
FULGRIM, PRIMARCH OF THE EMPEROR’S CHILDREN
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Unit Composition: 


1 (Unique) 





Unit Type: 


Infantry (Character) 





SPECIAL RULES


Independent Character





Fallen Primarch: Fulgrim is the Primarch of the Emperor’s Children and was once one of the Emperor’s sons, and as such always strikes at Initiative during Close Combat, and has the Fearless and Eternal Warrior Universal Special Rules. Also, Fulgrim is such a powerful leader that any unit he is attached to becomes Fearless, and all friendly units may use his leadership.





Vitality: The level of genetic enhancement used to create each Primarch enables them to recover lost strength and heal faster than even a Space Marine. At the start of his own turn an injured Primarch regains one wound on a roll of a 4+.





Chapter Tactics: If you include Fulgrim then all units in your army lose the Combat Tactics special rule. Instead, all friendly units may re-roll failed Morale tests and regroup when an enemy unit is within 6". If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Behead: In close combat, Fulgrim may forgo normal attacking to make a single Strength 10 attack, at Initiative 10, which causes Instant Death if a model suffers a wound.





Epitome of Narcissism: Fulgirm is an enormous Narcissist and believes he is superior to other Primarchs. Fulgirm must charge an enemy unit containing an independent character if it is within charging distance. Also, Fulgrim gains +2 Attacks for charging, rather than the normal +1, but due to his overconfidence suffers a -1 penalty on his Ld and toughness during the first turn of Close Combat.





WARGEAR 


Equipment: Legendary* Bold Pistol, Frag and Krak Grenades, Mark of Slaanesh





Anathame: The Anathame is an ancient weapon that Warmaster Horus recovered after the fight against a Nurgle deamon prince and gave to Fulgrim as a personal present. Anathame counts as a Power weapon and adds +1 Strength. Also, if Fulgrim rolls multiple To Hit rolls of 1, he may not attack for the rest of the turn as the Anathame is unwilling. However, for each 6 rolled, an additional wound is caused.





Gleaming Armour: Fulgrim created his own suit of finely worked and ornate armour. Striving for perfection, Fulgrim included some personal upgrades and improvements, including a power field generator that can cause the armour to gleam with a ferocity that would blind his foes with its majesty and speaks of Fulgirm's superiority. It provides Fulgrim with a 2+ Armour Save and a 4+ Invulnerable Save.





*Legendary weapons may re-roll any failed To Hit rolls and To Wound rolls.








