

Not all the worlds of Ultramar are identical by any means.
Macragge itself is mostly bleak and rocky, over 75% of its
land mass being formed of bleak mountainous upland which is
almost entirely devoid of life. The people of Macragge do not
live in this inhospitable region, but the fortress of the
Ultramarines is built here upon a craggy peak surrounded by
impenetrable mountains. Within this mighty fortress, inside a
vast temple, is the shrine of the Primarch himself. This is
where his body sits upon a huge throne of ornately carved
marble. He is preserved in death by a stasis field impervious to
the decaying effects of time. This is one of the holiest places
in the Imperium, and thousands come from all over the galaxy
to look upon the face of the ancient Primarch.

Other worlds are quite different from Macragge. Talassar is a
planet of storm-tossed seas and rocky islands whose single
continent is known as Glaudor, which was the site of a major
battle between the Ultramarines and invading Orks
immediately after the Horus Heresy. In contrast to the oceanic
world of Talassar are the arid Three Planets of Quintarn,
Tarentus and Masali. These small planets form a triple world
combination orbiting around a common centre of gravity
much like the Earth and its moon. Gigantic horticultural cities
cover hundreds of square miles, capturing precious water in
wind traps and storing it in massive underground tanks. The
cities of the Three Planets are enclosed by gigantic domes
under which flourish forests and gardens as lush as any in
Ultramar.

One of the most productive planets of Ultramar is Calth, an
airless world whose inhabitants live in underground cities
where the deadly light of Calth’s blue sun cannot reach them.
The caverns of Calth are constructed on such a huge scale, and
with such grandeur, that they are as light and airy as any city
of Macragge. Of all the local worlds Calth is the most
specialised, for although its people grow vast quantities of
food in nutrient vats they prefer to import most of what they
eat from the neighbouring system of Iax. Calth is famous for
its shipyards, which provide the craft used by the Ultramarines
as well as civil and military craft for wider use in the
Imperium.

Iax is sometimes described as the Garden of Ultramar. Its
climate and fertility have made it one of the most naturally
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productive worlds in the Imperium. The inhabitants have
harnessed the planet’s inherent productivity, covering its
surface with well-ordered farms and cultivated woodlands.
There are no large cities on Iax, but many small towns dotted
over the landscape, connected together by an efficient system
of fast hydroways. The oldest and most densely urbanised area
of lax is the ancient fortress city of First Landing, whose tall
citadel has withstood the barrages of invaders over the
centuries.

Most distant from Macragge is the world of Espandor, a planet
of extensive forests whose major cities are confined to the
westernmost of its two continents. Espandor is a secondary
settlement whose people are the descendants of explorers
from Macragge. Tradition has it that Espandor was settled
during the Age of Strife by traders blown off-course and
subsequently stranded by warp storms. It is the least densely
populated of all the worlds of Ultramar.

Prandium was once a world teeming with life. Settlers from
Macragge established a colony on the planet after the Horus
Heresy. Thanks to a mild climate and fertile virgin
environment the people of Prandium prospered. The planet
soon become the most beautiful jewel of Ultramar, a planet of

remarkable prosperity and an incredibly rich native fauna.
Prandium was destroyed by Hive Fleet Behemoth in the First
Tyrannic War. The wasted world is now dead and lifeless,
reduced to bedrock, its atmosphere blown into space by the
ferocity of the Tyranid attack.

THE MILITARY
OF ULTRAMAR

Ultramar is the realm of the Ultramarines within the greater
realm of humanity that is the Imperium. Its worlds do not pay
the Imperium’s tithes. Instead they contribute directly towards
the upkeep of the Ultramarines Chapter. The rulers of the
individual worlds of Ultramar are feudal lords of the Master of
the Ultramarines. This is why the Ultramarines’ leader is also
known as the Lord of Ultramar.

Just like other worlds in the Imperium, each world of Ultramar
raises regiments for its own defence. Most worlds in the
Imperium are obliged to provide regiments for the Imperial
Guard when required, but Space Marine homeworlds are an
exception. In the case of Ultramar, however, the Ultramarines
rule so efficiently and are so prosperous that they maintain
several hundred regiments ready to join the Imperial Guard
when needed. As a result regiments have fought all over the
galaxy, often in campaigns alongside the Ultramarines
themselves.

Each world of Ultramar also provides Space Marine recruits
for the Ultramarines Chapter itself. Throughout Ultramar
proud citizens point to public statues of famous Ultramarines
who were born to local families. Amongst the older
aristocratic dynasties it is a matter of considerable esteem to
provide recruits for the Space Marines. For a family to have
provided a renowned hero, or an actual Master of the Chapter
is a great honour bringing considerable fame for generations.
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he Codex Astartes is the holy tome of these loyal Battle Brothers. The wisdom of the ancients is both scripture

and the unbending rod by which they are measured. In war they are as fierce and as steadfast as those of old who
stood beside the Emperor and broke the Legions of Horus. In faith and valour they are unmatched. The torches of
their chapels burn bright with flames whose holy fire has shone upon an unchanging brotherhood for a hundred
centuries. In their lives and in war the Codex Astartes is their guide.
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THE CODEX ASTARTES

The Codex Astartes is a massive tome that describes the
organisation, tactical operation, and countless other aspects of
Space Marine doctrine. Subjects as diverse as religious
instruction and strategic supply are all covered in great detail
within its thousands of holo-pages. The Codex Astartes
amounts to an authoritative guide to waging war in any
number of ways on countless different types of worlds. In this
section we examine the organisation of a Chapter and the
various markings, insignia and uniform details associated with
Space Marines. This Codex information is applicable to any
Chapter of Space Marines that follows the Codex, including
the Ultramarines.

Every Chapter has its own heraldic uniform consisting of a
colour or a coloured scheme. These colours are given to the
Chapter when it is founded. In the case of the Ultramarines the
colour is blue. Every Chapter is different to some degree.
Every Chapter also has its own badge or insignia, the Chapter
badge which appears on all of its property, its battle flags,
vehicles, and, most obviously, on the left shoulder pads of its
Space Marines.

x ©

SOME SAMPLE CHAPTER BADGES

GENESIS ULTRAMARINES WHITE
CHAPTER SCARS
STORMLORDS DOOM AURORA
EAGLES CHAPTER
adhh
HE
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<>
IRON BLACK
HANDS TEMPLARS RAMPAGERS

* @

RAPTORS CRIMSON RAVEN
FISTS GUARD
IMPERIAL WHITE BLACK
FISTS CONSULS TALONS
WHITE EAGLE
PANTHERS NOVAMARINES WARRIORS

DARK ANGELS

SPACE WOLVES

BLOOD ANGELS ULTRAMARINES

These are four of the most significant of all the Space Marine Chapters. The Ultramarines are covered fully in this volume. The
Space Wolves Chapter is comprehensively described in the Codex Space Wolves whilst the Dark Angels and Blood Angels
Chapters will be explained in a future volume entitled Codex Angels of Death.
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CHAPTER ORGANISATION

A Chapter consists of ten companies each of one hundred
Space Marines. A company consists of ten squads each of ten
men including a sergeant. In addition to this basic fighting
strength each company has its own Captain, Standard Bearer,
Chaplain and Apothecary.

A Chapter also includes a number of officers and specialists
who stand aside from the company organisation. These
individuals are known as the headquarters staff and they may
be assigned to fight with a company in battle. Included
amongst them are psychic Librarians from the Chapter’s
Librarius and Techmarines together with their Servitors.

Although the Codex describes a number of ranks and
responsibilities within the headquarters staff only a very few
of these officers actually accompany the Chapter to war.
Many are non-combatants of advanced years whose roles are
to find and train recruits or administrate the Chapter. Some
ranks described by the Codex include the Chapter’s Ancient
(or Standard Bearer), the Master’s Secretarius, the Lord of the
Household, the Chapter’s Armourer, the Commander of the
Fleet, Victuallers, the Commander of the Arsenal,
Commander of Recruits and Commander of the Watch.

There are relatively few of these senior officers as most non-
combatant roles within the Chapter are performed by the
Chapter’s human serfs. The two largest groups are the
Librarians and the Techmarines. Consequently, these two are
set aside from the other headquarters staff and considered
separately.

Each of the ten companies that comprises a Chapter is led by a
Space Marine Captain and includes supernumeraries such as
the Company’s Chaplain and Apothecary. The fighting
strength of each company is made up of ten squads each of ten
Space Marines led by a Sergeant.

Of the ten companies comprising a Chapter the 1st Company
consists of veteran troops and is invariably the most powerful.
The 1st Company is the only one able to use the rare and
treasured Terminator armour.

All of the companies except the Scout company maintain
Rhino transports for each of their squads and officers. The 1st
Company also has a permanent establishment of Land Raiders
for carrying Terminator squads. It is also customary for
Dreadnoughts to remain a part of their company and their
presence certainly bolsters the company’s fighting strength.

The 2nd, 3rd, 4th and 5th are Battle companies, each
consisting of six squads of tactical Space Marines, two of
assault, and two of Devastators. These four Battle companies
form the main battle lines and generally bear the brunt of the
fighting. The Assault squads of the Battle company may be
deployed as bike squadrons or land speeder crews.

Companies 6 and 7 are Tactical companies, each consisting of
ten Tactical squads. These are intended to act as a reserve
which may be used to bolster the main line, launch
diversionary attacks, or stem enemy flanking moves.
Company 6 is also trained to use the marine bike and the entire
company may be deployed as bike squadrons. Similarly
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