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			The heraldry of the Imperial-aligned knightly houses is a product of their long and complex histories. Shown here are a selection of house crests. These are made up of various elements relating to each house’s legacy. At the centre of the crest is a shield with the household emblem on the left. Typically these emblems reflect some great event from the house’s past or represent the temperament of the Knights in that house. The shield itself is halved with the right portion sporting the Imperial aquila. This split shows the dichotomy of the Imperial houses in the form of their dual loyalty to their own brethren and their Imperial tithe-masters. 

			Below the shields are scrolls showing the house name and above are the helms of Knight suits. A variety of bladed weapons are usually arrayed symmetrically around the House crest. This serves as a reminder that the Knight houses are, first and foremost, organisations of powerful warriors. Surrounding and enclosing these elements is a pair of stylised raptor wings, many houses having added this detail to honour their joining the Imperium. Rather than matching the Imperial aquila, however, the style and colour of these wings is commonly dictated by the local customs and wildlife of each house’s Knight world.
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			THE ANCIENT TIMES

			M1 - M15 The Age of Terra

			A combination of an enormous boom in population and Terra’s rapidly-diminishing natural resources leaves humanity’s birth planet on the brink of anarchy. As these problems increase in severity, Mankind begins to look farther afield – towards the stars.

			Mars is the first planet to be terraformed and settled. Colonial expeditions to explore space beyond the boundaries of the Sol system meet with success. However, the settlements furthest from Terra are forced to become increasingly self-sufficient due to the limitations of interstellar travel.

			M15 - M25 The Age of Technology

			STC technology is mastered by some of the greatest scientific minds in Mankind’s history and heralds a golden era of discovery, innovation and expansion. By harnessing the other-worldy gifts of the human psykers known as Navigators, Warp travel is developed, enabling star-faring ships to swiftly travel enormous distances across space.

			STC systems transform the way that new worlds are settled. The first Knight worlds are established as human colonies begin to flourish on more than a million worlds. Towards the end of this remarkable era, the ever-increasing number of human psykers and an over-reliance on technology ultimately leads to the downfall of Mankind’s glorious expansion, which descends into turmoil, anarchy and war.

			c. M23 The Knights Stand Alone

			Influenced by the Thrones Mechanicum of their Knight suits, the aristocracy of the feudal societies established on each Knight world remain conservative and most are instinctively mistrustful of any psykers in their midst. As a result, many of the Knight worlds resist the madness that grips so many other human colonies. Though daemonic possessions and devastating psychic backlashes do indeed threaten many Knight worlds, the military strength of the Knights and their rigid societal organisations largely serve to protect them. The ancient records of many knightly houses bear reference to this troubled time, of Knights duelling gigantic Warp entities or battling knee-deep against an endless tide of Daemons from beyond the veil of reality.

			M25 - M30 The Age of Strife

			Human worlds throughout the galaxy are isolated by Warp storms of terrible ferocity. A disastrous age of suspicion and dread begins as internecine conflict tears human civilisation apart. Fear and superstition lead to a regression in Mankind’s mastery of science and many technological marvels of the previous age are lost to paranoia and war.

			Aliens and Daemons alike prey on Humanity’s vulnerability, and although many planets are subjugated or lost, the surviving Knight worlds continue to stand firm through this turbulent time – however, none do so without earning scars that linger to this day.

			c. M30 The Emperor Arrives on Mars

			Knight Taymon Verticorda, of House Taranis, is the first to encounter the Emperor on his arrival on Mars. In his guise as the Omnissiah, the Emperor forges an auspicious alliance between Mars and the newly unified Terra that forms the backbone of his fledgling Imperium. Preparations are made for a great undertaking to reunite the lost worlds of Mankind.
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