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WARGEAR 

INTRODUCTION 

a his ,cclion deccribes and provides rules for  the 
many tlil'lerent kinds o f  weapons a~a i l ab l c  ro the 
warr iors o f  t l ic 4 1 st m i l l enn ium.  24s w c l l  as a 
general descr ipt ion.  each ent ry  includes any 

SPCCI~ I  rule\ that apply to thc weapon. and summarises its 
cft'cctc by me;rns ol'a wc:lpon profilc. 

THE WEAPON PROFILE 

EXAMPLE - MELTA-GUN 
The melta-gun is a powerful heat weapon. Its profile <;erve:, as 
a puvd exall~ple o f  how weapon p r o t i l e  work. 

The rnelta-gun has a short range of  up to 6" and a long range 
o f  up to 12". at short range there is a +I to hit. The weapon has 
a ver) high Strength o f  8 and causes D6 damape points, which 
is also very high as most wcapons cause only I .  The Special 
scction indic;~te\ that no special rules apply to thc melta-pun. 

Sllort Range: The short range o f  thc wcapon. for ex i~mple  
0-12". 

L o n g  Range: The long range o f  thc \*eJpon. for  cxa~np l c  
13-21". 

T o  H i t  Shor t  & Long:  The. ' to hi t '  modi f ier  applicd whcn 
shooting at short and Ion? range. 

Strength: The Ztrencrh \ d u e  ot a h ~ t  caused b! the kcapori 

Damage: The amount o f  clamage caused b) a hit. 

Save Modi f ie r :  Thc sawn: throu dice modifier applied to the 
target':, savlng t h r . 0 ~ .  

Special: This column list< p;irt icl~lar rulch t11at apply to the 

I 
. . 

Ncdpon and u,h!ch are coirered by the main rules. .2 hnlnmai-y 
o f  the weapon's Armour. Penetration value i h  inc luded 
irnnlediately before. Any special rules that appl) only to that 
ncapon are explained below the prof i lc  it:.elf. This column 

EXAMPLE - LASCANNON 
The lascannon. or laser cannon. is a large wcapon which I~ res  
a devastating laser blast. Its profi le goes as follows. 

'l'lic laccannon has a shorr range of 20" aiid a loi ig range of  60" 
(a ~ i i uc l i  longer ranpe than the melta-gun). I t  has a Strength of 
9 and cauccs 2D6 damage points. This combination o f  h igh 
.;trurlgrti and damage makes this weapon the ult imate tank 
buster! Should the weapon he directed against arnioured 
inl 'antry i ts sa\:inp th row modi f ie r  o f  -6 w i l l  cnsure that 
damage is not l ikely to be \aved. The Special section indicates 
[hat the weapon may not move and fire during the same turn. 
though t f  a lascannon were mounted on a vehic le or  
dreadnought this rule would be ignored. 

U.ser ~Moy Porn: A warrior may use this weapon to parry 
w i t h  i n  hand-to-hand combat.  See the Hand-to-! [and 
Combat rules for more details on parrying 

I 
1Mo1.c. or Firu: Where thc weapon i s  carried i t  may either 
m o t e  o r  fir; dur ing thc turn. but not both. I F  the model 
moves then i t  carlrlot shoot with the weapon. This does not 
apply to vchrclcs and dreadnoughts which may both move 
and fire with these weapons. 

may contain an).' ol'tlle follow in^ remarks. 

S~~sroitlccl fiit-c ' , I '  t1ic.e: The weapon is capable of  shooting 
more than once during the shooting phase ant1 may rol l  up 
to the specified number ot sustained fire dicc as described 
in  the Sustained Fire r~!les. 

Arecc 11' '  r-odi~c.5: This indicates that the wcapon is an area 
weapon as described i n  the Shooting rulcs. The w a p o n  
uses a blast marker w i t h  a radius equal to the number 
shown. 

Close Corulxrf: Only weapons indicated in  thiz way may be 
used in  hand-to-hand combat. 

0-20 

See . iho~>e:  Many weapons have special rules which are 
impossible to sumniarisc on the profi le itself. Thcse are 
g ~ v c n  i lurl~cdiately aboke the weapon profile. 

20-60 - 9 2D6 -6 1 Move 
or f~re  
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WEAPON TYPES 
The various weapons are divided Into six types: hand-to-hand 
combat weapons. p~stols ,  basic weaporls. heavy weapons, 
support weapons and grenades. 

HAND-TO-HAND COMBAT WEAPONS are weapons 
designed for usc purcly in close combat. For examplc swords 
o f  various types. the hunting lance and the power axe. Such 
Lbeapons cannot be used in the shooting phasc. only in the 
hand-to-hand comhat phase. Note that the armour penetration 
dice indicated irlc.l~rde the Strength bonus dice used in hand- 
to-hand combat against vehicles and huildinps. 

PISTOLS can be used in close combat but also at a distance. 
They can be fired in the shooting phase bv troops not already 
engaged in hand-to-hand fighting or during the hand-to-hand 
combat phase hy troops engagcd In hand-to-hand f~ghting. 

BASIC WEAPONS are normally used only during the 
shooting phase. although the addition of an axe-blade or 
bayonet enables them to he uzed to stab or chop in close 
combat. Basic weapons are designed to be fired in both hand5 
rather. like a 111odern rille. 

HEAVY WEAPONS are extra-pouerful or extra-ranged 
weapons carried by a small proporrion of troops and used to 
upport  their fellows by laying down covcring fire. takinp our 
armoured vehicles. and picking off enemy from a distance. 
These weapons tend to be large and heavv. and are ~ ~ s u a l l )  
less mobile than ordinary wcapons. 

GRENADES are small bombs or grenades that are thrown by 
hand. Many grenades in the arsenal: of the 41st millcnni~lm 
are very small. some are but the sizc of a large coin. although 
there are lager  varieties. 

The weapons described here are liot all the weapons that exist 
in the lmperium or beyond it. To even attempt to catalogue 
evcry variation in design and capability would he futilc. so we 
have concentrated on the niain types used on the battlefield. 
There is a further broad class of much larger and heavier 
weaponry. but this is liardly appropriate for battles using 
28mm tall Citadel models because the weapons themsclvcs 
would be as big as the tabletop! These are weapons designed 
for blasting spacecraft out of orbit. for destroving huge targets 
from vast distances. or for razing cities. 

The most common of these weapons is the Planet Defence 
Laser. a huge laser designed to be Fired against targcts high in 
the atmosphere. such as enemy landing barges and orbitting 
spaceships. Thcsc supremely potent devices may be 
constructed deep underground. with only their tips protruding 
above the surface. Although weapons of this kind play a 
vitally important role in the defence and large scale 
destruction of planets. they have no part on the battlefield and 
so we have not included them in our list. 

SUPPORT WEAPONS 
Some heavy weapons incorporate their own carriage. 
specifically thc Thudd Gun. the D-Cannon and the Rapier 
Laser Destroyer. Weapons mounted in this way are so large 
and heavy that thcy cannot bc carricd by an ordinary trooper. 
The carriage permits them to be wheeled about, pusl~ed inlo 
position, or towcd by a vchicle. Specif~c rules relating to their 
use are included in with the descript~on ot each weapon. 

There are other specific types of weapon carriage designed to 
accommodate one or more heavy weapons. Typical examples 
include the imperial Tarantula and the Eldar Surpensor 
Platfolm. -i hese carriages incorporate a mount that allows the 
weapon to swing from side to side and pivot up and down. and 
a mobile base that allou~s i t  to move. Descriptions of these gun 
carriages and rules relating to them are ~ i c c n  in the Support 
Weapons section. 

TOW 
Wcapons with a mobile carriage 113ay be towcd by a suitable 
vehiclc. thc weapon"; crew rides along in thc vehicle or holds 
onto the weapon itself. .\ltIiougli some niodel vehicles are 
equipped with [owing hooks. i t  is assumed that all vchiclcs 
apart from bikes and trikes are capable of towing a 111obile 
weapon. 

LIMBER 
A rnobile weapon may be coupled to a vehiclc providcd both 
models are stationary and within I "  of each other at the end of 
the movement phase. At least one of the weapon's crcwmcn. 
or one of the vehicle cl-ew. must be present to fa5te1i rhe 
coupling. Once fastened thc weapon is l i~,~hurut/ .  

UNLIMBER 
Unlimbering 1s normall) accomplished a? a reierse proccdurc 
of limbering. The towlng vehicle remains stational-y in the 
movement phase while ;I crewman  uncouple^ the wcapon and 
moves i t  into position within I "  of the vehicle 'l'hc wc:ipo~~ is 
considered to have been moved durlng the turn, and ,o may 
not fire if ~t 1s normally restricted to moving or Firing. 

ORKY UNLIMBER 
This is the unsafe. unpredictahlc and ~rnera l ly  preferred Ork 
method of unlimbering. I t  can be attempted only by Orks. 
other races arc far too sensible. 

At any point during the vehicle's movement. a crewman leans 
over the rear and gives the coupling and almighty Whack' The 
coupling f l ~ e ~  out and the weapon bounces D6" in a random 
direction and conies to a halt pointing in a random Jircctlon. 1C 
the weapon collidcs with anything work out collision damage 
as dctailed in the Vehicle rules. Note that the weapon will 
never bounce further than the total distance moved by the 
vehiclc. 'i'hc crew jump out of the vehicle. resting for damage 
i t '  the vehiclc is moving faster than 10" (sustaining an 
automaric hit with a 5tren;th cqual to the vehicle's speed 
minu:: 10). 
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I HAND-TO-HAND WEAPONS 
Hand-to-hand combat weapons are designed for use purely in close combat, for 
example swords, the hunting lance and the power axe. Such weapons cannot be 
used in the shooting phase, only in the hand-to-hand combat phase. 

B~lnthcc r~lashi contain a special psychozonic amplrfier which 
intensifies the Eldar's screallllnp battle ci-y to a piercing shriek. 
Howling Ban\hee:, are traincd how to release their rage as they 
c11:ir-ge illto combat. and taught how to l i~cus  and project thc 
resultant pc).chic scl.carii apailist their cnernics. Enemies 
exposed to this pzyihic scrcam suffer almost total paralvsis as 
their central nervous .;y\trrii is flooded with unbearable levels 
of pychic  energy. 

SPECIAL R U L E S  
The tar2et may not fire overwatch at the charging Banshee 
warrior. but i> obliged ro hold his ground. Furthermore. during 
rhc first round of comba~  the targer rolls no attack dicc because 
ot' the parillysing effect. 

Tlie Ransliee mask is urily effective when the Howling 
Banshee charges - i t  has no efl'tct if the Howling Banshee is 
itc.elt charged by an enc.rny model.  In the s r c o r ~ d  and 
wbsequent rounds o l a  closi. combat engagement thc Mask has 
no furthc:r effect. 

Enemy rolls no attack d~ce  In flrsl round of charge 

I Wrth the add~t~or i  of a heavy blade. any basic weapon can be Blades may be small and poinred. like bayonets. or axe-like 
i ~ \ e d  rn hand-to-hand cornb:it. A niodel equipped in t h ~ s  and serrated. in which case they are uscd with a chopping 
fashion avoids rhe usual penalty for fighting with an motion. Some  o f  these ancil larv combat accessories are  
~rnprovised attack ( -  1 ) .  concealed within the body of the weapon until needed. 

Close combat only As user 1 As user S+D6 Close combat 
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pairs by Tyranid warriors. The blade of generate a powerful surge of psychic psyker's force weapon. rhis gives thc 
a Bonesword is a massively enlarged energy when stirnulaled by the user. Bonesword its potent 'bite' reprchented 
horn, sharply serrated along both The  psychic energ) f lows alonp the by its extremely high Strength value 
edges. The b1;rdes are alive and slowly nerve tendrils embedded willlin [he and - 3  s n b ?  modif~er. 
grow in size.  If damaged. they are 
capable o r  repairing themsell 'LS .. over 
time. The hilt is the hard. chitinous exo- 
skeleton of the bio-construct .  The  
creature's small brain is protected deep - 

within the hilt. It is  incapable of . . . _ . . . 

The chainfist is designed for use by T h ~ s  power field discharges energy a \  large enouph for even the bulk of a 
.l'crminator Space  Marines.  I t  is soon as thechainfisr strikes. striki~iz the Terminator to st5:p through. The 
~pvi~liarily 115ecl Corcutt~ng holes through target with Flashing burst? of cnergy weapon i <  no I c s ~  cleadly irl combat 
hcavy bulkhead doors and walls. but it Crackling forks of blue lightning crawl against  the enemy.  and is powerful 
is also an awesome weapon in close over the target's surface and shatter it .  enough to  cut through vehicles and 
combat. The chainfist is essentially a and the whirring reeth chew through dreadnoughts. Its only disad\antage i \  
power glove ~ncorpora t ing  a armour and flesh with equal case. its considerable bulk. but when fitted to 
chainsword. T h e  cutt ing edge is Terminator arrnour this is cor~~pensa~et l  

With three or four well placed cuts. a 
cncased in a power field which crackles for by the power of the suit itself. 

warrior can cut a holc In a bulkhead 
2nd plow.: with energy. 

This is a popular weaporl with oif~cers 
in Imperial Guard forces boarding 
parties and close assault troops. The 
powered chainsaw edge is studded with 
<harp n~onornolecular teeth capable of 
slicing through arrnour and steel 
bulkheads. The chainsword makes an 
angry buzzing nojse as iis racor-edged 
teeth spin round. inten7ifying lnto a 
high pitched scrcam as  thc weapon 
bites. 
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Tl ic Cror~u.;  Arcanum is a sacred rod o f  of t lce carried by The C r o ~ i u s  Arcanurn is n symbol o f  their authority within the 
Space Marine Chaplains. Chaplain5 are the revered keepers o f  Space i\darlne Chapters as part o f  the Imperial Cult as well as 
the Chapt r r ' s  cul t .  They tend to  the shrines and chapels [heirconsunling devotion to the lmperor. A Chaplain always 
dcdicatcd to  the Emperor and (he Chapter's own  ancient carrich his Crozius into battle wi th h im to smite the foe with 
heroes and administer the various ceremonial rites o f  the righteous power. The c 'rozius is wrrounded by a crackling 
Chaptcr. I n  battle Chaplains fight at the forefron~ of the action. hlue energy field when it IS swung, rending the target apart 
in\piring their hrother .!brines with their loyalty and bravcry. wi th a flare l ike lightning as it atrikes. 

Close combat only Note: Cannot be used to parry 

[ The H,trlequ~n\ K ~ s s  1s u\cd only by thc . . 

Eldar ~ a r i q u i n s .  and it5 Eldar name 
means -K i ss  o f  E v i l ' .  I t  is a tubular 
weapon that straps to the back o f  thc 
forearm. By punch ine forward. thc 
Har lequ in  act i iates the weapon and 
release!, a t iphtly curled 100 metre lung 
monof i lament w i re  ( a  w i re  on ly  on< 
molecule t h i c k ) .  I f  the t ip  o f  thc 
weapon touche\ I h r  enclny the W I I L  

filament plerccs arnioul- and tlehh and 
instant ly uncoi ls inside the ~ict im' . ;  
body. Wi th in  the space o f  a heartbeat 
the enemy'\ rn\ide\, are reduced to the 
consiqtency o f  soup. and the  ire whip\ 
back into the Harlequltls Kis3. 

SPECIAL RULES 
Determine hand-to-hand combat hits a \  
normal.  I f  a h i t  is scored the target 
make.; ;In immedia te  armour saving 
throw. If thc :,ave is passed the target is 
unharmed. and the w i re  fa i ls  to 
penetrate rhe armour.  I f  the save is 
failed the model is automatically k i l led 

The Harlequins K iss  may be used 
again\ [  armoured targets such as  
dreadnoughts and vehicles. hut i t  cannot 
cause damage unless i t  i s  able to  
penetrate the armour  pro tec t ing  the 
crew. The Harlequins Kiss has i t c  own 
special r ~ ~ l c  t'or pcnetratlng armour. r o  
deterrn~ne how rnany points o f  armour 
arc penetrated ro l l  a D6. If thc score is I 
to 5 then that is thc amount o f  armour 
penetrated. but i f  the score is 6 then rol l  
anothcr D6 and add this score to  the 

first. If this second dice ro l l  is also a 6 
add the scorc o f  a further D6. and so on 
unti l  a number o f  less than 6 is rolled. 
The  chanceq are that the K iss  won ' t  
prnetrate even the most weak ly  
protected vehic le (as most vehicles 
have at least 8 points o f  armour) but if 
thc player is very lucky a small chink 
may be found which allows the wire to 
wreak devastation inside. I f  the target is 
penetrated ro l l  a D6 and refer to the 
chart below. 

I One rando~l i ly  determined crewmiin i s  caught and kil led by the wire 

5-4 Rol l  a D6 for each crewman. O n  a score o f  1. 2 or 3 the individual is 
u~~affected. 011 the score o f  a 4.5 or 6 the crewman is killed. 

5 R o l l  a D6 for  each crewman. O n  a score o f  a I the ind iv idua l  I S  

unaffected, on the score o f  a 2 or more the crewman is killed. 

6 A l l  crew are killed. 

1 Specla1 1 Close combat See above I 
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pairs, al,d are a very d i f r icu l t  weapon to requiring an  Lightning claw< penetrate vehicle armour diffcrently from 

individual  sty]e of fighting in which Ihe long claws arc used to other wcapons. First work out if thz l i~htning claws hit. If only 

cover against attacks as well as to slash against the opponent. One  h i t  is I h e n  t h e  a m o u n t  O f  pierced is 
8+D3+D20+D6 as normal (Strength + Damage + Close 

When the curved blades rake across armour or flesh they combat Strength bonus + D6). ~f two or more hits are scored 
discharge crackl~ng energy likc small lightning strikes ovcr the player has the op t ion  of work ln~  out tach hit separately or 
thc target. tearing it apart and exposing flesh and bone to combining hits inlo a penetratiLlg 8+3D6+D20. 
further assault. 

Thc hclmets of the Striking Scorpions lncosporatc a pair or If a hit i ( .  scorcd. scarinp l a w  n r o  leap l.rorrl the St r~king 
weapon pods positioned and shaped much like the mandibles Scorpion's helmet mandibles and send jets of laser energy into 
of  a scorpion. Each pod houses a mandible blaster. or  the already weakened target. Roll a i X ,  and if the scorc is 
M:~~idihlaster, a unique and deadly device also known as the equal to or Illore than thc target'c Toughness I wound is 
Sting of thc Scorpion. The M;~ndihlas~cr I5 all extl.cmely short sustained. Saving throw7 from Mantl1hla5ter attacks arc 
range weapon. useful only at a distance of a foot or so. resolved with a -3 dice modifier. 

The weapon is activated by a psychic pick-up in the helmet. 
and fires a stream of tiny metallic needlec slraight for-ward 
into the target. These needles cannot do  much damage 
~hernselve~.. although in the case of unarnmoured targets they 
can tear and lacerate flesh. but they act as a conductiks 
~nediurn through which thc Striking Scorpion delivers an 
intenbe laser energy sting. 

'l'his laser energy vaporises the tiny slivers of metal into 
plah~na which rips straight into the target. The Mandiblastcr is 
ii highly effective first strike weapon which is designed to be 
~ l i ~ d  to disorientate or kill an opponent beforc combat is 
joined. I t  i t .  broughr into play while the Aspect Warrior'! 
opponent is still a rnetre or two away. enabl~ng the Eldal- to get 
In close to deliver a vital attack before the enemy can recover 
and whilc he is most vulnerable. 

SPECIAL RULES 
The Mandiblaster automatically shoots bcforc the combat 
proper is worked out. This is worked out in exactly [he same 

range before its opponents closc. Or~ce close cotnhat has been 
staned Mandiblasters have no effect, so you don't roll extra 
dice because your model is carrying them. 



HAND-TO-HAND WEAPONS 
C 

The power axe restmbles a large axe or halberd. Its blade I \  a\\ault troops. hut I, conirnonl> associaled with Tech-Marines 
qurrounded by a hazy blue power field w h ~ c h  crackles wilh and members o f  the Adcptu5 Mcchanicus. The weapon can be 
discharges of eliergy. When tlic weapon stl-ikes. this energy is used ei[her one-halldcd ~o facilitate the wiclding of another 
d~scharged over the victim. rcnding the target apart with c lo \e  colnha[ weapon or two-handcd to bring Its full 
lightning-like power. The wtiipon I S  carriecl hy some close dcbastating powcr to bcar. 

Close combat only 6 1 -3 D6+D12+6 Close combat 2 Handed 

Close combat only 5 1 -2 2D6+5 Close combat - 1 Handed 

The power fist or power glolc is a heavy arnioured gauntlet 
surrounded by an energy field which disrupts the surface of 
solid rnaLler. allowinp the F~st to punch through walls and 
armour.  and ?rip and tear away at solid objects.  I t  is an 
awe5orne weapon and amongst the most potent a warrior can 
carry 

A hand weal-ing a power fist during har~d-to-hand co~libat lnay 
not hold anything else. bur the Fisi may be turned off and thc 
hand used normally when required. Power fists arc used in 
conjunction with powcr armour bv Spacc Marinc ofticcrs and 
some close assault units. Most Space Marinc Terminator 
squads use power fists as their standard close combat weapon. 

Glose combat only 1 8 1 -5 1 D6+D20+8 1 Close combat I 

This weapon is used by the Adeptus 
Arbites Judges  - the dreaded 
Arbitrators of Imperial Justice. This 
g a l a c t ~ c  police I'orce hunts down 
cr~rninals  and enforces such laws as 
transcend the cntire Iniperium. The 
powcr maul is a club surrounded by an 
energy field which disrupts the surface 

of  solid matter. The depth of the field 
can be ad.justed to bash a hole through a 
wall or merely administer an irresistible 
knock our blow to subdue a victim. 
Unlike the p o u z r  axe. tlic maul is 
always held in one hand, leaving the 
other hand free for a pistol, shield or 
othcr weapon. 

SPECIAL RULES 
In game terms i t  matters little whether a 
model i b  knocked out or s l a ~ n ,  so the 
profile reflects the weapon s maximum 
abilit). However, any model 'killed' by 
a power maul is assumed to be 
unconscious and automatically 
recovers once the game iz over. 

I Close combat only 5 2D6+5 Close combat i 



HAND-TO-HAND WEAPONS 

The blade of the power quorcl I >  carried by close assault troops whcre sword I S  always hcld In one hand. 
surrounded by a ha7y hluc energ). field more devastating poucr weapon5 aren't leaving the other hand free for a pistol or 
which disrupts any solid matte!. i t  available. Unlike the power axe, the orher close combat weapon. 
touches. As a blow is struck the whole 
length of the sword shlber5 wlth a 
~ ~ d c k l l n g  discharge of energy whlch 
then envelop\ the target and tcars 11 

Jpnrt Amongst the Imper~sl forces the 
power sword IS regarded very much a\ 
Jn officer's weapon. although 1t is also 

, 
Close combat only 5 1 -3 2D6+5 Close combal User may pary 

The hunting lance is used by Imperial 
Rough Riders. These tough. frontier 
horse-soldiers are much valued as 
hcouts and roragers. They also make 
excellent front-line troops. often using 
the hunting lance which they use to 
hunt big game or1 thcir native world,. 
Thc lance is tipped uith an explosive 
charge which blows apart on impact, 
smashing the target and shattering 

amour  and flesh alike. I t  15 essenr~ally 
a onc-hit disposable weapon. bur that 
hit is fully capable of taking out an 
armoured man. 

SPECIAL RULES 
The lance tip explode< on lrrlpact 
during the first round of hand-to-hand 
combat. thereafter the lance is usrles< 
and is discarded in  lavour of a pistol or 

other su~rah le  heapon .  Each model 
fighting loses its lancc after the combat 
round. even if rhe I;~ncer fails to hit: in 
which case the lance is a 'dud' and falls 
ro explode. I f  rhe lancers charpe into 
co~nha t  they recei\,e an aclclitiollal 
combat :,core bnnus, of +2 .  \\.hich 
applies only during the firs1 round of 
co~nbat .  It' thev are chargcd b) mern!; 
then this bonus doe!. not apply. 

I 
Close combat only 6 1 -2 06+012+6 Close combat - See above 
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Behind him Aval could see the rcst of his squad as they 
fought frcc of thc Orks. Thc ficrcc cncs of thc 
horsemen and bass snarls of thc Orks wcrc bmly 
audible above thc roar of boltguns and piercing snap of 
hunting lances. In a moment the Orks wcrc d u d  or 
running for thcir livcs. and their guttural warcries 
became faint wails of despair on the wind. The Rough 
Riders spun thcir horses and gavc up the pursuit. Horscs 

i with maddened frustration as they surrcndcrcd to 
. Aval. cried out with the joy of victory. 
rhing his lance as a sign for the squad to join him. 

The sun glittered on his lance and his hcart leapt with 
the pmmisc of victory. Before him lay the verdant plains 
of Tassarius and at his back rode the fierccst horse 
warriot 



I 
HAND-TO-HAND WEAPONS 

I n  a \ i ~ l c ~ i t  galaxy 11 i j  ;I mal-k of caution and status to carry a t h~ngs  are common. II is 5ti l l  worth having. I t  is generally 
w o r d  or long daggcs. Many civ i l ians go about their dai ly assumed that al l  troops i n  rhe game carry either a sword, a 
bus~nes, armed. and no-one considers ~t in  the least unusual. dagger. or some orher similar weapon. Only unarmed civilians 
Swords may be made from carbon-steel. but plastic i s  equally or captives would be without one. Note that only swords may 
t l cx~b le  and sharp. and can he coloured LO reflect the owner's parry: knives, axes and other weapons may nor parry. 
wcaltli. \tatus or allegiance. 

SPECIAL RULES 
A model arrrled with a sword. a long knife. or any cornparablc 
hand-to-hand weapon ( w c h  as an axe) fights in  hand-to-hand 
combat u5ng its own Strength. Although a sword is hardly the 
most de\tastatinp of weapons i n  n universe ~n which such 

I I l l \  i \  ;l WC';IPOI~ u\ed by Terminator Space Marine\ and iq 
norrnally L I \ C ~  ill ~ o r ~ j t ~ ~ i c t i ~ ~ i  with a storni \hield. 7'he thundul- 
l i ; ~ ~ n ~ i i e ~  I \  ;I large hu~ i i l l ie r  wirh a power generator which 
CI~C'I.;I\C\ 011ly M.I~C'II 11ic hammer strikes its target. This allows 
the iici1p011 I O  bkore ;I ~ r e ~ ~ i e n d o u \  anlount of energy and 
~.c.lca\c. i t  only at thc t i io~i icnt  o f  impact. producing a terrific 
hlxhr of energy aricl a sound l ike a crack o f  thunder. Were it not 
for his Tel-minator armour the Space Marine himself would 
probably be knocked over by thc impact! 

SPECIAL RULES 
The Thunder Hnmrner ha.; no Strength \,slue hecause this is 
not required. When  the hammer hit!; i t s  target i t  w i l l  
automatically cause da rna~e  (barring the effects of armour) - 
the normal damage ro l l  against [he target's Toughness is 
igno led.  I n  the case of veh~c les  their  armoured hu l l  IS 

autolnatrcally penetrared by the blow. 





PISTOLS 

b -4 

PISTOLS 
Pistols are primarily designed to be used at close quarters - within hand-to-hand 
combat or in enclosed areas such as buildings and fortifications. In these 
situations, their accuracy at short range gives them a big advantage over larger 
weapons. 

'l'lle autopistol is a rapid fir~nf automatic pistol whlch shoots 
short bursts of caseless ammunition. I t  is effectively a pistol 
version of the larper and more powerful autogun. Autopistols 

, are sitnple to construe!. ea:.,y to use and popular with hive gang 

1 rne~ilbers and Gretchin. ' t  is very accurate at short range 
althoueh its long range is limited. The autopistol is also poor 
a (  penetrntiny arlnour. though its h ~ g h  rale of fire makes i t  
useful against lightly armoured opponents. Like all pistol 
~ i a p o n s  the autopistol can be used In claw combat. 

I I 
0-8 8-16 +2 - 3 1 0 06+3 Close combat 

I 

Bolt pictol:. are small versions of the boltgun and fire the same 
k~ncl of exploqive bolt missilc. They are popular w i t h  rnany 
official and unofficial forces throughout the galaxy. especially 
aniongst toueh fronticrcrnen who commonly refer to the 
weapons as blastcrs or busters. 

Bolt p ~ ~ t o l s  are a l w  carried by the street gangs of the hivc 
worlds and raider pirate?: individual5 who prefer ugly, 
cumbersome wenpons h a t  makc a lot of noise and cause a 
great deal of obvious damagc. 

Though the bolt p~rtol lacks thc range of the larger boltgun it 
i ' ,  a morL handy weapon will1 the same penetrating power. 

0-8 8-16 +2 - 4 1 - 1 D6+4 Close combat 





PISTOLS 

Tlie laapi\tol or lacel- blaster is a pistol version oS rhe lasgun 
and c[i,joyh thc sarnt: reputation for ease of' manufacture and 
corivenicnce o f  use. I[ is a \tandard weapon amongst the 
I lnper i i~ l  Gual-d. and one o f  the most common o f  al l weapons 
ci~rr icd by the Adcptus of Iiarth. It fires dlstinct bursts o f  laser 
energy, o r  laser shells. which explode when they h i t  their 
target. Because the laser'\ energy is rapidly dispersed into thc 
arrnospherr shots at long range rend to be much less accurate 
than \hart range firz. 

pass on thcir ships and contracts to  their eldest sons. As I 1 

I 

Y cars ago the world of Chicano lay at the centre of a 
rich trading sector in the eastern part of the 

Impcrium known as the Ultima Scgmentum. Thc skies 
of Chicano were continually criss-crossed with the 
vapour trails of memhant lighters carrying pmious fuel 
minerals t o  the orbital trading stations far above. 

I I Interstellar spacecrafl 
around Chicano. t 

0-8 8-16 
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in orbit awaiting the  chance t o  snap up a lucrati 
contmt. Below on the p l m a  itself the mining machir 
and tireless fuel pumps worked at the harsh roc 
squeezing the wealth a l fmm the ground. 

Close combat - 

the whole world prospercd so  the ruler and Lords of 
Chicano also prospered and the planct's pcoplc g m  to 
bc rich and contcnt. 

D6+3 

Today Chicano is a barren rock where a few tired 
barbarians scrapc a living from thc ruins of its once 
thriving cities. The skics of Chicano arc an 
unblemished blue and when a passing spacecraft is  
spotted travelling through the mght it is accounted a rare 
wonder, Now Chicano is famous not for its wealth or 
commcrcc. but because it is the World that Died in One 
Night. 

From a thousand hidden cults the followers of 
Tzccntch revealed thcmsclvts: lords and labourers allkc. 
they had undermined the rule of Lard Xian Torus in 
more ways than one. Tunnelling machines burst from 
beneath the royal palace. driven by the frenzied hands of 
the cultists. so that the pahcc and a greater part of the 
capital sank into a vast pit and vanished forever. 

As the city collapsed so a million cultists sprang from 
their hiding placcs to  reclaim what remained. the staffs 
o f  merchant princes. the retinues of Mine  Lords. 
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PISTOLS 

The needle pistol or needlcr IS a smaller less powerful. but no rather. than the toxin which docs tlic damage. L15e the delailh 
less deadly, version of the sniper needle rlfle. The weapon is given on the weapon's protlle and work out the weapon's 
based on the same des~gn  as the laspistol and Fires bursts o f  effect as normal. When used against living targets roll lo hit ah 
laser energy which propcl [lily toxic darts into the target. normal. IF the weapon hits, make any saving throw for armour 
When the targzt is hit the lascr blasts a hole and the needles as normal - no Strengthflouphness roll is reqitiretl. The toxin 
$lam home. delivering their toxin into the target's flesh. automatically takcs cftect i f  the saving throw is not successful. 

Toxins can be tailored to affect any Jiving cre;ltiirec. but no 
toxin cxists which will affect a daemon or Eldar Avatar. As 

SPECIAL RULES vet no toxin has bcen developed whlch affects the extra- 
The weapon may be used against  any target,  ~ n c l u d i n g  galactic Tyranids and Genestealers although Genestelaer 
vehicles. robots, and buildings, in which case it is thc laser l,ybl-ids arc affected as normal. 

Close combat See above 

This is a pistol vrrsion of the plasma gun, combining thc same ability to move or to use another weapon if I [  carries onc. Note 
level of devastating destruction with the same slow ratc of that the weapon ma) fire during thc shooting phase usin=. 
recharping. I t  is sometiines known as the plasrna blaster. The sustained fire - but sustained fire cannot be uhed in hand-to- 
weapon fires energy shells of bright glowing plasma. When a hand combat. 
plasma shell hits i t s  target tremendous heat and energy are 
r e l e a d .  destroying the target in an almighty explosion. 

SPECIAL RULES 
The energy used by Lhe plasliia pistol is so vast that once i t  has 
been fired i t  takcs time for i t  to recharge. I r a  plasma pistol is 
lired it cannot then be used in the player's following turn. Thc 
weapon is ready to fire again in the <hooting phase of the 
player's tut-11 after next. This does not affect the modcl s 

those used in the larger weapon: a spinning disc which can 
l i ce  straight through flesh and bone. Amongst humans thesc 



I 
1 PISTOLS 

Thc stub 01. slug gun is a p r im~t ive  hand gun frring s o l ~ d  
hullers - usually onc at a tirnu. I t  is essentially the same as a 
twentieth century revolver or automatic These pictols are 
corrlrno~~ on industr-ial u.:,rlds where incessant gang warfare 
arid institutional urban tribalism have created armed 
popul:rtions and a common acceptance of low-level weaponry. 
On 5uch world< these weapons are blessed with a variety of 
local Ilnlrie,. such as sluggers. smokers and shooters. 

The pistol or glue gun ic an unusual weapon not seen weaker creatures. The player rolls a D6 and adds the trapped 
freqi~rntly on the bartlef~eld. I t  is mostly ~~sec l  by institutional model's Strength. If the ?core is 9 or more the rnodel is Sreed 
forces for crowd control and \uppression and 11s effccts are and ma) move and act norrnally from then on. I f  the model 
usually d e h i l r ~ a t ~ n s  rather rhan deadly. The pistol is bulkv fails to break free i t  must immediately make its normal saving 
with a cone-shaped nozzle and a d i s t i nc t~ve  underslung throw. and if this is failed the model sustains I damage point. 
canister. This canister contains the weapon's ammunition: a Vehicles cannot he webbed, but crews o r  t r o o p  in open 
special gluuy chcmrcal cdlled web-chem. Whun the pistol i?, topped cuhicles may be hit and affected. I f a  vehicle's driber is 
tired :I d:~rk mas\ of t an~ led  threads 1 5  thrown fo1-uard over the webbed he cannot drive, and the vehicle goec out of control. 
tarset. As the threads are exposed to the air they expand and 
soliclify. cluickly Corminz a dense web o l  entangling cticky 
threads. The web contracts and binds the victim tightly. 
pre \ent inr  all movement and action. The harder a victim 
struggle% the tighter [he web becomes. and if the victim A Space Mar~ne armed with a web p~stol shoots at an advanc~ng 

continues to strusglr the web will event~rally crush him. Ork. As the Ork is at short range (less than 4") the Space Marine 
receives no to hit modifier. The web hits and the Ork is 
automatically enmeshed and plays no further part in the game 

SPECIAL RULES 
unless he breaks free. 

Once a u e b  gun ha\ hit its target the victim is enmeshed: there 
i \  no damage roll and no saving roll. The  victim may d o  
nothin? until released using the special web solvent carried by 
all troops equipped with web guns. At the start of their turn. 
any models enmeshed by webs may attempt to free 
themselves. However. this is risky. especially for smaller 



Thc morc 1 lcarn about thcsc alicns. thc morc I come t o  understand what drivcs thcm. thc m o r  I hatc them. I hate thcm 
for what t h 7  arc and for what thcy may onc day bccome. I hate thcm not bccausc they hatc us but bccausc they arc 
incapablc of good. honcsr, human hatrcd. Inquisitor Agmar on Tyranids 
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BASIC WEAPONS 

Basic weapons are normally used only during the shooting phase, although the 
addition of an axe-blade or bayonet enables them to be used to stab or chop in 
close combat. Basic weapons are designed to be fired in both hands rather like a 
modern rifle. 

I Thc autogun i.; comparable to a 
twentieth century automatic rifle both 
in appear-ance and operation. though 
tlic introduction of caseless 
arnrnunitiori 2nd plastcel conlporients 
ha:, increased the rate of fire and 
reliability. 

The autopun (ires a burst of high- 
velociiy. c;~selesa shot rrlade froin 
plastic. ceramics or metal. I t 3  strong 
poinl ir. that ~ L ' F  cheap and easy to 
construct. rnahrnp i t  popular amongst 

I low-tech i'ronticnrnen ;~nd Crretch~n 

The auto-launchci- i \  a vehicle-mounted weapon used lor 
close-iri defence or laying protectite sm~okc screens. It is 
simple six-barrelled grenade launcher- fixed to the hull of the 
vehicle. When it is triggered i t  fircs off three grenades in a 
preset partern. 

Krak Grenade. This yrenade is designed specrfically to crack 
open heavily armloured largetb. I t  can also be used against loot 
troopers and is effective against armoured troops. 

Strength Damage Save Modifier Blast Area 
6 D6 - 3  None 

The auto launcher carrie.. six grenades. all of the same type. 
which are fired oli'in rwo salvoes: o f  three. Once thr i~uto- 
launcher is out df ammunition i t  may not fire again for the 
remainder of the battlv. 

The auto-launcher can be triggered In the shooting phase of 
the vehicle's turn In a d d ~ t ~ o n  to normal t'rrrng. The first 
grenade in the spread autornatlcally hits a polnt exactly 6" 
away in the auto-launchcr.5 for-ward 90' fire arc. The other 
two grenades deviate D7" away from the target point of the 
First grenade. A n  auto-launcher may be pre-loaded with a 
singlc typc of gscnadc, thc choice being either frag, krak or 
blind. 

Frag Grenade. Thc fraglncntation grcnadc is dcsigncd 10 

explode and fragment causing havoc amongst unprotected 
troopers. 

Strength Damage Save Modifier Blast Area 
3 I - I  2" Radius 

Blind Grenade. Blind is a sophisticated lorm of smokescreen 
that produces broad spectrum clectt-o-magnetic ~ntcrl'erence 
and dcnsc smokc. 

Strength Damage Save .Modifier Blast Area 
2" Rad iu~  

6 - Always - - - As grenade type. See main rules 
hits '1 



BASIC WEAPONS 

The aux~llary grenade launcher is a tubular device that fixes SPECIAL RULES 
onto another weapon - many Imperial weapons are debigned The auxiliary grenade launcher must bc pre-loaded with a 
to take them. Pistol weapons are too small to carry grenade single type of grenade before the falne. The type:, of grenade 
launcher:, but bolters, lasguns, and autoguns are sometimes available will vary as detailed in the army lists, but k a k  ;lnd 
fitted with these devices. frag are the usual options. 

Ammunition expenditure is not taken into account during thc 
game, as the magazine is assumed to hold enough grcnades to 
last the battle. Only preloaded grenades may be fired; 
grenade? may not be loaded during the game.  A model 
carrying a wcapon with a grenade Launcher rrla) choose to 
shoot either the wcapon or the grenade launcher. A modcl may 
not fire both launcher and weapon during the same tur-n. 

Krak Grenade. This grenade is designed specifically to crack 
open hea~ i ly  arniour~d tarzet.;. I t  can also be used against foot 
troopers and is e f l c ~ i v e  agairisf arlnoured troops. 

Strength Damage Save Modifier Riast Area 
6 D6 -3 Nonc 

Frag Grenadc. The fragmentation g e n a d e  is designed to 
explode and fragment causing havoc aniong unprotected 
troopers. 

G~enade launcher:, fire pre-prirried and preloadcd grcnades. 
The most h~ghly favoured rypt is krah. providing extra short Strength Damage Save Nlodifier Blast Area 
range firepower and vehicle-busting capaci t j .  When the 3 I - I  2" Radius 
trooper wishes to use a grenade ht. thrc>v,s a catch all the 
weapon which de-activates the norrnal firing mechanism and Othrrs. , I n y  2ren;lde rype can theoretically be adapted to fir 
~rctivates the grenade launcher. When he pulls hi., trlgpcr a Into an auxrliary grenade launcher. Other typcs aiailable are 
zrenade ic  blastcd out of the launcher. hopefully hitting the covered b) the army list\ and hicve the same same detail$ a:, 
target and exploding with a devastatiny boom. their standard grenade types. 

I I 
0-6 6-12 - - 1 - - - - As grenade lype 

The bolt qun or boltcr I \  the standard armament of Space 
Marines and the f ,~vourcd weapon of Orkb. 11  is a short. 
cornpact weapon that fires a small'missile or bolt considerably 
larger than an ordinury bullet. The bolt contains an armour 
plercing tip, an explosive, and a mass rcactive detonator. I t  is 
thot from the barrel under low vclocit). its own propellant 
igniting once the missile is clear of the barrel. 

The explosive detonates only when i t  has plerced armour. Any 
hudden increase in local mash actibatcs the explosive :lnd 
blows thc target apart from the inside. 

Bolt guns are noisy and their effects are \isibly devastating. 
Effective range is not great and they are thus ideally suited to 
a shocWassault rolc. 



BASIC WEAPONS 

There are many prtrnitive planets where modern weaponr) is To  reflect thls, its nrrnour penetration value against vehicles 15 

compl~:tely unknown .  Bows are vcry common on these only D6 rather than D6+3 as you would expect. 
world. .. and are used for hunting as well as for war. Al though there is no armour have modi f ie r  g iven for  hits 

against iirmoured troopers. any targct w i th  a save o f  4+ or  
SPECIAL RULES more automatically has its saving throw increased to 2+ whcn 
Although an arrow can pierce tlesh or  even thin armour i t  is hit by an arrow. 
rt'latively useless asainst efficient srmour and vchicle hulls. 

I 12-24 - 1 3 1 D6 See above 

Cros5bows. lthc bows, arc used on pr imit ive worlds whcre 
more sophist~cated weapons are unhnown 01- rare. They arc 
not weapons commonly sccn on thc battlcficld. a l t ho~~gh  tlicy 
so~net i~nes appear. i l l  local uprisinp:, in the hands o f  rehc l l iou~ 
street gangs and other irregular troops. Constructed f rom 
modern hiph-tensi le plastics and aidcd by  an aulomat ic 
riiechanical draw. the powt:r o f  such a =rapon can rival that o f  
Illore model-11 armarrietits. Its c h ~ e l  disadvantage is thal i t  i s  

impossible to Inlove while reloading. 

SPECIAL RULES 
.\lthough a crosshow hnlt can pierce tlesh or e\en thin ilrrnoilr 
i t  is re lat ively useless against ef f ic ient  armour and thick 
vehicle hulls in  much the same way as an arrow. T o  reflect 
this. its armour penetration balue against vchicleh is D6 rather 
than D6+4. Although there is no armour save modifier givcn 
for hits against armour-ed ti-oopers, any target with a save o f  4+ 
or better automatically has its saving throw increased to ?+ 
when hit by a crossbow bolt. 

The De;~thspitter i< a bio-weapon frequently carried and used 
by Tyranid warriors. I t  is an organic symbiote formed from 
three separate and quire different creatures. Deep inside the 
quiver ing innardc o f  the Deathspitter is a warm wet brood 
chamber where the maggot- l ike creatures wh ich fo rm thc 
ammunition are nurturcd. These creatures habe a chitinous 
shell and a fiery metahnlism hnwd upon their highly corrosive 
and volatile vital fluids. 

Next to the brood chamber lies the arming orif ice in  which 
lu rks  an oozing, sp idcr - jawcd creature wh i ch  strips the 
maggot-like creaturcl o f  itc carapace with a loud grinding noise 
before finally dropping i t  into the f ir ing colon. 

The f i r ing colon reacts to the corrosive flesh o f  thc ma2got- 
l ike creature with a pow~:~f'ul spasrn which lire.; the morsel o f  

I 

living tlesh out o f  the Deathspitter. The still l ivina gobbet of 
tlesh shrieks through thr air (wh ich  is  poison to i t )  l ~ n t i l  i t  

reaches its target. 'l'here i t  splatters oker the targcr and kil ls its 
victim wi th  a combination o f  velocity, poison and corrosive 
slime. Nearb) targets may also be unfortunate enough to bc 
hplattered by gobbets o f  corrosive zl ime which cat through 
arlnour and burn tlesh. 

0-16 16-32 - 1 4 

I f  J l ' y ran id  a ,  med wi th  a Deathspitter scores a h i t  on all 
enemy model other models nearby may be hit. Rol l  a D 6  for 
any models within 2" o f  the model hit by thc Deathspitter. On 
a ro l l  of4, 5 or 6 they are splattered and suffer an S3 hi t  with 
no saving throw modifier. Note that the Deathspitter doesn't 
have to wound the target before you check for splatter. only a 
hit is necessary. 

0-12 12-32 I I - 6 1 -2 D6+6 Specral rules - See above 

! 
D6 1 Move or lhre See above - 



BASIC WEAPONS 

Flamer:. o r  burners are flamc throwers that f ~ r e  a highly 
volatile liquid chemical which ignit~q on contact with the air 
throwing out a great helch of flame. The weapon has only a 
short range but is very effective. 

To represent thc blast of fire a special triangular template with 
a curved tip i< used. Place the template with the pointed end 
againsl the shooting model. Any models whose base is wholly 
~ i t h i n  the template area are hit automatically (there is no need 
to roll) and any models whose ba5e is partially witl11~1 the 
ternplate area are hit on the D6 roll of a 4. 5 or 6. 

SPECIAL RULES 
If a model is hit by a flamer work out damage as normal. If thc 
model is slain it is removed as a casualty as normal. If the 
model is not slain then an immediate test is made to determinc 
i f  i t  has caught f ire.  As flamers use a volatile burllin8 Once a target has caught firc test for the effect a t  the: :;tart of it.; 
chemical, like oil or petrol. i t  is possible to set even vchicles or own turn. ~ ~ 1 1  a b6 [he F , ~ ~  T~~~ ( hart, 
dreatlnoughts on fire. Roll a D6 on the Flamer Hit Chart. 

Dh Result 
1-3 Target does not catch fire - the small amount of 

burning fuel is quickly extil~guished. 1-5 Frrcl continues to burn ciiusin_p a further 
automatic hit. Work out damage as normal arld 

4-6 Target is smothered with fuel and ignites. reniove the model i f  slain. I f  the tarpet i not 
slain i t  will move randorilly and is unable to do 
anytlling elsc that turn. Normal coherenc!: rule5 
arc suspended for bur~iing niodelz. Vehiclcz. 
dreadnoughts. and Terminator Space Marine\ 
may choose to lpnore thc flames and may 
cor~tinue to move and shoot as normal. 

A Space Mar~ne armed 
with a flamer shoots at a 6 Fire goes out. The model may not mote  or lire 
group of advanc~ng Orks during the current turn. hut may ficht normally 
Taking the Flamer 

from its following turn onward: I f '  coherenc!. 
Marme pos~tions i t  h~tting has been broken. thc model musr re-ectablish 
three of the Orks. Two are coherency as soon a s  possible. Vehicle\ .  
completely covered and 
take automatic hits while dreadnoughts. and Terminators are not affected 
the other is only partially by the fire and ~rlay move and shoot as norrn;~l. 
covered needing 4, 5 or 6 
on a D6 to be hit. A 5 is 
rolled anti all the models 
work out damage in the 
normal way Two Orks 
are slain and are Any friendly model within 1 "  of a burning model may attempt 
removed ;IS casualt~es to bcat out the flarr~es during the rnoverncnt phi15e. Thc 
wh~le the other saves. heating ruodcl may move as normal. but may not shoot during 

the shoot~ng phase. Roll a D6: it'tlie score 1s 6 the flame\ are 
The surviv~ng Ork 
rolls on the Flamer Hit 

beaten out. If more ~ h a n  onc model is available to help beat 

Chart to determ~ne i f  out the flames the chancz increases b) +I per model. ie two 
he has caught fire. He models need 5+. three necd 4+. and so on. 
rolls a 2 which means 
he has managed to A target which is already frcnzicd when hit by a flam6:r may 
extinguish any continue to fight despite the fact i t  is burnins up. The model 
remain~ng flames and 
may move normally. moves, shoots and fights as normal, but will continue to roll 

for damage as appropriate. 



BASIC WEAPONS 
I 

1 The FlLjItbol-er is a Tvranid weanoll normally used by 
Ternlagants. I t  rs in h c t  compact biood nest in which ~ o r e r  
beetles lay their egg?. which then hatch and mature. fed by 
stichy sap exuded by the gun itself. Mature bcetles have long 
flea-like legs. though thcy move IitLlc except to shuffle slowly 
into the firing cavity of thc weapon. When the weapon is fired. 
a massive electro-chemical shock surges through the beetle. 
goading i t  into I'ren71ed activity. Its lcgs push i t  out of the 
weapon at tremendous speed and it hurtles forward to strike 
the first thing in its path. 11s vic~ous jaws clashing furiously. 
Once the beetle strikes its target ir rx~?ends all of its rerliaining 
lifc energy in a few seconds. f r enz~cd ly  borinz through 
armour. flesh and bone. 

l 'he gra\.iton gun is 3 development of the gr;lvit~c reaction 
pr~nciple. used in pravlllc nlotors to propel vehicle\ such as 
[he Impel-ial land speeder. I t  affects the local gravity Field and 
changch (he weigh1 of objccts making them far heavier or 
lighter than normal. -fhc graviton gun is useful for demolition 
and siege work. as i t  I \  mo.;t effectrve when employed against 
1~1ahsive ztructures such as buildings. The effect against l i ~ i n g  
targets is ~ar iablc :  the stresses of increased wcipht may k i l l  a 
larfe indi\.idual. but most targets will he mercly irnmobilised. 

When i t  is fired the gr-aviton pun ernits a bass rurnbl~ng nolse 
which grows louder a\ its weight distorting rays affect the air 
1pre\\~1re in front of i t  causing the air itsell to vibrate. 

SPECIAL RULES 
A target hit by a graviton gun is always aTIected, no damage 
roll is required. A living target is  irnrnobilised for the 
remainder of the game and may not movc or shoot, although a 
psykcr may continue to use his powers. 

If  the target is a vehiclc, roll for hit location as normal but 
ignore arrnour penetration. Roll for damage on the appropriate 
vehicle location damage chart(s) adding + I  to the dice score. 
Against buildings roll to hit and and if a hit occurs roll for 
damage and add + I  to the result 

I 
8-16 + l - - - - Auto 1"  Rad~us blast area See above 

1 



BASIC WEAPONS 

ot f i r ~ n g  most grenade types with a compressed gas  or 
elcctror~riigr~etic charge. While grenade launchers can carry 
and fire mosL of the more commonly available grenade types 
they are almost universally loaded with frag and krak. 
Ammunition expenditure is not taken into account during the 
game. the grenade launcher i r ;  assumed to hold enough 
grenades to last the battlc. Only prcloaded grenades may be 
f~red;  grenades may not be loaded during the game. 

Krak Grenade. This grenade is designed specifically to crack 
open heavily arrnoured target:,. I t  can also he used agarnst foot 
troopers and is effective against arnioured troops. 

Strength Damage Save .Modifier Blast Area 

Frag Grenade. The fragmentation grenade is designed tu 
explode and fragment causing havoc amongst unprotected 
Iroopers. 

Strength Damage Save Modifier Hlast Area 
3 I - 1  2" Radius 

Others. Most grenade types can theoretically be adapted to fit 
into a grenade launcher with the exception of Stasis. Vortex 
Virus and Haywire. Other types available are covered by the 
army lists and have the same game details as their standard 
grenade types. 

The handbow I S  a pistol version of a crossbow. I t  1s made from 
rnodern cornpos~te plastics, drawn by automatic servos, and is 
every bit as powcrful as a larger crossbow. It can be fircd in 
one hand. hut has the same disadvantage as its larger cousin - 
that i t  cannot be reloaded while rnovlng. 

SPECIAL RULES 
Although an arrow can pierce flesh or even thin armour it is 
rclatively useless against efficient armour and thick vehicle 
hulls. T o  reflect this, its armour penetration value against 
vehicles is always D6. Although there is no armour save 
modifier given for hits again51 arrnoured troopers, any target 
with a save of 4+ or more automatically has its saving throw 
increa:.ed to 2+ when i ~ i ~  by nn i~rrow. 



BASIC WEAPONS 
I 

Thc lasgur) or  laser gun is thr tar idard  
weapon ot ' the  Irllperial Guard and the I - 
most popular weapon among most human 
forces. It fires an cxplobive energy blast 
uf i [ l~  a similar et'fect io a bullel or- small 
shell .  .2 lasgun may not be the most 
ef fect~ve weapon I n  the galaxy, but i t  is 
easy to m;inufacturc and maintain. and 
very rcliable even ~ ~ n d e r  the toughest 
hat t lef~eld  col ld i t~ons .  The lasgun I S  

powered by recharzeable hattt'ries. but 
carrie\ ;I r.e\~dual :upply and can be 
recharged using its own sular converters. 

The mclta-gun 15 also known as the melter. 
cooker or  vape pun. I t  works by sub- 
lnolec~rlar thermal apilation in a manner 
c o ~ n ~ a r a b l e  to microwave 11-radiation. The 
target sets very hot and eventually cooks. 
melts or just evaporates. A rnelta-gun can 
melt plasteel or  pla.;crete. and its effects 
upon living tissue al-e impres5ive ro say [lie 
Icast. The weapon has only a sliort range. so 
i t  is usecl mo,.tly for close assault and 
support. 

The melta-gun r ~ ~ a k e s  no noi5c when fired. 
but the supcr-heatinp of the air produces a 
di:,tincti\c hiss which becomes a roaring 
blast a \  living targets are hit and t h e ~ r  
bodies' moisture vapouriscs explosively. 

Muskets. like bows and crossbows. are primiuve weapons used on feral or prirnitivc worlds by their local inhabitants. They are 
slow, clums) and inaccurate weapons which use exploding gunpowder to propel a solid leaden ball. 

, 
0-12 12-24 i -1 ( 3 1 1 1 1 1  0613 1 Moue o r f ~ r e  I 



BASIC WEAPONS 

The needle riflc is a sniper's weapon SPECIAL RULES 
used by Space Marines. EIdar Scouts The u,eapon may bc used against any The toxin automatically l a k e  efi'cct ~f 
and Ratl ing Snipers o f  the Jmperial  tarzet. includinz vehicles. robots. and the savinr! ~h row i 5  not successful. 
Guard. The rifle tires small darts made 
from a dcadly neuro-toxin chcmical. 
The liquid chemical is frozcn Into n dart 
or sliter by the gun before i t  is fired. 

L 

buildings. in which case i t  is the laser 
rather than the toxin which doer. thc 
damage. l ' s e  the details given on the 
weapon's profile and work out the 
ncapon'b efTect as normal. When used 
against  livino_ targcts roll to hit as  
normal.  If the wcapon hitc- then 
immediately make a saving throw. no 
Strength/Toughness roll is requirecl. 

Toxin5 can be tailored to affect any 
living creatures. but no toxin e x i \ t ~  
which will affecr a dac~non or an Eldar 
Avatar.  A \  yet no toxin has beeti 
developed which will affect Tyran~ds  
and Gene\realer:, although 
G e n c ~ r e a l e r  hybrid.; arc affected as  
normal. 

i nerring accuracy is afforded hy  a low- 
power beam of invisible laser light 
~ ~ h i c h  drives and guider the chemical ."---'- 
dart to its target.  If the targct is 
;irmoured the beam automatically 
pulses whcn the rifle is tired. punching 
.I tiny holu which allows the toxic dart 
10 penetrate. 

1 0-15 16-32 1 +l  1 3 1 1 1 -1 06+3 1 See above I 

The Ogryn rrpper gun is a drum-fcd ha5 a \her-t range because an Opryn's ranfc  thc hail of luu- \ , e l o c i t ~ .  shot 
autoniatic combat shotgun developed instincts are Tor close quarter fighting - produced by their weapon is <n dense 
hy  the Irnperiurn for  issue to Opryn they wouldn't feel inclined toshoot at a [hat the Ogryns literally cannot miss. 
units. The weapon is of suitably large 
dimensions and i: constructcd as  
holidly as possible because Ogryns  
ha\fe a tendency to use thcir weapons as 
c l u b s .  The  trigger mechanism 
incorporates a burst l imiter that 
prcvents the firer shooting off the entire 
drum at once - an entertaining 
possibility that wo~lld appeal to Ogryns 
and very quickly leabe them out of 
ammunition. 

SPECIAL RULES 
The ripper gun is designed within the 
constraints of a n  Ogryn ' s  modcst 

distant target even ~f they carried No "to hi[" clice roll is necessclr!, wlle~i 
weapons capable of doing qo. At short chootiny at n target at clo\e range. 

intelligence and limitless en~husiasrii. It I 

0-6 6-12 Always -2 4 1 - D6+4 Susla~ned fire -"ice 
hlls See above 



BATTLE ON THE PLANET OF DEATH 

I ,  
I 

G et down!" yelled Commissar Borg, as the 
bolter shots howled round their heads. As 
one, the warriors of First Company threw 

themselves into the dust and lay there still as 
corpses. Which is what we all soon will be, thought 
Wulf, if we don't get out of this deathtrap. 

He clutched his lasrifle tighter in his grip and 
sumeyed his surroundings, hoping for some glimpse 
of the enemy who was kiliing them 

Borg still stood upright surveying his men, ignoring 
the bolter shots coming in from all directions, and 
the explosions all round his feet. Clouds of dust 
sullied the comr~issar's once immaculate black 
uniform, and tarnished the silver skulls of his collar 
studs but someho~l Borg still managed to seem as 
relaxed as if he were on parade. 

"Get into cover", he yelled, not even flinching, as 
tracer fire whistled by his ear. He paused, took 
careful aim with his bolt pistol, and snapped off a 
shot. Somewhere in the distance there was a 
gurgling scream. "Get off the road!" 

Wulf surveyed the jungle warily. The trees overhung 
the road at this point, and covered the hillsides on 
either side of the valley. Bloated red and green 
tendnls of bloodfern leapt up like explosions of 
colour round the bases of the giant conifers. The 
sweet narcot~c perfume of the bitterblooms filled the 
air. Tiny jewelled lizards, distant cousins of the great 
man-hiah carnivores of the plains, surveyed him 
with cold eyes. The dull lustre of their greenish 
scales reminded him of Orks. 

What a terrible place to die, he thought. He had 
never imaginrd he would go to greet the Emperor 
from some north country jungle m some forsaken 
backwater worId in a remote corner of the tmperium 
when he was inducted into the Guard. But then 
again he always imagined a heroic ending in a 
magnificent battle, not a bolter shell through the 
head in a skirmish against Ork raiders. 

A bolter shcU bit into the ground in front of his face. 
He blinked as a shower of grit and small pebbles 
swirled around his head. His eyes felt red and 
irritated. He spat out a mouthful of dry dust. Off to 
his left he heard a scream. Twisting his head he saw 
Balthus. The big man writhed around on the ground 
like a maddened serpent. Suddenly he tried to pull 
himself upright and Wulf saw to his horror that half 
his comrade's chest had been blown away. Balthus 
was already dead. He just didn't have the sense to 
know it yet. 

Wulf needed no more encouragement to heed the 
commissar's order. He pulled his legs up underneath 
him, and ran, half-crouching, towards the edge of 
the track, doing his best to ignore the hail of auto- 
gun fire that whizzed around him. 

Fighting back panic at the sound of another death- 
scream, he p~illed himself to his full height, felt one 
single moment of stark terror at the thought of the 
great target he made, and then threw himself 
headlong into the bushes like a man plunging into 
water. 

The follage bent all around him. Leaves whipped his 
face. He closed his eyes tight. All the air went out of 
h m  as he hit the ground and went sliding on his face 
down the slope. By the Emperor's throne, the trees 
concealed a hidden drop at the road edge. All he 
could do was grit his teeth and try not to scream as 
he half-fell, half-slid. This must sound like a berserk 
Rhinodon thrashing around here, he thought. HIS 
only hope was that there was so much else going on 
that the ambushers wouldn't notice him. 

He landed rolling, as he had been taught in basic 
martial arts training back on Annageddon so long 
ago. The move brought him smoothly to his feet in 
the open ground between patches of undergrowth. 
All around the giant trees soared skyward, their tips 
ending nearly six hundred feet above his head. 

Wulf was a city boy, a product of the unending 
corridors of the great hives of Armageddon. He felt 
more at home in the green light beneath the jungle 
canopy than he did beneath the open sky, but he was 
still uneasy. The open ground made him nervous. 
Stlll, it seemed that yet again some perverse whim of 
the Imperiurn's vast bureaucracy had brought him 
here to fight where he was least at home. 

Balthus had always claimed that there was a method 
to this: that the Imperium always sent their men 
where they would learn something new, become 
hardened till only the toughest of the tough 
survived. Wulf doubted it. He just knew that 
somewhere a clerk in the purple and gold robes of 
the Adeptus Administratum was sticking a jewelled 
pin into a starchart. 

He forced himself to smile at the thought, to try and 
see some humour in this desperate situation, to try 
and make himself not think about the fact that he 
was apparently alone at the bottom of this slope, in a 
jungle full of Orks. Warily he scanned his 
surroundings, caught the sound of thrashing in the 
undergrowth in the middle distance, and hurried 



BILL KING 

towards it using every scrap of cover, hoping it was 
what survived of his squad. 

Suddenly he found himself sharing a bush with a 
small green figure about half his height. The thing 
grinned with fear, revealing rows of sharp pointed 
teeth. Its pointed green ears went erect with fright. 
Its yellowish eyes widened. It tried to swing its auto- 
gun round to bear on him. Gretchin, he thought. 

Almost without thinking, Wulf lashed out with the 
butt of his lasrifle. He felt a satisfying crunch as it 
made contact with the Gretchin's skull. The little 
greenskin was sent flying backward. Wulf hit it 
again and again until it lay still. 

A chorus of howls erupted in the forest once more. 
He saw the red glitter of lasfire wink in the distance, 
and saw the answering flash of boltguns. For a 
moment he froze. Part of him wanted to duck back 
into cover and huddle there until the fighting was 
over. He wasn't a Svace Marine, a cowardly voice 
that he knew was his own told him. He lacked those 
giant warriors' utter dedication and fearlessness. He 
was just a man. 

Another voice told him that his best chance of 
survival lay with getting back to his unit, where he 
would be surrounded by comrades who would 
cover his back and add their firepower to his own. and fluttery. He noticed a flicker of movement up 
He that if my came it would come to ahead, saw a thick green arm lob comething in their the company. After a moment's reflection he decided direction He had only an instant for the of to listen to the second voice. He moved once more 
towards the combat trusting to his flak amour  to recognition to pass through his mind. 

protect him. "Frag grenade!" he shouted. "Get down!" 

The sounds of fighting were close now. He could see He gave the man next to him a shove and then leapt 
a small building amid the conifers, the ruins of some to one side. His warning tame too ]ate for the 
incredibly ancient shrine He could hear Borg corporal and the man beside him. The grenade tore 
booming orders and. see las-fire scorch the building's the* apart sending gobbets of flesh splattering all 
walls. around. 

Through arched window slits bolters pumped in Wulf was still wiping blood from his face when the 
green fists sending answering fire back at the Orks were upon them. Giant horn-helmeted figures 
Imperial Guards. He heard the growling booming with mighty axes clutched in one fist, bolt pistols in 
voices of Orks roaring and grunting in their bestial the other. They were huge, taller than a man and 
tongue, and he heard ihe high-pitched answering maybe twice as heavv. Wulf didn't need a medical 
squeaks of their Gretchin slaves. Some of the examination to tell him that all that extra mass was 
greenskins had obviously retreated here after the going to be muscle. ambush. Maybe it was even some kind of command 
post. He snapped off a shot at the charging Ork, catching 

Wulf ran up to rejoin his squad. it in the arm. It ignored t l~e wound as if it felt no 
pain. Probably too stupid, Wulf thought sourly, as he 

"Where you been?" he heard the corporal ask. ducked the sweep of the axe's enormous blade, and 
"Decide to take a little stroll?" caught the Ork a solid meaty blow on the ribs. The 

Wulf smiled, rose to one knee, and snapped off a Ork just laughed. A second guardsman threw 

shot at the building. Something inside screamed. himself forward. The Ork blocked his lasrifle and 
sent him sprawling backwards, entrails erupting 

"Squad Alpha. Work your way round the back of through a massive gash in his stomach. Wulf tonk 
that place. I want it surrounded. None of those the opportunity to bludgeon it on the head. The Ork 
greenskins are to get out alive." groaned and went ciown. Wulf glanced about him 
'Yes, Commissar," said the corporal. With a wave of All around he could see knots of figures engaged in 
his arm he gestured for the squad to filter out and frantic close combat. Slowly and inexorably it 
round the ruins. Wulf found himself close to the seemed as if the greenskins were getting the upper 
point, hoping that they were not walking into yet hand. 
another ambush. 

All around him he heard the sounds of axes biting 
- Sweat ran down his back now. His stomach felt tight flesh. Wulf began to feel very akaid 



BASIC WEAPONS 

The Pack t irenade Launcher [Eldar: ('rercltrtzn] is used by 
Eldar Ilarlequins. consisring of a light pack harness that fits 
onto the ihaulders. The harness I S  loaded with grenades which 
are fired over the wearer's shoulder. The grenades arc fjtted 
~ 1 1 t h  whihtle\ which make a strange shrieking noise as they 
c l~ lnb  into the alr and n sorrlbre drone as they descend on their 
target. 

SPECIAL RULES 
The Crcriclann is an exception to the normal hoot ing  r~iles in 
that i t  can be fircd in adtli~ion to 3 hand-held weapon, allou in? 
the model to fire twice in the same turn. The grenade launcher 
must be pre-loadcd with a xirrple type of grenade bcfore the 

game. The types ol 'yrenade available ;Ire detailed in the 
appropriate army lists. 

.\mmunition expenditure is not considered, and the h a r n e ~ s  
holds enough to last the batllc. Only preloaded prenades mav 
bc fircd, and grenades may not be loaded during the game. 
Krak or frng prenades are the most commonly carried type. 

Krak Grenade. This grenade is designed specitically to crack 
open heavily armoured tarsets. I t  can also be used against foot 
troopers and is effective against armoured troops. 

Strength Damage Save Modifier Blast Area 
6 D6 3 None 

Frag Grenade. The fragmentation grenade is designed to 
explode and fragment causing havoc among unprotected 

I 

I 

The p l a m a  gun firic enerey shell! of 
bright plowing plasma. When a plasma 
shell hits tremendous heat and energy 
are released. destroying the target in an 
alrniphty explosion. A target hit b) a 
plasma shcll suffers the dual eifects of 
searing heat and exploiive shock as its 
substance is instantly ene rg~sed  into 
boiling plasma. Though the plasma gun 
is highly effective. i t  lo ics  accuracy 
over long range. and requires a massive 
amount of cnergy to powcr it. 

SPECIAL RULES gun is fired i t  cannot then be used in the recharging' marker next to model as a 
The energy used by the plasma gun is player 's  followrng turn. and 1s only reminder.  This  doe% not affect  (he 
so  vast that once i t  haz been fired i t  ready to fire again in the player's turn mode1.s ability to move o r  to  use 
takcs time for i t  to recharge. I f  a plasma ul'ler next. Place a 'plasma weapon another weapon i T  il carries onc. 
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shot which fragments in flight into several pieces of spinning Ordinary shells have a Strength of 4. Scatter shells have a 
liietal or plastic. Although the weapon has only a short range it Strength of only 3 but a blast al.ea of 1 ". 
is quite dangerous against unarmoured targets. 

If a target is hit by a shotgun but not slain, then i t  is 
autnmat~cally knocked back 2" and will fall over or a D6 roll 
of 4+. A knocked over model must spend its next movement 
phase standing up. Note that this rule only affccts ordinary 
troopers - not vehicles. robots. Terminator. or dreadnoughts. 

SHOTGUN AMMO TABLE, 
Combat shotguns have magazine: of shell: and rarely need to 

Shot type Strength Blast Area be reloaded. They are strongly made. simple weapons ideally 
suited to brave or not vcry intelligent troops. A special fcature Solid \hell 
uf the shotgun is it:, ability to fire different kinds of spccial Scatter shot 
\hot. including solid shslls and loose scatter shot. 

The Shunken Catapult (Eldar: T ~ t r i e ~ o l )  
and related weapons are weapons 
alrnost unique to the Eldar,  their 
technology is extremely advanced and 
\e!y difficult to replicate. The shuriken 
catapult is built around a gravilic 
accclerator cimilar to rhc gravitic 
motors which power vehicles like rhe 
Imperial land speeder. The accelerator 
creates a peristaltic shift from the front 
to the rear of the firing chamber,  
hurling the shuriken missile. forward at 
tremendous velocity. A burst of several 
missilcs can be fired in a fraction of a 
second in this way. For thi:: reason. The individual ~nishiles are solid disc. A spinning shuriken disc can slicc 

Shuriken weapons are sometimes of razor-sharp metal. and are usually straight through flesh and bone and can 

know11 as star slingers or just as star-shaped. but may bc triangular or penetrate a considerable thicknt.\< ol 

slingers or sling puns. circular. metal or plasteel armour. 



I BASIC WEAPONS 
b I 

The \term holter is a spcc~all) modified pair of bolt guns 
which have been re-designed for use by Terminator squads o f  
the Space Marines. Terminators wear Lery bulky. powered 
\LI I~S.  and any equiprnent they use has to be hpec~ally adapted 
to Fit thcir arlnour. The~r  role requires that they arc vcry bel l  
armed. Thcy must. for example. penetratr and clear out thc 
gigantic space hulks that occasion all!^ drift into and threaten 
the Itupcrium. during the coursc of which they encounter all 
manner of creatures from Genestealers to Orks. 

Terminator squad. may alco he deployed in the depths o f  the 
hive world tunnels or anywhere where thcir heavy arrnour and 
highly lethal weaponry is requi~.cd. 

The storm bolter conhists o f  two ordinary bolt puns fastened 
topether 50 t hut they fire in  unison. The weapon is clumsy. but 
in  the servo-as~istcd hancls o f  the Terrilinators such 
c ~ n s ~ d e r a t i o ~ ) ~  are of no concern as thc powered suits make 
light work of cumbersome equipment. 

This a.eapon is uhed exclusively hy Eltlar Swciopin: Hawk pack and thrown normall). When the Swooping Hawk is III 
Aspect warriors. I t  IS a ba.)ic 1:tuncher which is strapped to the flight he c;tn rlrol) one grenade anywhere directly i~ndcrncath 
warrior's leg. allowing him to release grenades downwards as hi,: f l~ght path. 
he flies overhead. Single grenades can also be taken from the 

I t  is easiest to work out dropped grenades during the 
movement phase. Roll to hit and i f  ncccssary scatter as for a 
thrown grenade. Dropping a grenadc does not prevent the 
Ssiooping Hawk I'lring h ~ s  weapon ~n the shooting phase. 
though he may nr;t drop a grenade and throw a grenade duriny 
the same tilrn. The Swooping Hawk grenade pack may only he 
loaded with frag and krak prcnadcs and carries n supply ot' 
both types sutl'ic~ent to last the entire battle. 

Krak Grenade. This grenade is designed specifici;lly to crack 
open heavily arrnoured targets. I t  can also bc used against foot 
troopers and is effective against armoured troops. 

Strength Damage Save Modifier Blast Arca 
6 D6 3 None 

Frag Grenade. The fraymentation grenade is designed to 
explode and fragment causing havoc amonpt  unprotected 
troopers. 

Strength Damage Save ,Modifier Blast Area 
3 I - I  2' Xadius 

Specla1 - - As grenade type See rnaln rules I 
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HEAVY WEAPONS 
These are extra-powerful weapons carried by a small proportion of troops, and are 
generally used to lay down covering fire as their companions advance, take out 
arrnoured vehicles and pick off enemy from a distance. 

This weapon I\ a self-lo:tding machrne aucocannon used by 
Tcrminator Space bfial-ine~:. I t  has six scparata barrels which 
ale rotatcd by a motor. al lowing the weapon to spit out a hail 
o f  ,hells which can easily tear a man-sized tarpet apari and 
tl11.o~ i t  several metrcs. 

The assault cannon combines hizh penetrating power wi th a 
fact rate of f ire. The astoundingly loud nolse i t  makes i~ 
enough to encourage any sensible troops to keep their heads 
d0u.n. 

A l t h o ~ ~ g h  riiade from ;I \pecidI heat resistant cerarnite alloy. 
the 11urldl.eds o f  shells fired cvcry secontl quickly causc the 
weapon to overheat. This high rate of wear has l i t t lc init ial 
effect. but quickly leads to weapon jams i f  the weapon is kept 
in  ser\'ics. 

SPECIAL RULES 
The assault cannon ccln be pal-trculnrly danserous i f  i t  jams: 
the sudden stopping of  thc motor can cause thc weapon to 
explode. 

I f  )ou rol l  three J i m  rcwlts topether on the sustained l ire dice 
~ ~ h i l e  ubirig ;In xsaul t  cannon the cannon explodes. lllstantly 
L ~ l l i n g  the user u ~ t h  no 41-rnour save possible. 

1 .2uto-cannon arc autc,matic, self- load~ng cannon fir inp a high- 
\.elociry hail o f  jo l id shells. They are rapid f ir ing weapons that 
can lay down a burst o f  f ire to cover advancing troops. or  
ctrafe enemy-held positions. These weapons are considered 
ideally suited for attacking enemy vehiclrs and fortifications 
f rom long ranpes. Autocannon are popular weapons i n  the 
Imperial  forccs but are also common an1011gst Orks. who 
especially enjoy the blaze o f  shells and m~nd-numbing recoil! 
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The heavy boltgun is a largcr ~e rs ion  o f  the standard bolter. I t  

is so~netimes k r i ow~ i  as the 'back breakcr' or ' b ru i x r '  by the 
crew who have to cart) i t  because o f  its great weight -.but also 
because o f  the heavj punishment i t  can deal out to the enemy. 
I t  fires a bolt which contains a niore powerful propellant and 
explosive charge than the normal bolter. The heavy bolter is 
used to support more l ightly equipped troops, and is designed 
to operate as an anti-prrsonnel weapon although w i th  thc 
capacity to destroy l ightly armoured vehicles. I t  is large and 
cumbersome but also very fast f i r ing and efficient. L i ke  a l l  
bolters i t  makes a loud and ir1lp1-essive noise as i t  is fired. 
especially whcn it. bolt miss~les h ~ t  their target and explode. 

saved wi th  the onc armoor roll. you do not have to make a 
The Imperium has also developed a special shell for the heavy save for each individual wound. 
bol ter  ca l led  a Helli"1re shel l .  Th is  has heen designed 

However. if a Is saved by ,IS armour. sp,*ntttrs of 
specifically to take out large alien creatures which are diff icult 

and gobbets o f  ~nutngcnic acid may rebound and hit others 
to k i l l  with ordinary weapons, l i j r  cxanlple Tyranid warriors. 

modcls within 3". Kol l  a dice for cach model within 7" o f  the 
The Hellf ire shell is heavier than an ordinary h e l l  and has a 

orrginal tar-get. Any models I-oiling a 6 arc h ~ t  by i ~ c i d  splashes 
more powerful propellant charge. For this reason, only one 

and a u r o ~ n a t i c a l l ~  \ufSer I wound - this may he saved by 
rilay be fired a[ a t i t i l t .  and the trooper has to load the shell into 

arrrloul- in  the normal manner. 
the gun manual ly f r o m  a separate conipartlnent i n  the 
magazine. 

What makes this shcll totally different from an ordinary bolter 
\ t ~e l l  IS that i t  1s niadc from a brittle cera~nic substance much 
l i ke  glass. W i t h i n  this ceramic case is a chamber wh i ch  A Space Marlne wlth a heavy bolter f~res a Hellflre shell at an 

con ta~ns  a power fu l  mutagenic ac id  developed by  the advancing Ork A throw of 4 lnd~cates a hit whlch autornat~cally 
causes damage on a D6 score of 2 or more. The shell hits and 

Alchemists o f  the Adeptus Mechanicus. Whcn the shell <trikes causes D6 wounds (3 in this case) but the Ork IS allowed his 
its target at high velocity. i t  breaks into thousands of needle- armour saving throw as normal. It is important lo note that all the 
l ike shards whlch penetrate the hide o f  thc target and carry wounds nfl~cted are saved with one armour savlng roll. you do not 

have to save each individual wound. 
mutagenic acid into its blood stream. I T  the target is a human- 
sized creaturp i t  w i l l  probably be torn apart by  the shards 
thernsel\es - i f  not. the mutagenic acids w ~ l l  soon cat through 
its body. rupturing cell t i swc and burning through flesh ancl 
hone. Even a large. rcsilient creature l ike a Tyranid warrior i.; 
unlikely to survive unscathed. 

Orh or~gmally largeled 
by the Space Manne 

SPECIAL RULES 
A model may fire a Hellf ire shell instead o f  a normal heavy 
boltcr hlast. On ly  onc shell may he fired at a tirne. so the 
weapon's ability to use sustained fire is lost when a Hellf ire 
shell is used: the range and to hit details otherwise remain the 
sarnc. However. because ot' the dzadly nature o f  the Hellf ire 
$hell. an:! shot which hits a I jvino target automatically causes The Ork saves, bul splinters of glass and gobbets of acid rebound 
damage on a D6 ro l l  o f  2 or more. O n  the ro l l  o f  I the shell and may h~ t  any other model wlthln 2 of the or~glnal target on a 136 

elthel- fai ls to burst or thc acid is splattered away from the 
tarzet. The1.e is no need to rnakc a normal damage roll, as even 
thc slightest skin puncture is enough to k i l l  the target. Any 
target sustaining darnage takes D6 wounds. I f  the target has an 
armour saving throw, then j t  is allowed 10 try and save with a A target which IS not made o f  l iv ing flesh, :.uch as robot or 

- 2  modifier. as normal. I f  the save is successful the glass vehicle. cannot be harmed by a Hellfire shell any attcrnpt to 

\plinters fail to penetrate m he model s amlour and no damage fire a Hellf ire shell against a n o n - l i v i n ~  tar,oet i %  1reatc.d likc ;I 

is in f l i c~ed nn thar target. Note that al l the wound> inflicted are normal heavy bolter shot. 

0-20 20-40 

Hellfire Shell 
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The heavy tlamcr opel-ate5 along the 5ame l~nes as the smaller 
flamer and haritl flamer. shooting an enveloping tlarnc at the 
Lnrget and setting i t  alight. The heavy tlamer has an increased 
capacity and a lo l~ger  range. and is known affectionately as the 
'big burner' b) its crew 

To represent the blast o f  fire ;I specla1 long triangular tcmplate 
with :I curved l ip  is used. Place the narrow pointed end o f  the 
template against thc shooting model. Any models whose base 
is ~vho l ly  with111 the template area are hit automatically (there 
IS no need to rol l )  and models whose base IS partially within 
the template area are hit on the U6 roll o f  a 4. 5 or 6. 

A Space Mar~rie armed with a 
heavy flamer shoots at a group 
of ad\~anc~ng Orks Tak~ng Ihe 
Heavy Flamer template the 
Space Marlne posltlons 11 hlttlng 
four of the Orks Three are 
completely covered and take 
aulomatlc h~ts wh~le the other 
IS only partially covered 
need~ng 4 5 or 6 on a D6 
to be h~ t  A 4 IS rolled and 
all the models work out 
damage In the normal 
way Three Orks are 
slain and are 
removed as 
casualties while 
the other saves. 

The surviving Ork rolls on the Heavy 
Flamer Hit Chan to determine if he 
lias caught fire. He rolls a 3 wh~ch 
means he manages to extingu~sh 
any remaining flames and may move 
normally. 

Once a target has c;~ught fire. test for the effect at the start ol. 
its own turn. Roll a i)6 on the Fire Test Chart. 

SPECIAL RULES 
If a model is hit by a flamer work out damage a5 nornlal. I f  the 
model is s la~n i t  ic; removed as a casualty: if the model is not 
slain then an imrncdiate test is made to d e ~ e r n ~ i n e  i f  i t  has 
caught fire. Becaux flamerc use a volatile burning chemical i t  
is even possible to sct vehicles or dreadnoirghts on fire. 

1-3 Target does nor catch fire - the small amount o f  
burning ft~lrcl js quickly extinguished. 

1 4-6 Target is smothered u i t h  fuel and Ignrtes. I 

1-5 Fire contir lues to bu rn  causlnp a further 
automatic hit. Work out damage as normal and 
rcniove the rnodcl i f slain. If the target i s  not 
..lain i t  w ~ l l  movc randomly and is unable to do 
anything else that turn. Normal coherency rules 
arc suspended for burning models. Vchicles. 
dreadnoughts. and Terminator Space Marincs 
may choose to [snore  the flames and may 
continue to move and shoot as normal. 

6 Fire goes our. The model may not move or fire 
during the current turn. but may fisht normally 
from its fo l lowinp turn onwards. I f  coherency 
has been broken. the model must re-establish 
coherency as  soon a s  poss~h le .  \'chicle;. 
dreadnoughts. and Terminators are not aft'ecicd 
by the fire and may move and shoot as normal. 

Any friendly model within I "  o f  a burning model may attempt 
to beal  out the f lames du r i ng  the rnovernrnt phasc. The 
bearinu model rnay rnovc as normal, but may not shoot durinf 
the shooting phase. Ro l l  a D6: if the score is 6 the tlan~es arc 
beaten out. I f  more than one model is available to help beat 
out the flames rhc chance increases by +I  per rrlodel. eg two 
model? need 5+, three need 4+. and so on. 

.\ target which is alrcady frenzied when hit by a flamer may 
continue to fight despite thc lact it is hurning up Thc niodel 
moves. shoots and fights as normal. but w i l l  continue to roll 
for damage as appropriate. 

Spec~ai rules 
I 

I - 1  5 1 1  -3 / 06-5 1 See above i 
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The heavy plasma gun generates and 
fires energy shells of glowing plasma. 
When the shells strihc an object they 
react with its matter to creulc rniriiature 
spheres of boiling nuclear energy. For 
this reason heavy plasma guns  are 
sometimes called 'sun guns'. 

.A tnrget enveloped by a plasma sphcrc 
zitfli-I-s the dual effects of searing heat 
and explosive shock. As with all 
plasma weapons the heavy plasrna 
gun's chiel'disadvantagc is the massive 
an~ount of energy required to power i t .  
After firing i t  lake5 an appreciable time 
ior the weapon to recharge before it is 
reirdy lur a second shot. Because of this 
liniitat~on. thc heavv plasma gun has an 
alternative low energy setting which is 
less effective than a full plasma blast 
but which a l l o ~ s  the u1capor1 to fire 
more rapidly. 

SPECIAL RULES 
The heavy plasma gun can be fired on 
either maximum power or low cnergy. 
Do not be mislead b j  the tcrni low 
cnergy - even i n  thih 111ode the plasma 
gun is a potent and destructive weapon. 

These two alternative values are both 
given on thc weapon 's  profile. For 
example. range using maximum power 
is 72" .  while i t  is only 40" using low 
entrgy. Strength is 7 with low energy, 
10 with maximum power. Damage is 
D4 with low energy. D l 0  with 
maximum power. 

The energy dram on the heavy plasma 
gun in maximum power mode is so va:.t 
that once i t  has bcen fired i t  takes one 
complete Lurri for the weapon to 
recharge. Place a 'plasma weapon 
recharging' counter by the model and 
remove i t  at the end of the ncxt shooting 
phase. 

While the weapon is recharging i t  
cannot bc used in ejther fire mode. Bb 
using the low enerF,y mode thc weapon 
does not have to recharge and can 
therefore be uscd every turn. 

Move or f~re See above 
1 112 " Blast marker 

0-20 20-40 - - 7 0 4  -2 D6+D4+7 (Low energy) 

0-20 20-72 - - 10 D l 0  -6 D6+D10+10 (Max~mum power) 

Thls hea\ y and old-fashioncd weapon 
~c affectronately known a h  the 'big 
,.tubber'. It rattles off a hail of heavy- 
weight bullets sufficient to stop a man 
dead i n  his tracks. T o  all intents the 
heavy stub gun is sir~lilar lo a twentieth 
century heavy machine gun in 
appearance and effect. It i r  especially 
effective when deployed against  
massed formations of lightly armoured 
or unarmoured troops. 

0-20 20-40 I - - 4 1 -1 06-4 Sustatned f~re 2 d~ce Move or f ~ r c  



SERGEANT RAPHAEL 

T he fading light of Armageddon's bloated red sun 
washed feebly over the desert encampment. The 

twin moons started their long, slow climb into the 
heavens. As the searing heat of the day faded, the 
camp came to life. The roar of great engines filled the 
air as the crew of the Shadow Swords started up 
their enormous tanks. Slowly, druggcd by the heat, 
the men of the Fourth Imperial Guard Army of 
Armageddon emerged from their bubble tents into 
the dying daylight. 

The men were tired, listless, not quite awake. 
Sergeant Raphael listened to them grumble about the 
heat, the constant threat of spiderscorpions, the 
possibility of an Ork attack. Their complaints seemed 
almost amusing to the Blood Angel. 'fiese men 
thought of the deserts Lands outside their hive cities 
as the closest thing to hell they could find without 
dying. 

How little the): really knew, thought Raphael. This 
place was a child's nursery compared to the world 
on which he had been raised. These men's lives, hard 
though they were, had been sojourns in paradise 
compared to the upbringing he had endured. But 
then, he thought proudly, he was a Blood Angel, one 
of the children of Sanguinius, who had died 
preparing the Emperor's way against the Great Evil 
One himself. 

Raphael studied the dunes, so like and yet so unlike 
the deserts of Baal Secundus, his birthworld. 

Convection currents raised small dust devils in the 
air. Heat haze shimmered on the horizon, making 
distances all but impossible to judge. One of the 
great sand storms, capable of burying an army alive, 
could be approaching at this very moment and they 
would not know, unless warned by a weather 
augury From one of the Monitors placed in orbit by 
the Adeptus Mechanicus. it was true; this was a 
harsh land, but it could not compare to Baal 
Secundus. 

Here the wasteland was a chemical slag, by-product 
of a hundred centuries of industrial production. 
Rivers of sludge, soiled by the output of hive cities 
like Tartarus and Acheron, ran down to the poisoned 
seas. On Baal Prime the only sea was the Sea of 
Glass, n smooth shimmering plain of silica fused by 
the detonation of ancient, forbidden weapons. The 
deserts were multi-coloured wastes, the dusty 
corpses of continents made uninhabitable by the 
deadly chemical death clouds used long ago in the 
wars that ended the Dark Age of Technology. 

fiere men lived in teeming hive cities, protected 
from the elements by mile-thick plasteel walls. Only 
the mighty Ork invasion by Warlord Ghazghkull 
Thraka could have driven them into the desert. On 
Baal Sec~~ndus  all thc old cities were dead, and their 
rubble was inhabited by scavenger tribes. Only the 
Shunned Ones, their faces eternally masked, dwelled 
among the radioactive ruins, their factories using 
materials extracted from the corpses of their cities to 
chum out thr endless stream of weapons they 
bartered to true man and deviant alike. 

Here the worst the weather threatened was sand 
storms capable of shredding an unarmoured man 
down to the bone. On Baal Secundus there were 
Hellstorms, where thousand mile an hour winds 
uprooted great boulders and sent them tumbling 
across the to r t~~red  land, where lightning bolts 
containing the power to shatter mountains lashed 
the scarred earth. There was acid rain, which could 
dissolve armour and eat through flesh. rhere wcrc 
chemical blizzards whose multi-coloured 
snowflakes, laced with the old deadly neurotoxins, 
could dissolve nerve tissue in fiery agony or send 
men mad with strange hallucinations or open up the 
mind of the potential psyker to the dark influence of 
daemons. 

Here the main threats were heat and thirst. On Baal 
Secundus there were other more insidious ones. 
poisoned wells and deadiy rad-zones where the only 
warning of oncoming death was a strange glow in 
the night sky or the sudden clicking chitter of a rad- 
alert amulet. 

Here, on Armageddon, the only living threats were 
landragons and spiderscorpions. Only now, during 
the Ork invasion, would a traveller be attacked by 
armed warriors. On Baal Secundus roving hordes of 
mutants and true men wandered the Ash deserts, 
fighting terrible battles for the possession of scant 
resources. Defending the sites where they dug up the 
artifacts of the ancients, or the holy battlegrounds 
where men might join the Chosen. 



BILL KING 

was sworn to uphold the legacy of Sang~unius, no 
matter how heavy that burden became. 

He had donned more than a protective suit when he 
put on the crimson armour of the Blood Angels. He 
had domed the mantle of a tradition that dated back 
to the time oi the Great Crusade, when the Emperor 
yet walked among men. He had joined the endless 
procession of mighty warriors who had ma.rched 
in to battle beneath the Blood Angels' banner. He had 
become a successor to men who had defended the 
Emperor's palace on Earth, the holiest site in the 
entire galaxy, against the treacherous legions of 

When the Sanguinary Priest had implanted the gene- 
seed that controlled the process that transformed 
him into a superhuman warrior he had implanted a 
living link with the Primarch of his Chapter, for the 
gene-seed contained cells cultured from the gene- 
runes of Sanguinius himself. When he had drunk 
from the Chalice Incarnadine he had sipped wine 
mixed with the cloned blood of the Winged One 
himself and that blood had mingled with his own to "Sir, my men are almost prepared to move out. Are 
start the transformation. When he had been shut in you ready to depart, Sir?" 
the great golden sarcophagus and the meditation WE have been ready to depart all day, thought 
nodes attached to his head, visions of the Blood Raphael. It seemed best not to demoralise the man 
Angel's life had flickered through his mind. NOW he by telling him this. ~i~ warriors lacked the 
could remember them only when the Black Rage superhuman hardihood of a Space Marine. There 
came upon him and visions of Sanguinius' last was nothing to be gained by rubbing this fact home. 
moments danced through his mind driving him The Guard were true soldiers of the Emperor even i f  
insane with grief and fury. But he knew that he had they were only men. 
shared some of the thoughts of one of the Emperor's 
Prirnarchs and had been granted a privilege given to f i l ~  men! thought Raphael and caught himself. Yes! 
few men, even Space Marines. to be a Space Marine was to be more than an 

ordinary man. It was to have keener senses, and 
With such privileges came a terrible burden. He stronger muscles, faster reflexes and deadlier 
knew that the Blood Angeis were a dying Chapter. weapons. It was to have a life many times longer 
Their fading might take many thousands of years than an ordinary man, for Space Marines shared 
but it was happening, slowly and inexorably. Tiny some of the gene-runes of the immortal Primarchs. 
errors in the gene-runes had accumulated down the Yes indeed, being a space Marine was to be more 
long that gathered together to than a man, but it was also to be a man. That was 
produce greater ones. The first generations of the never to be forgotten. Space Marines were drawn 
*Iood had not dfered from the Rager from the ranks of men, and it was their duty to serve 
that had come jater, had crept in so slowly that it had Man. Many ago entire Chapters had 
barely been noticed until too late. There was the forgotten that and fallen into heresy and worslup of 
thirst too, that sometimes irresistible longing to Chaos. 
drink the blood of their enemies that took even the 
most restrained members of the Chapter. Some of "Yes, Lieutenant, we are ready." 
the Chapter's more philosophically inclined Suddenly, he heard a single chime, like the tolling of 
members had theorised that perhaps this taint might a temple bell, resound in his comm-net 
lead them to Chaos. Raphael knew this was earbead. He touched the rune of communication and 
impossible. The Space Marines of the Blood Angels listened to the voice of h s  Company Captain. 
would rather die than allow that to happen. Still, it 
was a discomforting thought. "Sergeant Raphael, you and your men are to report 

to Company headquarters at once. You have been A man in the uniform of a Guard lieutenant assigned to a most wgent mission. The Emperor be approached him, wary respect visible in every line of praised". his face. He gave a perfect salute, as if standing on a 
parade ground, not in this burning desert. Sergeant "The Emperor be praised", responded Raphael. "We 

- Raphael turned his gaze on the man. are on our way." 
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r h ~ s  is a larger verslon o f  the web pistol or glue gun. !,~ke the 
wcb pistol. rt i r  an unusual battlefield wcapon, being more 
suited to purposcs ofcl-owd control and mob suppression as i t a  

effects are debilitating rather t l ~ a r ~  deadly. 

Its appearance is similar to the pistol w i th  a pronounced cone- 
shaped nozzle and conspicuous canistcr containing web- 
chem. The chemical w r b  i s  Fired From the nozzle. shooting a 
tangle o i  isregulal- threads which quickly solidify and form a 
strong. sticky mech which covers and traps the target. 

If' the model fails to break free i t  must immed~ately ~nake i ts  
normal saving throw - i f  r h ~ a  1 5  failed the model sustains I 
wound as the web conht r ic t j ,  crushing or  strangl ing the 
struggling victini. 

Crews or troops i n  opcn topped veh~c les  may be h i t  and 
affected. Vehicle5 can be af fected i t  travelling s low ly  
otherwise thc web is torn apart before i t  has a chance to 
solidify. Rol l  a D6 and consult the Vehicle Web Chart. 

SPECIAL RULES 
Once a web Fun has hit iis target the victim is enmeshed. there 
i.; no StrcngthlToughness 1-011 and no saving roll. The victim 
[nay do nothing unti l  releasect using the special web solvent 
which is ca1.1.1ed I)y all web gun crews and troop\ who curry 
web pistols. However. at the start o f  theil- till-n. any models 
cnmcshed by w ~ b \  may attempt to free themselves. although 
this is very ricky. espec~ally for smaller and weaker creatures. 
The player rol l \  a D6 and adda the trapped model's Strength. 
It '  the score i c  0 or- Inore the model IS freed and may rnovc and 
act norlnally from then on. 

A Space Marine armed w~th a heavy webber shoots at and hits a 
movlng battlewagon The Space Mar~ne player refers to the Vehicle 
Web Chart and rolls a 136 The balllewagon was travelling 7 on its 
last movement phase so the Space Marine player needs to roll a 4+ 
to successfully enmesh it. He rolls a 5 and the battlewagon is now 
trapped w~th troops inside unable lo operate weapons, fire from it or 
leave. 

On his next turn the Ork player attempts to break free of the web by 
rolling a D6 on the Vehicle Escape Charl. He throws a 3 which means 
he 1s unable to break free this turn but may try again at the start of 
each subsequent turn. 

VEHICLE SPEED (Last movement phase) 

0-4" 4-8" 8-12" 12-<6" 16"+ 

To hit 3+ 4+ 5+ 6 Miss 

A miss against a vehicle has no  further effect: thc wcb i s  
sloughed away by the moving vehicle before its chemical basc 
has a chance to so l id i fy .  A h i t  b r ings  the vehic le to  an 
immediate halt regardless o f  its speed. The vehicle lnay do 
noth ing wh i l e  i t  remains webbed. Troops inside may nut 
operate weapons, f i re f rom it. o r  leave. The  vehicle may 
attempt to  break free f r o m  the web at the start o f  each 
subsequent turn. Rol l  a D6 on the Vehicle Escape Chart. 

0 6  RESULT 

1 Fall. Trapped for the remainder of the game. May 
not break free. I 

1 2-3 Fail. Remain trapped. Try again next turn. 1 
4 Fail. But onerandomly determined weapon is freed 

and may be used normally. 

5-6 Free. The web is destroyed as soon as the vehicle 
moves in its movement phase. 

- 

0-12 1224  - - Spec~al Move or f~ re  2" Rad~us blast area 
See above 
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operates on the same basic principal as 
the snialler lasgun. The laser charnber 
1.: larger. the power-build heavier. and 
the shot a single cannon blast rather 
than a machine-gun like hail of lower 
in~cnhit! laser blasts. 

The lascannon is des i~ned  to knock out 
nrrnoured vehicles and in this role ~t is 
\o effective that it is often  know^^ as the 
'tank buster' or simply as the buster'. 
I ascannon are often carried by infantry armament for fighting in tank battles penetrate armour. However. its tight 
,.quads to deal with attacking tanks and where its massive armour  piercing focus and slow recharge capacity make 
dreadnoughts. Many Ln~per~al vehiclcs punch is invaluable. It can also be used it  a poor anti-personncl Neapon 
\ L I ( - I I  as Predators and land I-aiders apainst single heavily-armoured foot compared to a heavy bolter or auto- 
mount lascannon as thcir main troopers whel-e the laser will easily cannon. 

The multi-melta or thermal cannon is 
named on account of the multiplc 
hnrrel-element5 uced on some models. 
I t  is also known nc 'hotstuff'. 'hells 
breath '  and 'hells  hali tosis '  - its 
cr.ewnien being noted for t h e ~ r  sense of 
humour a7 well as  the permanently 
\inped condition of their uniforms. 

The weapon is essentially a more 
powerful version of the standard 
meltagun. It works by means of sub- 
atomic agitation,  rather like a long 
ranged microwave cooker, and can melt 
Its way through even the heaviest Thc multirnelta makes no noise when becolnes a roaring blast when a living 
annollr. It is. however. handicapped by fired. but the super-heating of the air target is  hit and its body moisrurii 
a relatively short rangc. produccs a dist inctive hiss which vapourises explosively. 
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Thc missile Iziunchcr IS onc o f  the most cornlnon and highly- 
favour-c.d heavy weapons in  the Imperial i~rsenal. The concept 
i:, uni\.ersal, and verston\ arc produced all over the galaxy by 
humans. Orhs and Eldar. Missi le l aunchc r~  ace sometlnie\ 
fitted onto i,ehiclc\ and Di-endnoughts too. 

The Imperial verhlon carr ic j  a miss~le-magazine contalnlng 
~ n d i ~ l d u a l  self-propelled tn iss i le~.  and can fire a variety o f  
~ut\bi le type\. The mosL usual 1l11ss1le type is the krak arnlour 
penetration tn~ssile. jpec i f~ca l ly  cne~neered to 'crack open' 
arrliour. Also popular IS the frag tn~ssile. dc'iigned to cut down 
expoced foot troops. 

i\/l~ssile technoloyy varies throughout the ealaxy, and not all 
raccs or groups poysess all of the t)lpci described herc. 

SPECIAL RULES 
The effects of r ; ~ c h  rnihsrle h ~ t  depends upon the type o f  missile fired. as descr~bed on the opposite page 

0-?O 20-72 As rn~ss~le Move or f~re See above I 

Arlus groanc 
lacillan lay p . . 

:d softly as il 
rrfectly still 

: eased thmu! Thc Star of gh w SP 

Navigator N vithin the so 
padding and holo-runc arrays of thc nav~iouch. Hc was dimly 
awarc of thc dukcned stasisscll amund t m .  of thc humming 
cncrgy ficld that scpantcd him fmm thc rest of thc ship. This 
was the final barricr against thc crcatum of thc warp should th 
brcak thmugh the outcr hull. H c  was glad of that pprtcction. 
especially on this journey which had been cuncd fmm the vcr 
start. But it was important not to think of such things - fear w 
his worst cncmy. For fear was thc g a t m y  by which thc crcatw 
of thc warp c ,is mind and dcstmy him . Hc cast asir 

his morbid thoughts. and conccntntcd on thc roaring passage of 
thc warp amund thc ship's outw stasis cnvclopc. I I 
Likc all intmtcllar spacccnft the Star of Arlus was cushioned 
from the seething cncrgics of warp space by its bubblc of rcality - 
thc stasis cnvtlopc gcncratcd by thc ship's warp cngincs. Without 
this barricr thc Star of Arlus would bc vapouriscd within 
moments Macillan allowed his scnscs to absorb the flow of thc 
warp mund thc ship. H c  fclt thc friction draw out thc shapc of 
thc stasis cnvclopc into an dongated teu drop. Hc sensed the 
warp close in behind the ship and the turmoil of its d c  cddics 
of cunrnt that scnt shock waves spinning into the blackaws. 
Amidst those cddics hc could hear vaguc things madc rcll by thc 
thoughts of thc crew, discorpontc hopes and furs cmbodied 
within the warp and sloughed away by the ship's own passas For 
a moment his own voicc called to him. a thin cry of waning and 
terror... go back.. go back.. before it was swallowed forever. 

He was used to such things: his own ghosts no longer unnmrcd 
him. Hc often wondered what happcncd to the spectral crutures 
givcn lifc and form by his own mind. Did thcy simply dissolve 
back into the warp. as ar3 commonly supposed. or did thcv 
cmain to wander through warp spec f o m ?  If so 
hcy likc. these crcltum. draggcd into lifc by thc c 
andom proccsscs of his subconscioos? Somctimc! 
ncountcrcd tides of ghostly things that clawcd and scrambled at 

~t thc warp cngincs scruming. Wcrc 
aium. given lifc over the milknnia and 
of warp space. What was it thcy wantcd? 

#%at d m  them with such frenctic cncrgy t d  spacccnft? H c  
rnly kncw it was best not to f o l 1 0 ~  thc spectres too closcly with 
nind-smsc. Somctimcs hc fclt shadows of other predatory things 
hat lurked in thc ship's p a w  attracted. hc somehow fclt. to 

hesc the sun 
a t  adrift on 

- 
clopc and st1 

c kind of m 
the currents 

likc sGrh-t  

I, what wcrc 
.ountlcss 
r a ship 
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~ h i ~  missile i s  designed spec i f i ca l l y  to  crack open heavily movement and persistence is tcsted at the start o f  each 

armourcd targets and is the standard anti-vehiclc missile. J t  Pla))'er's tLlm, Roll a D6 on the Blind Cloud Chart .  

can also be effective against \~cll-armoured foot troopers, Blind clouds rrlay be conveniently represented by a ball of 
Drcadlioughts. etc, and is given a save modifiel- to reflect its cotton wool .  
armour penetrating abilities. 

Strength Damage Save Modifier Rlast Area 

I Cloud remains until end of testing s~de 's  turn 
FRAG MISSILE and then disappears with no further effect. 
This missilc explodes upon impact scattering shrapnel over a 7-3 Cloud remains where i t  ic.. 
wide area. Although ~ ~ n l i k e l y  to damage heavily armoured 
rargets. lightly armoured troops are easily scythed down by 5 Cloud shrinks to half current radius rounding 

the fragments of spinning metal. down to nearest %". 

Strength Damage Save Modifier Blast Area 

4 1 - 1 2" radlus 

ANTI-PLANT MISSILE 
This riiissile was developed as a defol~ant to clear area:. of 
vegetation which could act a:, covcr to enemy troops. All 
veyeration in thc area effect of the missile i \  automatically 
destroyed. The missile cannot affect other models. 

Strength Damage Savr Modifier Blast Area 

PLASMA-MISSILE 
Thc plasma l~lissile converts rnatter to plasma during flipht. 
Determine where the missile lands as normnl and placc a 

I Id" radius blast marhcr or ball of' cotton ~ o o l .  Worh  o u ~  
MELTA-MISSILE damage on target.; within the area ;I:> nor-rnal. Any models 
('pon Impact, the nicltn-mishlle undergoes a sub-a tom~c  which wrvive are thrown outside the area coiered by the 
reaction releayinp a bla$t of intcnse heat. Thiq miqsile is marker ah a result ofthe blast. 
capable of rneltinp away vehicles and buildings. and 1s 
especially useful for attacking troops huddled together in Strength Damage Save Modifier Blast Area 
defendcd positions 

Strength Damage Save Modifier Blast Area When the casualties have been resol\.ed leake [he blast marker 

8 D6 -4 I " radius 
in place. The area has now undergone a matterlenergy 
transformation and has been transformed into a glouting ball 
oTplasma. At the start of each side's followins turn lest to see 

BLIND MISSILE what happens to the plumu ball by rolling on the P la s~~ ia  Ball 

Blind is a sophisticated fol-m of <moki: screen which produce5 Chart. 

broad spectrum clectro-magnetic interference as well as dense 
smoke. 

Thc missile may be aimed against any visible piece of ground. 
A circular cloud of cotton wool s h o ~ ~ l d  be placed over the arca D6 Result 
to represent the screen of blind. Models may not see through, 
or inlo, or out of, blind. Modcls may not use targeters or infra- I The plasma ball implodes and disappears 

vision to see through blrrrd. Psykers ma) not see or use their immediately, causing no harm this turn. 

powers through blind. 2-5 The plasma ball's radius shrink: by I/?". 

Any models within the blind cloud have the choice of 6 The radius of the plasma ball expands by D6" 
remaining stationary. or moving at half ~ratc In a random and disappears at the end of the turn. 
d~rection. Opposing models in hand-to-hand combat within a 
blind cloud may fight. hut will only hit their enemy on the D6 The plasma hall remains on the table until 1 1  di<appcar\. Any 
score of a 6. model within the area during a turn suffcrs an automatic hit. 

No model may draw a line of sight through t l ~ r  ~ ~ l a s l n i ~  hall. 
Strength Damage Save Modifier Blast Area and all weapons disch;~rged into it merrly leed ihe Inatlcr- 
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The mulrilaser i \  a rap~d firing laser that uses a r~~ultiple barrel engage n series of targets In rapid succession. It produces a 
contigurat~on to reduce a standard laser charge Into a series of series of dihtinctive pulsing blasts when f~ red ,  rollowed by 
rapid pulse?. The r e s ~ ~ l t  is a ucapon which retains some of the explosion\ as thc laser energy shells strike the target and 
renowned penetrative power ol'rhe lascannon but which can explodc. 

I I I 
0-20 20-60 + 1 - 6 D4 -1 D6+D4+/ Susta~ned flre - 3 d ~ c e  ! Move or f ~ re  

I 
I I 

The Shuriken S t ~ r ~ e k e r  c a n n o n  [I ' ldar:  R i . ~ n / ~ i ~ t r ]  I S  an 
upgraded ver'iion of the zhuriken catapult with a longcr barrel. 
I t  ha\  hccn conscl-ucted s o  that i t  can fire either normal 
sllul-iken amlnunitlon or the 5hrieker ammunition IEldar: 
M o i ~ r r c . h ] .  The special shrieker ammunition i5  hollow and 
contains ;i genetically tailored en~yme-based serum. As the 
rnis\ile hits its target the centripetal forces created by the 
>pintling disc tbl-cc the toxin through microscopic hole5 in the 
.;huriken's spines and into the target. The characteristic 
..hr-ieking noise is caused by the rush of air into thc hollow 
misslle as serum is forced into the victim. T h ~ s  noise prompted 
the Imperial troops to y v e  the weapon its name of Shrieker. 
The el'fccl o f  the serum i c  discussed in the special ~.ules. 

SPECIAL RULES 
With normal iimmunition. the cannon may use ~ustained fire. 
The 5pcci;ll shrieher ammunition must be individually loaded 

Oncc a target has been affected roll 2D6 during his movetilent 
phase and move the victim this number of inches in a 
randomly deterrnincd direction squad coherency is ignored. I f  
the 2D6 roll result is either a 7 or any double, the serum ha5 
reached its potential and the victim explodes. Place a I "  r a d i ~ ~ s  
area effect marker ovcr the exploding victim: an) targct 
within the area automatically take:. a single a u t o m a t ~ c  
Strength 3 hit causing I damege point if effective. I f  the 
victim does no1 explode during his first turn o l ' r ~ ~ l d o n i  
movement. he will continue to stagger around randomly 
during his subsequent movement phases until he either 
explodes or leaves the table. The vic t i~~i  1iiav do nothing clsc. 

.Any squad whlch has one or more of il:, mel~~her!, within 2" of 
a shrickcr victim at the start of their movement phase must 
take a Break test. This applies to troops from either side. and 
will inevitably apply to the t a r ~ e t ' s  own unit assuming that 
nol.nlal squad coherency has been mninrained. 

and so ma! nor use sustained fire. Decide which ammunition 
type you want io use before firing. 

Normal churiken ; ~ n i m ~ ~ r ~ i t i o ~ i  is fired in the usual manner. 
Work out hit\. damage and remove casualties in the usual 
way. ' l 'h~s  anlmunit~on may be used against vehiclcs. 

Shrieker ammunition is worked out differenlly: i t  can only 
affect Ir\,ing crvature,;, and has no effect on vehiclcs. Roll to 
hit as normal. If the target is hit make any permitted saving 
throw with a -3 niodifier. I f  this is failed the shrieker has 
delivered its lcthal serum illto the victim. 

The serum works in a very complex and unpleasant manncr. 
combining with the victim's own genetic material. twistlne 
and distorting tissues, and causing organs to malfunction in a 
spectacular fashion. Eventually thc victim is driven into a 
violent delirium a<. the serum reaches his brain and he loses 
control ot  his body. Afterwards the pacc of the constantly 
replicating genetic serum reaches a fever pitch and the tissues 
react explosively, killing the victim in a particularly horrifying 
and untldy manncr. 

44 
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The Cyclone I S  dc.;~gned to ovcl-come the mcchan~ca l  
restriction5 of thc tactical dreadnought suit a worn bq the 
Terminator squad': of the Space 'Marines. 

rhcw suit:. are so cumbersome that ~t is extremely difficult to 
carry heavy weapons. Bccause the Terminators are an elite 
force. mended to undertake the toughest and most dangerous 
mission!, either in thc depths of space o r  on thc most 
hnzardou:, battlefield. various modi1'1ed support weapons have 
becn created ~u provide additional fire cupport without 
affecting [nobility or colnpromising accuracy. 

The Cyclone is ideally suited to this purposc. I t  has been 
developed FI-om salvo firing ship-to-ship short range killer 
rnisiles. I t  is loaded with twelve krak ~liissilea, each primcd 
lor maximum concentration of fire effect. These can be fired 
\ingly or i n  rnasscd salvo5 of flaming destruc[ion. 

SPECIAL RULES 
'l'hc following special rulcs apply: 

I The Cyclone is built into the armoured suit of the 
Terlrliliator and any weight or imbalance it 

compensated For by attitudc sensors.  gyroscopic 
s [ ab i l~se r s  and ,uspinsors .  As a ronsequencc the 
Cyclone does not incur weight or movement pcnalties. 
However. ~t may not be used by any other troops. 

I 2 The Cyclonc gurdance \y\tcnl i \  l~nked Into the laser 
gu~cler uper,red n) ~ n e  ...~.Y's ,eft hand. The lasir guidcr 
\hoot\ a l a w  11:ht l ~ n e  towards thc~ taryt.1. v ~ s ~ h l e  vla 
the fircr 's  head-up v~deo-viewer  screen projccted 
holographically in front of his visor. The sanie laser 
guider is used to tr-lager the weapon. The laser guider is 
fully integrated into thc Terminator armour's onboard 
targeter system. The Space M~trine may fire either one 
or a salvo of missiles and LISC the guider to guide the 
missiles to their target. The +I o n  the to hit modifiers is 
due to the effects of the guider. which make the svstem 
cqually accurate at long and short range. Combined 
with the targeter thi\ gives the Cyclonc Launcher a +2 
bonus to hit. 

The Space Marine may choose to ignore thc guider 
system and just fire missile.; over open cights. In  this 
case the firer is rree to fire any weapon in his ripht 
harld. The model may thercfore shoot twice. once wlth 
the Cyclone and once with his other weapon. Howevcr, 
when firing in this wa) the ~ u i d e r  laser cannot be used 
and thc + 1 to hit bonus does not applj, to either shor. 

The Cyclone is loaded with 12 krak missiles. The 
player must record how many missiles have been fired. 
The Cyclone is loaded and armed prior to battlc and 
callrlot be loaded by the operator durine; the game. This 
means that once the Marine has fired 12 shots from the 
Cyclone he cannot fire that weapon again. 

The Cyclone may fire a single krak missile during the 
shooting phase. This has the same effect ns  a 
conventional missile launcher krak missile. 

Strength Damage Save Modifier Blast Area 
S D l 0  -6 None 

Instead of firing a single missile the Cyclone may fisc 
some 01- all of its remaining missile; to produce a 
saturation effect ot'tire and devastation called a salvo. 

A Marine musr have at least 2 mi<-iles left to fire a 
salvo. A salvo is worked out as follows. Roll to hit as 
normal and position a blast template with a diameter of 
112" for every missile in the salvo. 'l'he more missiles 
are fired the largcr the blast will be. St re~~gth ,  damage 
and save rnodifiers remain the same as for a single shot. 

If a Terminator equipped with a Cyclone is hit by 
enemy fire there is a chance that his entire stock of 
missiles will be accidentally fired off in a single salvo. 
Roll 2D6: if the score is 11 or 12 the Cyclone activates 
immediately. Roll on the Catastrophic Launch Chart. 
Note that result 1 on the Catastrophic Launch Chart 
also takes place if a hit and misfire result are rolled for 
scattcr with the Cyclone. 

D10+D6+8 See above 
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1 Explode. All missiles cxplode i in~ncdiately! The 5 Missiles move randomly. . i l l  remaining missiles 
Space Marine 1s torn apart in a spectacular launch sl~nultaneously in a s ~ n g l e  unguided salvo. 
pyro~echnic display. Assume that all missiles have The salvo vcers ;!round the tablc without Llic bcnefit 
exploded in a siilvu and place the appropria~t: blast of direction, i t ?  guidance syhteln completely non- 
marker on the model. Other models are affected as functional. Move the missilc~ 2D6" straight ahead of 
normal if they are within thc blast area. the Terminator. If a target lies in the missiles' path the 

salvo will hit i t  and cxplode, otherwise thc ~ n ~ s s i l e s  2 Fire at nearest target. All rcnlaining missiles launch 
will change direction randomly (roll scatter dice for 

simultaneously as a single salvo, guided to their target 
directjon) and travel a further 206". The ~nissiles 

by the random position of the laser-guider in the 
continue to vcer around in this way until they leave Space 4larinc'. Ief~ hand. Thc missiles are 
thc. table or hit something. 

automatically gu~ded  to the nearcst possible [aryet 
with~n a 90" fil-i. arc of the Marme':, front. 'rhls may 
well be another fpdce .Marine or some other friendly 

3 Fire at most dis'fint target. All reinnining missiles 
launch si~nultanenualy a\ a single salvo. guided [ ( I  u Fire missiles separately. The gyroscopic s~ah~l isers  
their target by the random position of the laser-guider which counterbalance the ('yclone ~iialfunction and 
in the Spacc Marine's Icft hand. The missiles are thc Space ;Marine is Ypun round and round firing 
automat~cally guided l o  thc most dislant poss~b le  mizsiles in rancloin direction\. The remaining missiles 
target within a 90 fire arc of the Terminator's front fire off one at a t ime. For each missile in turn. 
and wirhin the Cyclone's range. The miwiles pass determine a randorir direction using the scatter dice. 
over closer targets withour exploding. l 'he niissile hits thc first tarpet within I "  of a direct 

1 Fire straight ahead. All rernirining missiles launch line drawn in the d~rection shown. As each missile is 
simultaneously in a single unguided salvo. Without fitsd the model i h  jarred inro a new position ready to 
the benefit of the missiles' laser-guider the salvo is I'ire the ricxt rnishile. Once a11 missiles h;t\:c been fired 
fired straight ahead and lands D6 x DIO" irnmediatelj. the syrtcm shuts down and the Space Marine is 
in front of the Space Marine. unharmed. 
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SUPPORT WEAPONS 
1 The weapons in this section are generally deployed to provide support for infantry 
' 

and vehicles as they advance. Most are not man-portable, being far too heavy to 
1 carry. Instead, they are fitted to their own mobile carriages so they can be moved 

around the battlefield. 

The battle cannon IS a very large version o f  thc auto-cannon only be mounted on a veh~cle, we have ~ncludcd it here tor the 
which fires an even bigger shell and is correspondinyly more sake o f  cornpletencss. Battle cannons are featured i r ~  niany oi' 
powerful. I t  is amongst the largesl and most destructive of thc the qpecial modelling conversions described in  Whitc Dwarf'. 
weapons used 011 the battlefield. .9lthough the battlc cannon i \  and form the main armament for vehicles such as the lmper~a l  
far too lar_re to carry. and i s  basically a *capon which can Baneblade and the Ork Gobsmasha. 

3D6c8 2" Rad~us blast area 
Vehicle mounted only 
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The conversion beam projector or 'bea~nes' projects a high- 
intensity energ) beam which converts matter to energy. The 
dsnser the matter penetrated by the beam the more enerpy is 
converted. so that a particularly solid target will explode and 
,;halter apart with a fearsome rending ~ioise.  The bealner is 
therefore the  deal weapon to use agalnst vehicles. bulldings 
or other large. solid targets. Its disadvantage i s  \hat the energy 
corivcrsion takes a littlc tirnc to bu~ ld  up. so a fast moving 
target may be able to escape the beam before any harm is 
done. The beamer itself is exceptionally large and bulky. 

eay11) than he would be able to dodge a ?hot from a bolter or a 
laser. Thc \core to hit is thercfore reduced hy a variahle 
amount which depends on the maximum move of the target. 

Recause the beamer uses the target s own mass to crearc an 
explosion. the targct's norrnal Toughnc,,. ratinp offcrs no 
resistance. In fact. the denser and harder the target, the griatcr 
the molecular agitation and the moll: g:ftective the v~eapon 
become>. To ripresent tllis thc beamel alway), causi:. da111qc 
on a fixed dice scsult. 

rttcli~iring a huge power source to ieecl the piant capaci101.s 
ivhich line the projector tube. To overcome this immobility 
conversion beamers are usually mounted on a self-propelled 
n,heeled c a r r i a g ~  for battlefield support. The crew o f  the NO F.!'!ccI Damage ('allqed 
beamer control i r  from a safe d~st;lnce with a radio control Dh Rnll 1 01. 7 3. 4. 5 or 6 
transmitter. 

SPECIAL RULES 
The normal arrnour based savin? throa is ignorc.d for burner. 

arlnour is debtroyed as eas~ly  as other substances. 
-The bearner is so heavy that it can only move under its own 

The size of the resulting blast \ a r i e ~  according to range ah thc 
power. Ir may move up to 4" in the movement phase so long as 

heam diverge\ Clme to the weapnn the beam is right and \o 
a crewman remains within 4" - t h ~ s  belng the effective range 

the radius is smaller. Further froln thc weapon the d~\,er.qlng 
I I ~  his radio control box. 

beam affects a larger area. so the radius is larger. The blast 
\ conversion bcamcr may not move through difficult terrain area at shon rang2 is I I/?" increas~np to 1" at long range. 

(11. ov'r oh\taclez. The weapon can be turned to face any 
d~rection withour rccourse to the control box. but I I  cannot 
other\* he mo\cd unless i t  1.; towed by a vehicle Brcauw 
[he conver s~~r l  hzalner requlrz\ ;I re,~\onable time to b u ~ l J  u p  
power for firing, i i  cannot move and fire during the samc turn. 

Zs the weapon is a distinct piece of equipment it is considered 
to be a separate target from its crew. At short range an enemy 
may select either of the two crewman or thc weapon itself as 
[he targel. A( long range shots are randornised between the 
gun and crew. If either crewman is killed the weapon may still 
continue to move and fire so long as the other crewman rs 
alive. If both crewmen are killed the weapon reniains on the 
[able hut is rlfect~vrly useless. 

It' the ucapon is shot at i t  is considered to have an armour 
\ aluc of I0 as if it were a vehicle. The attacking playcr rolls to 
penetrate the weapon s armvur and if the armoured casing is 
pcnctratcd the heapon is au~vmat~c~l l ly  destroyed. Crewmen 
M hose   capon ha: been dcstsoqcd ma) continue to f ~ g h t  
independently, join other support weapons as spare crew or 
take over a support weapon which has no crew. 

TO HIT PENALTY 

Target's M~xirnllrn Movement 
0-2" 2-3" 3-5" 5+" 

To Hit Penalty -I -2 -3 -4 

When Firing the bearner roll to h ~ t  the chosen target as normal 
but because the beamer takes a few moments to build up its 
power. an agile target may be able to dive out of the way more 

I RANGE OF SHOT I 

When used against a \,ehiclc or dre:~tlnoupht the beamer ma). 
atfcct morc than one locatinn as i t  ha5 :I burst marker. Each 
location cnvered by the burst marker u,ill he attacked 
separatel) The amount o f  armour penetrated is nor worked 
out in thc normill way. instead the thickness of armour 
penctratcd is shown on the table belou.. Roll to penetrate each 
area. For cxumple. against an armour thickness of 9-1 1 the 
player would roll 3D6 xcorinp somewhere bctween 3 and 18. 

THICKNESS OF TARGET'S ARMOUR 
1-4 5-8 9-11 12-14 15+ 

When used against building< the beanier also uses the ;IrmoLlr 
penetration table shown abo\c. The thicker and strongcr thc 
substance, the more powerful the beamer's effects becomc. 30 

that even plasteel and armaplas offcr no sure defence. 

I 
0-20 20-40 - I  ; See above 06 See above 1 Spec~al ' 1 Move or f~re See abov~ 
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SUPPORT WEAPONS 
I 

I ' h r  diston or D-cannon is an kldar weapon that makcs use of 
the same warp-tcchnolog) that enables spacecraft to move in  
and out of  warp spact:. The weapon emits a low droning noise 
uh i ch  bu~ lds  i n  pitch until 11 fires wi th a high pitched shriek. 
spewing a bear11 o f  impenetr.ablc blackness towards its targct - 
a momentary rift bctween real space and the warp. The target 
is enrncshed in blnckrless and wrenchcd momentarily between 
warp \ ~ ? x e  ;\lid reality. The ~nasbi\ i :  internal distortion this 
causes tears the target apart. and usually de.;troys i t .  L i v i ng  
creaturca are instantly burst apart. while vehicles and other 
constructions are I-ipped to pieces and wrecked. Local spatial 
d i . . tor t io~l  around the tarpet may also cause somc apparent 
movement o f  nearby troops as part o f  the fabric o f  reality is 
t ~ i s t e d  a ~ i d  di\;torted. The only d~sirdvantage o f  the wcapon is 
i t 5  inacciiracy. Ine\itable with a weapon which d~storts \pace 
as i r  i s  fired. The D-Cannon is ~ i lo~rn t t 'd  on a special anti-grav 
platt'orm. enabl ing it.; c rew o f  t ~ v o  to rno\.c it c; l \ i ly  into 
position 

SPECIAL RULES 
The D-ci~i inon i so henby that ir can only 111ove under irs own 
gravit ic po\tc.r Il 1112). be t~ i rned to face any direction and 
~ n o ~ e d  up to 4" in the mo\.ement p h a x  artd require.; only one 
of  ita two  crew member.; to move i t .  The weilpon may not 
Inove through d j f f i cu l t  terrain o r  over obstacles. 'l'he O- 
Cannon rcqulre5 a reaao~~able time to prcpare for firing. so i t  

canrlot rno\.e and Eire dirrrng [he same turn. 

I3ec:1use the weapon I:. a d ~ \ t i n c t  piece o f  ecluipment i t  is 
considered to be a separate carpet h-om its crew. At  short range 
an enclny 1113) select (cithcr o r  the crewll len or  the weapon 
i tse l f  L I ~  the tarper. A t  l ong  range shots are randomised 
betueeri the g u n  2nd c reu .  I f 'e i ther creu lnan i h  k i l led the 
v.eapon niay .;till conlir~cro ro nlo\.t: and fire so long a \  the 

I f  the weapon IS shot at i t  is con~ ide rcd  to ha\< an armour 
value o f  I 0  2s if it were a vehicle. The attacking plajer rolls to 
penetrate the weapon's armour and i f  the armou~.ed casing is 
pcnctrated the weapon is automatically destroyed. Crewmen 
whosc: weapon has been destroyed may cont inuc to f ~ g h t  
indcpendently. jo in other Eldar Guardian support ucapons as 
hpase crew or take ovcr Eldar support weapons which have no 
crew. 

The inherent inaccuracy o f  the distort cannon rneans that i~ i h  

equally l ~ k c l y  to hit whether used by skilled or raw troops To 
a n  extent there is always a degree o f  unpredictabi l i ty ,  as 
\hould he cxpected when dealing with a device which affect.; 
the spatial fabric u f  the universe. The special distort h i t  system 
is used to determine hits a:, follows: 

I Place the 2" radius Llistort Area ternplate over thc 
intended targct. 

7 Roll a tatter dice. .4 hit means the template remain\ 
whcre i t  1s. I f  you ro l l  an arrow move the ternplntc 
D6" in  the dtrection indicated 

3 Now rol l  another scatter dice and repeat step 2 

The Final position o f  the template indicates whel-e the cannon 
hrls and a l l  target> whol ly I n  the area are hi t  automatic all^: 
those partially within i t  are hit on the D 6  ro l l  o f  a 4. 5 or 6. 
Most v ih ic les are so large that they w i l l  nearly always be 
affected - and wi l l  therefore be hit on a 4. 5 or  6.  This gives 
vehicles a degree o f  protcction and makes up for the loss o f  
the armour penetration roll to some extent. ,ill targets which 
:~ri: hl t  must make an immediate Distort test to determine il 
they survive. Survivors may suffer further effects o f  spat~al 
displacement as shown later. 

D6 Roll Result 

I - ?  De.clro\rd. Target entlrely destroycd. 

5 Di.~plnced. Target unharmed but moved 
physically by spatial displacement. See 
Displacement teqt. 

I 
I ~Moved. Target unharmed hut rt~oved 

physically 2D6" in  a random direction. 

O n  a Distort  test rcsult o f  a 5 the rnodel is unharmed but 
moved to a totally new position on the tabletop, possibly into 
the alr o r  even under the ground surface. 

.4lthough unharmed by the distortion o f  space, the target may 
suffer damage as a result of  its displacement. Rol l  a D 6  and 
consult the Displacement Tcst Chart. 

1 
0-16 16-32 See spec~al rules Spec~al Move or flre. See above 

2" Distort area 



SUPPORT WEAPONS 

I Target moved to a random pusition on a randomly 5 Target moved 2D6" in a landom dil-ection and into the 
determined table edge. air approximatel) I0 metres. The target drops to the 

ground like a stone. sustaining an autonlatic hit with a 
2 Targct moved 4D6" in a randon] direction. Strength of I O  causing D6 damage. If the target i:, ti 

3 Target moved 6D6" in a random direction. vehicle or part o f  a building, any models directly 
underneath are hit on the D6 roll of 4. 5 or 6. Any 

J i'arget moved D6" and inverted. If the target is  a 
models hit automatically sustain n Strength I0 hit 

vehicle it i s  unharmed but upzide down. Any weapons cau ;inp D6 damage In both the case of the rarger and 
iliounted on the top ol the vehiclc arc unusable; \ide any models caught by falling material. no arinour 
mounted weapons may be used normally. The vchicle saving throws are allowed. 
is i~nrnobile but Inaj continue to fight. If the target is 
n foot 111odel i t  must spend its following movement Hit Strength Damage Sovc 
phase standing up again. -\utomat~c 

6 7arpet moved 1D6" in a random direction and under 
the ground to a depth of approximately I O metre!.. A\  
the target ittteliil~ts to warp into the space occupied by 
solid rock. [he co-cui\ te~ice of molecules causzs a 
massive explosion. Place a 2" radius blast te~iiplate 
O V C I .  the spot.  ,211 model3 in the bl;ijt area arc 
automatically hit and su\taio a Strength 6 hit causin: 
D6 damage and with a save modifier of -2 on any 
#a\,?'.,. 

The rapier lase!. d c ~ t r o y e r  is a m o b ~ l e  anti- tank weapon the target. Loll; ranFe $hot\ are randumi:.ed hrr~vee~i  the gull 
niounted with a four-barrelled laser known as a rapier. The and crew. I f  either crewman 1s killed the weapon may st111 
\\capon's four separate laser chamber!. are designed to focuh continu,: to mo\,e and fire so long as the other crewman i~ 
\\.ith precision accuracy at a single point. A tremendou. alivc. If '  both crrwrnen as* hilled the wcapon rcmains on the 
arnount of laser energy can be directed against ihe target. table but is ct'l'ecti\;el) useless. 
making the rapier far more powerful than the lascannon. 

I f  the weapon is shot at i t  i s  considered to havc an armour 
Howcver, the rapier is so heavy and bulky that i t  has tu be 

value of 10 as if i t  bere a vehicle. The atracking player roll5 to 
!r,~rispor.ted on a specially-designed rnotorised track unlt. I'hc 

penetrate the weapon's armour and if the arrl~oured casing is 
crewmen control the rapier's firing nntl rnovrment with a 

penetrated thc weapon i s  autom;~tically destroyed. Crewmc~i 
\pecial radio control box which they earl-y. 

whose weapon hit.; been de\troyed mily coiirinue to Fl_cht 
independently. the) nia) join other rapiers a:. \pare crew or 

SPECIAL RULES (hey can take over a rapier which has no crew. 

I Iic raptel. is so heavy that i t  can only move under its own 
power. I t  [nay move up to 4" ~n the movement pha.se so long a!? 
a crewman remains within 4" of i t  - this being the effective 
range of his radio control box. Thanks to its all-terrain track\. 
rhe rapier. laser destroyer can mote  through difficult terrain at 
half pace and crosb obstacle5 up to I "  high without penalty. 
Thc rapier may not m o w  and firc in the samc turn. 

The weapon ha< a 45 fin, arc to its front. This arc is smaller 
than usual, but reflects the. precisc way in which the weapon 
focuses on it', target. If you have to move the weapon in order 
tu bring i t  within thic fire arc then you cannot fire that turn. 

Because the weapon is a distinct piece of equipment it is  
considcrcd to be a separate target from its crew. .2[ short range 
an enemy rnay select either crewman or the wcapon itself as 



SUPPORT WEAPONS 
I 

'l'he 111olc Inortar or moler i b  an ingcn~ous ~nvent lon  o f  the 
Squat tngineers Guild. It has been copied by the l~npcr ium for 
use by its Ibrces. and has been adopted by the Imperial Guard. 

The mole mortar iiri..; a burrowing sub-surface missile, or 
tunnel torpedo. into the ground. The ~nishile ~LII-I-ows its way 
towards ~ t c  target. bypassing al l  surfacc hazards and defences. 
and then cnicrpes From the ground underneath it. The torpedo 
i t s r l l i \  a t4ery sophistic;~ted self-guided device able to track its 
target through solid rock. Thi5 i h  obv~ously very useful to the 
Squats. whose wol-Ids are usual ly rocky and whose sub- 
wrface fortres\cs are invulnerable to ordinary artiller). 

Beca~~se  o f  its unique mode o f  operation rhe procedure for 
usin: the molc mortar is slightly different to normal weapons. 

First, the player nominates a target point - this may be any 
point on the tabletop. 11 does not have to be a specitic model 
and i t  can bc in any d~rection. Howevel.. the target point must 
be visible to at least one o f  the mortar's crew. either the firer 
or the spotter. 

Second. the player r o l l  a D6 to test for the mortar's accurac) 
on the Mole  Mortar Accuracy Chart. 

SPECIAL RULES 
The runnel tol.pedo canno! be aimed at a point within 12" o f  
the weapon. but i f  the torpedo'\ guidance system ~ o c s  wrong 
i t  is possible that a shot [nay go o f f  target and acciden~al ly 
explode w~th i r l  17" o f  the mortar. 

'l'lie rnortar has a crew o f  two. although onl) one i5 necessary 
to  opcrate i t .  The other c rew member acts as a f o rwa rd  
observer or- -spotter' and may Iiiove away from the weapon 
and rhr operntur. The $potter 111alntains a communicatioli I ~ n k  
wi th the mortar and 11s fires. and may instruct the rnortar to 
fire at targets which the \potter can see but which the fircr 
cannot. Should the weapon's crewman be ki l led the spotter 
riiay return to the weapon in ordcr to operate i t .  

1 Qff' Target .  Thc torpedo's guidance >yhtc111 
draw!: it off-target. Randomly determine scatter as 
nomal thcn re-roll on this chart -. i f  the torpedo's 
guidance system mall 'ul ict ions a sccond t ime 
work out scattcr and roll on rhi\ chart again. 

7 Ai rburs t .  The torpedo cmcrges on target. spins 
out o f  the ground and explodes in  a devastating 
airbunt. Work out damage as dcscribcd below for 
an airburs!. 

, 1 Surface Burs t .  l'he tol-pedo emerges on target 
and explodei as i t  breaks the surfacc. Work out 
daniape for a surface burst. 

5 {;round Burst. The torpedo tunnels its way up to 
the sub-soil and exploclea w h ~ l e  still embeddcd in 
the ground parrlally muff l ing its efl'ect Work out 
damage i'or a ground burst. 

6 S u b t e r r a n e a n  B u r s t .  T h e  torpedo becomes 
~ r n b e d d e d  i n  so l id  rock  or  hi ts some other 
ob<tl.uction I t  explodes deep under the ground. 
W o r k  out damape as descrtbed be low for a 
:.ubtcrranean burst. 

To  work out damage consult the Mole Mortar Darnagc Chnrr. 
which shows the sizc o f  the blact marker, strenglli, d a l i i a f ~  
caused. and save modifier for each burst type. 

Rlast Strength Damage Save 
Radius of' Hit Caused 9lodifier 

Airburst 3" 3 I -2 

Surfacc 7 " J I -2 

Ground I ', 4 I -2 

Subterrunenn DI" 3 I -3  

A gl-ound or  subtcrranean burst leaves a permanent crate!- 
equivalent i n  size to  the blast area o f t h e  bho!. Parts o f  a 
building lying over a cratcr w ~ l l  collapse. Any vehicle which 
lies 50% or  more w i th in  the crater area i b  brought to ,In 
immediate halt, and must roll a 5 or 6 on a D6 at thc start o f  it:. 
movement phasc before i t  can move (vehicles wi th tracks ma! 
move on the roll o f  a 4. 5 or 6). An) other models within the 
crater are thrown to the ground and may not move in their 
ro l lowing Illovetiient phase other than to get on their Feet - 
they may shoot weapons as normal at targets they can see. The 
chart below summarises thc rules for craters. 

Vehicle Vehicle on Trooper 
Ituildine in crater cdec ot'cratrr in crater 

Collapses Immobile 5 or 6 to escape Miss one move- 
(4.5.6 i f  tracked) ment phase 

See s~ec~a l  rules Heavy - 2" penalty 
Move or fire See above 



SUPPORT WEAPONS 

'The scartcr laser (Eldar: Sierbnl~n) was originally devised by 
the Eltlar. for use by war walkers arid dreadnoughts, though the 
Eldar Guardian support units use a vercion fitted to the Eldar 
anti-grav platform. The weapon comprises six separate laser 
chambers which can be fired simultaneously, at the same or 
different targets. The scatter laser is s~milar  to the mult~laser. 
bur more refined. and is only used by the Eldar. The Eldar 
;~nri-grav platform is used to mount hravy weapons which are 
roo heavy to he carried by foot troopers. such as the lascannon 
arid the heavy plasma gun. 

SPECIAL RULES 
Tht  scatter laser is so hcavy that i t  can only m o w  under thc 
p o w r  of its anti-grav platfor~i~.  It may be turned to face any 
t l i rec t~on o r  moved up [o  4"  in the niovement phase and 
requires only one of its two-man crew to move it. The weapon 
ii.ray not move through difficult terrain or ovcr obstacles. 

The platform-mounted weapon is considered to he a separate 
target from its crew. At short range an enemy may select 
e~ the r  o f  the two crewmen or thi. weapon itself as the tarpet. 
Long range shots are randomi~cd between the pun and crew. If 
either crewman is killed the weapon may stjll continuc to 

movc and fire su long as the othel- crewman is alivr. I f  both 
crewlncn are killed the weapon remains on thc table but i:. 
effecti~ely useless. If the weapon is shot at i t  is considercrl to 
have an armour  value of I0 a if i t  were a vehicle. The 
attacking player rolls to penetrate the weapon's arrnour and if  
the armoured casing is penetrated the weapon is automatically 
destroyed. Crewmen whosc weapon has been dcstroyed may 
continue to fight independently. join other Eldar Guardian 
support units as spare crew, or take over an anti-prav platlhrln 
that has no crew. 

The scatter laser may fire up to six shots during its shooting 
phasc. Each shot may be fired at a different target if the player 
wishe!,. but the second and any subsequent targets must lie 
within 6" of the first. The player muzt designate how marly 
shots he's going to take at each taryet before he rolls an) dicc 
to hit: "three shots at that Space Marine squad and three at the 
Land Speeder" for cxample. 

I f  you want to use lascannon or h e a ~ y  plasma zuris on this 
platfor~n thcn all the rules for crews and mobility apply a \  
described above. Lascannon and heavy plasma guns mountcd 
in this way niay move and t ~ r e  but heavy plasma euris must 
still recharpe as normal. 

I I I 
1 0-20 20-60 1 +l  - 1  I D6+6 1 See above i l 

The Tarantula is a semi-robot~c weapon system capable of 
moving and [iring i t <  weapons under the directron of 11s 
controller. It..: base has four broad feet into which are built 
g r ~ ~ v i t i c  reaction jets. These can lift arid gently hover the 
Tar;lntula into pocition, enabling the weapon to draw a bead 
on i t5  target without exposing the firer. The Tarantula is 
d r igned  to carry a pair of weapons, both co-ordinated to fire 
at the same target. Various types of weapons can bc fitted I(> 

the Tarantula, but lascannon are among the most popular. 

SPECIAL RULES 
Thc Tarantula can only move undcr its own gravitic power. 
The crcwman is able to control the weapon's movement and 
 hooting with his control box up to a distance o f4"  away. The 
Tarantula may be moved up to 4" in the movement phase. but 
is not able to move thruuph difficult terrain or over obstacles. 
'l'hc Tarantula can movc and fire in the same turn, this is one 
of its strengths and one which makes i t  especially valuable. Its 
weapons can also fire in an) direction. 

Because the weapon is a d i s t~nc t  piece 01 equipment I t  is 
treated as a separate target from i t \  crewman. At bhort ran!lc 
an enemy may select to firc at either the crewman or ttic 
Tarantula. assuming that he i \  able to see hnth. At long range 
shots ;Ire randomised. If the crewman is killed the weapon 
remains on the table but i \  effectively ~rscleqs. I f  the Tarantula 
is shot at i t  is considered to have an arrnour value of I0 a:, if  i t  
were a vehicle. The attacking player roll:, to penetrate the 
weapon'h armour and if he zucceeds the weapon i.; dcstroyed 
autornarically. Crewr~ierl whose weapon hay been destroyed 
niay contiriue to fight indcpendently. join other Tarantulas as 
spare crew or take over a Tarantula which has no crew 

The Tarantula is an adaptable mount and can bc used to mount 
any pair of  normally shoulder carried weapons of the Tame 
type: eg  two hcavy bolters. two autocannon. c tc .  Both 
weapons art: fired at the same target. Roll oncc to hit. I f  a hit i.\ 
scored then both weapons hit: if a miss i \  scored bc~th weaponk 
miss. 

The profilc below hhows the details for I:~scannons. 

I 
0-20 20-60 9 Spec~al Two shots Roll once to hit 1 Twin larcannon See above 
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b 

The quad launchcr I\ more coinmonly known as the thudd guii 
on account ol'thc rhythmic and distinctive thudd-thudd-thudd- 
thudtl norse that i t  makes when fired. The thudd pun was 
invented by the Lngliieers Gul ld  u f  the Squat Hvmeworlds, 
a l th i~ush i t  is :,upplied to the Adcptus Mechanicus who have 
copied the cle\ign. 'i'he weapon launches a close salvo o f  four 
.;hots. producing a pattern OF four bursts on the ground. I t  i s  

unuiually hcn\,y and for this reason is always mou~l tcd  on its 
own  special motorised tractor i lnlt. The thudd gun's crew 
carry a ~pecjci l  radio control box with which they control the 
weapon'\ mo\cn lcn t  and t ' i r~ng.  rhe  crew are able to lob  
s a l ~ o s  h igh  i l l to the air. hoping they w i l l  Izlnd o n  unseen 
enern!. formation,, or building5 held by the roc. 

know lor  5ure. although thcy may have borne idea thank< to 
information passed to them via their helmet communicators. If 
a player wishes to  f i re the thudd gun  s p c c ~ i l a t i v e l ~  the 
I'ollowing rulcs apply. 

1 The playcr declares that he is f ir ins speculatively in 
his shooting phase. A small ~narker is placed on the 
target point. The target point need nor bc a :specific 
model. i t  can be any point on the table wi th in the 
weapon's max imum range. T h i s  represents the 
trooper setttng the range and place he wants to hit. 

2 The player does not $hoot the weapon that turn. 
Aligning the weapon tn begin spcculat~ve fire t a k ~ s  
up the whole turn. 

SPECIAL RULES 3 The  thudtl gun must rcmain  stationary f o r  the 
remainder of the turn. throughout thc enemys> turn. 

The \\.capon IS bo hea\,y that i t can only 111o\c under its own 
and unti l  its h)l lowing shootins phase. I f  i t  moves 

power. I t  ilia) i i io \c  up to 4'' in the mo\-ement phase so long as 
then the aim markcr 1s moved and the player must 

;I crr\\.man rcmains within 4". this beinp the i.ffecti\e range o f  
t a r t  ovcr again i f  he wants to use speculati~c fire. 

hi!. radio control box 
4 I n  the fo l l ow ing  s h o o t ~ n p  phase. aksuming the 

;\ thudd gun r11;i~ liot mo\e  t h l -ou~h  diff icult tcrrain or n\.er 
obsracles. The tvcapon can be turncd to face any direction 

model has not moved. thc thudd gun may fire at the 
target point all-eady marked. Make ;I norinal rol l  to 

\vithout recourse to the control box. hut i t  cannot otherwise be 
nioved irnless 11 1s toued by a vehrcle. Bccai~se thc thudd gun 

hi t .  po5i t ion thc .l'hudd Gun  Salvo template as 
described be low  and work  out d :~maze as 

require\ a re:isonable time to prepare for I'irinp. i t  cannot nlo\'e 
appropriate. I f  the shot misses work out scatter as 

anti fire during the same turn. 
normal. 

.Ah the weapon is a distinct piece of equipmen1 i t  IS considesed 
to he a separate target from its crc'w. . i t  sllolt rclnge an cnerny 

The thudd gun tjres a barrage o f  shot5 referred to as a salvo. 

may \elect either o f  the 1v.n ctcwlllan or the weapon itbelf' as 
This employs the special Thudd Gun Salvo ternplatc. ~ncluded 

the tarpct. I\[ long range shot\ are I -andomixd between the 
in  the box. Instructions on how to construct the template are 
g ~ w n  at the beginnins o f  the Warhammer 40.000 Rulebook. 

pun and crew. I f  either crewman i> ki l lcd thc. weapon may sti l l  
continue to  move and fire so long as the other crewman 1 5  T l l r  Thudd Gun Salvo terllplate is used as follows. Ro l l  to hit 
alive. I f  both crewmen are ki l led the ueapon remains on the as normal. It' you miss. establish where the <hot lands using 
table but i\ effectively uselesc. the normal scattel- rulec rhen proceed as fo l loa ;. 

I f  the weapon is shot at i t  is considered to hakc an armour 
I Wi th  the landing point established. tahc the thudd 

value 01' 10 az i f  i t  were a vehicle. The attacking player roll> to 
templi~te and position the middle o f  burst I w11ei.e 

penetrate the weapon's arrnour and i t  tlir arniourcd caainp is 
thc shell has landed. The arrow 1s positioned \o  that 

penetrated the weapon IY  automatically destroyed. Crewmen 
it points direct[) back towards the thuud gun (the 6 

w h o x  weapon has been destrobed rllay continue to  I'igl~t 
o'clock position). 

inder~endently. lo in  other thudd puns a\ spare crew or  take . " 

over a thudd pun which has no crew. 2 Rol l  a D l 3  and mo \e  blast 7 so that thr arrow on i t  
corresponds to thc number rolled on blast I. 

When Firing a rhudd gun at a \,isible target treat i t  exactly like 
any othcs weapon. Ko l l  to hit as normal. I! the shot misses 3 Roll ;I D l 2  and movc blast 3 so that the arrow on ir 
then work out scatter to  dctcrmine where to posi t ion the corresponds to the number rolled on blast 2. 
special Thudd Gun Salvo lerllplate. The procedure for using 

4 Rol l  a D l 2  and move blast 4 so that the arrow on it 
the tertiplate 1s descsibed later. 

corresponds to the numbcr rolled on blast 3. 
The thudd pun may also be used to fire at targets whlch 

5 .Any  model wholly within an) o f  the b l a s ~  ternplates 
its crcw cannot see. Shots o f  this k i nd  are called 

i x  h i t ,  and any model  par t ia l l y  w i t h i n  a b l ; ~ s ~  
.spec,lrlriri~.e ,fir.c because the crew are speculating 

template i s  h i t  on  a D6 ro l l  o f  4. 5 or  6. Note that 
that there are enemy somewhere in  thc unseen area. 

a l though a model  may l i e  w ~ t h i n  t w o  o r  more 
The player, o f  course. knows fu l l  we l l  where the 

templates i t  can only be hit once. .Make damage rolls 
erieniy are! M-s assume the thudd gun crews don't 

and saves as appropriate. 

0 - 1  12 72 - - j 5 D6+6 Move or hre See above 
4 x 1"  Blast 

54 



SUPPORT WEAPONS 

The Space Mar~ne player fires 
h ~ s  thudd gun at a group of 
advancing Orks. He nominates 
the leadtng Ork as his target 
point and rolls to hit as normal 
The shol misses and he must 
now roll for scatler He rolls a 
d~rect~onal arrow on the scatter 
dtce and a 4 on the artillery d~ce 
ind~cating that the shot deviates 
by 4 In the d~rect~on shown. 

With the new 
landing point 

established. he takes 
the thudd gun template 

and places the middle of 
burst 1 where the shell 

landed. The arrow on the 
template I S  pos~ t~oned  so that it 

points directly back towards the thudd 
gun (the 1 o'clock position). The Space 

Marine player rolls a D l 2  for Template 1 scoring an 8. He novd moves the arrow on 
Template 2 to the number 8 on Template 1.  He repeats this process for the rernalning 
templates. 

It is important to note that although a model may lie within two or more templates it can 
only be hit once. As normal any model partially covered by a blast template IS hit on a 



Grenades are small bombs that are thrown by hand, varying in size from a sphere 
the size of a cricket ball to no larger than a coin. There are many different types of 
grenades in the arsenal of the 41st millennium, designed to cope with a wide 
variety of combat situations. Most troops carry the humble frag grenade but 
assault troops carry a bewildering array of bombs and grenades for assaulting 
buildings, vehicles and bunkers. This section gives rules for the most common 
variants available. 

ANTIPLANT BLIND 
Strength Damage Save klodificr Area Strength Damage Save Modifier Area 

None None None 7" None None None - 7 t *  

\ritiplant is the comriion name given to the many different 
~ypt.> of defoliant zrrnxie.  Thew release a pascous chemical 
M hich c.~use> plant material to .\liribel 2nd die. Thcrc are 
thoucand< of clil'fcrent rypcs of plant life t h r o ~ ~ g h o u t  the 
pulnsy. yoliir of which ;IT-2 very diftcrent to Terran plants. and 
inany tliffcrenc sol-~s of defuliant have bcen developed to deal 
with Ihe~ii. Combat force5 always make sure they carry the 
correct type for the world they arc I'iphting on. so the different 
types are not di>~insui.\hcd in the, game. 

Antiplant has Inan!) uses in addition to the battlefield role of 
depri\ ing encniy ol' co\er.  For example. ~t is uscd to create 
insrmt landing strip>. to clear camp \it?\. arid to preparc areas 
for buildins. The pa.;eous defoliant destroys thc toughest 
foliape. but does not harrrl animal lifc and causes no damage 
to troops or machine.;. 

blind or bal'tlcr grenades are a sophisticatcd type of smoke 
grenade which releahe a cloud of xmoke, ~nfra-red baffler and 
broad spectruni electro-mapnetic radiation, it is impossible to 
see through bliud-sinoke with normal eyesight. and even 
artificial sight aids like infra-red vision. >canners. targeters, or 
bionic eyes have no effect.  No troops rnay shoot into 01. 

through a cloud of blind-smoke, and iven psykers may not use 
their powers if a blind cloud hides their target. 

Any models within the cloud havc the choice of remainin? 
stationary or  moving at half rate in a random direction. 
Models in hand-to-hand combat within a cloud may fight. bur 
as they arc completely blinded they halve their Weupon Skill 
rounding up. 

When a hlind grenade is thrown work out where i t  lands as 
riorrnal. Place a 2" radius area marker. or patch of cotton wool. 
on the spot to represent the cloud of bafflcr smoke. At the 
beginning of each side's  turn one playcr rolls a D6 and 
consult\ the chart below. 

I (-"loud remains unt~l  end of the testrng side's turn 
and then disappears with no further effrct. 

1 2-4 Cloud remains where it is. I 
5 Cloud shrinks to half current radius roundjng 1 

down to nearest 5". I 
1 6 Cloud moves away D6" in a random direcl~on, I 



GRENADES 

Strength Damage Save Modificr Area 

Chokc is a nun-lethal gas which causes anyone who breathes 
i t  in to gasp and choke, making i t  impossible for them to do  
anythins else. Most troops breathe air directly from the 
arrnosphcrc, or air  which is filtercd but not sufficiently 
purified to make any difference to a choke attack. Space 
Marincs wearing power 01- Terminator armour and Eldar 
Ahpect Warriors arc not affected as their arrnour completely 
isolates them from the environment and has its own air supplv. 
Enclosed \,eliicles and dreadnoughts are also Immune as they 
are assumcd to be airtight. Other troops. ~ncluding Space 
Marine Scouts, Imperial Guard. Eldar Guardians and Orks. 
liiust try to avoid breathing in too much of'the gas although 
much will depend upon the wincl. how close they arc, and how 
much a nrning they have. Chokc gas has no effect upon 
daernonic troops. robots. or other lnechanlcal deviccs. 

Throw the grenade. work out whele 11 lands and place a 
1 14." radius blast nlarhcr. or a patch of cotton wool. on the 
spot to repreqent the gas cloud. Models whose bases are totally 
within the cloud are hit and cannot avoid breathing in the gas. 
hlodels whose bascs are partly within thc cloud are h ~ t  on the Modcls affectrd by choke gas fall to the floor c h o k ~ ~ i g  an~ l  
DO roll of a 4. 5 or 6. they stand somc chmce  of  avoidinp cou~hing.  They can do nothing else, and remain incapacitated 
breathing too much gas.  Models hit by the gas make an as long as the gas cloud covers them. Once the cloud disperses 
immediate Choke ILSI .  u r  ~iioves away thcy reco\.er auton~atically. Models which 

have been imrnobilised by choke gas may he innored for 

Troop Type D6 Roll to Choke 

Space Marines, Eldar 
Aspect Warriors, Dreadnoughts, 
Terminators, enclosed vehicles, No effect 

Other Troops including 
Space Marine Scouts, Eldar 
Guardians. lmperial Guard, 
Squats and 0 1 . k ~ .  3 + 

- L . ~ ~ ~  - 

purposes of squad coherency. but they Inust try lo rejoin thcir 
squad as soon as possible once thcy szcovcr. I 
'I'he cloud of choke gas is leR on the table. At the beginning of 
each side's turn roll a D6 and consult the chart below. 

I Cloud remalnh until end of the tcsring side'\ t u ~ n  
and then disappears with no further effecl. 

1 2-4 Cloud remains where it is. I 
5 Cloud shrinks to half current radius rounding 

down to nearest Y" .  

6 Cloud moves away D6" in a random d~rection. J 
FRAG 

Strength Damage Save Modificr Area 

3 I -I 2" 

Frap is the terrn commonly uscd by troops to describe the 
Imperial issue fragmentation grenade. 'i'his is one ot'tht: mosr 
cornmonl) carried grenades among lmpcrial and most other 
forccs. and takes various shapes including the stick-shapctl 
Ork frag stihkbomb. AJ.1 these grenades a1.e des~pned  to 
explode arid fragment causing havoc among unpl-otected 
troopers. Some are quite larpe (the Ork version is a simple can 
on a stick!). but there are special ininiaturc verhions no bigger 
lhan a large coin which fragment inlo hundred\ of niono- 
lnolecular supcr-sharp sliccs and cause considerable da~napc 
despite thcir lack of  mass. Note that frag grenades are 11ol a h  

effective as frag miqsiles fired from a missile launchcr: [he 
latter are 111uch morc substalitial wcapons wit11 a 111oi-c 
devastating effect. 



GRENADES 
L 4 

I HALLUCINOGEN Model5 whose bases are partly within the arca are hit on the 
D6 roll of a 4 ,  5 or 6 - they stand some chance of avoiding 

Strength Damage Save Modifier .ires breathing too much gas. Models hit by the gas make an I None None None I VZ" immediate test as shown below. 

I Halluc~nogcn is an ir~visible hallucinogenic gas which affccts 
troop\ who inhale i t .  I t  has strange and unpredictable effects 
upon the mind. turning victims into slavering idiots, homicidal 

Enclosed \.chicles and dre:idnoughts are also immune a.; they Other Troops including 
are assumed to be airtight. Other troops. including 'Space Space Marine Scouts. Elda~. 

Marine Scours. l~nperial ( ; L I ~ I - ~ .  Eldar Guardians, and Orks. Guard~ans. Imperial Guard. 

11iust try ;IS hcst they can to avoid breathing in too much of the Squats and Orks. 

gas. 

maniacs. or passive zombies. Only troops isolated fro111 their 
environment are safe.  Space Marines wearing powcr or  
Terminator arrnour are not affected, and neither are Eld;ir 
Aspect Warriors: these troops wear sealed a~,mour which has 
tts own air supply. 

The gas cloud is not persistent hut disperse5 a l m o ~ t  
~mmediately. Determine which troops are affected and then 
remo\c the marker. The gas is now assumed to h a ~ s  become 
too dilute 10 havc any furiher cffect. Modcls affected are 
subject to some son of compulsory or erratic behaviour. This 
[nay bc pcrmanent or i t  cnn last for several turns, in which 
case squad coherency does not have to be maintained by 
aFfected model>. If model? recovcr then they will attempt lo 

Troop 'l'ype D6 Roll for Effect 

Space Marines. Eldar 
Aspect Warriors, Dreadnoughts, 
Terminators, enclosed vehicles. No effect I 

rejoin their squad as soon a,, possible. 
'I'hrow the grenade. work out where i t  lands and place a I LC" 
r a d i ~ ~ s  blast marker on the spot to represent the spread of the The effect  of halluc~nogen gas arc determined for each victim 
gas. Models whose bases are totally within thc area are hit separately and may last for one or. several turns. Roll a D l 0  
becausc they cannot avoid breathing in tht. gas. and consult [he Hallucinoyen Effectc Table. 



- GRENADES 

1 Your hond.s and l in~hs ore .c.litn~ terrtoc.les and ~ O I I I -  7 Tire ene117~ ti te o l l  o rou~ ld .  behint1 el'e~? r0c.k. Iritliirc~ 
,fingers iirrn into wrrtlzing worms! You know 1hi.5 is in tlic,firt.srs, in I L I I I I I ~ I ~  beneoth ~ o ~ l r -  fco.  drc~l,l>iil,q 
LOT illusio~z otzd t n  to  sntip out of i t .  doll.ri , f t~ ) tn  the .skie.r on ,yrtr~>- chute.^, F i rc.  ,fire. / ~ r o !  

Roll a D6. On I .  3 roll again on this chart. On 4-6 the It ' s  yo~ r r  o17!\. chance. Keep shooting. Keep ~noi~ir rg!  

model shrugs off the illus~on and suffers no furthel- The model goes completely out of control. shooting 
ri~ndomlv and screaming about the enemy. Dur~np 
the model's own turn i t  is niovcd randomly at 

2 The wor ld i.r spinrling nnd ci,en/hin,q is all,j~rr7ibled normal specd. and shoots its w e a p ~ n s  in a random 
up. Yourjriet7d.r a rc  a l l  speakirrg too,fast. \ o o  ore direction. Roll to hit the f~rs t  model ~n the direction 
 peaking too ~ lo r? , ly  crtld son~ewhere ~ o u  con Iiercr of fire (if  an) ). The model continues to n i o ~ z  and 
inesplicoble I ~ r ~ ~ p l ~ r e r .  The Jirces oro~rnd yorr c,hrrnge firc in [hi\ out of' control state for the irest of the 
info t h (~ , f a~~~ i l i a r , f oces  uf olrl fr iend$, o ld corrlr-c~des. game. 
~zxzrriors long derrd clr7d buried. You ore goirrg t ~ ~ o d !  

At the start of each 01' your following turns roll a 8 Yo11 r f i ~ l l o~c  troo/~e~..c ccr-r or11 to ?( ' I  J , ~ I I !  Tile! ' I ,?  

D6. On the score of a 1-3 the model may do nothing / > r ( ~ b c r l ~ l ~ ~  i ~ - ( r i r ~ r . ~ ,  /11e>. (111 Iz<i~t, J ~ L I  (cir(1 III(,U/I ( ( 1  Ail1 

that turn: on the score of a 4-6 the model shrugs off \.err il\.o~r let the11r. HIII \.at/ ' / - I ?  loo (.I(,I*OI- ro fol l  for 

the illusion and suffers no further effects. t l ~e r r  11-icA.5.' Yo~r '11 $el ilreric,fi'~:c./! 

In ils own turn thc model will attempt to shoot the 
nearest model. he i t  fl-iend or foc. mo\:inp in such a 
way so that i t  can do so. The model continue\ to 
shoot at the neare\t target I-'or the remainder of the 
yarrte. moving toward5 i t  whece thiz does not 
prevent shootinp. 

3 Tl~o~rsonr ls of spiders drop onro yorr. cro\~.l ir lq  in/(^ 9 11 '.s (111 too IIIIICII - /Ire II.~II., /he Ai l l~ng. 1110 e11(111?s.~ 

yorrr or.tnour a t ~ d  i l lside YOLIT clo1l7i11~. .s\t.(~rtn~nq ni i . \e/ .~- .  C l ~ r o i r  ic,nll? dc/~/.t,.~.\c'(I. / / I P  t r o o / ~ r  I. sir.< 
ol.,er !our ]'rice nnd hontls. Y o ~ t j h l l  to rile gro~rncl (1ni1.11 I I IU I I I  tire , e r . o ~ i ~ ~ d  obl i i . io l i . \  /o  c , l~e~.~ / l r i i l ,q  

clnlr,itl,q nn(/ rc.rtrrching your- o\1.11 bof i .  ( I I~(J I I I?( /  / ~ ~ I I I ,  

The model may do nothing while the illusion lasts. Thc model rcmains in i t \  currenr position for the 
At the start of each of your following turns roll a remainder of the game. hurbllng quietly about 'the 
D6: on the score of a 6 the illusion cnds with no horror'. and [nay do nothing clsc. 
further effect. 

10 .S~I(I(ICII!\. if'.s OII .Vj (-Ic(~I.! f ie ~ i x ~ l ~ i l i s  \.orll. ~ ~ I I O I I .  
4 117 the r icarrst  patch of co\*er ~ O L I  J Y P  . ~o t~~e th in ,e  / r o o / ) t ~ r s .  ~ ~ ~ ~ ~ ~ i ; \ ~ ~ / r i t i g .  ir '.Y (111 .TO (LIIIIIJ..' Noi1ri11,y 

nloi,e. sonlerhing 11orr-ible. sonrer/~i17,g c/nt~,qero~i~ ... ~ncc / / c~~ -s  c c ~ l !    no re, i / ' . s  ri 1111,qr i,o.\ttlic.,;oA-a. Yo11 

The model may not mo\e  but must shoot into the 1 ~ g i 1 1  to 1c111~11. 

nearest patch of cover regardless of what. if During its own movement phase thc ruodel mo\,es 
any~hir ig ,  lies within i t .  The  model remains as fast as possible in a randomly determined 
immobile, shooting into the cover while the ~llusion direction. sci-earning hyster~cally.  and gesturing 
lasts. At the start of each of your following turns roll insanely at the nearest troops. The model continues 
a D6. On thc score o l  a 6 the illusion ends with no in this fashion until i t  lea\.es the table. I t  can do 
turther effect. nothing else. 

5 NOIZ, IS  your chntzce ro sl ip ~ c ~ . ' ~ i ~ , j r o r n  the others, 
whi le no-onc i.7 looking. Y ~ L I  'I1 be home Ivithin o 

nseek nnd (111  his w i l l  be j l r ~ t  o bod memon.  

In itz next movement phase the model heads off 
towards the nearest table edge, moving as fast as 
possible and without shootin?. The model continues 
to move until i t  leaves the table. 

6 The sk\, is .so big and widc and invitcng. W11y don 'I 
yocr ju. \ tJ \  into it like 0 hirrl, rol l ing ( ~ n d  r l~mbl inq 
or1 the wind? The indiv id~rol  drops his weapon. his 
exes become wide and vacanr, he begirts ro j u n ~ p  trp 
a t ~ d  dotvtl andf lap hi.5 ari i l .c.,futio~isl~. 

'I'he model starts to move around the table randomly 
each tlirn. flappirig his arms and staring at the qky. 
and continues to do this until i t  leaves the table. 



The ghostly after-image of the lightning bolt drifted Kruger muttered an invocation to the machinegod, 
like a snake of fire across Inquisitor Kruger's fieid of as he had been taught long ago, and prayed that he 
vision. He took three deep breaths and interlocked did not have to send for a Servitor again. Twice the 
his fingers like a man praying. machine had failed that da.1, and intuition told him 

he had no more time left to waste. He lit two sticks of 
I jumped, he thought. By the Emperor, I must be incense as an offering to the machine, hoping that 
more nervous than I thought. He smiled coldly. h e  the vapours would soothe its angry spirits, and 
had every reason to be nervous. Everything he had administered the ritual blow to the side of its brass 
learned since his arrival on Gehenna Prime had casing. 
given him cause to be nervous. 

He sighed with relief as the images on the holo- 
Slowly the details of the room came back into focus. 
He saw the huge stained glass window bearing the 

screen flickered then stabilised. The hissing stopped 

picture of Sanguinius, Primarch of the Blood Angels, and the smell of ozone was sucked away by the 

fighting a daemon at the Lltimate Gate. It dominated 
chamber's recyclers. 

the entire west wall of the room. The execution was Once more he called up the data he required. Once 
superb. The governor had told him that more than a more he felt numbness and confusion settle in hls 
million pieces of colvured armourglass had gone into brain. He knew there was a pattern here, he just had 
the creation of it. The governor had wanted to to find it. All this mass of information would give up 
impress him with the fact that he was co-operating. its secrets to him if  only he could find the key. 
He had given the Inquisitor one of the most Kruger had the instinct of the born Inquisitor, he 
luxurious suites in h s  own palace, high on Balthazur knew that this vast mountain of facts was trying to 

conceal something from him. He knew that p e n  

The tapestries covering the walls had been imported time he find what. He just prayed he had 

from Abaddun. They depicted scenes of the Blood the time. 

Angels' most famois victories. Kruger was not 
surprised. The Space Marine Chapter was almost 
worshipped here since the time they had helped 
drive off the Ork invasion. Here was a picture of the 
Chapter fighting Orks at Achernar. Blood flowed in 
the snow as the Orks were driven from the glacial 
world. Another showed a battle against munstrous 
four-armed Genestealers aboard the space hulk 
Szuord of Horrrs. A third showed the fabled battle on 
the walls of the Emperor's palace, when the Chapter 
had fought in desperate defence of the Earth during 
the final stages of the Horus Heresy ten thousand 
years ago. 

In a corner of the room stood a I~fe-size statue, local 
work, carved from one of the ivory fangs of a desert 
dragon. It showed Dante himself, a stylised halo 
playing round his head, dispatching an Ork warlord. 
The Commander of the Blood Angels stood with his 
boot on the Ork's chest, bolter pointed directly at the 
greenskin's head. The detail was superb, even 
showing the campaign badges on Dante's carapace. 

Kruger almost laughed. He wished that Commander 
Dante and a Company of his Space Marines were 
present now. He didn't yet know why but he was 
certain that he would soon have need of great 
warriors. There was something about this entire 
business that made him nervous. 

He returned his attention to the terminal on the table 
in front of him. It was an ancient machine, bearing 
the signs of constant use and re-use. Its keys were 
carved from ivory and its holo-screen was supported 
by leering gargoyles. An umbilical of brass and 

One more time, he told himself. What do we have 
here? First, we have the seemingly exponential 
growth of the Cult of the Emperor's tight. The cult 
itself seemed normal enough, a manifestation of one 
of those brief outbursts of fanatical fervour that were 
all too common in the crowded warrens of hive 
worlds. Its tenets were simple. Honour the great 
Father. Protect your children. Stamp out the enemies 
of the race. All seemingly laudable to Kruger. On the 
face of it there was nothing here for any lnquisitor to 
question. 

Yet Kruger knew better. All too often the face of the 
enemies of man wore the mask of righteousness. 
What better way for the cults of evil to gain 
worshippers than by cloaking themselves in the 
robes of virtue. On the surface there was nothing to 
suggest that the Cult of the Emperor's Light was 
such a thing, yet a few of the details set alarm bells 
ringing in the back of the Inquisitor's mind. 

No agent of thc guvemor's had been able to gain 
access to any but the outer circles of the cult. And as 
the cult had-gained power it had begun to interfere 
in the politics of the hive city. Its representatives had 
gained enormous support in the Planetary Senate. 
The Brotherhood of the Emperor's Light, the cult's 
military wing, had taken to patrolling the streets of 
the hive, seeking out so-called deviants and 
summarily executing them. Meetings of the cult had 
been attacked by members of the victims' gangs. 
Some parts of Balthazur Spire were now in a state of 
virtual civil war, peace being maintained only by a 
strong presence of the Planetary Defence Force. 



BILL KING 

Who could gain anything from such things, Kruger 
wondered. Cults of daemon worshippers dabbling 
with powers they did not understand? Rogue 
psykers who wanted some cover for their illegal 
activities? Potential rebels against the Imperium or 
some other more sinister force' 

Kruger continued to sift through the information, 
trying to analyse many seemingly unconnected facts. 
Why were all the records of births and deaths on the 
Sccundus Sector of Third Level unavailable? This 
was the area in which the cult had originated. Had 
they been lost by some meltdown of the city's 
ancient data core system, or was there another 
darker reason? Was it signhcant that the Secundus 
Sector was the area where most of those who worked 
as cargo handlers in the hive city's spaceport 
worked. Kruger thought it all too likely. So often the 
spores of heresy were carried across the depths of 
intersteuar space by the great cargo ships. 

The lightning flashed again. The thunder rumbled, 
directly overhead this time. The glow globes 
flickered and aied. The hive had been hit. Kruger's 
hand went to the holster of his weapon. For a 
moment all power failed. Had the hive's electrical 
systems been overloaded bv the power surge from 
that mighty blast? Or was some evil force using the 
storm as cover for its approach? Kruger stood in the 
absolute darkness of the chamber and tried to reached for the comm-web vocaliser. He must get 
remain calm. The lightning flashed again. The word to the governor. Hc hoped he wasn't too late. , 

silhouette of Sanguinius blazed with fire, its mighty 
outline was cast against the chamber's far wall. The lightning flashed once more, shadows raced 

away from the window. Kruger blinked and as his 
Kruger wondered how long the power cul would vision cleared he noticed that the door of his 
last. He could hear no sound from the recyclers. If chamber was open and a cloaked figure stood there. 
the generators were not restored soon then all air Suddenly Kruger was glad to have his gun in his 
would cease to circulate within the spire and the hand, he aimed it directly at the intruder. 
hive city and all its inhabitants wou~ld suffocate. 

How had he got past the Imperial Guardsmen in the 
Other into Kruger's mind. Security outer chamber, Kruger wondered. Were there secret 
on all levels of the clty would have failed with the passages here within the hive? From what Kruger 
power. The auto-sensors that would warn of knew of court intrigues in Balthazur Spire it was 
intruders were not functioning. Kruger reached into perfectly possible, 
his belt for his flashlight and scamed about the 
charnbr. He hoped it was only his imagination that "Who are you?" he asked. The intruder threw, back 
was making the air taste stale. He made his way over the cowl of its cloak to reveal an enormous head. 
to the window and looked out through a clear Tiny ferocious eyes leered at the Inquisitvr from each 
section beneath Sanguinius' wing. The mile-fugh side of its misshapen head. Huge jaws opened wide 
termite towers of the hive rose to the horizon, to reveal row upon row of shark-like teeth. Thick 
covering everything in view. All the other spires viscous saliva dripped from the open mouth to stain 
glittered. A billion points of light covered their the intricate rugs on the floor. Four mighty muscular 
surfaces. Kruger knew that each point was a arms stretched from below the cloak. Each ended in 
window. On the flat tower-top of the spaceport deadly grasping claws. 
squatted the half-mile long bulk of a cargo barge. Kruger gasped, knowing now that his suspicion, 
The glow-globes flickered to life once more as power were correct. Genestealers were present on Gehenna 
was restored. The holo-screen of the cornm-terminal The cult must be their f r o ~ t .  He knew now that it 
was blank for a moment and then filled with random was vital that he get word not just tu the governor 
garbage. Krugcr tapped in his information request but to the Imperial authorities. A Genestealer 
once more, and returned his mind to the puzzle. presence was a threat not just to this world but to all 

He analysed the tenets of the cult. The Emperor was its neighbours in the sector. If it was not stamped out 

the Father of Man. We are all his children. Children now this alien corruption would spread. 

are sacred. We must protect the children till they are His heartbeat raced. The grip of his pistol felt sweaty 
old enough to protect themselves. Sudden insight, in his palms. With eye-blurring swiftness the 
bright and clear as a lightning flash filled his mind. Genestealer leapt forward. Kruger squeezed the 

. He knew the answer. All the slgns were there. He . trigger. 
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1 KRAK PHOTON FLASH FLARE 
Strength Damage Save Modif ier Area Strength Damage Save Modif ier Area 

0 6  -3 Yone None Nonc None I IR" 

Krak nrenades. also known as armour piercing grenades. are 
designed to crack open heavily armoured targets such as 
Fighting vehicles and dreadnoughts. They can also be used 
against foot troopers and are given a save modif~er to reflect 
thcir armour penetrating abilities. Thc entire explosive cffecl 
of the krak grcnadc is conccntrated against the target. so there 
is no large blast and no blast liiarkcr is used. Note that the krak 
grenade i s  smaller and less powerful than a krak missile and 
has a slightly less el'lcctive profile to reflect this. 

SPECIAL RULES 
Krak grenades are d i f f~cul t  to throw accurately so they are s often used i n  hand-to-hand combat with vehicles instead. 
Thrown krak grenades suffer an extra - I  to hit modifier i n  
addition to all the usual to hit modifierb. The krak grenade is 
unusual in th31 i~ has no blast area. I f  i t  misses rhe target use 
the scatter rules to establish where the grenade lands. I f  i t  
lands directly on another model then that target i s  considered 
to have been hit and damage is worked out as normal. Thib is 
most uscful when attackin9 a building or vehicle, where a 
miss [nay ?ti l l  land wher-e i t  wi l l  cause harni. 

MELTA BOMB 
Strength Damage Save Modif ier Area 

8 D6 -3 None 
. . I hc lnelta bomb is a subatoniic thermal charge capable o f  
meltinp through hea\.ily armoured targets such as fighting 
v.:hiclcs and dreadnought?. A melta bomb is very bulky and 
mu51 be accu~.atcly placed co that i t s  contact platc is touching 
the target, hilelta bornbs are ~ ~ s c d  almost exclusively for 
siege/demolition wo1.k and close assaulting vehicles. being 
powcrful cnough to make a mockery o f  even the t h i c k t  
cerar~~ite or- al-mo~~rplas. The blast of intense heat gcncrated by 
a mclta bomb is entil-ely directed against the targel so i r  has no 
blast ~iiarker. 

SPECIAL RULES 
Melta bomb\ can ncver bz thrown or fired from grcnade 
launchers. they may only be used in hand-to-hand c o ~ ~ i b a t  
with vehicles or dreadnoughts. Melta bombs can also bc 
placed against walls. doors etc i n  an c f for t  to breach o r  
demolish them. See the Vehicle and Building sections for 
more details a b o ~ ~ t  uslng grenades in hand-to-hand combat. 

Photon flares explode with a tremendously powerful flash of 
light enough to blind or da7zlc any troops whose eyes are not 
protected in some way. Even troops wearing protective visors 
or goggles may be blinded temporal-ily and lizht sensitive: 
equipment such as infravision devices and targeters wi l l  be 
destroycd automarically. 

A l l  models completely within the blast area are hit by the light 
blast and must test to see if they are dazzled or blinded. 
Models partially within the blast area may be lucky enough to 
shield their eyes in  time: they are hit by thc light b las~ o n  a roll 
of a 4. 5 or 6. The following table shows the effect on troop5 
who have been hit by the light blas~ 

Yo Effect Dazzled Blinded 

Unprotected Troops - --  1 2+ 

Troops wearing 1-3 4-5 6 
protective visors 

Troops equipped 1-5 6 - 

with auto-scnses 

EXAMPLES 

IJnpratected troops - Orks, Gretchin. Snotlings. 

Troops with protective visors -- Imperial Guards. 
Eldar. Squats. Space Marine Scouts. 

Troops with auto-senses - Spacc Marines, 
Terminatorz. Dreadnoughts and enclosed vehicle,,;. 

WL, c.oirrror prorlircc trii ~ . r i r ~ i i t r i ~  r .  I;.\/ oy 1re)s inndc~ls nr i z  brriy rrrirric trll 

rite :lrrrc.. 11 ;.T 11p 10 \nu ro decide 1uhic11 11-oop.s o n  yrorccred nrrd ~ ~ . / r i c / ~  
oirr, 01-6' llO1. 

Somc spccial Imperial agents have cher~iically induced or 
surgically implanted forms o f  eyi: protection. 'Ihis can take the 
form o f  a bio-cultured artif icial implant, a photochromic 
chemical injection. or a biosolenoid implanted into the optic 
nerve. Such instance: are rare enough to bc covcl-ed in  the 
army lists for Imperial agents rather than hcrc. 

Auto-senses are artificial senses which relay a visual image 
directly into the mind. bypassing the eye5 and optic nerve. 
Auto-senses may look like poggles or the visor of a helmet. 
but are actually far more sophisticated, automatically shutting 
off  i f  sensory st in~ul i  reach dangerous lev-1. 5 .  I 4 uto-senses are 
fitted as standard on Space Marine helmets. dreadnoughts and 
vehicle vlew screens but are not otherwise common. 

Dazzled troops are temporarily disoriented by the light flare. 
Their WS and BS are reduced to I for thc remainder o f  the 
currenl turn, though thzy are not otherwise affected. This 
r e s ~ ~ l t  i s  only o f  any significance i f  the target is dread), in 
hand-to-hand combat. 

Blinded troops cannot see where they are going. They may 
movc, but do so in  a random direction and at half their movc 
rate. /\lternatively. they may choose to remain stationary. A s  
they can no longer see, blinded troops do not have to maintain 
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squad coherency. Blinded troops may not shoot but may fight 
in hand-to-hand combat with a WS of 1. Troops who havc 
been blinded are automatic all^ blind for the rcrnainder of the 
current turn and their entire following turn. After that, the 
player rolls a 0 6  for each model at the start of each or  his 
following turns. 

D6 Result 

1-4 Remains blind. 

5-6 Kccovcrs sight immediately. 

Once a modcl has rccovered it:, sight i t  may move and shoot 
normally. and must attempt to re-establish unit coherency i f  
powi blc. 

PLASMA 
Strength Damage Save Modifier .Area 

5 I -2 I V2" 

Pli~sma is an unpleasant and ~ ~ n s t a b l e  material in a highly 
energi~ed state - when a plasma grenade explodes i t  create< a 
hall of shining plasma like a riiiniature sun. 

[)eterlnine where the grenade lands as norrnal and place a 
1 LO" arca marker or ball of cotton wool. Work out damage on 
the models within the area as normal. Do not remo\l: the blast 
rliarker once casualties have becn resolvecl. Instead leavc the 
marker in place. the arca covered by the markcr has undergone 
a matterlenerpy transformat~on and 15 now glowing likc a 
.;mall sun. At the stan of cach side's followlnp turns. ;I player 
should roll a D6. 

( Result. Plasma Rall Sire I 
( 1 The plasma area s h r i n ~ s  upon itself and 

I disappears immediately causing no harm 

i thi: turn. 

1 2-5 The plaqma arca shrinks its radius by 1*". I 
o The plasma area expands its radius by D6" 

and disappears at  the end of tile turn. 

The plasma area remains on the table until i t  disappears. Any 
model within the arca during a turn sufferr an automatic hit. 
No model rimy draw a linc of sight through the plasma area, as 
all weapons discharged into 11 merely Teed thc matter-cnergy 
conversion. 

RADGRENADE 
Strength Damage Save Modifier Kadiation 

Effect Area 
D6+D4 1 - D3" 

secret1 y rccordcd 

Radiation grenades a]-e dangerou' because the dt:adly 
radiation they emit is pel-sistent. crratic and impossible to c e .  
I t  can bc detected by means of a bcanner but such equipn~ci~r i h  

not normally part of an ordinal-y trooper's kit. To usc ladlation 
grenades you will need to makc a number of small blank sided 
markers - small pieces of paper will do. or pieces of cal-d cut 
into Icm x I cm squarcs. These radiation counters are used to 
 nark the spot where the rad grenades land. 

The player nominates hi\ target as normal. It does nor have to 
be a !,pecific mudel. it can be an area of ground or a piecc of 
scenel.). Before rollin2 to hit, the playcr secretly rolls a D3 (ie 
half the s o r e  of a D6 roundin2 up) and notes the result on one 
side of a blank counter. Deiermine where the grenade lands 
and place the cou1itc.r face down un this point. This number is 
the range of rhe radiation effcct and i t  will be 1 ". 2" or 3". This 
distance is known to the playcr who threw the grenadc. but not 
necessarily to the other side. I f  any target movcs within the 
distance i t  ir; autoniaticaliy hit by the radiation. 

Once any damagc has been worked out the counter is turncd 
over again so  that the number is hidden once Illore. Thc 
counter remaills in place for the remainder of the game. Only 
thc player who threw the grenade i allowed to look at the 
counter. the. other side must try to remember i t b  \ d u e .  Any 
models which approach within the radiation effect d~stance 
are automatically hit. and they will bc hit cvery turn if they 
remain where they are. 

Radiation damage is worked out with a randomly determined 
Strength each turn. Thc same Strensth value applies to all 
targets hit by that grenade durilvg that turn. This is established 
by adding the score of a D6 to that 01- a r ~ 4  (D6+D4). s o  thc 
strength of the radiation varies from 2 to 10 

If players have the benefit of a neutral thlrd party thcn he can 
makc the radiation effect distance 1-011 and kcep the rekult 
secret lrorn both sides. I\;o playsr may look at the number OII 

the counter and the neutral part) will adjudicate the eflkct 01. 
i;ldiation hits. l 'his i5 by far the 111ost ha~istactory way 01' 
resolving radiation, as i t  does not give one pli~ycr thc 
unrealistic advantage of' knowing the value 01 '  thc I . ; I ( ~ I ; I I I O I I  

counters. 
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Strength Damage Save Wlodifier Area 
D6 Ro l l  to Scare 

Scare is a lorm o f  non-pcrGstent pas which affects the central Space Mannes, Eldar 

nervous system and produces feelings of  deep anxiety and Aspect Warriors, Dreadnoughts. 

apprehension. When the grenade explodes the gas is ~ h o ~ c c r e d  Terminators. enclosed vehicles. 

over a wide :rrea. I t  ic absorbed q~ i i ck l y  through the skin and Other Troops including 
so only troops who arc totally isolated from the environment Space Marine Scouts. Eldar 
are safe. Space Marines wearing power or Terminator arrnour Guardians. Imperial Guard. 
arc not affected. and nei thcr are E ldar  \spec[ War-1-iors 
because their armour has its own air supply. Enclosed vehicles 
and dreadnoughts are also irnrrlune as thcy are assumed lo be 
air t ight .  O thc r  troops. i nc lud ing  Space Mar ine  Scours. 
Inlperial Guard. Elda,. Guardians. and Orks. nl,lsr try to avoid I f  the model i\ in cover i t  w i l l  remain where it is. too scared to 

breathing in  too much o f  the ga\. nrove or act i n  any way. I t  w i l l  not fire weapons or move. Thc 
squad coherency rules are suspended for this model. 

Th row  the grenadc. wo rh  out where i t  lands and placc a , E" blast  [,,arker on [he spot to [he If the model i s  not in covcr i t  w i l l  immediately turn toward\ 

ofgas, M~~~~~ whose bas,,s tot all^ ,virhin the area are hit the nearest cover [hat lies away from the cnemy or the table 

because they cannot avoid breathing i n  the gas. edge i f  this is closer. Durlng its own turn the model w i l l  flee 
?D6" towards this cover, and w i l l  hide i n  i t  i f  possible. The 

Model5 whose bases arc partly wi th in the area are hit o n  [ h ~ .  mode( can do nothing else. and may not Llse i ts weapons or 
D6 ro l l  o f  a 4. 5 or 6 as they stand *;erne charice OF avoiding It attacked. ~h~ sclulld coherency rulcc are lol. 
breathing 100 much gas. Models  h i t  b y  the gas make an [h i s  sci: the rules On broken model., for specif ic 
immediate Scare 1e.t as shown below. circumstances. 

The scare gas cloud di~perse!~ almost immediately. Determine once scared a model shake off [he of [he gas if it 
which troops are $cared and then rcrnove the marker. The gas lolls a 5 or 6 on a ~ ) h  at  x ta r t  of i ts owl, !i,de*s turn, 
is IIOW assumed to have become too dilutc to have any further otherwise effects last  for rest the name, 
cffcct. Scared troop, behavc as described below. 
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SMOKE TANGLEFOOT 
Strength Damage Save Modifier Area Strength Damage Save Modilier Area 

Yone None None 2" Nonc None None See belou 

Snloke grenades are a simplc means of shrouding areas of tlie This is another grenade developed h y  thc A d e p t ~ ~ s  
battlefield from the enemy's \.ision. I t  is impossible to see :Mechanicus and used in small numbers b) elite I~npcrial  
through smoke with normal vision. but troops eq~~ ipped  with forccs and special agents. This grenade consist,, of a ~rnaII but 
infra-red vision. auto-senses, scanners, targeters, or  bionic extremely powerful masno-gravitic reactor. similar in 
eye$ can see clearly through smoke. In this respect i t  is not as principal to the gravitic reaction motor< that power m a n y  
effective as Blind n'hich is impossible to see through even hovering vehicles. The tanglefoot creates J field at and just 
with these device::. above ,ground level. imposing an opposing force to any 

movement.  This is known ah a tanglefield. or t r ipf~eld .  
Troops unable to see through smoke may not shoot into or bccause walking over the ground is rather like walking over a 
through the smoke cloud. Psykers' powers are unaffected by mass of trip wires 
zmokc. but they may not see through it using their normal 

isian. Any n~odels within a smoke cloud have the choice of Work out wherc thc grenade lands as nurmal and place a \ i r ~ ; t l l  

remaining stationary or  ~ n o v i n g  at half rate in a random card chit or other suitable marker on the spot. A n y  model\ 
direction. M ithin 3" of-the marker move at half rate. I his does not : ~ f k c t  

any other actions, and the niodcl\ may shoot and use psychic 
powcrs normally. 

Vehicles tnovlng into a tanglef~cld are also affected. Every 
inch covered counts as 2" whilc inside the field. As the vehicle 
leaves thc field the vehicle must make a test to check i t 5  

course. Roll a D6. 

D6 Result Effect 

Complete remaini~ig movement straight 

Turn 45' to the left and completc 
Models unable to see through smoke mav still fight in hand- rcrnaining mo\.ement In stra~sht Iinc. 
to-hand combat brit haJvc their Weapon Skill rounding up. Turn 45" to the right and coniplete 

When a smoke grcnade is thrown work out where i t  lands as 
normal. Place a 2" radius area marker. or patch of cotton wool, 
on the spot. At the beginning of each side's turn one player 
rolls a D6 arid consults the chart below. 

I Cloud remains until end of the testing side's turn 
and then disappears with no further eflcct. 

2-4 Cloud remains where it is. 

5 Cloud shr~nks to half cumen[ radius rounding 
down to the nearest 112". 

6 Cloud moves away D6" in a random direction. 

The following list sumrnarises thosc troops who wear some 
form of infra-vi:,ion gogples or visors. or whose helrne~h 
include auto-scnses which can see through smoke: 

All Spacz Marines including Space Marine Scouts, and 
Terminators,  all Imperial Gual-d forces,  Squats,  811 

dreadnoughts. all enclosed vehicles. all Eldar ii~cluding 
Aspects and Guardians. 

em to see through smoke are therefore O r k ~  and 
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I ARMOUR AND SHIELDS 
n thc J l s t  millennium the diverse lethality o f  
weaponry ha5 only been rnatchcd by the myriad 
forms of protection cre:~tetl to counter it. Personal 
;IrnioLir \,aries in complexity from the s~rnple tlak 

i;ichi,t ro the fully power-ashisred tac~ical dreadnought armour 
which ha\ an armour thickness coniparable to a light tank. .Ill 
body armour is assumed to include equipment such as 
rrspir;~tors. int'ra-rcd visors. anti-glare goggles etc as btandard 
where appropriate. 

111 addi~ion to body armour there arc shielcls and personal 
enel-g); t'iclds which employ force field technology to dctlcct. 
defract or a b ~ o r b  hits. It ib unusuiil but not unheard of fvr 
ordinary troops to be equipped with personal energy field. 
but their rarity and expenhe means they are more co~nnionly 
found in the possession of higher rankin: officers or Icader5. 
hence a number of thrni are included as Wargear cards in rl~e 
Warham~nrr 40.000 Fame. Shields reinforced by energy f i c ld~  
are \ ~ n l p l e r  and nse i \ \ued 3 5  s ta~idard  to S O I I I ~  t roops.  
Different tLpes of armour cannot be combined on a single 
lnodel but an arrnoured rnodcl [nay also use a \hield arrdlo~ an 
ener_cy t'icld. .\ model can have only one energy field 
;icti\.:lted a[ il tirne. 

PHYSICAL ARMOUR 
PRIMITIVE ARMOUR 
!'~.iniit~ve armour I?; \ t i l l  common In Inany parts of the galaxy 
I.\ here technology ha.; regr-essed to medieval level5 or cvcn 
lowcr- Prini~ti\.c armour IS made uT plalss or rings of ferrous 
metal or ~ometimes reinforced animal hide. The protection i t  
offers againjt advanced ueapon.; I \  niinlrnal but il's still better 
1I1;111 ~~otli ing! Models \bearing primitive armour have a babic 
.;n\,in: throv\ of 5 vr 6 on a Dh against psimirive u'capons such 
a bow\. crossbow. ordinary swords or orher hand weapons. 
Ag:~in\t all other weapons prlrnirive a m o u r  gives a saving 
~liro\r of 6 on a D6 

NATURAL ARMOUR 
Some creatures have particularly thick hide,  ,;tales or 
carapaces of bonc or chitin that are substantial enough to give 
them an arrnour saving throw. The cxact saving throw a 
creature's natural arlnour gives it will be noted with its 
characteristic profile. The only ~ntelligent species that havc 
natural armour are the myriad creatures of the Tyranid hivc 
fleets. 

FLAK ARMOUR 
Flak armour comprises several layers of different ablative and 
impact absorbent materials which should absorb the majorit! 
of the energ) from a shot or blow. The protection it offer? 
:tgainst a d~rec t  hit is somewhat questionable at  the best or 
time(; but it is more effective against proximity blasts and the 
shrapnel from explosions. Flak armour does have the 
advantape of bring vastly cheap and easy to produce. 
requiring a va-ry low technology base. Models wearing flak 
armour have a basic savlng throw of 6 on a 06. This is 
increased to 5 or 6 on a 1>6 if they are hit by attacks which use 
a blat,t marker or a telnplate such as flamers or fl-ag grenades. 
t lak armour is lnosriy used by Orks and the imperial Guard. 

MESH ARMOUR 
Mesh armour I S  formed from tens of thousand; uf individual 
pieces of ther~iloplas bonded together to produce a tightly 
woven material rather like reptile scalef or archaic chainmail. 
When struck thc mesh becomes momentarily rigid. spreadlnp 
the impact across a larger area. The thermopla:, 11iate1-ial also 
clisperves heat very rapidly. giving I-easonable protection 
against enerpv weapons. Modcls wearing mesh arlnour have n 
basic caving throw of 5 or 6 on a D6. Mesh armour is Ino,.t 
commonly used by the Eldar. 

CARAPACE ARMOUR 
Carapace armour is simply made up of large rigid plates of 
armaplas or ceramite moulded to f i t  parts of the body. It may 
take the form of a complcte arnioured suit like those worn by 
the Adeptus .\rbites or separate parts such as chesr pieces, 
helmets etc. 

Carapace armour i.; cummonly found in all the military arms 
of the Imperi~lm such as the Imperial Guard and Navy. Indeed. 
the carapace breastplate worn by [mperial Cillnrd officers is as 
much a badgc of rank as a piece of armour. Carapace armour 
offers good protection but can be tiring to wear i i ~  extended 
hattles. Models wearing carapace armour have a basic saving 
throw of 4 .5 or 6 on a D6. 
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ORK 'EAVY ARMOUR 
Ork 'eavy armour is made up of thick armour plates covering 
the whole body, some o f  which may actually be rivetted to the 
Ork himself! 'Eavy armour is immcnsel) varied as each sult is 
kustom built by an Ork Mekaniak to the specifications of the 
Ork who's paying for I t .  though the Mek  may decide to 
include various extra features such as spring-loaded spikes, 
squlg cages, built-in wcapons and so on. Few of thesc extra 
features work properly o f  course but that doesn't stop the Mek 
cliarging more for then1 anyway. 

'Eavy almour is often, but not always, powered in some way 
with an assortment o f  cogs, wheels and drivc belts supplying 
cxtra power from a backpack enginc to the suit's limbs. While 
:,oniewhat eccentric in  i t ?  lr~aliufacture eavy armour i s  
effect~ve and conlmonly worn bv Ork Nobz or other Orks who 
can afford i t .  A model wearing 'eavy armour has a basic 
wving ihrow o f  4.5 or 6 on a D6. 

ELDAR ASPECT ARMOUR 
Eldar Aspect arrnour i s  an uniquc product o f  their hlphly 
advanced technology in  the real111 o f  psychic engineering. The 
Eldar manipulate psychic energy i n  the same way that the 
Tcch-priests o f  the Adeptus Mechanicus use electricity or 
plasma fission as an energy source. .\spect armour i!: 
con5trucled o f  a psycho-sensitive material which reacts to 
movements of the wearer. moulding and reshaping itself to fit 
l ike a glove as the warrior moves and fights. L ike mesh 
armour. Aspect armour stiffens with the impact o f  a shot or 
blow to spread the energy o f  the hit acrojs the body o f  the 
wearer, though the armour also includes rigid plates to further 
reinforce i t .  

Models wearing Aspect armour have a basic saving throw o f  
?I+. 4+ or 5+ on a D6 depending on thc typc of Aspect arrnour 
they are eclilipped with. 

ELDAR RUNE ARMOUR 
Rune armour is used only by the rnyhtic Eldar Warlocks and 
Seers, powerful psykers who usc rhcir highly developed 
abilitics in  support of the terrifying Eldar Aspect Warriors. 
Rune arrnour is cpecially constructed o f  wraithbone. a 
material conductive to psychic enerey. 

The protective psychic energy in the arnlour deflects a shot 01. 
blast beforc i t  even touches the Warlock. Rune armvur givcs 
the wearer a basic saving throw o f  4, 5 or 6 on a D6. This 
caving throw is not affected by saving throw modifiers: the 
Warlock or Seer ~ l w ~ y : ,  has a saving throw ot'4+ regardless of 
what weapons h i t  him. Even the ravening energies o f  
laxannon and pJasrna weapon!: can be diverted by Rune 
armour. 

POWER ARMOUR 
This i s  a completely enclosing sult o f  armour as worn by 
Space Marines o f  the Imperium. I t  IS made from t h ~ c k  
ceramite plates and would be heavy and cumbersome but for 
electrically motivated fibre bundles implanted in the arrnour 
to replicate the rnovelnerits of the wearer and supplement his 
strength. Power armour is fully sealed to provide protection 
against gas weapon5 and hard vacuum and i t  also commonl) 
Includes numerous auxiliary systems such as communicator!,, 
auto-senses etc. Models wearing power artrlour have a saving 
thr-ow o f  3.4, 5 or 6 on a D6. 

ELDAR HOLO-SUITS 
The holo-suit. ( t l d a r :  c l ~ r r l ~ r , c l i .  "betwcen colours") is a 
programmable hologram tleld which breaks up the outline o f  
i ~ s  weal-el- as he moves. Every time the wearer Iiioves h i \  
outline appear5 to explode into a cloud of tiny. multi-coloured 
fragments and when he stops his image coalesce? back 
together into a solid image like the pieces oi'a,jigsa~:. Fur t l 11~ .  

reason the holo-suit is also known as a j l g a w  or dolriino field. 

The facter the wearer moves. the more widely dispersed his 
lrnage becornes. Whenever he stops thc suit ~iiimic: thc near-by 
terrain so that he seenih to fade out of v icu.  While strictly 
spcakin: a holo-suit is a form o f  personal force fieltl. il is 
included in the armour category becausc it i h  ~iormall) used 
instead of armour and may be combined with a percorlal fol-cc 
field. 

L i l l i ke  most armour types holo-suits work by making the 
target harder to hit instead o f  direcrly protecting against 
darnage. .Ill shots fired at a model equipped with a holo-a>uit 
suffer a - I  to modif ier i n  addition to the normal lo hi t  
modifiers for cover. target speed etc. I f  the 111odel lhldes lie can 
only bc clr/rcircl. Troops moving withln t h c ~ r  Ini t iat ive 
distance or into a position to see the hiding liiodel wi l l  only 
detect him rather than spot him, thouph the lilodcl wi l l  be 
detected by scanners etc as normal. 

I n  hand-to-hand combat i t  is extremely difficult to lociltc an 
opponent In a holo-suit amongst the shiftlng cloud of coloureil 
shards. Thus hand-to-hand opponents muj l  roll 7D6 and corc 
equal to or less than their 1,eadership characteristic 01- sul'l'er a 

- I  WS penalty. Tesr before attack dicc are rolled e:lch htlntl-lo- 
hand col~ibat phase. 

Holo-suits arc used almost exclusivr lv hy  he i:IJar 
Harlequins, deadly warrior-dancers who combine arr and w a r  

in a lethal performance on the hartlrt'lcld. Holo-11clJ\ Ih;ll 
mimic the effects of the holo-suit arc also Iirlcd to \o111c l:lcl,~~- 
vchiclos and all Eldar 'Titans. 
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L 
TERMINATOR TACTICAL 
DREADNOUGHT ARMOUR 
Tact~cnl  drcadnought armour or  Terminator armour. as i t  is 
Ir lole common ly  known.  is  w i thout  doubt the toughest 
pcr.;on;~l armour i n  the galaxy. The armour is ~nassively bulky 
o r~d  contain,. a Full exo-skelcton arrangement o f  fibre bundles 
and arlarrrar~t~u~ii I-ods to support the heavy gauge pl;rsteel and 
ceramite plates u h i c h  form the outer carapace. The Adeptus 
Mechanicus has designed a number o f  particularly devastating 
weapons to be used in  conjunction wi th Tel.luinator armour 
inclutlinp sLorln bolters. heavy flamers. assault cannon and the 
del;tlly Cyc lonc nl issi le launchel-. Terminator  suit, are 
baluahle and often very old so they are rcscrvcd for use by 
pro\-en veterans o f  the already highly trained Imperial Space 
Mal-111e Chapte1.s. 

A ~ i i ode l  wearing Termlnator armour has an armour saving 
throw o f 3  or more. just like power armour However, because 
T e r ~ ~ r i n i ~ t o r  arrrlour i h  so riiassively thick the saving thrvw is 
rolled on 3D6 rather than I D6. The 3D6 31-2 added together to 

pct number between 2 and 12. This means that 'l'el-minator 
armour can potent~ally su~-v~\ ,e  a shot from e \ t n  devastating 
weapons l ike lascannon with a -6 save modifier by scoring a 
total o f  9 or more on 2D6 (9-6=3. a s a v e ! ) .  However. on an 
unluchy doublc 1 cvcn the puniest shot can st111 penetrate the 
armour through the \.ulncrablejoints or eyepieces. 

I n  addition l o  its considerable protective value Terminator 
armour i:; equipped with a number o f  other devices. I t  alwayh 
includes a targeter wh i ch  I\ l i nkcd  to w h ~ c h e v e r  ~.nnped 
weapon is carricd arrd a teleport homcr to assist i n  teleport 
operation>. Extensive communicat ions gear and sensory 
icpparalu.; I \  also t ~ r t r d  as standard though thrs has little direct 
bear~np on play and IS subsumed into the Warhammer 40.000 
game ruler for- conveniencc. 

SQUAT EXO-ARMOUR 
Squat cxo-armour i \  \.cry much l ike Terminator urmour in  thar 

1 i t  comblnes a mobile exo-skeleton with heavy arlnour plating. 
Thc Sqilats dcvc lopcd exo-armour f rom thc sealed 
c.n! ironmcnt C~LI~IS the) used in asteroid mining operations ;IIILI 
other hostile surroundings such as plasma reactor pressure 
chambers and chemical storage tanks. .2> the Sq~rats were 
i 'orcid to defend themselves during the Age o f  Isolation they 
converted much o f  their c i v i l i i ~ n  equiprnenr i n l o  ef f ic ient  
war-gear. wlth 8:xcr-armoLlr becoming one o f  the most abiding 
crcat ion~.  f rom that per iod.  Squat exo-arrnour is lav ish ly  
decorated w i t h  precious metals and embel l ished w i t h  
traditional designs or rune\ declar~ny the accomplishments. 
wealth arrd lirreage o f  the wearer. 

A model wearing Squat exo-armour has an arniour saving 
throw o f  4 or more which is rolled on 1D6  just l ~ k e  Terminator 
armour. A targeter is fittcd as standard along with a power axe 
and boltgun as basic weapons. The weapons fitted into \uits o f  
exo-armour are often upgraded to heavy or combi-weapons by 
wealthy Squat warriors. 

PERSONAL FORCE FIELDS 
REFRACTOR FIELD 
A refractor f ie ld is is an energy f ie ld projected by a small 
generalor no  larger than a p is to l  holster.  I t  operates by 
dispersing the energy o f  incoming shots and blows over the 
total area o f  the field. Une unfortunate side effect is that when 
the field is switched on i t  produces a hazy band o f  light around 
thc subject which makes i t  impossible for the wearer to hide. 
A refractor field gives its wearer an extra s a v i n ~  throw o f  5 or 
6 on  a Dh. This extra save is always taken before an armour 
mice ( i f  any) and is unaffected by saving throw modifiers, so i t  
always succeeds on a roll o f  5 or 6 on a D6. 

CONVERSION FIELD 
A conversion f ie ld converts incoming energy from shooting 
and close cornbat hi ts in to  l igh i .  g i v i ng  the bearer an 
additional having throw o f  4.5 or 6 on a D6. This extra save i,. 
always taken before an armour save and is not subject to  
savins throw modifiers so i~ always succeeds on  a 4. 5 or 6 
whether the field is hit by a laspistol or a batrlecannon. 

A succcssTul save cause< a b l ~ n d i n g  f lash o f  l i yh t  that 
i l luminatrs ;I circular area with a radius equal to the Strength 
o f  the attacker or weapon in  inches. Any models wi th in this 
a!-c;r that have no kind o f  eyc protection w i l l  be blinded on a 
rol l  o f  4. 5 or  6 on a D6 unti l  thc beginning o f  their next turn 
(eyc protection ~ncludes photochromatic vlsors. auto-senses 
etc. look in  the Weapons section under the entry for Photon 
Flash Grenades for more information). U'hilc blind. models 
cannot move or shoot, ond fight in hand-to-hand combat w ~ t h  
a WS o f  1. 

ROSARIUS 
2 Rosariu\  is a gorge[ or  amulet worn  by  ;paw Mar inc  
Chaplains. I t  bears the s y ~ n b o l  o f  an l rnper ia l  eaglc or  a 
Terminator  cross and i:, the Chap la in  s "soul armour" 
bestowed upon h im by the Lcclesiarch) o f  Terra. I o protect 
the Chaplain's physical and spirit~r;~l well-being the Rtrsarius 
contains a conversion f i c l d  generator wh i ch  operate5 
according to the rules given above. 

DISPLACER FIELD 
displacer field i.\ in fact a miniature warp drive mechan~srn 

w i th  a prox imi ty  defector wh ich  picks up incoming shots. 
psychic attacks or close combat blows. Thc d~>plal-er tlelcl is 
very rel iable,  ac t iva t ing  or1 a r o l l  o f  3 o r  rnore on  a 3 6  
whenever the wearer is hi t .  The f ie ld  instant ly shi f ts the 
wearer D6" in  a random direction determined by roll inp the 
scatter dice. This w i l l  cause the attack that hi1 thc model to 
miss automatically unless the attack uses a templare or  blast 
marker and the field rails to move the model out o f  the area o f  
effect. A safcty rncchanism prcvcnt:, thc model transporting 
into a solid object such as a wall. vehicle or anothcr model so 
i f  this happens reroll the displacement. A displacer 11eld w i l l  
not  wo rk  against a vortex grenade at a l l  - the model  is  
instantaneously sucked into the warp as the field activates! 
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POWER FIELD 
A power field is an ~nv~s ib l e  bubble of pure energ) created by 
a large,, cumbersome generator.  Power ficlds work by 
dellecting and absorb~ng the energy of shots. As soon as the 
'.skinq of the field is broken i t  increases its energy potential at 
micro-second intervlrls to push out into its normal spherical 
shapc again. To save energy and permit the wearer to fire the 
ficld flickers on and off in a rapid cycle. Personal power field 
generators are barely man-portable and are normally only 
used in siege work and space ship boarding actions. Very 
large power fields are  somet imes  used to  protect Ork  
Gargants. installations. space ships and other objects with a 
bip enough power source to energise the generator. 

A personal power I'ield provides excellent protection again51 
\hooting damage. giving a saving throw of 2 or more on a D6. 
The save is not modified by weapon \live mod~f~e r s  \o i t  w ~ l l  
always succeed 011 a roll of 2 or more regardless of the save 
modifier of the weapon which hit I [ .  However. in hand-to- 
hand cornbat the power field offers no protection as an 
opponent call easily get his weapon 1rr51de the power Sreld 
bubble and strike the wearer, In add~tion. a model carrying a 
personal power field suffers the - I  penalty for b e ~ n s  
encumbered in hand-to-hand combat. 

SHIELDS 
Shields arc broad plates carried in front of the body to block or 
deflect shots and blows. Shields must bc grasped in one hand 
so a model carrying a shield may only use a pistol or close 
combat weapon in his other hand. Any protection afforded b) 
a ':hieltl only i1pp1ii.s to a model's forward 90' arc: shots and 
hand-to-hand combat blows which originate outside this arc 
ignore thc shield completely. 

The Space Marine's sh~eld 
will protect him agalnst Ork A 
but not against Ork 6. I 

In hand-to-hand combat a modcl equipped with a shield can 
parry. forcing his opponent to rcroll one of h i  attack dice 
before the total Combat Scores arc calculated. 

PRIMITIVE SHIELD 
A primitive shield is a large plate of metal. wood, hidc or 
similar material worn on one arm or camred In one hand. Such 
a shield gives a basic saving of 6 against primitive ucapnn.. 
or if other armour is worn i t  adds +! to thc model's basic 
armour save against primitive weapons. A primitive shield 
vffcrs no protection at all against advanced weaponry. such as 
bolters and lasguns. 

STORM SHIELD 
A storm shield is large plasteel plate which contains a -.mall 
but potent power ficld generator. and because of this they are 
also known as power shields. Once activatcd. the storm shicld 
is surrounded by a glowing blue field of elleryy which er~rit:. 
crackling lightning when i t  is used to parry a blow. 

A model equipped with a slorrn shield receives an extra 
armour saving throw of 4. 5 or 6 ilgainst shooting or hand-to- 
hand combat damage from the model's front. This sa \  ing 
throw ignores normal save modifiers, and therelbre off'ers a 
save even against weapons with large negative modrtrers such 
as lascannons and power weapons. 

Terminator close assault s q ~ ~ a d s  often ~nclude Space Marines 
equipped with storm shields and thunder hammers. an 
awesome combination which makes thcm almost unstoppable 
in combat. 

SUPPRESSION SHIELD 
Thc suppression shield i:, similar to a storm shield but replaces 
thc pouc r  ficld gcncrator with an clcctro-\hock unlt. Thc 
clectro-chock unit builds up a powerful clectrica) charge 
which i h  discharged into the first unfortunate individual rhe 
shield contacts squarely. Suppression shields arc designed for 
crowd suppression and riot control so the electrical d~schargc. 
is more debilitating than fatal but i t  is still distracting to evcn 
the muht hardened hand-to-hand cornbat opponent. 

.\ model ecluipped with a suppression sh~e ld  automatically 
inflicts an S3 hit on an opponent when he cha rge  into hand- 
to-hand combat. The hit has a 0 savc lnodlf~cr  and causes 
1 wound. The discharge only affects one opponent (so 1 1  two 
opponents are charged thc player  nus st decide wh~ch  one will 
take the hit) and is resolved before hand-to-hand contbar takca 
place. 

A model equipped with a s~~pprcssion shlcld also receive\ a t? 

bonus to its armour saving throw against shootlng or hand-10- 
hand combat da~iiage. 

Suppression shields are used alrliost cxclu~ively by rhe h o c k  
troops of thc Adeptns Arbites. The mere sight of a line ol  

shock troops in their sinister helmcts armed with power maul\ 
and suppression shields is ol'ten enough to qucll the 1r10\! 

fractious citizens. 
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WARGEAR 
hc term .-Wargear" covers a variety of deviccs and 
equipment that can be ~ ~ s e d  by ordinary troopers 
but also covers equipment spcciallq issued to sclcct 
troops and characters. Such special issue wargear is 

rare and unusu:~l equipment that is often the product of half- 
rcmernbered science: or long lost civilisations. Such valuable 
resource5 are rarely entrusted to the none too tender rnercics o f  
ordinirry troops. rather they are reserved fool- use by elite units. 
heroes and leaden. 

Many pieces of wargear are available as Wnrpear c21rclh that 
can be given l o  character,.. The rules are repealcd hcre for 
convenicncc along with expanded cxpla~iat ions to help 
atljud~cate tricky hituarions which cannot he fully covered on 
thc car-da. thcn~selves. 

Obvic,usly. l imi rat~ons o f  space preclude us p iv inp you 
:~nytt~iolrz hut a representative slice o f  the innumerable 
technolopical niarvels ;~v:~il;lblr to the warriors of the 31st 
m i l l en~~ ium.  Furthel- specific devices wi l l  be introduccd in  
Warharnrncr -10.000 supplements and Whltc Dwast 111aga7ine. 

BIONICS 
B~on ic \  n1.c tecl inolo~ical replacement parts for- biological 
limbs or organs. Mo51 races ;Ire capable of producing blonic 
parts which may or may not be cosmetically designed to 
match rhc original organs depending w h ~ c h  race produced 
them. t o r  example. Eldar bionics are often impossible to 
detect t.iqually but Ork biunics ("bioriiks.') tend to look likc 
bits r~ppcd off  11iachlnc.i; and nailed into place (which they 
frequently arc! ). 

The ad i~n tape  o f  b~on ic  rcplacenients is that the recip~ent 
generally pains a l imb or organ which is stronrer. more 
durable and frequently more eFfective than thc origin:~l. 
Howeter. bionic3 are expensive and normally only available 
to higher ranking officers. invaluable veteran warriors or 
wealthy ind iv~duals .  One o f  the 1110st common bionic 
r$-placements i:- the bionic cyc. which has been included as a 
Wargear card in the Warhammer 40.000 game. 

I n  many ways a bioliic eye is better than thc original, giving 
sharper focus. magnification and a broader visible l ight 
\pectrurn enabling the user to yee in the dark. detect radiation 
and so on. This means a character equipped with a bionic eye 
gains the benefits o f  a targeter and a scanner combined (see 
below). Targeters must normally be attached to a specific 
weapon, but this is not the case with a bionic eye. Notc that a 
character cannot benefit frvrn using both a targeter and a 
bionic eye in  combination. 

CAMELEOLINE 
Carnelcoline is a rare artificial substance which can be woven 
into the structure of most fabric.;. .Murphic polynler chains in  
the material automatically take on the colours and tcxture5 of 
their surroundings. The result is that after a second or two 
motionless the wearer appears to fade into the background. 
offering chamclcon-li ke protection from prying eyes. 

A l l  shots fired at a stationary rnodel wearing cameleoline 
{uffer a -I to hit modifier i n  addition to the normal to hit 
modifiers for cover etc. I f  the model hidcs he can only be 
detected by troops 1llovln.g within their Inillative distance. 
Enemy troops that have movcd i ~ t o  a po5ition to see the 
hiding model MJ I I  only detect him rather than spotting him. 
Scanners and other devices w i l l  dctcct a cameleoline- 
equipped model :I% normal. 

COMBI-WEAPON 
Combi-weapons or combination wuapons. to pive them their 
full name. are basicall) two weapons linked toyether. The 
nlost common combinations are a bolrgun linked to a nielta- 
gun. plasma gun or flamer so that the holtgun can be used at 
long range in  the casc o f  flamers and meltas. or while the 
weapon i s  recharging in the case o f  a platma pun. . In oll'shoot 
of combining two bolters for a higher rate of fire eventual\> 
led to the invention o f  the Imperial storm bolter carried by 
Space Marines equipped with Ternlinatos armour. Combi- 
weapons are only used b) the Imperium. Orks and Squats. 

I f  you have any models cquippcd with coriibi-weapons in bJnur 
force you w i l l  have to wri te down or declar-e to your 
opponents what types you have chocen at the start o f  the 
game. Combi-weapons can be either: 

Bolter and mella-gun 
Bolter and plasma gun 
Bolter and flamer 
Twin bolters (counts as Storm Bolter) 

.4 rnodel armed with a conibi-weapon can fil-e either one or 
both "bnrrels" of the weapon ~n a shooting phase. If only one 
is fired shooting is worked out as per the normal rules. 

I f  both weapons are fired together they must be fired at the 
same farget and a single V6 ro l l  is made to h i t  wi th  an 
additional - I  to hit modifier for the weapon's unbalancing 
recoil. It'the target is hit two wound rolls are made for the two 
weapons and separate armour rolls taken. The twin bolter is an 
exception lo this: ~t counts as a bolter  lone barrel is tired and 
a storm bolter with a - 1  to hit modifier if both barrels are fired. 
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COMMUNICATOR 
Coni~nunicators are multi-purpose transmitters with an audio 
or audio-visual pick up. The devicc niay bc a separate hand- 
held instrunlent or built into a hclmct or wrist strap.  
Communicators this s i ~ e  will have a rarige of over a Iiundred 
kilometres, more than enough for squads L O  keep in contact 
with their HQs. Larger communicators wl11ch a(-e capablc of 
conimunicating planet-wrde or with s h ~ p s  in orbit tend to be 
backpack-sized or larger. 

All troops and vehicles in Warhammer 40,000 are assumed to 
have communicators unless specified otherwise. This means 
they don't need to be givcn written orders. can react to 
situations and enemy troops they cannot see. request fire 
support and so forth. The most direct use of communicators is 
that if hidden enemy models are spotted or detected they count 
as dctected to all troops with communicators on the 
battlcfield. 

FRENZON 
Frenzon is a generic name for a number of drugz used to 
induce psychological effects in the recipient. These are 
i~sually injected via a dispenser device strapped to the wrist or 
throat or. in some cases. implanted in the heart of the subject. 
,I single dose of one of the specific types can be used to 
induce the psychological effects of freri:~., stlrpit/ih. I ~ I - I - O I .  or 
l~c~rretl.  The psychology effects are aurornatlc and no test is 
made against Leadership. 

Only one psychological state can be ~nduced at a time with 
frenzon. A single dose of frenzon antidote (also conta~ned in 
the dispensing drvicc) will ncpate t h ~  induced psycholo~ical 
state. 

Repeated use of irenzon is dangerous 10 the subject. Evcry 
time a dose is adtninihtered after the first roll a D6 for the 
~nodcl affcctcd: on ;i roll 01 I rhc modcl suffcrs U3 wounds. 
Frcnzon is used extewively amongst the Penal Legions . 
Imperial Guard units made up uf criminals. cutthroats. 
murderers and other social transgressors. In thi:, case the 
frenzon dispensers are permanently attached to the troops and 
controlled via closed channel communicators operated by 
7-ech-priests of thc Adcptus Mcchanicus. 

JUMP PACK 
.2 jump pack cons~sth  o l  a srnall anti-gravity pack which 
negates some of the weight of the wearer and one or more 
rocket motors or turbines that give the wearer an extra boost 
when he leaps into the air. The result is that troopers wearing 
,jump packs leap forward in long, curving hounds. skimming 
ov2r intervening obstacles faster than a man can run. Though 
Ili,qhl packs exist they are rarely ilsed in combat as 11 is s~mply 
too difficult to flv one and fight at the same time. I t  is 
relatively easy to train troop? to use jump packs and they are 
commonly used by as$(ault troops throughout the galaxy. 

,i jump pack permits its wearer to make a long p o ~ c r c d  jump 
inslead of its nor~llal riinvc. ,L\ mudel uslng ;I jump pack does 
nor remain airborne but takes off, junlps. and lands again all as 
part of ih movement phase. A model may jump into hand-to- 
hand combat if he declares a charge at the start of his turn and 
gains the + I  WS bonus for charging. When a model with a 
jump pack charges he may move up to 4" aftcr he's landed to 
cngagc an opponent in hand-to-hand combat. 

:I model may make a jump. land and then \hoot or throw a 
grenade. though a model rliay not usc a 'movc or firc' wcapon 
on the sanie turn th:~t i t  mahe\ ajurrip A ~ ~ i o d e l  may not I .LII~.  
hide or enter overwatch on thd same turn that I [  makc< a jump. 
A model wearing a ,jump pack can rilo\e 110111ially 111rruad of 
making a jump if desired - i t  may be necessal-y to do $0 lo 
enter vehicles or builrlinys or \imply hecauselurr~ping rz l~able 
to draw a barrage of overwatch fire. 

.A junip can bd made up to a distance of 18". reachins a 
~naximum hcight sufficient to clear most obstacles. \,ehicle5 
and modcls. Woods and single storey buildings can be 
cleared. but the horizontal distance jumped is reduced to 17" 
to accoullt for the greater vertical height ncedcd. Higher 
obstaclcslbuildings can be cleared but the distance of the jump 
bill be reduced to 6". Jumps are always made in a htraipht 
line. but a model may turn to lacc in any direction at thc 
beginning or end of its jump. 

Unfortunately ,jump packs can he difficult to control and 
landing in dense terrain can be c l i s ~ s t ~ - o ~ ~ s !  After n model ha, 
been positioned at thc end of i t5  jump roll ;I sca[tcr d ~ c e .  I 1  you 
roll a h i t  the model has landed smack on tarFet. If you roll an 
arrow the motlel scatters 1D3" in rhe d ~ r r c r ~ o n  ~nd~carccl .  
Models which scatter and larid In d ~ f f ~ c u l t  or \cry d ~ f f i c ~ ~ l t  
terrain or on top of "hard" ohstaclec such a ,  rock?. wall\ o r  
vehicles (not bushes) will suffer an S7 h ~ t  unle$\ the) roll 
equal to or under thejr Initiative charactcr~\tic on a Dh. 1 1  a 
jumping model lands on top of another r~iodel r t  will movL out 
of the way automatically and the two models w11l t ~ f h r  I n  
hand-to-hand combat ( i f '  they are opponents of courw!). Exen 
i f  the jumper accidentally ends up in hmd lo hand cornha[ I I ~  
still receikcs the +I M'S bonus for charg~ng. 

Squads using jump packs mubt attempt to land within squ:~cl 
coherent) distance of each other. though thcy niay well end 
up outside their coherency distance once ;cartel- has been 
resolved. This is f inc as long a \  the squad c o n t i n u c  
attempting to land within coherency distancc after each-jump. 

Troops usingjump packs leap in nice slow. prcdicrablc cut-\c.. 
SO models firing at them do not count the - I  to hit penalty ((11- 

firing at a target moving 10" or faster. 
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ELDAR MEDI-PACK 
1 SWOOPING HAWK WINGS 
I Swooping Hawk wings are a special form of jump pack used 

exclusively by Eldar Swooping Hawk Aspect Warriors. In 
ildtlition to an anti-er;~vity lifter and jet propulsion motors thc 
harness ha5 l a r ~ e  w i n ~ s  which allow the user to glide longer 
diztances and even soar h i ~ h  into the air. 

Eltl;~r Swooping Hawk wings work exactly like jump pack.. 
except in the following respects. 

I. A Hawk Icap must be in a straight line betwec~i 6" and 
36" long. Tlirrcl is no penalty ro the movement distance 
for moving over tall obstacles as there is for jump packs. 

2 .  No roll i:. made for scatter on landing but 110 n~odel using 
Hawk wing:. may land within I "  of any cover. building. 
\.chicle. obstacle o r  o ther  model. including other  
Swooping Hawks. Such features would ~nlerfere w ~ t h  the 
wins nienibranes and ~ n a k e  them crash. When leaping 
into tiarld-~o-h;ind combat Swooping Hawkc may lrlove 
u.ithin I "  of the enemy model they intend to fight hut 
I ~ I L I \ ~  \ t i l l  ~rerrra~n I "  cledr of any other obstacles. lnodels 
or features as noted above. When charging Swooping 
Ha* ks do not rec.cive the extra 1" tnove that ord~nary  
jump packers do. 

3. Shots fired at Swoop~ng Hawks suffer a - I  to hit penalty 
for the tar-yt's spccd rcpardless of the actual distance of 
thc leap they are ~iiahing!. Swooping Hawks carr!' a 
hpecial zrenade pack which they can use to drop 
gl.enades on   nod el they leap over. For more details see 
the weaponh rrir1.y for the Swooping Hawk Grenade 
Pach. 

Swooping Hawks can also use their w~ngs  to %oar high above 
the battlefield in order to cvade or bypass an enemy. The 
following rulcs apply. 

I. At the start of i t \  rnovement phase a Swoupinp Hawk 
squad declare\ that i t  is flying away from thc battlefield 
and the rnodels are rcrnovid from the table. Thcy [nay 
lnake no other movenlent on the tablc that turn. 

A rnedi-pack is an advanced automated medical machine 
packed with sensors, probes. drugs and chemicals. With its aid 
almost anyone can apply battle surgery to the wounded and 
speed recovery of the injured. To  usc the machine a model 
using i t  must move into base-10-base contact with his patient 
during his own turn and remain therc through the shooting and 
close combat phases doing nothing clse. At the end of thc 
close combat phase the medi-pack can d o  one  of the 
following: 

I .  A wounded but still living character can have one wound 
~estored by the rnedi-pack. He may have further wounds 
restored on following turns but ma) not gain more 
woi~rlds than his starting characteristic. 

?. A model reduced to 0 wounds may be treated in the 
hopes i t  will recover. Roll a D6 and consult the table 
below. 

U6 Roll Effect 

5-6 The medi-pack succeeds in patching up the model 
and i t  I S  qtood back on its feet with 1 wound. I t  can 
act normally from the next turn onward. 

3-4 The model is too badly injured to c a r )  on fighting 
in this battle but. with help, he will live to fight 
another day.  The ~nedi-pack jtahilises his 
condition and ensures he's  in no immcdiate 
danger. 

1 2 The   nod el 1s beyond help, and more in need of a 
mortician than a medi-pack' 

I n  this case the model with the rnedi-pack must be able to 
rcach the wounded model on the turn after i t  is wounded. 
The easiest  way to remember a h i c h  models wcre 
wounded last turn is to lie down the models which are 
'killed' within the rnaxrmuni movement distance of the 
model with the medi-pack instead of removing them 
whcn they are killed. Oncc the medic has moved to help 
one  model take off the rest - they art: now beyond 
trnmediate medical help. 

3. A model blinded by a photon flare, conversion freld or 
sl~nilar can have its vision res~ored. 

4. A model affected by pas of any type can be cured US anv 
ill effects. However. if the gas 1s a persistent type (such 
as Chokc, for example) the model must movc o~ l t  of the 
gas cloud as soon as i t  can or it will be affected again. 

5 .  The rnedi-pack can be used to negate any ps!!chological 
efrects such as fcar. terror etc in a model. 

2 .  Models lnav tlv Llwav from hand-to-hand combat in this 
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SCANNER 
The ~nu l t i  \canner is used to register energy emissions 
throughout the electro-magnetic spectrum. It can detect heat, 
radiation. and most forli~s of energy given off by vehicles or 
iivinp creatures. The scanner may be a separate hand-held 
device like a small viewsc1,cen or pair of binoculars, or i t  may 
be built into a helmet aq in the case of Terminator tactical 
dre::ldnought armour. .2 model carrymg a scanner can use it at 
any point without penalty. The following rules apply. 

I .  A model equipped with a :,canner will automatically 
detect anv hidden model within 24" by means of its heat 
and energy profile The hldden model may still not be 
fired at d1rectl.1 but weapons w ~ t h  a blast marker may be 
tired at the hiding model in the hopes of catching it in the 
blast. 

2. The model will be generally aware of the presence of all 
models within 23": they w~l l  appear as indistinct 'blips' 
on his readout. This is especiallj useful if approaching a 
building contalnlng enemy troopz. Such troops cannot be 
fired on directly but the knowledge of their prcscncc may 
prompt the player lo direct firc at the building or move in 
a certain direction. 

3. The model will be aware of the radiation strength of any 
active Kacl prenadc within 24". The plajcr rnay turn over 
any rad counter. within this range and look at them. 

4. The scanner will function through ordinary smoke but 
will be blockcd by Blind clouds 

SERVO-ARM 
Impcrlal Tech-Marines, Adeptus Mechanicus and Servitors 
are often equipped with a special auxiliary servo-arm fitted 
onto a harness The servo-arm ib linked to the user's nourul 
network to become, in uffect, a n  additional limb for an 
expericnced operator. Servo-arms are equipped with a number 
of different attachments: lastorches, vibrosaws. power drills 
and so on, but by far the most common arc manipulative claw.; 
or grabbers. With the aid of a claw-equipped servo-arm and 
specially reinforced leg unit; a user can carry exceptionally 
heavy items of equipment and lift object: weighing 5everal 
tons. 

A model equipped w ~ t h  a servo-arm suffers no movement 
penalties for carrying equipment or heavy weapons and count': 
as two crew members if hc is crewing a support weapon or 
operating a vehicle or equipment. Because the tools fitted on 
the servo-arm are also good weapons a rnodel equipped with 
one also rolls one extsa attack dice in closi. combat. 

'I don' 

Rt 

t have time . . to  die - I'm too busy!" 

:putea last words of High Lord Gogc Vandire. 
61s Master of the Admioistntum 
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SPECIAL ISSUE GRENADE 
SpCci;il i\.;ue grenades :Ire rare and powerful devices which loop becu~nes longer and longcr. so thiit whilc tinle is slowed 

arc. .;cldoIn. i f  ever. entrusted to ordinary frooprrs. Not only down i t  does not wholly stop. Troops within [h i \  outcr area 
doc. thl. individual espenje ol'these potent wezpons make th~c  appear to mocc Far slower than normal but can \ t i l l  111ovc arld 
inlpcl\\~blo but they 21-c \o powerful that their i l l  chosen use act although in a restricted fashion. A stasis-loop lasts only for 

COLIICI (,i~u,c accldentnl damage to friendly forces. Special a lirnited time. but may pe~.sisi for sevcral game lurns. 

i \ \uc srsnades are only cvcSr available as Wargear cards for 
c l i a m c t ~ ~ - >  \bith each representing a single grenade o f  the Strength Damage Save Mod i f i e r  Area 

Nonc None None 2" Radius 

'l'lie playel- nominutcs his tai-gct rnodcl. visible area of  pround. 
HAYWIRE (SCRAMBLER) (11. piecc o f  scenery. Deterrn~ne where the grenade hits as 

H ~ ~ ~ , ~ ~  Frenades elnit an incred ib ly  power fu l  burst of normal and place a 2" blast marker. Everything within the arca 

e[ectrc).magnetic i n te rk rence  which scrambles de l jca lc  is trapped i r l  a stasis-loop. Models  whose base.; are on l y  

circllit'; ant\ overlc\at\s instruments, 11 is used i o  disrupt the partially wi th in thc arca arc trappcd on a ro l l  of 4. 5 or 6 - i f  

minds and control syslelns of  dreadnounhts robot\-. they manage to avoid being trapped move thehe nlodel\ Out of  

WI.:ljthgllilrd, \,chicles 2nd Terminator$ The e[[kct is ~ i s u ~ l l y  the arca. Nothing can happcn inside a stahis-loop' modcls nlay 

,,pec,acular: c i rcu i t ry  w i t h  showers o f  spark\ .  neither acr nor he affected by the actions o f  anythlng outside 

cabling burns and e l ~ c i r ~ n i c c  melt. The great advantage o f  the Loop: thcy cannot move 01- .;hoot and they cannot be shot 

Haywi re  is  that the pulse cf  energy i t  unleashes ignores at. I t  is not possible l o  .;hoot through a loop. althoueh i t  is 
arrrlour co rnp le~ r l y .  rrnclering the most th ick ly  armouretl possible to see through i t  normally. 

talpet vulnerable. 

The potent crystal battel-ie.; required for a Haywire grenadt. 
are expen\ive and hard to construct so Haywire grenadcs nl-c 
rare and much sought arter. I laywire prcnade. are impossihlc 
to ~ n ~ n ~ a t u r i s e  enough to f i t  into grenade launchers so they 
must always be thrown by hand. 

Objects and troops irnnledidtely oursidc thc stasis-loop arc 

St rength  Damage Save Mod i f i e r  Area caught ill a tlme d~stortion Thl5 affects all model. within 4"  o f  
thc centre o f  the blast marker (other than models u i i h i n  the 

None (3 )  None None 1 117" blast niasker itself). Note that this is not ail a i m  nial-kc[. and 

A k[ayn.jre grenade only works against a vehicle. robot. 01- there is no need to ro l l  to hit troops to see i f  time distortion 

dreadnoufht. I t  can also be used against Eldar Wra i thyard .  takes ef fect .  .\I1 iuodr ls  w i t h i n  1" o r  the spot where the 

which are essentially spirit-powered dreadnouphts or  robots. grenade lands are affectcd automarically rcfardlcss o f  whether 
I t  can also affect troopc; wearing Terminator armoirr. Yo rn i i ~ l  their entire basc is within the area or not. These rnodels may 

troop.; w i l l  be unaffected by a Haywire grenade. inove during therr o ~ v n  turn. but may only do so at half rate. 
They may only 4loor during their- own turn il' thcy l'lrst rol l  a 

Vehicles. dreadnought5 etc. h i t  by Haywii-e arc penetrated 
4. 5 or 6 on a D6. Similarly. al l  of their actions take twice as 

automat icol ly.  R o l l  to h i t  locat ions covered by the blast Ions as normal. and can therefore only he attempted if they 
marker  as normal  and then go straight o n  t o  r o l l  or1 the 

f irst r o l l  a 4. 5 o r  6 on a D6 ( t o  use psychic powers. for  
appropriate damage table. Unfortunately the Haywire pulse is example). Hand-to-hand combat is on lv  worked o i ~ t  ever) 
seldorn strong enough to  completely wreck  a target. just  other turn. 
cripple it. so deduct - I  from each damage roll. trcatlng a total 
o f  0 as no effect. Vehicle crewmen and models wearing exo- Models  may move out o f  the t ime distort ion i f  they hav t  
arinour or Terminator armour caught in a Haywlre blast suffer sufficient movement. and are then tree o f  its cffccts. Models 
an S3 hit causing I wound with no armour save possiblc. which move into the stasis-loop from the distortion area are 

trapped inside the stasjs. Models wi th in the distortion arca 
may be shot at by troops outside. There is a -2 to hit niodirier 
for shooting into. through or out o f  a time distortion. 

The Stasis grenade is an unusuul 2nd rare weapon developed stasis-loop and associated ti& distortion al.ea persist 
by the Adeptus Mechanicu:, for use by the special agents o f  for several turnh. A t  the bepnn ing  o f  cach side's turn one 
the Imperium. I t  is not generally issued to combat troops as: i t  rolls a and consults the chart below, 
is very expensive. hut they do occasionally appear on the open 
market where planetary rulers w i l l  pay exorbitant price.: for a 
single grenade. I t  is relatively bulk) and cannot be used with a 

A t  the heart o f  the grenade l ~ e s  a slllall t ir~le-warp generalor D6 Rrsu l t  Stasis-loop effect 
that creates a self replicating time-warp or stasis-loop centred 

1-2 The effect persists unt i l  the end o f  the 
upon itself. Everything close to the grenade is condemned to testing side's turn and then the grenade's 
relive the same instant rime and time again. in  sffect that pan power source is exhausted. The stasis- 
o f  \pace i >  trapped i n  a sinplc moment and appears frozcn loop is removed wi th  110 further effect. 
solid to observers further away Thc eflkct o f  the time-warp 
Field wcakenq as thc distance from the grcnade increases, tlie 
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Strength Damage Save Modifier Cloud Area 
Nonc N O ~ L  None 1 117" Radius 

.4 Toxin grenadc explodes and showers the area with a cloud 
of  deadly poison. Poison for toxin grenades is occasionally 
synthes~sed or more commonly gathcred from lethal death 
world plilnts or animals such as thc Catachan De\jil or thc 
Scarlet Lasher of Luther Mclntyrc IX. Toxin pas is highly 
poisonous i~nd al-kcts all living creatures which breathe i t  or 
absorb it through exposcd s k ~ n  I t  cilnnot harm troops Inside 
sealed buildings. enclosed vehicles, or those wearing sealcd 
types of arrnour. Space Marines wearing Power ur ferminator 
armour are not affected. and neither are Eldar Aspect Warriors 

- the arlnour worn by these troops has ir own air supply and 
completely isolates them from the environment. 

Enclosed vehicles and dreadnoughts are also immune as they 
are assumed to bc airtight. Tyranids and Tyranid construct- 
creatures such a$ Genestealers are irnmunc too: theil- unique 
metabolism means that most poisons from this galaxy a,~ll not 
affect then1 and those that do  require massive d0sc.s and 
extended period of time to take effect. Other rroops. including 
Space Marine Scours. Irriperial Guard. Eldar Ciuardlanc and 
Orks. must try to avoid brcathinp in too much ol' the p a .  

D6 Roll to Kill Nominate your target point and work out where the grenade 
lands as  1101-mal. Place :I 1 112" radius blast markcr. or a patch 

Space Marines, Eldar Aspect of cotton \vool, on thc spot. Mod?ls u h o w  hases lie rc) t ;~l l ! ,  
Warriors, Dreadnoughts. within the blast area cannot help but brcathe in the pa\ and .so 
Terminators, Enclosed vehicles. h o  effect are hit automatically. Models whose b a s s  lie partially u ithin 
Imperial Guard, Squats. Eldar the blast 21-ecl may be able to jump av.ay frorn the expanding 
Guardians, Space Marine Scout';. cloud nntl so are hit on a Dh roll of a 4. 5 01. 6. 
Orks in 'eavy arrnour 

Each unprotecte(1 model hit hy thc toxin cloud is killed on a 
roll of 2 or moru on a Dh regardlexs of their Toughne\< and 
number of wound\ (b;~sicall! Orhh i n  flak al'liiouu and 
Grctchin, as rhese do not norniall) have re\p~rators),  rroops 
with home form of protection are killed on a D6 1.011 of a 3 or 
more. Troops wearing en\.ironmentally sealed armour. 
Tyranidf and their creature\  \ L I C ~  ac Genestealer.; and 
Carnifexes (but not crohsbreeds like benestealer hybrids) 
cannot be affected. 

Thc toxin pas cloud remains on the tahlc A t  rhc heginning of' 
each s ~ d e ' s  tu1.11 one playcr rolls a D6 and consult:\ thc chi~rr 

D6 Result Toxic Cloud Movement 

Cloud remains until cnd of the testiny 
side's turn and then disappears with 
no further effect. 

Cloud rcmainz where i t  is. 

Cloud shrinks to half its current radiw 
rounding down to nearest I/?". 
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b 
VIRUS 

Strength Damage Save Modifier Blast Area 

None None None 2" Radius 

'The VII-11s grenade contains: a genetically tailored virus whrch 
is rclrased by the exploding grenadc. Thc virus has bccn 
gellctlcally programmed so that i t  mutates very rapidly. As a 
result i t \  ln~tial effect is devastating but i t  quickly degenerates 
and eventually dies out. This genetically engineered self- 
destruct mechanism means that viral warfare is relatively safe. 
Indeed. the most effective way of depopulating a planet is 
with giant viral missiles fired from space. 

However. thel-e is always a small clclncnt of risk. I t  has been 
known for a virus to lie dormant for centuries and reappear 
only whrn the planet has been repopulated. Most rare of all. 
the \:irus may zvol\s into a stable but deadly form making the 
whole world uninhabitable. 

These drawback:. are rnorc: of a problem with larfe scale viral 
bornbardrnenr. I he amount of virus in a grenade is small. so 
its porentral for ~~npredictnble yenetic development is almost 
nil. Because Tyranids and their constructs are from a diffcrcnt 
galaxy and rhcrcfore of different genetic stock the) are largcly 
immune to Virus and will nnt he affected by i r  though 
Genestealer hybrrds have absorbed the metabolic weakl~esses 
of theil. hosts and arc aI'I'ec~ed normally. 

Roll to hit the taryet point and place a 1" radius blast marker 
where the prenade hits cis normal. 4s ~ ~ s u n l .  models whose 
base.; lie within the area are hit. and ~nodels partially with~n 
thc area are hit on a D6 roll of 4. 5 or 6. Models which have 
been hit by the and which are not protected from the 
environnicnt are killcd on a 0 6  roll of 3 or mot-e as shown on 
the ch;~rl brlow. 

Troop Type D6 Roll to Kill 

Space Marines, Eldar Aspect 
Warriors. Dreadnoughts, 
Terminators, Enclosed vehicles. No effect 

Othcr troop? including Space 
Marine Scouts. Eldar Guardians, 
Trn~er ral Guard. Squats and Orks. 3 i  

When a model falls casualty to the virus do not remove i t  from 
the tabletop straight away. Instead lie the model down and test 
to see if the mutating virus spreads to nearby troops. Roll a D6 
to establish the contact range in inches for the virus. Any 
normally vulnerable model within the contact range of a 
vicrim is killed on the D6 roll of a 4. 5 or 6. 

VORTEX 
Strength Damage Save Modifier Blast Area 

None Kone None 1 112" 

The Vortex grenade is a rare weapon that is very difficult to 
pl.od~rcc. I t  is made by the Adeptus Mechanicus for lrnperial 
agents. and i t  is possible that copies madc on advanced human 
worlds occasionally find their way Into the hands of other 
troops. 

Thc grenade takes [he rorm of a weighty sphere rather like a 
crickct ball, and it is Far too heavy to be fired from a grenade 
launcher, Inside the outcr shell of the grenade is a delicate 
warp mechanism, a complicated and temperamental piecc of 
technology. 

When the grenade is activated i t  creates a tiny rift between the 
real universe and warp space. a rift which becomes a vortex in 
the fabric of space like a small black hole.  Everything 
encompassed by the vortex is destroyed without exception. 
. i l l  matter and all energj is drawn through thc vortcx and into 
warp space where i t  is turned into the very stuffof the warp. 

Lort~ces are doubly dangerous hecause once created they may 
remain stable, disappear or move in an unpredictable way. 
Occasionally a vortex can be as deadly to its user as to its 
target. 

Oncc the grenade has been thrown place the 1 112" radius blast 
marker on the spot where it hits. All matter cojlered by the 
marker is destroyed. and aliytlii~lg touched by the marker is 
destroyed on a roll of 4 or more on a D6. Armour saving 
throws and force fields will not protect models at all. 

Trees. bits of wall, rocks. and other scenic features are 
dcstroyed whcre they are touched by the vortex. Any part of a 
building is destroyed where it is touched. Vclhiclcs may also 
be destroyed a5 described below. It is not possible to see or 
shoot through a vortex or to use psychic powers through it. 

When a vortex comes into contact with a vehicle it map 
destroy or damage it depending on how much of the vehicle is 
covered. Work out the results a:, follows. 

If the vehiclc is completely covered by the vortex it is 
completely destroyed. If a vehicle is only part~ally covered by 
a vortex each location on the vehicle covered is hit on a DG 
1-011 of 4.  5 or 6. The vehicle 's  ;irmour is penetrated 
automatically. Roll for damage on the appropilate damage 
location table and add +I to the dlce roll for effect to represent 
the massive amount of damage inflicted. 

The vonex marker remains in place from turn to turn. I t  is an 
unpredictable ball of glowing blackness ready to threaten all 
those near it. At the beginning of each srde's turn roll a D6 and 
consult the chart below. 

killed I t  is pnsl-.ible that a single niudel may have to test 
sever-al times becuusc it lies within thc contact range of more 
than one victim. 

I f  models are close together i t  is possible for a qingle vlrirs 
pre~iade lo wipe out whole squads of troops before its potency 
dich away. Oncc therc arc no more victims wrtliiri the conlact 
ranpe the virus has mutated into a safe form and there is no 
funher effect. 

D6 Result 

1-2 The vortex vanishes with no further effect. 
Remove the vortex marker. 

3-4 The vortex remains unchanged. 

5-6 The vortex moves D6" in a random 
direction, destroying everything in its path. 

76 
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TARGETER TELEPORTER 
Targeters are d e v ~ c e s  which combilie ~ a r i o u s  optical and 
clcctronic sights together with guidance systems in the case of 
mis.;iles. A model using a weapon with a targeter gains a +I 
mod~f i e r  on its 1.011 to hit with that weapon. Targeters arc 
always fitted to specific weapons. yo a Space Marine armed 
with a bolt pistol and a missile launcher with a targeter would 
get + I  to hit when he was shooting with the missile launcher 
but not with the bolt pistol. Targeters may nut be interchanged 
between weapon5 during a battle. Weapons which are linked 
to tire in unison, such as the dual lascannon on a land raider. 
may use a singlc targeter. 

DARK REAPER 
RANGE FINDER 
Eldar Dark Reaper Aspect Warrlors are the most heavily 
armed of all the Aspect Warr~or  cults. They traditionally usc 
missile launchers and their special armour tncludes a colilplex 
array of  sensory and range-findinp equipment linked to their 
weapons. This gives them +I  to hit with their rnissile 
launchers just like a targeter, The range finder can also lock on 
to track fast moving targets. I'his llleans the normal negatibc 
to hit modifier for firing at fast moving targets is therefore 
~gnored. 

A teleporter 1s n huge device which must be built inro a 
spaceship or building with a considerable powcr source to 
operate it. Teleporters can transport material from ship ro $hip. 
from ship to planet or vice Lersa. Teleport beams work in 
straight lincs and can only penetrate about five metre\ of solid 
~iiatter  so  the curvature of a planet tilakes i l  impossible to 
teleport from one part of a planet dircctly to another. The mnyt 

common usc for teleporters is to place squads of warrior. 
directly into battlc from ship? in orbit. 

E\.en at the best of times teleporting can be danpcrously 
unpredictable but Inany commanders considel. the surprise and 
confusion i t  causes amongst the defenders to be well worth thc 
risk. Squads that are allowed to teleport into battle are noted i l l  

the appropriate arm) I~st .  

A squad i:. teleported duririe tlic movement phnsc. Place orlc 
rnodel fro111 the squad on the tablc where the squat1 inrcndh to 
tcleport to. To determine the dcv~ation roll a {cotter dice and 
2DIO. It' you roll a double 1 on the two DIO the entire squacl i \  
wiped out In a catilstrophic telepo~.ter accident. Otherwise the 
model is mo\ed in the direction of the arrow on the scatter 
dice a number of inches equal to the roll on the 2DlO (note 
that there is a small arrow above the I on the face reading 
"HIT"). 

I f  the model is r n o ~ r d  off thc edpe of the table the teleport 
attcmpt has failed and the squad rili~st try  gain next turn. 
Safety devices built into thc tclcporter mechilnisrn prevent i t  
niaterialislnp the suhject inside solid mat1i.r. so i f  the rnodel 
ends up in a building. vehiclc or other solid object roll for 
deviation again from  hat pollit 

Once the first model has been deviated the Irest of the squad 
can be placed anywhere within 2" ot' it. The teleported ~iiodels 
can shoot and fight in hand-to-hand cornbar on the turn they 
arrive but do not count as charging it '  they releport directly into 
hand-to-hand combat 
,.. : roops that ha\,c paid thc point< cost to teleport into a battle 
ma) releport out agaln during the owning player's turn. -;'he 
squad is simply removed from the table during the p1ayev.s 
movement phaac arid may not return latcrr in the game. 

TELEPORT HOMER 
A teleport homer is a transmitter which glve8, out :t con5lant 
coded signal for tcleporters to lock onto. making i t  c u i e r  to 
teleport creatures down close to an active tcleport homcr. 

If a squad are teleporting to a poinr within 6" o l ' a n  ;~c t i \ .c  
teleport homer (carried by another squad. for exa111l1lcI a 1 - 0 1 1  
of a HIT on ,the scatter dice indicates thilt the \cluatl ~ ; I \ - L .  
locked onto the homer and don't deviate a \  they relcporl ,I 
roll of an arrow indicates thc squad has devi;~ted ;I': r~orrnal 
despite the homer. 



or over ten thousand years have ! lived," for centuries till it had been integated into this vast 
intoned the Chaos warrior. "For over a hundred vessel. Whatever shape the hulk had originally 

centuries have I fought the long war. Eighty- possessed was iong gone. He was Like that - a 
eight million hours cannot contain my hatred." millennia of mutation, of gifts from his patron Chaos 

Power had cost him his original shape. No longer 
For over a day now the space hulk Reaper of Souls was he a tall, powerful Space Marine garbed in 
had held its orbit over the doomed planet. Brother- ceramite armour. Now he was an inhuman thing, a 
Captain Karlsen studied the world visible through patchwork of many strange pieces. Only the original 
the huge art of the stained glass window. It glittered body shape and the mind was still Karlsen,s, and 
like a jewel in the blackness of space. Its greenness sometimes he was not sure even of that. 
mocked him. Down there people went about their 
daily business. They lived their lives secure in the Could any mind remain intact after ten thousand 
knowledge that their Emperor and his mighty years. Would it not splinter under the impact of all 
legions protected them. that accumulated experience? Would not the years 

Karlsen laughed his hollow laugh, it bubbled 
bring madness? Instinctively Karlsen knew that he 

horribly from his ruined throat. Today that ended. 
had gone mad many times. There had been centuries 

Their stupid ordered lives were over. They were 
when he had gibbered insanely, years when he had 

insects, dw~lling in an insects' nest. They lived insect 
reiterated a single crazed chant. He knew that he had 

lives and nrver understood the true nature of the 
lost so much. No mind could hold all his memories. 

universe, a place of predators who preyed on body 
They overflowed like wine from an overfilled cup. It 
was part of the gift and the curse of his immortality. 

The fold down there were sheep. Let the sheep look 
up, thought Karlsen. Let them know the wolves are 
about to descend on the fold. Let them pray to their 
senile god and know that he cannot save them. 

Their world will burn, he swore. Thev will pray for 
death. Their weapons will not save them. Their 
armies will not protect them. Their pitiful faith will 
not shield them. They will die and their souls will be 
consigned screaming to the warp. This I swear by the 
honour of my Chapter and all the powers of Chaos. 
But for now let them wait, for I must celebrate the 
Dark Communiun. 

He looked down at the throne in which he rested. 
The ancient brass was moulded in the shape of a 
mythical beast of Old Earth. Life support tubes 
connected i t  to the re-breathers of his ancient 
armour. The tcn thousand year-old runes flickered 
and glowed in thc chill darkness, sending out 
messages that only a few now living could read and 
fully understand. 

Karlsen studied the walls of this ancient chamber 
with his baleful red glare, noting as if  for the first 
time the gargvyles that guarded each doorway and 
sign of the Eye of Horus that enclosed the stained 
glass window. He noticed the cracked and flaking 
tiles that covered the cerarnite floor and recalled that 
once they had contained a mosaic depicting the 
attack on the Emperor's Palace during the long ago 
battle for Earth. The picture was long gone, worn 
away by a million footfalls down the long centuries. 

Karlsen lashed thc metal tentacles that replaced his 
left hand and reflexively worked the action of the 
bolter fused to the stump of his right wr~st. There 
were times he felt like this space hulk, like a strange 
agglomeration of random bits hastily and crudely 
connected to an ancient central core. 

He knew thc space hulk was a jumble uf the flotsam 
and jetsam of interstellar space that had been sucked 
though the warp to the daemon worlds, had drifted 

That was why, when they could, he and his men 
celebrated the Dark Communion. They preserved 
what was important. They stayed themselves and 
did not devolve into howling Chaos Spawr?. In the 
end, when all was said and done, they were Space 
Marines, and they had a Space Marine's pride. 

Karlsen cleared his mind as he had learned so long 
ago. He turned his gaze inward. He needed no 
drugs, no chants, none of the aids and adjuncts that 
lesser sorcerers used. He had ten millennia of 
practice and his powers were strong. He envisioned 
a vast cavern, the walls of which were lined with 
pigeon-holes. In each pigeon-hole was a glowing 
gem. Each glowing gem was a memory. Onc that he 
had chosen to preserve. It would remain in this 
protected space within his mind for as long as he 
would live. Karlsen had achieved the first level of 
the rtitual. 

Now he reviewed last year, winnowing his 
memories for deeds he wished to preserve. Was 
there anything worth keeping, worth preserving 
from time's slow erosion. That battle on Kadavah, 
perhaps, where they had aided those pitiful rebels 
against their Imperial masters, and where he had 
killed that Blood Angel in the desecrated rubble of 
the shrine of the Emperor's Ascension? Yes, he 
thought, recalling the moment with satisfaction, that 
was worth preserving. 

He visualised the scene clearly. The Blood Angel 
crawling from the ruins, his armour all  pitted and 
cracked. Nearby lay the huge skull of a destroyed 
Warhound Titan. In the distance loomed the skeletal 
remains of Kadavah's skyscraped towers. He had the 
moment perfectly. He could taste the dry burned 
taint in the air, feel the kick of his bolter, hear the 
groans of the wounded, smell the stink of molten 
metal, sense the departure of the Blood hngc!'s soul. 
He fixed the memory, reduced it to something hard 
and bright and pure, then left it in its assibmcd place. 
There was nothing else he wanted to preserve. 



BILL KING 



DARK COMMUNION 

Now came the next stage. He examined his edge of the galaxy, to the one place their foes would 
memories. Now he exulted in who he was and how not dare pursue them, to the Eye of Terror. 
he came to be. h e  reached for the gems of memory, 
and they came Lo him, one by one. He stood amid the rubble of Prospero and watched 

the sky change colour. His voice mingled with the 
He was orl Prospero, homeworld of his Order. From chanting of his brothers, chain lightning c r a c ~ e d  
the balcony of his tower he could see the mile-high from horizon to horizon. Pain filled him as he forced 
spire where dwelled M a p u s ,  Primarch of his Order. his mind to the task. 'The towering presence of 
The air of the city crackled with hundreds of potent 
enchantments. His spellbook floated in front of him. 

Magnus was there, calming him, reassuring him that 

He knew that Magnus had been right to defy the what they attempted could be done, that they could 

Emperor's Interdict against the study of magic. It indeed shift an entire world through the warp to the 

was so fascinating and they had learned so much. Eye, that their ancient world could be theirs again. 
Soon they woi11d;~se theirspells to smite the 
Emperor's enemies and the rtder uf mankind would 
be forccd to see the error of his ways. 

I was a fool then, thought Karlsen. We were all fools. 
He reached for another memory. 

Anger at the betrayal filled his mind. The Emperor 
bad declared them heretics, outcasts. Their 
knowledge was deemed forbidden. They were to be 
purged. The Space Wolves had been despatched to 
cleanse Prospero. 'They were forced to flee. In that 
moment Karlsen realised that the Emperor was a 
fool and all his followers were dupes. He was jealous 
of any power he did not understand. Perhaps he 
feared a potential rival. Whatever his reasons it did 
not matter. The Thousand Sons must take to their 
ships and accept Warmaster Horus' offer of 
sanch~ary. It was their only chance of survival in the 
turbulent period of civil war, the only way to protect 
what they had gained. 

Another scene filled his mind. 

He aimed his bolter at the Loyalist and pulled the 
hgger.  The man screamed and fell. Laser fire 
scvrched the pavement all around him but the 
shimmer of his protective spells warded it from h.is 
body. ln the d~stance he could see the mountain-high 
silver walls that protected the Emperor's palace. 
Overhead the blue sky of Earth was filled with ships. 
This was the final battle. Today the fate of the galaxy 
would be decided. 

The scene melted into another memory of that 
awesome battle. 

He stood before the gleaming black valves of the 
Ultimate Gate, the towering portal that guarded the 
entrance to the h e r  Palace. All around him he 
scnsed the press and surge of bodies. Overhead an 
angei-winged man in blood red armour wrestled 
with a huge bat-winged daemon. With a final mighty 
surge the daemon cast the man down. Karlsen heard 
granite crack and his roar of triumph mingled with 
ten thousand other voices. 

He watchcd the Earth recede behind him through 
the armourglass window of the spacecraft. The taste 
of defeat was bitter in his mouth. The Emperor had 
defeated Warmaster Horus. Loyalist reinforcements 
approached Earth, bearing the accursed Space 
Wolves and the Dark Angels. They were defeated. 
The rebellion was over. Now they must flee to the 

He raced down a long street between low squat 
buildings. Behind him he heard the whoosh of 
displaced air, turning he snapped off a shot with his 
bolter. The long sleek Eldar jet-bike jinked to one 
side and the shot ricocheted from the walls. 

He looked in horror at his hand. It was starting to 
change. The fingers were lengthening. Already they 
had fused with his gauntlet and he could not take it 
off. Was this the result of long term exposure to the 
warping influence of Chaos within the Eye or 
something else? His armour was already changing, 
flowing into a new style. Tiny metal skulls covered 
his belt, a daemon's head leered trom his shoulder 
guard. Fear of the change filled him. 

He stood in the long hall of a tumbled down 
building. The roof had long ago collapsed and cold 
stars glittered in the sky. The daemon crouched in 
front of him, confined by the pentacle and the power 
of his will. It snarled and flickers of warpflame 
emerged from its mouth. It did not want to share its 
wisdom with him but he knew that soon it would. 

He wrapped his tentacles round the throat of thc 
blue-armoured Ultramarine. The man struggled and 
writhed in his grasp, frantically trying to break his 
grip and bring his bolter to bear. It was a hopeless 
struggle. Slowly, inexorably, Karlsen lifted him and 
with one mighty heave threw him off the top of the 
tower. He watched with satisfaction as the man 
tumbled headlong to the ground over a mile below. 
The fight was over. The last Ultramarine on the 
planet was dead. The governor's palace was theirs. 

On and on it went. Memories flickered through I s  
mind, reminding him of ancient triumphs and 
ancient defeats, of all the things he desired to 
remember and some of the things he would like to 
forget but could not. 

The touch of his sergeant brought him from his 
reveries. He looked up into Caine's twisted goat face, 
"What is it?" he asked. 

"Ships rise from the planet, Brother Captain. 
Defenders come to meet us." 

Good, thought Karlsen. Perhaps this planet shall 
provide us with some sport after all. 



ULTRA OD ANGE ,L SPACE MARINES 1 AN ORK WARBAND 

I SPACE WOLVES LONG FANGS AND BLOOD CLAWS 





STORM BOLTERS HUNTER-KILLER MISSILE BULLDOZER BLADE 
Many Imperial veh~cles are fitted with ~ h l s  card may only be taken for vehicles This card may only be taken for vehlcles 
storm bolters mounted as auxiliary (excluding bikes and skimmers). It may not (excluding bikes and skimmers). it may not 
weapons. Because they have an ample be taken for Dreadnoughts. Hunter-killer be taken for Dreadnoughts or other 
supply of ammunition these vehicle- missiles are one shot Weapons for use walkers. The 'dozer blade increases the 
mounted storm bolters are less prone to against heavily armoured targets. The Strength of the vehicle's ram value by +i 

jamming SO reroll any jams rolled on the missile is fitted with a robot brain so i t  1s and adds c l D 6  to the ram damage i t  

sustained flre d~ce Any member of the self-guiding and doesn't requare a crewman inflicts. This is in addition to the +D6 ram 

crew can flre an auxil~ary storm bolter to fire 11. The missile may only be fired at bonus against buildings received by 

but if  he does so he may not perform his vehicles. Dreadnoughts, buildings or similar vehicles with a ram bar noted in the 

usual task ( ie,  fire his weapon i f  a targets. It always hits its target on a roll 01 Buildings section of the Warhammer 40,000 

3+ regardless of range and to hit modlflers rulebook. In addition to thls, any shots 
gunner or drlve the vehicle i f  a driver). 

for target size, speed, cover etc If the which hit the front of the veh~cle's hull will 
Alternatively, troopers from squads 

missile hits work out damage USlng the hit the blade on a roll of 4 ,  5 or 6 on a D6 If 
being transported may fire.auxiliary 

profile given below. Discard this card once it  is hit the 'dozer blade adds +D6 to the 
storm bolters Instead of firing their own 

the m~ssile has been fired. veh~cle's front hull armour value for that 
weapons through hatches or firing slits. shot only I f  the veh~cle's hull suffers a 
Models firing storm bolters may not be penetrating hi1 from the front the bulldozer 
targeted separately by the enemy. 

8 2D10 -6 8+2DIO+D6 blade is automatically wrecked and th~s 
card is discarded. 

IMPERIAL VEHICLES ONLY 

KUSTOM FORCE FIELD 
Thls card may only be taken lor Ork i I v e h ~ c l e s  and  Dreadnoughts  The , 
veh~cle or Dreadnought is fltted wrth a i 
Mekboy kustom force held Whenever i 
the vehlcle IS h ~ t  roll a D6 and deduct 

' the result from the Strength of the 
lncomlng shot On a roll of 6 the h ~ t  IS 

i 
stopped completely but the force f~eld 

3 generator burns out and destroys 
t se f  In the process, rnflictlng a 54 h t  i 
on a randomly se lec ted crewman 1 
Instead 

ORK VEHICLES AND ; 
DREADNOUGHTS ONLY 

SQUlG FUEL INJECTOR 
T h ~ s  card may only be taken for Ork 
vehlcles but not for Dreadnoughts 
The vehlcle contarns spec~al  gubb~ns 
that squlrt an extra dose of squ~g  fuel 
Into the englne to produce a burst of 

, m~nd-boggl~ng speed1 The squ~g  fuel 
b ~ n j e c t o r  IS used  a t  the e n d  of the 
: vehrcle's movement  and  makes ~t 
1 move  another  3 0 6 "  fo rward rn a 

stra~ght lrne lmmed~ately If the roll for 
d~s tance  IS 15 or more the veh~c le  
starts to rattle Itself apart - move the 

j vehrcle and then ro l l  a D6 on the 
I Hul l  Damage  Tab le  (or  the  
I B~keIBuggylWartrak Damage Table 

as appropriate) 

ORK VEHlCLES ONLY 

HEAVY FLAMER 
Heavy bolters are often replaced w~ th  
heavy flamers on lmper~a l  veh~c les  
flghtlng In built-up areas or jungles to 
glve superlor close-~n defence aga~nst 
Infantry assaults T h ~ s  card allows you 

1 to upgrade heavy bolters to heavy 
flamers on a veh~cle for an extra 10 

1 pornts per weapon upgraded T w ~ n  
llnked heavy bolters may be upgraded 

I 
I to a s~ngle heavy flamer for free 

I 



/ SUPERCHARGED ENGINE 
This card may only be taken for vehicles 
(including bikes and skimmers) but not 
for Dreadnoughts or other walkers. The 
vehicle's engine has been lovingly 
serviced and tinkered with by the dr~ver. 
including having it rebored, gas flowed 
and fined with a huge supercharger. The 
supercharger can be used in any 
movement phase to increase the 
vehicle's speeds as shown below. Roll 
the dice lor extra movement each time 
the supercharger is used. The extra 
movement rolled doesn't have to be 
used unless you roll the maximum (6 
and 12 respectively) in which case the 
additional movement must be used up. 

No change tD6 +2D6 

NULL-SHIELD 
A null-shield protects against psychic 
attacks, and works by projecting a 
field of negative psychic energy which 
repels psychic power on contact. 
Every time a psychic power is used 
on a vehicle or Dreadnought with a 
null-field roll the scatter dice first - on 
a rol l  of a 'h i t '  the psychic power 
penet ra tes  the sh ie ld  and  works  
normally. If a n  arrow is  rolled the 
psychic power is deflected 2D6" away 
in  the direction indicated, passing 
over  te r ra in  a n d  obstac les  bu t  
affecting the first model (other than 
the vehicle or Dreadnought) in  i ts 
path. If the null-field is within an area 
of effect marker caused by a psychic 
power it will nullify the power on a roll 
4, 5 or 6 on a D6. 



VEHICLE DATA 

6 6 6 7 5 3 1 0  

CREW: 1 SPACE MARINE 

R A M  VALUE: 
STRENGTH 7 
Dl0 DAMAGE 
-4 SAVE 

WEAPONS: 
The Codex weapon fits for a 
Space Marine Dreadnought are: 

TACTICAL: Assault cannon with a 90' f~eld of fire to the front and a 
missile launcher with frag and krak missiles and a 90' field of f~re lo the 
front - 205 Pts. 

I EITHER ASSAULT: Power fist w~th bvlll-ln storm bolter, w~th a 90 ?eId of f~re to 
the front and a multi-melta with a 90" held of llre to the front - 195 Pts. 

DEVASTATOR: Twin lascannon w~th a 90" field of fire to the front and a 

front - 215 Pts 

The Dreadnought may be fitted with a set of auto-launchers carrying f rag or 
b l ind  Grenades at an additional cost of +5 Pts. For non-standard weapon fits 
see the Dreadnought datafax supplied in the Warhammer 40,000 game. 

WEAPON DATA 

Storm Bolter 0-12 12-24 +1 - 4 1 -1 D6+4 Sustained fire, lD 
Power Fist Close Combat Only - 8 1 -5 D6+D20+8 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Frag Mlsslle 0-20 20-72 - - 4 1 -1 D6+3 2" Blast Marker 

Krak Missile 0-20 20-72 - 8 Dl0 -6 D6+D10+8 

Assault Cannon 0-12 12-32 +1 - 8 Dl0  -3 D6+D10+8 Sustained lire3D 

Multi-Melta 0-12 12-24 +1 - 8 2D12 -4 D6+2D12+8 2" Blast Marker I 



1 Legs 2 0 18 
2 Left Arm 19 17 
3 Right Arm 19 17 

4-6 Body 2 1 19 

D6 Leg Damage Table 
1 The inch thick armour plates on the Dreadnought's leg hold. but the force of the blow 

slows it down. The Dreadnought may not move in its next turn. 
2 The Dre;~dnought is knocketl sprawling. Ir bragger.; D3" in ;I randoln direc~ion. 

collidinp wlrh i~nythin: riioved i111'. 
3-4 Thc leg is hcrlously d;llliagcd. Thc Drradriought 11i:ry I ~ D W  only I ~ m p  D3" pcl- 1~11.11. 

5-6 The leg is blown of f  .ind [hi. Drzadnouglit crashes ro the ground. I t  may no1 mo lc  or 
atrack for the resr o f  the falnc. 'lnd is cffcctivcly destr-oyed 

D6 Arm Damage Table 
1 Thc arm is hlr and pan~ally paralysed. Any ranged weapons incorporated into thc arm 

may still be used. but the arm cannot be used to fight i n  hand-to-hand combat. 
Reduce the Dreadnought's Attacks characteristic by I point. 

2 Any weapons mounted on the arm arc jammed or partially damaged and can only be 
uscd i f  you first roll a J+ on 1D6. 

3.5 The arm 1s torn from tht. Dreadnought's body. Any weapons mounted on the arm are 
dertroyed. and the Dreadnought's Attacks characteristic is reduced by 1 point. 

6 The ann is d~stroycd and any weapons mounted on i t  explode' The explosion flashes 
hack to the Dreadnoughl'i body. hyp;irsing all armour. and causing a secondary 
explor.on. Roll on rhe Bndy Damage Table 111 find the effect of thri \econd explosion. 

D6 Body Damage Table 
1 l'l~l: U~.cadnought'.: ccmtrol\ go c1af.y niaking \he Dreadnought d ~ f l r c u l ~  10 ~ 0 n k ~ t ) l .  

The Dreadnought nlay only riiovr or attack i f  you first roll n 4+ on .r Dh. 
2 The Space M a r ~ n e  control l ing the Dreadnought is badly wounded. A l l  o f  the 

Dreadnoughr'z characteristics are halved for the rest o f  the game. 
3-4 The Dreadnought's engine bursts into flaw~ss and thc machine is inimobilised.'The 

Space Marine may use emergency controls lo  fire onc weapon. Roll :I D 6  ;I[ the 
heginning oicach player's IU~II. the machine rxplodcs on ;I roll o i  I or 2. Any models 
within 3" ruffer D6 Strength I 0  hlr\ wlth a - 7  saving throw modifier. 

5 The Space Marine controlling the Dreadnc>ught is r l i~ir~ The Dreadnough1 qtaggerr 
DZ" in a random direcrlc~n. co l l~ding wrrh anything moved ~nro.  and then collnp.;e.; 

6 The Dreadnough1'5 alnlnunltton explodes. The Dreadnough1 IS de\rroyed and any 
niodel5 \?  thin 3" iufiel- D6 Strength I 0  h11s with 3 .3 ravlng throw niodifier. 

r 1 Track' 15 15 I 

I 2-5 Hull 20 18 
6 Weapons 12 12 I 
I Hit the one nearest to the attacker 

D6 Track Damage Table 
1 The [rack I.; daniaged hut keep< runllinp TI-; R h ~ n o  ma) only mi.''.? ;il \I(',: 

speed for the rest o f  the game. 
2-5 Tlic t r ~ ~ c h  I \  h l i ~ ~ i  01'1'. The l< l l i~ io  ~ i i t ) vc \  .ILII I : COI~ I I ! I I  I ~ C Y I  ; I I~II  ;111cl 11ic11 

C O I l l ~ \  1 0  ;I (~C~IlI.IIlCIlI Il i l l[ 1'01 '  1 1 1 ~  I'Cbl 01' [ l l ~  ~ ' I I I I C '  

6 .A [rack 1s blown off;ind rhc resulting dirlliayc irn;r\llc\ rhc ~e l l i c l c ' ,  dri i 'c h ; ~ l l  
I causing 1 1  to I ' l ~ p  o v c r .  The ~:rl:ck col i lc \  lo ~ c \ t  Dh" ~ u . ~ y  i l l  a r.111Jo1n 

dirccrion. Any  model II I i ~ n d s  (111 rake, D6 S7 i i~ t . ;  w i tn  a I savi~:g Ihrow 
modifier. Rol l  a Dh fhr each model on hoard. They al-2 ki l led in  thc c r ~ h  on a 
D6 ro l l  o f  4. 5 or 6. Surviving models may dismounr usin? the normal rulc.;. 

1 D6 Hull Damage Table 
I The driver is  h i t  and killed. The Rhino w i l l  move our o f  c o n ~ r o l  and may not 

fire any weapons unti l  another model r a k e  over. 

2-4 ,4 Iarjie e ~ p l o \ i o n  teal-.; through thc crew compnrrment. Rol l  3 D6 for each 
model on board. On ;I r i ~ l l  of 4. 5 or 6 they Jre hir and ki l led 

5 Thc K~IIIO'\ engine explodes. k ~ l l i n g  'vc.ryb8.)d! o ~ i  board. The Rhino i\ spun 
r ~ l u n ~ l  I:, lace in  a raridorn d i recr io~l  r)y the torcc nf' [he csplosi i in and rheli 
c i ~ ~ i i ~ > s  I[) <I pcr~iiaricrlt l i;iI~. 

6 \ sp.11.I I ~ I ~ I I ~ S  11ic Rli111i1'\ 1'1151 t ; l~ i k  i ~ ~ i ~ l  I I  1 ~ 1 1 . \ t s  1 1 1 1 0  I ' l ;~~ni ' \ .  killrri; 
c ~ c r y h o t l y  on  honi-4. Thc I'l;~li)i~)g wreck Inovc i  ~ t u t  o l  con[!-ol ricxl turn i 1 1 ~ 1  

t l i c ~ i  cwplotles. Anything wlt l i in 3" ol ' thc pol111 whcrc ir end\ up  i \  caught in  thc 
explosion. .;uflkring damage cxactly as i f  hi1 by a heavy llanlcr. 

I D6 Weapons Damage Table 
1 I'he KIi i l io ' \  hr~l;:~-\ iintl i~u~o-launchers arc d;im;~~;d. ;lr:J may only hc firccl II 

you fir..;! 1-011 :I 4 or lnorc on ;I [)h.  

2-5 The Rhino'.; holrcl-s and auro-lirunchei. arc ocilrilyei;. 

6 The R h i n o ' r  hol rer \  2nd ouro-launcher\ arc dc\ r royed ar above. bur the 
explosion caubc, ;I \ccondary rxplosion in rhc hul l  Roll on the H u l l  Damage 
Tahlc to find OUI w h ; ~ ~  cffccr [his .;ccond cxplos~oi l  ha\ 



VEHICLE DATA 

R A M  VALUE: 
STRENGTH 8 
Dl2 DAMAGE 
-5 SAVE 

MOVEMENT: 
SLOW SPEED: 7" 
COMBAT SPEED: 20" 
FAST SPEED: 25" 
TYPE: TRACKED 

CREW: 
1 SPACE MARINE DRIVER 3 SPACE MARINE GUNNERS 

WEAPONS 

Two lascannon, one in each side mount, and one autocannon 
mounted in the turret. Each lascannon has a targeter and an 
180" field of fire to its side of the vehicle. The autocannon is fitted 
with a targeter and has a 360" field of fire. The Predator may be 
fitted with a set o f  auto-launchers carrying frag or  blind 
grenades at an additional cost of +5 points. 

WEAPON DATA I 
Autocannon 0-20 20-72 - - 8 D6 -3 2D6+8 Sustained F ~ r e  10 

Lascannon 0-20 20-60 - 9 2D6 -6 3D6+9 
Auto-launcher 6 - - - As GrenadeType - 
Frag Grenade - - - 3 1 -1 D6+3 2" Blast Marker 

nd Grenade - - - - 2" Blast Marker 



Track' 15 
2-3 Hull 18 

Sponson' 17 15 
5-6 Turret ' 2 2 22 

' Hit the one nearest to the attacker 

D6 Track Damage Table 
1 1.11~. II~ICL I, d:1111.1$ccl h.11 !.ccli~ r ~ l ~ i l ~ ~ l i ;  Thc I'rccl.11or III;I~ OIII~ IIIOLC ;!I ,la>u \IICC.CI tor tt~c rc\l 

01 ~hc f:i~iic 
2-5 Tlic tr.~ck I, h l c ~ u ~ i  011 I'll<. P~,cll;i~or ~iiovc< 011t C ~ > I ~ I ~ ~ I I  I I ~ X I  turn ;III<I IIIL.I~ ~.<~11ic\ I,) *I 

pcrIii;!ticnl li;~lt lor lhc sc\t i>i rlic h;ltllc 
6 A IS;ICL I \  hl i iu~ i  oil ;11iiI Ihc ~ ~ \ L I ~ I I I I ~  i Ia~i i .~f i~ \111;1\hc1 tlic ~C~ICICI dr~\.c \h.111. L;III\III; i~ 11) llrp 

incr Thc  use^!. co~ i ie~  IO rc\I I-)h" ,1\1;i) III ;I r i~~ lc l i~~ i i  d1rec11011 hri) II~(NICI 11 I.II~cI\ on ~.lLc\ 1)O 
S7 h11, ullh ;I - 2  , . I \ I I~~ 1l11.o~ ~ i i t~d~ l i c r  Roll ;I Dh lor c,~cIi ~liodcl 1111 ho,irtl 'Ihc\ :Ire k~l lci l  ill 
thc ~.r;l\h tin a Dh r l~ l l  o i4 .  5 or h SLI~\ IVI I~~ ~iiridelz 11i;ly LII~I~IINII~I llzlng (he 1ior11ii1I rcll~,,. 

D6 Hull Damage Table 
1-3 A Iilrfc cxpln\lon te;lr\ ~hriiufh I~L. crcu compartment. Roll .I Uh k ~ r  c;~cli crcw lncnihcr. 0 1 1  .I 

roll (11-1. 5 or h they arc hi1 and killed. 
4 The Prcdalor', enzinc explode\. Lilllng the crcw The lank I\ >pun ronnd In iacc In ;I r.~n<It,l~~ 

dirccuiin hy [he force of the e~plo\ion ;tnd then come, 1i1 ;I pcrriiancnl hillr. 
5 4 >park ignites the Prcd;llor'z fuel rank and i l  hur.;~~ inlo Ilalnc\. killing '111 of rhc crcu. 'l'lic 

Ilalnlng Lvreck liio\e\ O~II nIcnntrol 11exr rum and theti expIodc%. A ~ i y ~ l i ~ n f  w~lhln 7 "  of ~ h c  p(1i111 
\r here il end  up 15 c.lugh1 III Ihc explo*ion. \uifcrlng dam.~pc sxac~ly ;I\ i f  hi1 hy u hc;~v! I1;lllicr. 

6 The Predator-s ummunlllnn cxplcrdes. The Predator i.; dezlroycd 2nd ;my ~ i i r~ i c l s  wirhln 7 "  zuiicr 
Dh Strcnsth 10 h~r, w~rh ;I -3  \;l\.ilig throw ~iioclilier. 

D6 Sponson Damage Table 
1 Thc I:l\c:~nnon ~~iou~i lc i l  111 llic \))(11is1111 i\ ~I:III~.I;CL~ . 1 1 i c 1  11i.iy tj111) !be fired i f  )011 l'lrst roll ;I -1 III. 

lllc~rc ~)II ;t I)(> 
2.5 .11ic \POII\OII 15 (IC\IIII~CL~. 'I'lic I~I~C~IIIII~~II I~~IIIIIIICL; '11 11  111~ly 1101 11rc l i ~ r  the rc\I oitlic ~;IIIIC. 
6 Tllc \~~cui \o~i  I \  tI~.\~ri~yecI GI, ;~Iiovc. ~ I I I  1111: e\1~1(>\1o11 i.IIi\c\ i r  Iliisllh;~ck 10 ~ l i c  111111 C;ILI\~I~C .I 

, ~ L O I ~ ~ . L I ! J  c \p lo \ l~ l i  1I1c1.c. Roll ( i l l  llic Hi111 D:IIII.I~C l.,~hle 10 l i l~ t l  0111 wlii~t c I ' i c~~  1111s h;l.% 

D6 Turret Damage Table 
1 Tllc :I~I~<IC~IIII~<III 1110i11iIcil in 11ic lilrrcl is (I:IIII;I;LCL~ illid 11i.ly (>~i ly hC' lire11 i f  y ~ c l  ('ir~l roll :I -I <>I 

Illore 011 ;I IX). 
2 The lurrcl ir J;lrnlncd and Inlay no longer rolelc. The ;~u~(,c;~nn<in nl.ly only flrc ill ;I <lr;rlglir line ;II 

targets that are dlrectlv in iron! of it. 
3 The turret gunner is killcd. Unless h ~ s  posrion I taken over by another crew member thc 

autocannun may no longer he fired. 
4-6 The ammun~rion srored in  he rurrel explodes and the Prcdalnr is destroyed. All  the crew arc 

killed and the turrel is blown otf. flying ?DO" In a randnln dlrcction behrc i l  crashes to the 
ground. Anyrhlng undcr thc >pol where 11 land.; take\ Dh Strenglh 9 hltc with a -6 saving throw 

I 1-3 C r e w *  See B e l o w  I 
4-6 B i k e  10 10 

Hit the c r e w m a n  neares t  the a t tacker  

D6 Bike Damage Table 
1 T h e  b ike 's  [ w i n  bolters are destroyed and m a y  n o  longer  be uhed 

2 The  h ike 's  m ~ ~ l t i  mcl ra is destroyed and m a y  n o  longer be used. 

3 T h e  b ike 's  contro ls  arc dnmagcd m a k i n g  i t  d i f f i cu l t  ro conrrol.  Roll a D6 at 

[lie stan o f  cach ol' the h ike 's  moveli ienr phase.;. On a roll ol' 4. 5 or 6 the 

drivel- i i  ahle 10 contro l  the b i ke  and i r  niovcs no rma l l y .  O n  a ro l l  ot' 1 .  7- o r  3 
~ h c  h ~ k e  r n o v ~ \  o u ~  o f  c o n ~ r o l  for thar turn 

4 The wheel 2nd m o u n r i ~ l g s  are badly  buck led and the b ~ k e  t l ips over. k i l l i n g  

the c reN T h e  wreck comes crashing to the ground D6" away i n  a random 

d i r c c t ~ o n .  Anybody  under the b i ke  when  i r  lands takes D6 S7 hirs w i t h  a - 2  
~ a v i n g  thl-ow rnod~l ' ler.  

5 T h e  brke.3 eng lnc  exp lode \ .  k i l l ing the c r e w .  T h e  w r e c k  hurr les out  o f  

contro l  next  turn before comi11g to ;I permanent halr. 

6 T h e  b ike ' s  fuel catche.; tire. kil l ing the crew.  T h e  f l am ing  wreck hurt les out 

of contro l  next turn and then explodes. causing D3 Strength 8 h i ts  w i t h  a -3 
saving ro l l  lnodihel -  on ;III models w i th in  3". 

Crew Damage Table 
Rol l  to see i l ' rhc c l -cwman hi1 ~x k i l l cd  using thc nol- lnal \ h r ~ o r i ~ ~ g  rules. H c  ha\  ;I 

Toughness of 4 ; ~ n d  I \  wear ing pofiel. armour th;~r i o n l c l - \  ;I 3+ s a \ i n g  ro l l ,  a:ltl 

has 7 w o u n d  

I t ' t h e  dr iver  I \  k ~ l l c d  then lhc  h ike w i l l  move OLII ol con~ t -o l  I'or 111~: ~rcrnaint lc~.  0 1  
the g;~n-ic ot- unr i l  the FLlli l ier ~ i ~ h c s  over.. the h ~ k c  hirs r c r r ~ ~ i n  i l  cunno l  croh\. 

cnl l ides wr th anorher- v ~ h i c l e  or  bu i ld ing.  o r  leaves the game t::ble. 

I f  the g u n n e r  i s  k i l l e d  t h e n  the b i k e ' s  m u l t i - m e l t a  m a y  no longer be used.  

a l though the dr iver  m a y  st i l l  f i re  the vehicle's bolters. 



VEHICLE DATA c 
CREW: 
1 SPACE MARINE 

R A M  VALUE: 
STRENGTH 5 
D4 DAMAGE 
-2 SAVE 

MOVEMENT: 
SLOW SPEED: 10" 
COMBAT SPEED: 15" 
FAST SPEED: 30" 
TYPE: BIKE 

WEAPONS 
Twin linked bolters 
fitted with a targete 
firing forward in a 
90" arc of fire. 

WEAPON DATA I 
Boltdrs 0-12 12-24 +1 - 4 1 -1 D6+4 

I VEHICLE DATA 
R A M  VALUE: 
STRENGTH 8 
D l 2  DAMAGE 
-5 SAVE 

MOVEMENT: 
SLOW SPEED: 7" 
COMBAT SPEED: 14" 
FAST SPEED: 20" 
TYPE: TRACKED 

CREW: 
1 SPACE MARINE DRIVER 2 SPACE MARINE GUNNERS 

TRANSPORT: 
10 Space Marines in power armour or 5 Space Marines in Terminator armour. 

WEAPONS: 
Four lascannon, two linked in each side mount, and twin heavy bolters 
l~nked In a plntel mount. Each pair of lascannon has a targeter and a 
180" field of fire to their side of the vehicle. The heavy bolters are also 
fitted w ~ t h  a targeter and have a 360 field of flre. The Land Raider may 
be fitted with a set of auto-launchers carrying frag or blind grenades at 
an additional cost of +5 points. 

I WEAPON DATA 

8 Lascannon 0-20 20-60 - . 9 2D6 -6 3D6+9 

Auto-launcher 6 - - - As GrenadeType - 
Frag Grenade - - 3 1 -1 D6+3 2" Blast Marker 

lind Grenade - . - - 2" Blast Marker 



S p a c e  M a r ~ n e  R ider  See B e l o w  
Bike 10 10 

D6 Bike Damage Table 
1 The bike'c twin bolters are destroyed and may no longer he used 

2 The h h e e l  and mountings are  badly buckled. From now on the 
bike's maximum speed is reduced to its slow rate only. 

3 Thc bike's controls are damagcd making i t  difficult to control. Roll 
a D6 at thi: start of each of the bike's movement phases. On a roll of 
3. 5 or 6 the rider ic zble to control the bike and i t  moves normally. 
On a roll of I .  2 or 3 the bike moves out of control for that turn. 

4 The bike's front wheel is blown off and i t  flips. over  killing thc 
rider Th,e wreck comes  crashing to the ground D6" away In  a 
random direction. Anybody under the bike when i t  lands takes D3 
S6 hits with a -2 saving throw modtfier. 

5 The bike's engine explodes, killing the rider. The wreck hurtles out 
of control next turn before coming ro a permanent halt. 

6 The btke's fuel catches firc. killing the rider. The  tlamlng wrcck 
h u r r l s  out of conrrol nexr turn and then explodes,  causing D3 
S~rength X ~ I L S  with a -3 \avi~ig 1 - 0 1 1  niodilier on ; i l l  models mithin 
3" 

Rider Damage Table 
Roll to see i f  [he rider is killed using the normal shooting rules by 
comparing the attacking weapon's  Strength to the r ~ d e r ' s  Toughness. 
and making an) armour saving rolls as normal. If the rider is killed then 
the bike will movc out of cnnrrol for one turn and then flip over and be 
destroyed. 

I -L 1 l d C K  1 f 1 I 1 3-5 Hull 22 20 
6 Lascannon* 18 18 

' Hit the one nearest to the attacker 

D6 Track Damage Table - 
1 The track 1s damaged bur keeps running. Thc Lanu Ka~dcr  may only move at >low 

speed for the rest o f  the game. 

2-5 The track is blown off.  The Land Raidcr moves our o f  control nex1 turn and then 
comes to a permanent halt for the re\[ o f  the battle. 

6 A track is hlown o f f  and the resulting damage mashes the behic1e.s drive shaft 
causing it l o  f l ip over. The wreck comes to resl Dh" away in a random d~rection. Any 
model ir lands on lakes D6  S7 hits with a -2  saving lhrow modifier. Roll a DO for 
each model on board. They are killed ~n the crash on a D6 rol l  o f  4. 5 or 6 .  Sur\.~ving 
models may di.;mount uring the normal rules. 

D6 Hull Damage Table 
1 The twin hr :~vy holler.< mounted on [he hull are destroyed and may no longer be used. 
2-3 A fiery expl,)sion tears through the crew compartment. Rol l  a D6 for each crew 

member. On a roll 01'4. 5 or 6 they are hi! and killed. 

4 The Land lR;~idcr'\ engine explodes. ki l l ing thc crew. The t;lnk IS spun round to Lrce 
In a random direct~on by the force of the explocion and then comes to a permanent 
halt. 

5 A spark ign~ lc \  thc I-;lnrl Riiidcr'.: fuel lank ant1 it hur.;~\ inlo Il;~lncs, k ~ l l i n g  ;!I1 ol the 
crc&. Tlic 0;111iilig wreck IIIOVC.; OLII ofcont~-o l  IIC'XI tu1.11 ;II~CI IIICII ex plod^. Anything 
within 3" of ~ h c  point where i t  ends up is caught in the cxplo ion.  suffering damage 
e.r;~ctly ;I.: i f  hir hy ;I heavy fl;l~ncr. 

6 Thc I.;~ntl R;litlcl-'\ ; ~ n i r i i u n ~ ~ i o n  cxplotlc\. The I.;111tl K;litlcr is dchlroyctl and ;In!. 
~ ~ ~ o t l c l s  u i lhin 3" su fk r  I>(> Strenglh I 0  hits with a -3  u v i n g  throw niod~l'icr. 

D6 Lascannon Damage Table 
1 The lascannon ih damaged and may only he fired ~ f y o u  first roll a 4 or more on a D6. 
2-5 The lascannon is destroyed and may not fire for the re<( o f  the game. 

6 The lascannon is destroyed as above. but the explosion causes a flashback to the hull 
cauhing a 5econdary explosion there. Rol l  on the Hul l  Damage Tablc ro find oul what 
effect 1 h 1  second explosion has 





3-6 Land Speeder 10 12 
'Hit the one nearest t o  Ihe attacker 

D6 Land Speeder Damage Table 
I The 1;11id y ~ c e d c ~ ' \  h c i ~ \  y I l ~ l n c r  i \  L IC\ I I -O~C~ :111d 111;1y 110 Io~ iger  hs L I~LY .  
2 Thc 1:11id speeder \ 11iul1i-111t'lta ih dei troyed dlid ~ii;~) no Ionser he u\ecl 
3 The land \pecder's control \  ;)I-e du11i;iged ~ i i ; ~k i ng  i t  i l i l ' f i c l ~ l ~  111 control  Ro l l  a I16 .)I ~ h r  

\I;III o i  C; IC~ o i  [he I;III~ \peeder'\ 1110\e111~n1 ph;tre\. On J 1-1111 o i  4. 5 11r h rh' i l r i ~ c ~ .  I\ 

a h l ~  to conrrol rht. land spceder and it nicr\.e\ normal ly.  O n  a rol l  111 I .  2 01. 3 rhc land 
upeeder move\ out o f  control  fn l  that turn. 

4 The land speeder'. engine cut\  out and II crashes ro the ground 2D6" a n a y  in a random 
directloll Any rh~n f  under Ihe la l id speeder when i t  lands takes D3 S 6  hits u i r h  a -2  
sa\-ing throw mc>dllicr.The ere\\. are ;~hle ro leap to thc j inlund before it crashes b u ~  
will suffer damage t i  the land .;peeder u a c  n iov lng  ar nlnrc than 10" ;I turri in I [ \  

Drevlous move 
5 The  land speeder'\ engine blows LIP. k i l l i ng  the crew. The u reck  p lummetr  ro the 

grnuntl 2Dh" ;]way in ;I random direction Anything undcl- [he land \perder when ir 
1;1ricl~ t ;~kc\ D3 S6 1111s wit11 ;I -1 \;t\,ilig t l i r o \ ~  ~ ~ i o i l i f i c ~ ~ ,  

6 .f l lc I i lnil spccdcr ' \  I l l r l  cuplotlc,. !i~ll~ng 11ic cl-cw. .I'Iic I l a l i i ~ l i g  wl.cck cr;~slics to the 
g round  2D6" ;)way i n  ;I r ' lndom d i rec t ion .  W h e n  the wt-eck h i t3  the g round  i~.; 
ammunit ion csplode.;. c;~using D7 \trength X hirs wirh a -3 w b i n g  ro l l  n l od~ l i e r  ,>n al l  
niodel\ u:ilhin 3" 

Crew Damage Table 
Rol l  11) i ec  i i  the crcw111;111 ib k ~ l l e i l  usins the ~ i o r l na l  shootins rules. He h;is ;I t<)ughtiess 111'4 
and is w e ; ~ r i l i ~  powel- a!-niour that conler\  ;I ?+ saving rol l .  ,lnd l i ;~ \  I wouncl I f  [ l ie drivel- 1s 
ki l led {hen the land speeder w i l l  move o u ~  o f  c o n ~ r o l  for t l i ~  icll i ,~inder ol' rhc y n i e  or until 
it hils remain it cannot cross. collide.; w i t h  ;mother vehicle o r  bul ld ing, or u1111l 11 leaves [he 
game ~ i ~ h l e .  o r  unt i l  the gunner takes over. I f  the gunner is k i l led  then h ~ s  heavy I1;imer t i i i ~ y  

no longer he used. although rhc dr iver may st i l l  f ire the land speeder'.; ~nul t i -melrn.  

1 1 2-3 
I rack' 16 16 
Hull 22 18 

4 Heavy Bolter' 17 17 
5-6 Turret 25 22 

4 The L6mun Ru\\'\ engine explode\. k i l l ing the crew. The rank I\ spun round Lo iucc in 2 

r;tndo~ii d irccl~on hy ~ h c  i ~ r c c  11ic cxp l i~ \ lon  ;~ntl rhcn C O I ~ I ~ \  111 ;I per1iic11;1111 l i i ~ l l .  

4-6 Tlic CIII~I~~IIIIIIIOI~ CIJ>II)IIC~ ,11111 I ~ C  I.CII~;II~ RLI\\ i \  LIC\II.II~~II ,111 crew ; I ~ C  LIIIcLI i11i<l IIIC 
1 ' 1 1 1 - C I  i \  h1cru.11 01'1. I.ly111g 2I)fl ' '  111 ;I 1;111~lo111 ~ I I~CCI IOI~  hclorc 1 1  L I , I \ ~ ~ \  10 the grot111~1. 
Anythinf undcr lhc \ p o ~  r\.hcrs rlw rurrcl I , ~ n d  rake\ I16 .;trcnplh '1 hnh will1 ;I -6 \;i\ll)f 

D6 Track Damage Table 
1 The tl-;lch i \  dali i;~gcil hut Lscps r ~ ~ n t i i n g  f hc  LCIII;III Rub\ tilily on ly  ~no\,c ;II \lo\* 

ipsed Irlr the r e t  o f  the fame. 
2-5 Thc ~r.tck i\ h l t ~ w n  of l .  The Lcli i i ln RIIU n i o ~ c \  11111 ill control neyt lurn and then cfrnics 111 a 

pcl.nicn;tnr h;~l l  I11r rhc rcht 111 ~ h c  h;~tl lc. 
6 A [rack is blown 01i ;lnd tlic rcrulrlnc cl:tln;igc \nia.;hc\ !he ~shiclc.; drlvc shaft c:luung 11 to 

l l ~ p  o w r .  The wrcck collies tcr re.;! D6" ;!way in ;I random direction. ;my model 11 land, 011 
r a k n  D6 S7 hits wi lh ;I -2 \;~\,inf lhrow ni<rdiflcr. RciII a Dh for e.1~11 model on hoard. lhcy 
are killccl on ;I Dh rol l  o i  4.5 or 6. Survi\.ing niotlels ni;ty dirmounl u\lng the norm;~l rule, 

D6 Hull Damage Table 
1 The hull rnnun~r.d Iascnnlion I\ tles~royed ;tntl niay not hc I~rccl lor ths IW\I t11 !he h;lttle. 
2-3 .A Inrgc explo\ i (~n rears thniugh rhc crcu, crrmp;lrrnienl. Roll J Dh lor each crew memher. On 

3 roll of  4. 5 or h rhcy arc hit and k ~ l l r d .  

5 A \p;irk igll l lcr llic I'l~cl [;Ink ;111tl 11  hur\l\ IIIIO I'l;111ic\. hill111; ; ~ l l  01' the CIC\I.. 'I'hc I1;1111111g 
wreck tiloves OLII 01. co~ i~ l -o l  IICXI turli ;uld ~IICII cxp l t ~~ l c \ .  A I I~ I~ I I I I~  W~I~IIII 7 "  111' tlic ptr~t l l  
wherc il e n d  up i i  c;tugh~ in {he cxplositrn. \uncring darn;lgc ;I\ il' h ~ l  hy ;I hc;l\.> Il;~rncr. 

6 The I-cnl;~n Ruts', an in i un t~~c~n  cap l~ ) t l c .  Thc I,CII~;II~ Ru\\ I\ dcht~-oyctl ;111d ;111! ~ i l ~ ~ d c l \  
w~rh i l i  3" \u l lcr  Dh \~rcngth  I 0  hit\ wlrh ;i - 3  uv111g rhrcru 11iodificr 

D6 Heavy Bolter Damage Table 
1 rhc  l i c ;~ \y  ho l~cr  1s t l ; t ~ i ~ .~~cc l  ;tntI II~;I! I \ I I I~  he 11rccI 11.yuu1 I.I~\c rat11 ;I 4 or 1110rc OII ,I 116 
2-5 The licavy h t~ l lc r  i \  clcs~rorccl ;11111 II~;I) IIOI hc I i r c ~ I  ( i b l -  IIIC rc\I 111' I ~ C  gi1111c. 
6 The h c ; ~ ~ y  ~ O ~ I C I  I\ ~ I ~ \ ~ r o y c t I  ;I> ;I~IIVC. h111 1I1c c. \ l ) lo\~ir~l  C;III\CI ;I I ' l l~\l~-h;~c). 111 IIIC I~IIII 

hyposrilig i111y ;1rr11oi11 ;111d C.ILI\~I~F ;I s~c(r11ditry C.X(~IO\IIIII ~ I ic rc .  I<oI 
~ah lc  IO find our w h ; ~ ~  c l l e c ~  ~ h ~ s  c c o n d  cxplos~cin hdz. 

Turret Damage Table 
The h~! t Icc .~nn~ in  is i l ;~~i i ;~gct l  ;III(I I I~;I~ only he l'ireil i l  yc~u first ~ [ r l l  ;I 4 8)r 11iorc on :I I>(> 
The 111rrc1 I\ ~ ; t ~ i ~ ~ i ~ c t l  .lnd 111;ly  no 11)11gcr ri11;lIc. Thc h ;~ t t l c c ,~n~~o~ i  1i1;1y 111iIy l'irc! i l l  a ~11i11ghI 
IIII~ ,II I;II;L.I\ III'II itre LI~IL~CII! 111 I~IIIII ~ r l ' i ~  

3 The Ittrrcl pu~incl- ii\ li l lccl. I n l c \ s  111, pr~\ l i r>n IS r.~hen o \ c r  hy :~ntr~hcr crca nlc l~iher !he 
~.III~~~;IIIOII 111:1 110 l o ~ i f ~ ~  he I~ r cd .  



R A M  VALUE: 
STRENGTH 6 
D6 DAMAGE 
-3 SAVE 

MOVEMENT: 
SLOW SPEED: 10" 
COMBAT SPEED: 20" 
FAST SPEED: 30" 
TYPE: SKIMMER 

CREW: 
1 IMPERIAL GUARD DRIVER 
1 IMPERIAL GUARD GUNNER 

WEAPONS 
One multilaser wlth targeter and a 180 fleld of flre to the front, and one 
heavy plasma gun wlth targeter and a 45" fleld of flre to the front The 
heavy plasma gun may be replaced wlth a lascannon or a missile 
launcher w~th  frag and krak missiles for an add~t~onal  cost of +5 points 

WEAPON DATA 

Multi-laser 0-20 20-60 +1 . 6 0 4  -1 D6+D4+6 Sustaned I r e  3D 

Heavy Plasma Gun 'One turn to recharge after firing on max power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 1'12" Blast Marker 

Max Power 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 1%" Blest Marker 

Lascannon 0-20 20-60 - 9 2D6 -6 3D6+9 

Mlsslie launcher 0-20 20-72 - - As MlsslleType - 





VEHICLE DATA 

6 6 6 7 5 3 1 0  

CREW: 

ONE SPACE MARINE 

R A M  VALUE: 
STRENGTH 7 
Dl0  DAMAGE 
-4 SAVE 

WEAPONS: 

VEHICLE DATA 

CREW: MOVEMENT: 
ONE ORK DRIVER SLOW SPEED: 8" 
R A M  VALUE: COMBAT SPEED: 18" 
STRENGTH 8", FAST SPEED: 25" 
D l  2 DAMAGE, TYPE: WHEELED. 
-5 SAVE. 

WEAPONS: 
Orks in the b a ~ ~ l e w a g o n  may use an! weapons that they are c~trrying. 
The field of lire is based on the position of the individual 01-k model 
ikith~rl thc vrliicle 

TRANSPORT: 
Any ~iunibcr nl '~nodelz that c;iri t i t  or bi~lancr on the battle\vngon can he 
casl.icd by i t .  .i\ny models which I';III  ofl'durinp play are judged to have 
actually fallen off and thc nol-ma1 rules apply. 

Two a r m s  fitted with power  fists with built-in S t o r m  Bolters with 4 90' 
field of fire to the front. 

O n e  or both a r m s  can bc upg~.;~tled to carry :I lascannon,  ;In assaul t  
cannon  or a missile l auncher  with f'rag and k r a k  missiles at an 
additional cost of 30 points each. or a niulti melta  at a cost of 50 points 
each or a twin linked lascannon at a cost of 40 points each. The 
Dreadnought may be fitted with a het of auto-launchers  carrying f r a g  or 
blind grenades  at an additional cost of +5 points. 

WEAPON DATA 

Power Fist  Close Combat Only - 8 1 -5 D6+D20+8 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Frag  Missi le &20 20-72 - - 4 1 -1 D6+3 2' Blast Marker 

Krak Missi le 0-20 20-72 - - 8 Dl0 -6 D6+D10+8 

Assault Cannon 0-12 12-32 +1 - 8 Dl0 -3 D6+D10+8 Sustainedfire 3D 

Multi Melta 0-12 12-24 +1 - 8 2D12 -4 D6+2D12+8 2 Blast Marker I 



5-6 Passengers see below Leg Damage Table 
1 I llc 111'h tliick ;~rliioill pl;i~c\ 1111 111c I )~~ ; I<~ I I I I I I~~ I '>  lcg III\I(I. h t~ t  IIIC 1o1.1-c t ~ l ' l l l ~  h l ~ w  

\It?ux it t lou,~i.  T h t  I)rc.~~lnot~ght may not 11111vc In i l \  llcxl turn 
2 - r h ~  [)rc;l<lnok~ghl i \  k ; lo~hc[ I  \p~ , i& I~ i i g ,  1 1  S I ; I~CI \  I).:, 111 1 rs~ l i i1o i~,  . l i r~~ l iO f l .  

Wheel Damage Table coIlii111ig WIII~ ;111y1hiilg I ~ I [ ~ . , . ~ I  IIIIO 

3-4 The Is;! ix \criou.;ly r l ;~~~l ;~gcd.  The I)rc;~d~~ou;.lit 111i1y 1111~. 1111Iy l1111p I)?'' :)<,I turn. 
1 Tht  wheel i \  dd~l lag id hut kccps runnlng. The Rattlewagon may only move ;II 5-6 Thc Icg ix hl~1u.n o f f  ;~ncl the I)rc;~tlncr~~gh~ cr;t.;hcx 10 the gri~untl. It 111i1y 11111 1110be 01' 

slow speed for the resl o f  the ga171~. 
~IILICL t'or the rest o f the ;.111ic. ;lntJ is cl'lcctivcly destroyctl. 

2-5 One of  the Batrlewagon's wheels is hlown off. The Battlewagon moves out (11' 
control next turn and then comes to a pcrrnenant hall fc~r the rest or the battle. Arm Damage Table 

1 The arln is hit 2nd p;~r t~al ly  p;11;1Iyrcd. Any r;ingcd wc;~p~)n\  111corpor;ilci: into lhc drni 6 A wheel i i  blown of f  and the resulting damage smashe the vehicles drive .;haft 
causing i r  to t ? ~ p  ovzr The wreck comes to rest D6" aw'iy in a random d~rect~on.  lllay still he urcd. hut 11ic arni c ;~nnt i~  he ~lxed to light in hi~ncl-to-hand c o ~ n h ; ~ ~ .  Kcducc 

any ~ i iodc l  1 1  Idnd\ on r;lkc.; DO S7 hit\ with ;I - 2  saving thrc~u niodilier. Roll .I D6 [lie Dre:idnoughl'x Att;lcl\ c l l i ~ ~ ; ~ c ~ c r ~ \ t i c  hy one po111t. 
for each ~nridel on ho,ird They are killcd ~n the crash on a D6 roll o f  4.5 or h.  2 ~ n y  weapon\ rnountctl on rhc i ~ r m  arc j;~mmcd or part~:~l ly clamngcil i ~n t l  ;an only he 
Surb~ving ~ i i lx lc l \  n1.1y t l ~ \ ~ i i l i u ~ i t  us111g tlic 1111rn1;il r u l c ~ .  LI\CLI 1 1  YOLI I i r i l  1.011 i~ J +  1111 1110 

3-5 The ar111 i \  tor11 l r o ~ i i  lhc I ) I c ; I L ~ I I ~ ~ I ~ ~ ~ I  \ Iho~Iy Any \ v ~ : i p i ~ ~ i \  111o1111tc(l on 111e itrlll ;IIC 

Hull Damage Table tlcitr~,)cd. ant1 the I ) rc ;~dn~~uyh~'x  /\tt;~cks ch;~r;~ctcrist~c i i  rctluccd hy 1111~ ~OIIII. 
6 The ;lr111 is CIC'II~O~C~I ;III~ ilny wealions ~nountctl on i~ cxplodc' Thc cxplor i~ in  f1;tshe~ 

1 Thc driver i\ hi1 and kill8:d. l ' hc  H i~ t t l cwapo~~ wi l l  i i ovc  0111 o. contrnl until 
another model rakcs over. h;~cL 111 thc I ) r c ; ~ t l n c ~ t ~ l t  body. hypaxrlng ;III ;trniour. ilntl causing ;I sccontlary 

cxplo.;~on. Roll 1111 the t311dy I);~ni;~gc l i ~ h l c  111 l ~ n t l  out w h a ~  efl'cct this hccond 
2-4 A l a r p  explosion tears through ~ h c  crcw coi:ipann.cnt. Roll ;I D h  I'or cach modcl 

on board. On a roll o i 4 .  5 or 6 thcy arc ~ I I  ;~nd killcd. 

5 Thc Bs~tlcwagon'\- cngine explode>. ki l l ing cvcrybotly on hoard. T h t  r ch~c le  I\ Body Damage Table 
\pun rrhl~rid 111 face In a r.~ndom direction by ~ h s  Iclrcc o f  thc explosicin and rhcn 
co l l l ~h  10 il pcrlncnanl hall D~-c;~dni i t~gIi l  I~I;I)' on l j  '11~)vc or .nt;~ch 11 '  YOLI li1.s1 1.1111 ;I ,i i OII CI I)(> 

2 The S!KICC M i ~ r i n i  L ~ , ~ I I I ~ o I I I I ~ ~  thc I )rc:a(I~ioi~;!ht i3 h,~t l ly \kountl.xl ,411 01' lhc 
I l r c i~dn t i~~gh t ' r  ch;~racic.. i \ t~c irrc li,ilvt:d I'clr the rt'al ol'llii. g:ir~lc. 

cip1011tx. Anyt l i~ng \ w l h ~ n  3" ol' thc pcr1111 \\,hc~c 11  cntls up i\ C;III;!~I in ~ h c  3-4 The I)rc;ltln~~ugh~'s c n g i ~ ~ c  h ~ ~ r \ t x  Inlo Hamcx ;~ncl ~ h c  machine IS ini~nohilixctl. 'The 
cxpli).;ioil. \ i i tk r ing di~m;~gc ex;lctly ;IS it' hit hy ;I hc i~vy H;~mcr. p11o1 III:IY I I ~ C  c~ i ic rgc~icy cc1111roIx 111 lirc ~IIIC wc;~l>on. l<oll ;I 110 ill lhc hcyin~i ing 0 1  

c;~ch p l ;~y~>r ' -  1i1r11. 11ic 111;1chit1c cxpl~~clcx OII ;I roll t i 1  I 0 1 -  2. Any 1i111cIcl> within 3" 

Passenger Damage Table \t11't'er Of3 S~r~,ngttl I 0  h11\ w111i ;I - 7  \;~viilg throw i i ioc l i l~c~ 
5 'l'liL. Sll;lcL. M;lrl~ic <.III~I~IIIIIII~ 111c I)I~L~;I~IIIOII~III I\ \I.I~II ' 1 . 1 1 ~  I)I.c;I~II~~II$~~I xI;Igg17'\ 

I)>" 111 .I I.;II~<IOIII ( l i r ~ . ~ . ~ i t l ~ i .  C.~>IIIIIII); W I I ~ I  ; I I I~~ I~ I I I~~  11io\,cc1 11110. ;IIICI 1lic11 ~011;11)>1'~ 111 

1111i~Icl\ w11hi11 3" u f l c r  I)() Strcngtli I 0  hit5 w ~ r h  ;I - 3  ritving throw modilicr. 



VEHICLE DATA 

CREW: 
ONE ORK RIDER 

RAM VALUE: 

STRENGTH 5 

D4 DAMAGE 

-2 SAVE 

MOVEMENT: 

SLOW SPEED: 8" 

COMBAT SPEED: 12" 

FAST SPEED: 30" 

TYPE: BIKE 

WEAPONS y. ;? 

The warbike is armed with twin linked autocannons ; ; 
which fire forward w ~ t h  a 90- arc of fire. ! + 

i 
! r 

WEAPON DATA b . . 

Autocannon 0-20 20-72 - . 8 D6 -3 2D6+8 Sustained fire 2D ?;? 
? 4 

VEHICLE DATA 
CREW: 
ONE ORK DRIVER 
ONE ORK GUNNER 

RAM VALUE: 
STRENGTH 6 
-2 SAVE 
D6 DAMAGE 

MOVEMENT: 
SLOW SPEED: 10" 
COMBAT SPEED: 20" 
FAST SPEED: 28" 
TYPE: TRACKED 

WEAPONS 
The wartrak IS armed w ~ t h  twin llnked heavy bolters wlth a 360" 1 ' 
flre arc. The heavy bolters may be replaced w~th  a slngle heavy . 
plasma gun for +S points, a s~ngle lascannon for + l o  points or i 
a s~ngle multi-melta for +20 points or twln llnked autocannons , 

f . for +15 points. 

13 .. , WEAPON DATA I' 

Multl-Melta 0-12 12-24 +1 - 8 2D12 -4 2D12+D6+8 2" Blast Marker , , 
Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 I 

Autocannon 0-20 20-72 - - 8 D6 -3 2D6+8 Sustained lire20 1 ' 
Heavy Plasma Gun 'One turn to recharge after flrlng on max power 

1.21 Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 llh" Blast Marker ,% 

"$ Max Power' 0-20 20-72 - 10 D l0  -6 D10+06+10 1'12' Blast Marker "' 

t,, 





VEHICLE DATA 

CREW: 

ONE ORK DRIVER 

ONE ORK NOB 

RAM VALUE: 

STRENGTH 5 

D4 DAMAGE 

-2 SAVE 

MOVEMENT: 

SLOW SPEED: 8" 

COMBAT SPEED: 12" 

FAST SPEED: 30" 

TYPE: BIKE 

WEAPONS 
Although the blke itself IS unarmed the Nob rldlng it may 
flre any of h ~ s  weapons In a 360"arc. 

I 
$ , s s ' x w , * - ~ ;  - -T + VEHICLE DATA 

CREW: 
ONE GRETCHIN 

RAM VALUE: 
STRENGTH 7 
-4 SAVE 
D l 0  DAMAGE 

WEAPONS: 

ARM 1 : POWER CLAW w /?I i i  
t 

ARM 2: POWER CLAW 
ARM 3: HEAVY BOLTER 90" arc of fire to the front. 

ARM 4: HEAVY FLAMER 90" arc of fire to the front. 

U p  to two arms can be upgraded  to carry a lascannon or a 
missile launcher with frag and krak missiles at an additional cost 
of 25 points each. 

WEAPON DATA 

Heavy Bolter 0-20 20-40 - - 5 D4 -2 D6+D4+5 Susta~ned llre 20 ? 

Heavy Flamer Spec~alTemplate See rulebook 5 1 -3 D6+5 $ 1  
Lascannon 0-20 20-60 - 9 2D6 -6 3D6+9 " { 
Frag Missile 0-20 20-72 - - 4 1 -1 D6+4 2" Blast Marker 

Krak M ~ s s ~ l e  0-20 20-72 - 8 D l 0  -6 D6+D10+8 
' i 

Power Claw Close Combat Only 8 1 -5 D6+D20+8 ! 1 



1-3 Crew' See  B e l o w  
4-6 B i k e  10 12 

* H i t  t h e  o n e  neares t  to t h e  a t tacker  

D6 Bike Damage Table 
1 Thi: b tkc 's  rracks are damaged Frotn n o w  o n  the b ikc 's  lnax i rnum speed is  

reduced to trs s low raru on ly .  

2-3 T h e  bike's control5 are d a t ~ ~ a g e d  tnak ing i t  d i f f i cu l t  t o  contro l  R o l l  a D6 31 
[hc t;1rt of' each of' [he B tke ' s  rnove~i ient  pli;ihe\. O n  a ro l l  o l  4.  5 o r  6 ~ h c  
dr iver  is  able t o  contro l  the hikr: and i t  m o w s  norma l l y .  O n  a ro l l  of I. 2 o r  3 
the h i ke  moves our o f  contro l  fn:- that [urn. 

4 The  b ike 's  front wheel 1s b lo iun o f f  and i t  t l ~ p s  over. k i l l i n g  [he crew.  T h e  
w r e c k  comes  c r a s h i n g  t o  the g r o u n d  D6" a w a y  i n  a r a n d o m  d i r e c t i o n .  
A n y b o d y  under  the b i k e  when  1 1  lands taker D3 S6 hi ts  w ~ r h  a - 2  \ a v i n g  
throw tnodit'ier 

5 T h e  b i k e ' <  eng ine  explode.;, k i l l i n g  rhe c r e w  T h e  w r e c k  hu r r l c<  ou t  o r  
conrrol nexr turn before comir i@ ro a pet-rnanent halt .  

6 Thc. bike'.; fuel catches f ire, k i l l i n g  the crew.  T h e  t l am ing  wreck hurt::s out 
o t  contro l  next [u rn  and rhen explodes. causing D3 Strength 3 hits w1:5 a -3 
saving ro l l  mod i f i e r  o n  a l l  niodelh w i th in  3". 

! . :  

Crew Damage Table : . ., , 

Ro l l  t o  bet. i t  the crewm;ln is k i l l ed  us:nf the norn ia l  shoot ing rules. T h c  dr ive l -  c .,: 

haz a T o u g l i ~ i r r \  ol'4 ;ind is we;iritig tlak i11.1110111. 1h21 ~ o i i l r s  ;I 6+ r ;~v i t ig  rc)ll,;lnd ,; . . .  
ha\ I ii,o~tncl. I t s r  r h r  Noh. Toughncsh and w v i n g  r l i row 1'01- h i ts  ;~g i t i~ i s i  h i in .  11. , ,,, 

( l ie dr iver  is h i l led 11ic.n the h i ke  w i l l  m o v e  0111 o l ' c o ~ i r r o l  for  the rernatti1lc1- ol' the .. ': + 
;"me or ~ t n r i l  the N o h  take\ nvet.. rhe b ~ k e  hits tcrrain ir c~ innor  cl-cis.;. :(:llidc\ :I 

w i t h  anorher :eh ic l r  o r  hu i ld tng.  o r  leaves the game rablc. , ',,, 
, , . , 

:. . 1  ;< '.j 
I -3 
\ ':! 
! + 

.: ;'! 
.I ; ,.: 

a :., 
! .! 

1 L e g s  18 18 
2 Le f t  Arm' 16 16 
3 R i g h t  Arm' 16 16 

4-6 B o d y  20 17 
' Roll a D6: 1-3 : upper arm 4-6 : lower arm 

D6 Leg Damage Table 
, , 

I : . 1 The inck, lhick armour pl;~tes on the  dreadnought‘.^ leg hold. h ~ l ,  rht! t ' o t i ~  of  lhc hlo\4 
. . \lows i~ d,iir.li. 7.11~ Dre~tdnought  nay no1 ~ n o v c  in ils next turn. 
. . . . . ,>.  1 2 The Drc; i t ln[~r~;l~~ is hnockctl \ p r i ~ w l i n g .  It rr;~ggc~.s 117" 1 1 )  a l-;~ntloni d~l-cc1io11. 

( co l l id~ng with .~~ ly rh iny  ir 1nove3 IIIIO. 

, , , 3-4 The Ir; i s  seriously dani;~ged. The Drcatlnough~ may now only li111p D3' '  per iurri 
. , . .  , 5-6 The leg is hlown o f f  and rhr Dreatlnoughr crashcs ro the grounc Ir !nay not 111ove 01. 

I:. 1 
1 atlack Tor thc re\! o f  rhe giimc. ant1 is e f f c c ~ i ~ e l y  deriroyed 

D6 Arm Damage Table 
1 The ;11-n1 is hi i  and pirrt~ally p;~ralyrcd. Any fi111ged wcapons ~ncorpor i~~cd  Inro the ;Irm 

.,. . may xrill he used. hut [he arm cannot he ~~.;cd ro fighl i n  hand-lci-h;lnd cornha1 Reduct 
1 . ~ *  rhe Dre;~dnoughi-\ Airackr ch;~rrrc~cri\tic by one po:nt. 

2 Any \ve,ipon\ mounted oti ihc arm ;ire lammed or piirrially danlaged and can only be 
used 11' you firs[ roll a 3+ on I Dh. 

3-5 The arm i s  rclrn from the Dre;tdnoughr'\ hody .  Any weapons mounred on rhc arm are , 

destroyed. and the Dreadnought's Atlachr characteristic is reduced hy one poinr. 
6 The arm 1s destroyed and any weapons mounred on i~ explode! The explosion flashes 

hitck 11) i l ic D v c ; ~ d ~ i o ~ ~ g l ~ t ' r  hotly, hyp:i\\ing ;!I! ;Irli)our. i111d C ; I \ I S ~ I ) ~  ;I \ e c o ~ l ~ l : ~ r )  
cxj>l~l. \ l l l~l  l<oll I111 lllc l h l ~ l y  l);1111;1gc '1';lI)lc Ill I l l l ~ l  tI1c cllcct l l l ' l l l l \  \cclllltl ~ ~ \ ~ ~ I ? l \ t O l .  

D6 Body Damage Table 
' . , I  The Grctch i~ i  controlltng the Drc.~dnoufht suI'1;.r\ ,I tn;~s\ivc clcctric;~l .;h~)ck, scniling 

h ~ n i  oti thc ra~i~ l ) ;~ge '  l 'hc  I ) ~ ~ ; t i l t l ~ ~ ~ ~ g h t  II~II\,C\ 1101 111'~1i1itrol 1'111. the rcrt 0 1  the gi1111c. It 
w ~ l l  ;II~;IC~ ; ~ t ) ~ l t i i ~ i g  i n  its 1);1111 111 cIo\c CLIIII~;I~ or I I ~ C  its WC;I~(IIIL ;II thc cIo\cst I;~rgcI. 
fricnil o l  hie! 

2-4 'l'lic I> rc ;~ t l t l ~ i~~g l i i ' s  CII~IIIC Iii11-xts 11110 I'~;IIIIC\ ;~liiI the t i i ; ~ ~ h ~ ~ i c  I\ i ~ ~ i ~ n o h t l i ~ c t l .  -1.h~ 
(;~CICIIIII 111ity II\C C I ~ ~ C I - ~ C I ~ C ~  c o ~ i t r o l ~  10 I'I~c one wcapoli. Roll ;I I)(> ;II ~ h c  bcgit11111lg 

. , , , r~ l 'cach pl;~ycr'\ ILI~-11: rhc ~l i i tch~ric ~ x ~ l o d c \  on ;I rol l  oI 1 or 2. Any tllodcI\ w ~ t h i n  3" 
sul'fer Dh  Srrcngrh I 0  hit \  with a -3  ravtng throw nlodifiel-. 

: 5 The Grerchin controlling the D~radnought i.; xla~n. The Dreadnought qraggcrs D3" in ;I 
random direcrion. colliding with anythirig moved inu). befol-e collapsing to the ground. 

6 The Dreadnnughr's i tmn~uniuon explodes. The Dreadnought i s  destroyed and any 
' , ' <  
, :  models within 7 "  huffer D 6  Strenglh IO hi15 with a -3 saving throw moditicr. 



The war buggy is armed with twin linked heavy bolters with a 360' 
fire arc. These may be replaced with a singie heavy plasma gun for 
+5 points, a single lascannon for +10 points, a single multi-melta 
for +20 points or twin linked autocannons for +15 points. 

WEAPON DATA 

Heavy Bolter 0-20 20 40 . - 5 D3 -2 D6+D4+5 Suslalned llre4D 

fl Multi-MeIta 0-12 12-21 +1 - 8 2012 -4 2D12+D6+8 T Blast Mar la  

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Autocannon 0-20 20-72 - - 8 D6 -3 2D6+8 Susta~ned flre 20 

l i e a ~ y  Wasma Gun 'One turn lo recharge after flrlng on max power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 llN' Blast Marker 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 1'12" Blast Marker 



1 D r r v e r  S e e  below 
2 Turret 12 12 

3-5 S c o r c h e r  10 1 2  i 

6 Fuel Tank 12 12 

, . j, 

D6 Scorcher Damage Table . . 
1 Thc Scorcher\ track I- hlnwn c)i1'. The Scorcher t i in \c\  out ol ~.nn~rr,l ncxl rurn ant! lhcti COI~IC\ to .i ! ' .? 

permanen! hall i ~ r  the test o l  the hattlc. . ' ,.s 
! . :> 

2-3 The Scorcher\ controlr are damafcd. maktng ir difflculr to control Roll 2 D h  ;I! rhc rl;lrr o f  c;lch o f  . .  .' 
the Scorcher.\ mo\ement phases. On a roll ol'4. 5 or 6 the driver i\ able to control the vchiclr ;~titl : ,, 

i t  n?o\e, norm;lll). On ;I roll o i  I .  2 or 3 the Scr~rclier tiicive.; oul clfcrlnrrnl for rhar turn. i . . 
4 The Scorrhc, \  ironr wheel i. hlown o f f  :lnd i t  Illp, over. k i l l in@ the crew. The wreck conlc, , ,I 

cra\hinf to the ground Dh" away in a random dircctlon. Anybody under the Scorcher uhen it I;indb : ,,; 
taker DhS7 hits with s - 2  saving throw modlficr. , , I  

, . I  
5 The Scorcher's ctiglne rxp lnde~.  ki l l ing the crew. The wreck hunlcs out o icontro l  ncxr IIIII~ hclhrc , .! 

cnming 111 a pernianent halt. i ' .  ! 
6 The Scorcher., htcl c:trclrc. 1.ir.c. k i l l lnr  the crcu.. Tlic Il;llnlny wrccl, hur~lc, 1,111 11). CI~III~OI nCx.1 '. .'! 

D6 Turret Damage Table 
1-2 The vehicle'r heavy flamer is  destroyed and may not be used for the rcs! o f  the battle 

3-6 The gunner I? hir. Roll to see ~f he is ki l led uslng the normal chootlng rules He has a toughness 11f b'.::! 
J and 15 wearing flak armour that confers a 6+ saving roll. and ha\ I wound. l i t h e  gunner I.; t l l l cd  I":::! 
(hen the h e ~ ~ y  I l i~ l i ier  1113~ no longer he uscd. .. . , . /  .,,:,j 

D6 I . ,'.' 
Fuel Tank Damage Table i t  

1 The S~ i~ i r l tn f  putlip .III~I~C~.II~I is hilled .lntl ttir fucl 1;lnk.s prc\\urc \t:trl\ running <l<rwti. Ncxl rt11.11 '. '1 
1I1c Scor~Iicr t i l is !  l i re ;I\ i i~ i r~ i i i t l .  The rilrti .lfjcr III:II rhc U.Silj>I111 ir trc;ttc(I :I> .I lnor~liill I1.1111cr ri1tI1i.r . ' 3  
11i:iti ,I tie:ivy 11.11iicr. The turli ;liter t l i ; ~ ~  ir IS trc;lrc~l ;IS ;I h;i~icl 11:111icr. ;III~ the turn ;liter I~;II i t  11i;ly ' ':! 
not iirc ;II :III' 8 .a< 

. ~ . , 

2 Tlic lucl t.111t xtilrr\ Ieil\.lng ;I trill1 0 1  h i l r n i ~ ~ g  luel hcliilid !lie ~ e l i ~ c l e .  1-1111: I 1101 :I ~prohlc~i i  ;IS I ~ ) I I ~  .;$ 
;I. the \~. I i l r lc  keep, tnovltlf. I l trucvcr. ~ I ' l l i e  \chicle SIO~X ).or ;II~! rc:l.\nn 11ic1i IIIC I 'LI~I~I I~~ ftlcl WIII ' :~$ 
catch up c~iustng an explosloti .I% dc*i.r ikd ).or n rtdl 111' 3-6 h e l ~ i u  ...$ 

.? 

Driver Damage Table 
< 

.1 
. . 

I 1 c I the r e  I 1 1  1 1  I ~ i r ~ i i ~ l  I I I  r ~ c s  He I I T l i c  I 4 I I i ~ r ~ i g  : i  
1 1  r 1 1 1  I i l r  I 1 I I r .  I I I 1 n 1  I h e  r I k ~ l  I h e  r h  I , . j j  
~ i i ovc  (1111 01 c,)ntrol inr the r c ~ i i ; ~ ~ ~ i d e r  rhe ;;III~C 1)r until 11  htl, tcrrlltri 11  c:~tiiint cro\\. ~01I1dcs with ' ,.': 
;tm~lhcr \chti. lr or hulldlng. or Ic.l\c\ the g.1111~ rilhlc. 

; .: 
, . !! , ... < . . 

1-3 Crew' see below 
4-6 War Buggy 1 0  10 

* Hit the one nearest to the attacker 

D6 War Buggy Damage Table 
'- 1 T h e  w a r  b u g g y i  w c ; ~ p o n  I c lc4r t -oyct l  a n d  I n a y  n o  l o n g e r  h e  u z c d .  
, . 

. . 
;... , 2-3 A w h e e l  i s  b l o i v n  o f f .  Thc b u g g ~  m c l v e z  o u t  of c o n t r o l  n e x t  [ u r n  and t h e n  

! ., .. , come\ t o  a p e r m a n e n t  h a l t  for r h e  res t  of t h e  b a t t l e .  

, 4 T h e  war b u g g y ' z  c o n t r o l 4  a r e  d a m a g e d  makrng 11 d r t t l ~ u l t  t o  c o n t r o l  Roll 
D6 at  t h e  \ t a n  of e a c h  of t h e  war buggy'\ m o v e m e n t  p h a \ e \  On J roll of 4 5 

i or 6 t h e  drlver 15 a b l e  ro c o n t r o l  t h e  v e h l c l e  and 11 m o v e 5  n o r m a l l y  On d roll 

j of 1.2 or 3 t h e  w a r  buggy m o v e s  o u t  o f  c o n t r o l  t o r  t h a t  t u r n  

' 
1 5 T h e  w a r  buggy'\ e n g l n e  e x p l o d e \ ,  k ~ l l t n g  t h e  c r e w  T h e  w r e c k  h u n l e s  our of 
i i j c o n t r o l  n e x ~  t u r n  b e f o r c  c o l n ~ n g  t o  ,I p e r m o n e n !  h a l t  

. 6 T h e  w a r  b u g g y ' z  I ' t rc l  c ; t ~ c h c \  I ' r rc .  k l l l i r l g  r h e  c r c w .  T h c  I ' l : ~ ~ n i t i g  u ' r e c k  
L ,  .. 

i h u r t l e s  o u t  o f  c o n t r o l  n e x t  t u r n  a n d  t h e n  e x p l o d e s ,  c a u s i n g  D3 S t r e n g t h  8 h i t s  

;: :. .:.P w t t h  a -3 s a v i n g  roll m o d i f i e r  on a l l  m o d e l s  w j t h t n  3 " .  ,..! ;":: , i  

Crew Damage Table 
Roll t o  s e e  i f t h e  c r e w m a n  is k i l l e d  u s t n g  t h e  normal s h o o t i n g  r u l e s .  H e  h a s  a 
T o u g h n e s s  o f  4 and is w e a r i n g  flak armour t h a t  c o n f e r s  a 6+ s a v i n g  roll, and h a s  

I wound. I f  t h e  d r i v e r  i s  killed t h e n  t h e  buggy w i l l  m o v e  o u t  of c o n t r o l  for t h e  
- 

r e m a i n d e r  of t h e  g a m e  or u n t i l  t h e  g u n n e r  ~ a k s s  o v e r .  t h c  buggy h i t s  t e r r a i n  i t  

c a n n o t  c rosz .  c o l l i d c s  w i t h  a n o t h c r  : c h i c l e  or b u i l d i n g .  o r  I c ;~ves  t h e  g a m c  t a b l c .  

I f  t h e  g u n n e r  i s  k i l l e d  t h e n  t h e  wiir buggy'.; w e a p o n  m a y  no l o n g e r  b e  u s e d .  



VEHICLE DATA 

CREW: 
ONE ELDAR RIDER 

RAM VALUE: 
STRENGTH 5 
D4 DAMAGE 
-2 SAVE 

MOVEMENT: 
SLOW SPEED: 10" 
COMBAT SPEED: 18" 
FAST SPEED: 35" 
TYPE: SKIMMER /BIKE 

WEAPONS 
Twin linked shuriken catapults fitted with a targeter 
f ir ing forward in a 90 "  arc of f i re .  The shur iken 
catapults may be replaced with a single shuriken 
cannon at a cost of +5 points. 

WEAPON DATA 

Shur~ken Susta~ned f l re  ;?d 
Calapult 0-12 12-24 +1 . 4 1 -2 D6+4 (2d1ce) 

Shuriken Sustained fire 
Cannon 0-20 20-40 +I - 5 D4 -2 D6+D4+5 (2 dice) 

F. ' 3 I V 

VEHICLE DATA 
bj. \ CREW: .- .'-"I 1 ELDAR DRIVER 
I ' 1 ELDARGUNNER 

RAM VALUE: 
, STRENGTH 6 

D6 DAMAGE 

2.: -3 SAVE 

3 ,  ' 1 MOVEMENT: 

TYPE: SKIMMER 

WEAPONS 
, Twin llnked shuriken catapults with targeter and a 90" f~eld of flre to the 
: 1 front, and one of the following weapons with a targeter and 180' field of 
: flre to the front a shuriken cannon (+I5 polnts), a heavy plasma gun 

11 (+30 polnts), a lascannon (+35 polnts), a scatter laser (+35 polnts) The 
+- ,  

shuriken catapults may be exchanged for a slngle shuriken cannon at 
a cost of +5 points. 

;.<: 

WEAPON DATA 
!A i 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

1 Scatter Laser 0-20 20-60 - - 6 1 -1 D6+6 See main rules 

i Shurlken Cannon 0-20 20-40 + I  - 5 D4 -3 D6+D4+5 Susta~ned flre 2D 
7 

. , 1 Shurlken Catapults 0-12 12-24 +1 - 4 1 -2 D6+4 Sustained fire 2D . 
,.W,PIasma Gun 'One turn lo recharge aner flrlng on mar power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 11lz"Blast Marker 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+6D+10 11/2"Blast Marker 



I 
1-2 Eldar R ~ d e r  see below 
3-6 J e t b ~ k e  12 10 

Bike Damage Table 
1 The jetbike's weapons are destroyed and may no longer be used 

2 Thc hike.5 jet is damaged, reducing its power output. From now on [ h i  " 

bike's niaxiniu~n spced IS reduced to its slow rate only. 

3 The jetbike's conrrols are damaged. making it diff icult to control. Ro l l  a D6 
ar the starr of each o f  the bike's movement phases. On  a rnl l  o f  4. 5 or 6 thc 

;, 
ridcr is ahlc to control thc Jetbikc and i t  moves nornlally. On a roll of' 1 .  2 or :> 

3 the bike moves out o f  controi for that turn. 

4 Th? jetbike's engine cur< our and it crashes to the ground D6" away In a 
random direction. Anybody under the blke when ir land5 take5 D3 S6 h ~ t s  
with a -2 having rhrow modifier. The rider is able l o  leap from the jctbike 
beforc 11 crashes. bur w ~ l l  suffer damage i f  the b ~ k e  was moving at more 
than 10" in  its pre\,lous move. 

5 The jetbike's engine explodes. k i l l ing the ridzr The w i i c k  c o m e  crashing 
to the ground ZD6' awa) in B random drrection. Anybod}. under ihc bike 
when i t  lands rakes D3 S6 hits wi th a -2 saving throw modifier. 

6 The jetbtke'; fuel catchw fire. k i l l ing the rider. Thc flaming wreck hurtles 
nut of conrrol next [urn and then exolodes. showering wreckace all around 
and cau,lng D3 Srrer,gth 8 hirs with'a - 3  saving roll kod i f ie r  (;n all nlodels 
w~rl l i l ,  3' '  

Rider Damage Table 
Roll to bee i f  the rider is kil led using the nol-ma1 shootitlg rules. The rider h,i< 4 

Toughness ot 3 and I wearlnp mesh arlnour which confers a 5+ armour saving 
throw.and has I Wound. I f  the r ~ d e r  is ki l led then the jetbike w i l l  move our o f  
control until it leaves the table. crashes. or is destroyed. 

1-3 Crew' See below 
4-6 V Y P ~ ~  12 10 

* Hit the one nearest to  the attacker 

D6 Vyper Damage Table 
I The Vyper's shuriken catapults are desrroyed and rnay no longer be used. 
2 The gunner's heavy weapon is destrojcd and may no lon~er be used. 

3 The Vyper's controls are damaged ~nak~ng  it d~ l t~cu l t  to control. Roll a D6 ar the start 
of each of the Vyper's movcmcnt phases. On a roll of 4. 5 or 6 the driver is able to 
control the Vyper and it lnoves normally. On a lol l  of 1 .  2 or 3 the Vyper moves out 
of co~itrol lor rhar turn. 

4 The Vypcr's engine cuts oul and 11 crashes lo the ground. ZDh" away in a rarido~n 
direction. Anybody under the Vyper when i t  lands lakeh D3 S6 hlrs with a -2 raving 
rhrow mod~fier. The crew are able to leap from ~ h r  Vyper before i t  crashes, but will 
suffer d;lni;~gc i f  :I was moving at more than 10" In its previous move. 

5 Thc Vyper'q elginc explodes. killing !he crew The u12ck comes crashlng lo the 
ground 2D6" away In a random direcr~on. Anybody under the Vyper when i t  lands 
takes D3 S6 hirs with a -2 saving rhrow modifier. 

6 The Vyper's fuel catches fire. killing the crew. The f ~ ~ n i n g  WI-eck hurrles out of 
control nexr turn and explodes. showering wreckage all dround and causing D3 
Srrength 8 hits with a -3 saving roll modifier to models within 3' . 

Crew Damage Table 
Roll to see i f  the crewn1;ln is killed using the normal rhooting rule\. He has a Toughness of' 
3 ;lnd I\ wc;tring nicsh :~t-rnour Ihal conlcr\ ;I 5+  s;lvlnp roll. ;lntl ha\ I wound. Il' the tlr~vcr 
15 killcd then thc Vypcr will Inovc out ol'con~rcil lor Ihc rcm;lintlcr of Ihc game or unlil il 
hits ~errain i t  cannot crow. collldrs with another vehicle or building. it leaves the game 
rnhle. or until the gunncr r;rkc.; 1)vcr. In order lor rhs gunncr to t;tkc ovcr conrrol of the 
Vyl'cr lie must clanlhcr fro111 his sc;~t. tlilch rhc tlrivcr's hody. irnd then gain control ol' lhc 
bike. This is a tl~fficulr manoeuvre to say the leasr. ;lnd in order to carry i t  out thr gunner 
must rnll 4 or more on a D6. I f  he Pails the roll then he falls off the Vyper. and will suffer 
damage it' the Vyper was rnovlng at more rhan 10" In its previous move. I f  the gunncr is 

killed then his heavy weapon may no longer he used. although rhe driver may still fire the 
vehic1e.s forward armanlenl. 

1 . i  

i .  

i . .  
b 
t :: - .  
. : 

b . -  

I , ' '  

I 

j l 

. . 
a . .  

( 

.L . . 
I. , 

, . 

, ,  i 

8 .  , 
: .. j 
I : 
i I , . 
, ' 

: - : 
. .-. 
r : :.> 
i -  i 
, , 
F .  ., 
!.,' ! 
I : - j  

i.; ,' 



VEHICLE DATA 

CREW: 

ONE ELDAR GUARDIAN 

R A M  VALUE: 
STRENGTH 6 -4 SAVE 
D6 DAMAGE 

WEAPONS 
The War Walker is armed with 
two weapons chosen from the 
following list: 
scatter laser (+35 points); 
lascannon (+35 points); 
heavy plasma gun (+30 points); 
missile launcher with frag and 
krak missiles (+35 points); 
Both weapons are fitted with targeters 
and have a 90" field of fire to the front. 

WEAPON DATA 

Scaner Laser 0-20 20-60 - - 6 1 -1 D6+6 See main rules 

Frag Missile 0-20 20-72 - - 4 1 -1 D6+4 2" Blast Marker 

Krak Missile 0-20 20-72 - - 8 D l 0  -6 D6+D10+8 

Heavy Plasma Gun 'One turn to recharge after firing on rnax power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 ll/z"Blasl Marker 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 1'Iz"Blast Marker 

j, .., .7:,i::: ?. . - ., . .- . . .. . . _ , 

( .- ': 3. .' 
' 3 .  ~ * : 4 y , 1 ~ ~ ~ # ~ - C C ; i z  -. - ' 

,. VEHICLE DATA ! <.i ' i 

' I,. ! .; ..-., 1 * 

CREW: SPECIAL 
R A M  VALUE: 
STRENGTH 6 -3 SAVE D8 DAMAGE 
WEAPONS: 
Two arms fitted with power fists, each with 
either a built ~n shuriken catapult or 
flamer with targeter, with a 90' arc of fire 
lo the front. 
One arm may be upgraded to carry one of 
the following weapons fitted with a targeter: 
distortion cannon +25 pts; lascannon 
+30 pts; missile launcher with frag and 
krak mlssiles +30 pts: heavy plasma gun 
+30 pts; scatter laser +30 pts. 
Alternatively, instead of replac~ng the arm 
the weapon may be fitted to a shoulder 
mount with a 90" arc of fire to the front at a 
cost of +15 points. 

WEAPON DATA . I &%-L 

D-Cannon 0-16 16-32 - see special rules - - See main rules 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Frag Mlssile 0-20 20-72 - - 4 1 -1 D6+4 2" Blasl Marker 

Krak Missile 0-20 20-72 - - 8 D l 0  -6 D6+D10+8 

Power Fist Close combat only 8 1 -5  D20+D6+8 

Scatter Laser 0-20 20-60 - - 6 1 -1 D6+6 See main rules 1 

Heavy Plasma Gun 'One turn to recharge after fir~ng on max power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 lllz" Blast Marker , - 
Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 ll/z" Blast Marker j 



1-2 L e g s  1 8  1 8  

3-4 W e a p o n *  18 18 
E l d a r  I Engine" Special 1 8  

'The weapon nearest t o  the attacker is  h i t  ; ,' 

"Eldar i s  h i t  f rom front, Engine f r om rear 
P '"7 l 

r,' , < 
tr7-1 

D6 Leg Damage Table L C  . ?if 
1 The inch thick armour plates on the War Walker's leg hold, but the iorce o f  the blow slows -;*" 

ir down. The War Walker may not move in its next tum. /'-. . 
r.,;:. 

2 The War Walker is knocked sprawling. I t  staggers D3" In a random direct~on, coll iding I,;..+ 

with anything moved Into. :4 

..,. . 
3-4 The leg is seriously damaged. The War Walker may now only l imp I D3" per turn. ;, ;; -i 

5-6 The leg is blowti of f  and the War Walker crashes to the ground. It may not move or attack :.:.,.: 
for the rest o f  the game. and is effectively destroyed. '. > 

k'.' L ; 
D6 

, , 
Weapon Damage Table 

1 The weapon 1s jmImed or panially damaged and can only be used i f  you first rol l  a 4+ on 
I D6. 

2-5 The weapon 1.; torn fmm the War Walker's body and destroyed. 
6 The weapon explodes! The explosion flashes hack to the War Walker's engine bypassing 

all amour. and causing a secondary explosion. Rol l  on the Engine Damage Table to find 
out \%hat effect this second explosion has. 

D6 Engine Damage Table 
1 The War Walker's control\ are damaged. n ~ a k ~ n s  ir diRicult to control The War Walker 

may onl? riio\c or attack ~i '  you t'lrst roll 3 4+ on a Dh 
2-3 Tile coo l~ng sy\tcm for the War W;~lkcr 's engine i i  destroyed ;~nd the enzinc ht;lrtc to 

overheat. Roll a Dh at the hcginn~ng ol'cach pli~yer's turn the ni;lch~ne explode\ 1)11 ;I rol l  
o f  I or 2 .  Any models within 3"  ruffer Dh Strength I 0  hitr with a -3  raving throw modiilzr. 

4-6 The War Walker's engine explodes. ktl l ing the Eldar and causing D3 Srrength 8 hits with a 
-3  saving roll modifier on all model!. within 3". 

Eldar Damage Table 
Roll lo see i f  the Eldar is kil led using the normal shooring rules. He has a Toughness o f  3 and is 
wearing mesh armour that conlerc a 5+ savlng roll, and has I wound. In addition. he is prorected 
hy n special power I'icld w h ~ c h  confer\ ;I !+ k;,vlng throw against choot~ng which 1, never 
1nc1dil'ic.d lo r  ;III!. rc;)ron Thc p<i\bcr l ~ c l t l  docs not protect ;I~:III~.;I h ~ t s  I'rtitn h;~ntl-lo-h:~ntl 
conlhat. I f  thc Eldar I.; k ~ l l c d  then IIIC War W;~lkcr ~ i i ~ i v c s  tiut oI 'con~rol  lor one tur11 ;tt)iI lhcti 
coll;lp\es 111 the gronnd 

L e f t  Arm 
R t g h t  Arm 

5-6 H e a d  22 

., . 

. . . ,  

; 7 

D6 Leg Damage Table 

i 1 The IIIC~ th~ck ;trrnour pl;~tc\ on the drcadn~~ufht ' \  Icg hold. hut the force 01 the hlow \lows 

i:: it down. The dret~dnou~ht  nay not tnove ~n it\ ticxt turn. 
2 The drc;~dnought IS knocked \prawling. It \ragger\ D?" In 2 random dircct~on. colllcling pi w ~ t h  anyth~ng moved ~ntn .  ' 3-4 The leg is ceriously damaged. The dreadnought may now only l imp I D.3" per turn. 

5-6 The leg is blown of1 and thc dreadnought crashes 10 the grl)und. I t  may not move or auack 
"d 1:; ,, for [he rest o f  the game. and 1s e l f ec~~vc l y  dcstroycd. 

D6 Arm Damage Table 
1 The arm is ~ I I  and pan~al ly  paralysed. Any r;~nged weapons incorporated Inlo the a r m  may 

stil l be used. bur the arm cannot be used to fight In hand-to-hand combat. Reduce the 
dreadnought'\ Atti~cks characteristic by I point 

2 Any weapon mounred on thc :mi a rc~ . r~n~ i i cd  or p;irti;~lly cl;itnagcd ant1 c;rn otily hc u.\uil 11' 
you first roll a d+ on I D6. 

3-5 The arm is torn from the dreadnought'\ body. Any weapons mounlcd on the arm are 
destroyed. and the dreadnought's Attacks characteristic is reduced by I point. 

4 6 The arm is destroyed and any weapon, mounted on II explode! The cxp lo ion flahhec back 

p!. ..i b '  : to thc dreadni)ufht'e hull. hypa\sing all arniour. ant1 cclucing i c  secondary expiohion. Roll 
v ..-d on thc Hcild Dam;~ge T;~hle t r r  111id out W~;II c f iec~ this ~ccnnd  explo\~nn hd\  

i.$ D6 Head Damage Table 
, 1 The drendnor~ghr'.; controls arc dani;igctl n ~ ; ~ k ~ n g  II dilflculr to control. The drc;~d~ioi~pl i t  
k;: ? m;ly only move or ;~rrnck it' you hr i t  roll ;I J+ on ;I Dh. 

S*.i 2 The Spir~t Sto~ic controlling the drc:~tlnought i \  h:~dly damagcd. A l l  o f  the drcirdt~ought'\ 
,.h. . . .tr,ictcrI\llc\ arc h;ll\,cd ior thc rest ol'thc g;inil: 

3 The cooling pipcs io r  the dre;ldnciught'c cngit~c arc dcstroycd and the cnginc st;lrtr to 
overheat Roll a D6 ;it the beginning o f  each player's turn: the machine cxplodcs on a rol l  
o f  I or 2 .  Any model\ within 3" sutfer Dh Strength I 0  hrts with a -3 \aving throw nioditier. 

4-5 TIic Spirit Stotic c~inrroll ing thc ~1rc;ltlnought I.; tlcsrroyutl. The tlrc;~dn~ir~ght st;~ggcri I>3" in 
.I r-;int111111 il ircclio~l. ct)lliclilig with ;III~I~III)B ~l io\ccI irllci. :111d then c o l I : ~ ~ ~ ~ e h  1 0  lllc gro111iiI. 
The \utltlcn rcle;l!.c ol  p.;ych~c energy wi l l  1nl11ct 113 woundc (no 5;1vc i~ l lowed)  on any 
liltlar psykcr within Uh" 1)I'thc drciltlnoughr :is i t  collapse\. 

: 6 The dreadnought's ;~mmun~ti t )n cxplotle\. The dreadnought 1s destroyed and any model\ 
within 3" suffer Dh Strcngth If1 hits w ~ t h  ;I - 3  ravlng throw modifier 



VEHICLE DATA 

ONE SQUAT DRIVER 

ONE SQUAT GUNNER 

RAM VALUE: 

STRENGTH 6 

D6 DAMAGE 

MOVEMENT: 

SLOW SPEED: 8" 

COMBAT SPEED: 18" 

FAST SPEED: 24" 

WEAPONS 

targeter firing forward in a 180" arc of fire. 

WEAPON DATA 

I Multi-melta 0-12 12-24 +1 - 8 2D12 -4 D6+2D12+8 2 Blast Marker 

VEHICLE DATA 

CREW: 

ONE SQUAT RIDER 

R A M  VALUE: 

STRENGTH 5 
D4 DAMAGE 

-2 SAVE 

MOVEMENT: 

SLOW SPEED: 10" 

COMBAT SPEED: 15" ' i  
1 : 

I i 
FAST SPEED: 30" ! t 

k?. ,:4 

;j 
TYPE: BIKE 

* F. 
4%" 

WEAPONS 1 
Twin linked bolters fitted with a targeter firing forward 1 
in a 90" arc of f~re. 

WEAPON DATA 1 



1-3 Crew' See Below 
4-6 Bike 10 10 

t i l t  the one nearest t o  the attacker 

D6 Bike Damage Table 
1 The b~ke 's  twin bolters 21-e destroyed and may no longer be used 

2 The bike'i ~nulti-nielra i q  destroyed and may no longer be used 

3 The bike's controls arc darriagcd making i t  difficult to control. Roll a 
D6 at the srart of cach of the bike's niovemenr phases. On a roll of 4. 
5 or 6 the driver 1 5  able to control the b~ke  and 11 moves normally. On 
a roll of 1. 2 or 3 the bike n1okL.s out of control fnr thdt [urn. 

4 The wheel and niountings are badly buckled and the bike flips over- 
killing the crew. The wreck comes crashing to the ground D6" awa) 
in  a randum direction. Anybody undcr- the bike when i t  lands takes 
D6 S7 c l ~ t \  with a -2  saving throa. niodrt~er. 

5 Thc bike's engine explodes, killing thc crew. The wreck hurtlcs out 
of control next turn beforc corning to a permanent halt. 

6 The bike's fuel catches fire. killing thc crew The flaming wreck 
hurtles out of control next turn and then explodes. causing D3 
Strength 8 hits with a -3 saving 1-011 mod~fier on all models wirhin 3".  

Crew Damage Table 
Roll to see i f  thc crewman is killed using the normal shooting rules. Hc 
ha3 a Toughness of 4 and is wearing flak armour that confers a h+ saving 
roll, and has I wound. I f  the driver is killed then the bike will Inovi: out 
of control for the remainder of the game 01- until the gunner takes ovcr. 
the bike hits terrain i t  cannot cross, collides with another vehicle or 
buildrng, or leavcs thz game table. If the gunncr is killed then the bike's 
multi-melta may no longer b i  used, although the driver may still fire thd 

1-2 Squat Rtder See Below 
3-6 Bike 10 10  

I '  , 

, D6 Bike Damage Table 

' I 1 The b~ke ' s  t w ~ n  bolter\ are de\troyed and may no 1o.iger be uscd 
I 

1 2 The cheel and mounrlngs are badly bucklid From now on the b ~ k e ' \  
I 

L I 
~i~axlmurn \peed IS reduced to its 5lou r;lte onl) 

' 
3 The bike's control:, are dunaged making i t  difficult to control. Roll a 

i D6 at thc stdrr of each of'the bike's movement phases. On a roll of 4. 

5 or 6 the rider is able to control the bike and i t  movcz normally. On 
, , , a roll of 1. 2 or 3 the bike rnoves our of control for that turn. 
, '  

4 4 The bike's front wherl is blown off and i t  flips over killing the rrder. 
i 1 

, , The wreck conies crashing to the ground D6" away i n  a random 
I direcr~on. Anybody under the bike when i t  l a n d  take5 0 3  S6 h i t 5  

I , with a -2 saving throw niodrf~er. 

1 , , ' 5 'rhe bike's cngine explodez. killing the rider. The wreck hurtles out 

: I , , ~('conrrol  next turn brl'o~,e corriing to a perrnrrncnt halt. 
. i  

< .' i 6 Tile bike's fuel catches I'ir-e. killing [he r-idcr. Thc flaming wreck 
hurtle.; out ol 'control next turn and then explodes. causing D3 
Strength 8 hits with a -3 saving roll modifier on all models v. irh~n 3". 

Rider Damage Table 

Yoll to \ze ~t thc rlder I \  k~l led  il\lng the normal \hoo t~ng  rule\ b: ir'{ cornparlng the a t~ack~ng  weapon'\ Strcngth to the rider's Tou,ohnes\. and 
;' 1 mdk~ng an! .lrrnour \avlng rolls as norm.11 I 1  [Ilc r~der  I \  kllled then the 

b ~ k e  wrll move out of control for one turn and then flip over and be 
destroyed 

1 





1 L e g s  19 19 
2 Left Arm 18 18 
3 Right Arm 18 18 

i 
4-6 Body 21 19 I 

D6 Leg Damage Table 
1 I l l  ~ i i ch  rhick ;Irlritiur i ~ l . ~ r ~ ~ ~  .>I: ~ h c  cl.,~,~ilnough~'s leg hold. hut rhc l'orcc 01 ~ h c  blow 

\lo\(,\ ir clan 11. The drc.icl-~i~~;h~ ~ii:~! not ~ i i o \ c  i ~ .  il.\ ~iexr 111r1i. 

2 Tlic c ! ~ c ; ~ t l ~ i o ~ ~ g h ~  i \  Lnilcht-J \pr, l \r i Ing, 1 1  ~ r ; i g g e r s l l . ~ "  111 :I r.lndoni t l i r c c ~ i o ~ i .  
c o l l ~ d i ~ i g  u ~ t h  anythiii: i i i , ~ \ c d  I i i r ~  

3-4 The leg i \  >eriously dalilagcd ihc. ~ I C I ~ J I ~ I > L I ~ I  11iil) now on14 l imp I D3" per turn. 

5-6 The lc'g i> hlown o f f  and the dreai!nought crazhe5 to [he ground. 11 may not move or 
d t ta~k  for the re>[ o i the  game. and .-; eifectivel:.' uestroyed. 

D6 Arm Damage Table 
1 The arm i . ~  hit and partially paralyred. Any I.LIII:'LI \VCJPOIIS ~ncorporated inro the arm 

may still be used. but the arm cannot be used to f i g h ~  in  hand-to-hand combat. Reduce 
the dreadnoughr's Attacks characterirrlc by I point. 

2 Any weapons inounrcd on the arm are jamined or parrially damaged ar:d can only be 
used i f  you I'irqt roll a J+  on a Dh. 

3-5 The arni iz torn from the dreadnought'\ boJy. Any we;~ponc mounted on the arm ;ire 
destroyed. and the drcadnnughl's A t tack  characrcr~stic is reduced hy I po~nt  

6 The arni IS destl.oyed and an! weapons iiiiiuiircd (in ir explode' l'he explo\~on llashes 
hack to [he dreadnought's body. hypashinf a:l arniollr. and causins a .;ccond;~ry 
~ ~ ~ I ~ I s I < I I I .  Rnll 011 tlic Rody D'IIII~I~C T;~hlc to 1'111~1 ~ l i c  cl' lcc~ cil.rli~\ ~ c c c ~ : i ~ l  cxplo\ io~i.  

D6 Body Damage Table 
1 The drr;ldnough~'c controls f o  c~-;~zy 1ii;lking the drc;~dnouglir t l i i l i cu l~  l o  c ~ ~ i ~ ~ r o l  Tlic 

d ~ - e ; ~ d ~ i ~ ~ u g h t   nay only 11111vc 01- ;ltrack ~ l y t i u  fir\[ roll ;I I+ 011 ;I Dh. 

2 The Chilo\ Sp;~ce Marine ccinrrolling the dreadnough1 i r  hadly woundetl. A l l  o f  the 
dr-e;~dncx~ght'r cli;~racrerihric< are halved (or the resl o i  the game. 

3-4 The d~-c ;~d~ ioug l i~ ' s  cnglne hur\rs il lto I l ; ~ ~ n c s  ;~i id the lniichine is ~ ~ i i ~ i i o h ~ l ~ \ ~ c I .  Thc 
C h ' l c ~  Space M a i n e  tilily w e  enicrgency controls ro f'i1.c one weapon. Roll ;i DO ;II the 
b rynnmg of  each player'\ rul-n. the iiiach~nc cxplodcs on 21 roll o i  I or 2 Any rnodcls 
\virh~ti  3" wffer  Dh Strength I 0  hit5 with a - 3  iaving throw modifier 

5 Thc Space M;~rinc control l~ng [I?? dreadnought is slain. The drcadnciufhr \lagfei-r D3" 
In :I r ;~~ id t~ i i i  direction. cc~l l id~ i ig  with atiyth~nf lnoved into. and [hen collap.;er 10 [he 
ground 

6 The dre;~dnought's amniunirion explodec. The drcadntlughl i.; dectroyed and any 
models wirhin 3" suffer Dh Strength I 0  hirs with a - 7  savlng throw modifier. 

1-2 Chaos S p a c e  Mar ine  Rider  See B e l o w  
3-6 B i k e  10 10 

D6 Bike Damage Table 
1 The bike ' i  twin bolters are destroyed and may no longcr be used. 

2 l'he wheel and mountings are badly buckled. I rom  no^ on the bike's 
niaximuni pcccl  i j  reduced to its slow rate on14 

3 The bike's controls are damaged making i t  d~ f f i cu l t  to conrrol. Roll  a 
Uh at the start o f  each o f  the bikc's movement phases. On a rol l  o f  4, 
5 or 6 the rider is able to control thc: bike and i t  mo..es nol-mally. On 
LI rol l  o f  1. 2 or 3 thc bikc n1oi.e~ out o f  control for that turn. 

4 The hike's front wheel is blown o f f  and it flips oLer. ki l l ing the rider. 
The wreck comes crashing to the ground D6" away in a random 
direction. Anybody under the bike when i t  lands takes D3 S6 hit5 
with a -2 saving throw modifier. 

5 The bike's engine explodes, k i l l ing [lie rider-. The wreck hurtlez out 
of control next [urn before coming to a permanent halt. 

6 The bike's fuel catches fire. k i l l ing  the rider. The f laming wreck 
I h i ~ r t I ~ s  01.11 O K  conlrcil next 111r.n a n d  thcn explodch. causing TI? 
S11.cngth 8 hit5 will1 ;I -3  savitig rol l  lnodil'icr o n  all ~nodcls within 3" .  

Rider Damage Table 
Rol l  to see i l ' the  r ider I S  k i l led  using the normal h o o t i n g  rules by 
cornparing the ;t~[acking ~ve~ ipon 's  Strcngth lo thc ~ - ~ c l c ~ . ' a  T o ~ ~ g h ~ i c s ~ .  itnd 
making any armour saving I-olls as normal. I f  the rider- i s  kil led then thc 
bike w i l l  niovc out o f  control for one turn and then t11p over and be 
destroyed. 



Seek~ng ammo may only be used w~th projectile weapons 
such as boltguns The project~les are Illled w ~ t h  tiny 
thrusters and a rudimentary robot braln When you flre a 
shot usrng seek~ng ammo you do not use the f~rer s 
Ral l~st~c Sk~l l  or any mod~f~ers lo h ~ t  for target speed 
cover etc The seeklng ammo w~ll always h ~ l  11s target on 
a roll ol 2 or more on a D6 Seek~ng ammo can also be 
f~red at targets wh~ch are h~dden or out of s~ght as long 
the target IS detected (by a scanner or another model for 
example) and l~es w~ th~n  weapon range Seeklng ammo 
may not be used ~n comb~nat~on w~ th  other k~nds of 
spec~al ammo 

USE ONCE AND DISCARD 

I 
The squig attack arm IS a spec~al blonik replacemenl 
which incorporates a cage containing a dangerous 
gnasher squig. In hand- to-hand combat the Ork 
automatically unleashes the squ~g  as 11s opponenl 
closes In so resolve the attack during the hand-to- 
hand combat phase before any attack dice are rolled 
The Ork's opponent suffers an automatic Strength 5 
attack with no savina throw modifier from the squig 

I 

I regardless of how  much it beat i ts opponent 's  
Combat Score by. The kick attack is resolved at +2 

? I I 

Many veteran warriors proudly carry a bionic leg 

I from some fearsome battle of the past. A model 
equipped with a bionic leg galns +1 attack to its 
Attack characteristic and can make a spec~a l  k ~ c k  

I attack if it wins a round of hand-to-hand combat 
T h e  m o d e l  c a n  o n l y  m a k e  o n e  k i c k  a t t a c k ,  I 

after wh~ch the creature e~ther crawls off to d~gest thc 
chunk of f lesh ~t s brtten off or IS  k ~ l l e d  by thc to the model's Strength and lnfllcts D3 damage I f  
opponent Thls means the squlg attack arm may only the target 1s no  blgger than the model wlth the 
be used once per game bron~c leg ~t IS also knocked back D3" by the kick 

ORKS ONLY DISCARD AFTER USE 
I 

A scanner can detect l ~ v ~ n g  matter and energy of any 
kind wlthln 24" of the user Read~ngs w ~ l l  lndlcate 
concentrations of tlssue and energy such as groups 
of creatures or veh~cles The scanner 1s capable of weapon Targeters are always f ~ t t e d  to s p e c ~ f ~ c  

dlfferentldting between an~mals and vegetation, and weapons, so a character armed wlth a plasma gun 

can read through rock up to 5 nietres thick The main with a targeter and a bolt pistol would gel 1 lo h ~ t  
when he was shooting w ~ l h  tile plasma gun but not 

mllltary use of the scanner IS  for f ~ n d l n g  hldden 
wi th  the  bo l t  p ~ s t o l  Targeters  may not be 

troops, which are automat~cally detected ~f they are Interchanged between weapons dur~ng a battle 



. - 7 -  

hardened t~ps in the case of p ' r~~kc t i~e  weapons or a 
super~charged power pack ~n the case of energy 
weapons When you fire a shot uslng armour pierclng 
ammo the weapon's save modifier is increased to -6 for 
that one shot only. Aga~nst vehicles the weapon's armour 
penetration is increased by an amount which varies 
according to the Strength of the weapon as shown below. 
The decision to use armour piercing ammo must be made 
before the dice is rolled to hit. 

Bonus Penetration Dlce tD3 +ID6 +ID12 +ID20 

USE ONCE AND DISCARD 

suffers occasio 

Frenzon IS a drug that can be used to induce the 
psychological effects of frenzy or hatred for the 
rest of the game. The psychology effects are 
automatic and no test is made against Leadership. 
Only one psychological state can be induced at a 
time. A single dose of frenzon antidote (contained 
in the frenzon dispensing device) will negate the 
induced psychological state. However, repeated 
use of frenzon is dangerous to the subject. Every 
time a dose is administered after the first roll a D6 
for the model affected: on a roll of 1 the model 
suffers D3 wounds. 

A sp~ke arm often appears to be just a normal b ~ o n ~ k  
arm, but concealed along the length of the arm are 
sets of retractable spikes or blades. In close combat 
the arm can be used to grip an opponent and then 
impale them as the concealed spikes slam into 
position. This gives the Ork +1 WS in hand-to-hand 
combat and means that the Ork always counts as 
having higher Initiative in the case of the Combat 
Scores being drawn 

ORKS ONLY I 
All 014 Welrdboyz carry a copper staff to help !hem 
earth excess Waaagh! power and stop their heads 
exploding. Particularly valued or powerful Weirdboyz 
eventually get hold of a special Weirdboy staff which 
IS made of strange copper alloys and inscribed with 
ancient Orky glyphs A Weirdboy staff is a force 
weapon so the We~rdboy can add his mastery level to 
h ~ s  Strength and wounds daemons automatically ~n 
hand-to-hand combat The Weirdboy may also reroll 
the d~ce for h ~ s  Waaaghl test if he fails the first roll. 

I ORK WEIRDBOYZ ONLY 

Teleskop~c legz are an Invention of pure Orky 
cunning. An Ork w~th telekopic legz gains +2 to its 
Move character~stic and doesn't suffer any movement 
penalties for crossing obstacles up to 2" high The Ork 
can also raise itself up by 2" in the shooting phase, 
allowing it to see and to shoot over lntervenlng terrain 
and obstacles more easily. 

ORKS ONLY 



A medl-pack 1s an advanced automated med~cal machlne To 
use the machlne a model carrying 11 must move into base-lo- 
base contact w~th his patlent during his own turn and remain 
there through the shooting and close combat phases do~ng 
nothing else. At the end of the close combat phase the medl- 
pack can do one of the following: 

1 Restore 1 wound to a wounded but still living character. 

2 Restore a model reduced to 0 wounds to 1 wound on a roll 
of 5 or 6 on a D6. 

3 Restore the vision of any blinded model. 

4 Cure the ellects of any non-fatal gas type. 

5 Negate any psychological effects in a model. 

A l imo oack oermits Its wearer to make a long powered leap ,- , , 
~ n ~ t o a r i  nf Its normal move A lump can be made up to a I 
I 

--- . . 
d~stance of 18 reach~ng a he~ght sulflclent to clear most 
obstacles vehlcles and models Woods and slngle storey 
bulldlngs reduce the lump to 1 2  Roll a scaner dlce for the 
~[~rnolno model on landlnq a roll of a h ~ t  ~ndlcates ~ t ' s  on 

the bearer an add~lional savlnq throw 01 4. 5 or 6 on a D6 
This extra save is laken belore an armour save and 1s not 
subject lo saving throw modil~ers so 11 always succeeds on a 
4.  5 or 6.  A successlul save causes a bllnd~ng llash of tight 
that llluminales an area w ~ l h  a radius equal to the Strength of 
the attacker or weapon In inches. Any models w ~ l h ~ n  this area 
that have no eye proleclion w~ll  be blinded on a roll of 4 5 or 
6 on a D6 until the beq~nninq 01 lheir next turn Models that I w are blind cannot move or siool and liahl In hand-to-hand 

I combat w~th a WS ol 1 

4, 5 or 6 Unmodified save 

Blinds unprotected troops on 4, 5 or 6. 1 

I I A Storm S h ~ e l d  1s large plasteel plate whlch contalns 
a small but potent power held generator, because o f  

'- =-., - - - 

direction indicated. When a model wlth a jump pack charges 

I he may move up to 4" after he's landed to engage an 
opponent in hand-to-hand combat. A model may make a 
Illrno, land and then shoot or throw a grenade, but it can't 

this they a re  a lso  known as power  shie lds Once  

C a c t ~ v a t e d ,  t h e  Stornr  S h l e l d  i s  s u r r o u n d e d  b y  a 
g lowing b l u e  f ield of enerav which emits  crackl ing I ;;rn;taan arrow indicater the model scatters 0 3 '  in the 

I 
Gghtn~ng when I! 1s used  parry a b low.  A m o d 4  

I e q u i p p e d  w i th  a S t o r m  Sh ie ld  rece lves  a n  ex t ra  
armour savina throw of 4. 5 or 6 against shootlng or I 
hand-to-hand-combat damage from-the model's front 
90" a r c .  T h i s  sav ina  t h r o w  ignores  n o r m a l  s a v e  I 

use a move or fire weapon. Models using jump packs leap ~n modifiers and  therefore offers a save even against 
slow, predictable curves so models firing at them do not w e a p o n s  w l t h  l a r g e  n e g a t i v e  m o d i f i e r s  s u c h  a s  
uller the normal - 1  to hit penalty for firing at a target moving lascannons and power weapons. A Storm Shield may  

b e  used to parry 

the knuckles of a glove. D~gilasers do not preveni a model 
uslng any other weapons, They are aulomat~cally f~red at the 
stan of hand-to-hand combat against opponents In base to- 

I 
base contact before any attack d~ce are rolled and regardless 
of whose turn II IS The shots are worked out ~n exactly the 
same way as norrnal the wearer blastlng away at polnt blank 
range as h ~ s  attackers close The d~g~lasers get three shots 
whlch may be dlvlded amongst mult~ple opponents 11 deslred 
Once close combat has starled the d~g~lasers have no effect 
the model doesn t qaln any extra attack dice lor havlng them 

Close combat only 3 1 -I D6+3 Sec above 



spear, a rune-encrusted sword or a great black 
scythe. Whatever its form, it is one of the most deadly 
hand-lo-hand power weapons. The Executioner has a 
Strength of 8, a -6 saving throw modifier and ~nflicts 
D3 damage. The Executioner can be used to parry 
but it requires both hands to use. 

Close cambal only 8 D3 4 D M  Pany 

ELDAR ONLY 

When a Toxin grenade explodes it showers the area wlth I a cloud of deadly polson. Determ~ne where the grenade 
hits as normal and place a 1 112" blast marker there 
Every unprotected model under the blast marker IS k~lled 
on a roll of 2 or more. Troops with some form of  
protection are killed on a D6 roll of a 3 or more. Enclosed 
vehicles and troops wearing sealed armour (Space 
Marines and Aspect Warriors), Tyranids and their 
creatures such as Genestealers (bul  not including 

affected. The toxin gas cloud remains on the table. At the 
beg~nn~ng of each s~de's turn one player rolls a D6 and 
consults the chart in the Wargear book. 

DISCARD AFTER USE 

I 
crossbreeds l ike Genesteater Hybrids) cannot be 

I 

Phased crystall~ne nattorns slnnn th- '""-",.. "'""9 L " C  . - . -  ~,."," 3 

blade coll iridescent psychlc energy around it I;'-- - I 
1 snake At the end of the psychic phase one unused 

force card may be stored in the force sword instead of j being placed on the warp cards d~scard pile The stored 
force card may be retrieved from the weapon and used 

1 insubsequent psychic phases. In hand-to-hand combat 
/ the force sword increases the wielder's Strength 

by a number equal to his mastery level 
daemons aulomat~rallv with nn =-..:-- 

,[urea 

characteristic 
and wounds 

Hayvil-c or scrambler grenaocs em11 a powerlul burst of 
electrornagnct~c ~ntcrfcrcncc wh~ch scrambles del~cale clrcuils 
and overloads instrumenlalion Hayw~re Only affects veh~cles. 

I dreadnoughts. robots. Wra~thguard and Term~nators. Its burst 
covers a 1 ;" rad~us. roll to 1111 and scatter as for a normal 
grenade Veh~cles etc. h11 by a Haywire grenade are 
penetrated autornal~cally Roll to hit locations covered by Ihe 
template as normal alld then roll on the appropriate damage 
table However. the pulse is unlikely to deslroy a vehicle. 
dreadnought elc so deduct - 1  from the damage roll Vehicle 
crewmen or Term~nalors h ~ l  by a Haywire grenade suffer a 53 
hlt causlng 1 wound wlth no armour save poss~ble. D~scard 
this card after use. 

Penetrates armour automatically 

~ t h  barely suppressed 

unused force card may be stored In the force axe 
instead of being placed on the warp cards discard 
pile. The stored force card may be retrieved from the 
weapon and used In subsequent psychic phases In 
hand-to-hand combat the force axe increases the 
wielder's Strength characteristic by a number equal to 
his mastery level and wounds daemons automatically 
with no savtng throw possible. The wielder may also 
expend the stored force card to gain an extra +3 
Strength and -3 armour save in hand-to-hand cornbat. 

PSYKERS ONLY 



) A S t a s ~ s  grenade creates a loca l~sed  temporal loop - 
--- - - 

blast marker there. €verylhlng under the blasl marker IS 
trapped In a slasis loop. Models ins~de the loop may ne~lher 
act nor be affected by anylh~ng ouls~de the loop. they cannot 
move or shool and they cannot be shot at. It 1s not possible to 
shoot through a loop, but it is possible lo see through it 
normally. Vehicles and troops with~n 2" ot the edge of the 
blasl marker move at half speed and may only shool or use 
psychic powers if they first roll a 4.  5 or 6 on a 06. Close 
combal is only worked out every other lurn. There IS a -2 to 
hit modifier for shoot~ng into, through or oul of the area w~lhin 
2" of the marker. The slasls held remains In play. At the 
beg~nning o l  each side's turn one player rolls a D6 and 
consults Ihe Slasis charl in the Wargear book. 

DISCARD AFTER USE 

b e ~ n g  placed on the warp cards d~scard  plle The ro 
may store a maxlmum of 3 force cards Stored force 
cards m a y  b e  r e t r ~ e v e d  from l h e  rod and  u s e d  In 
subsequent psych~c  phases In hand-to hand combat 
t h e  f o r c e  r o d  I n c r e a s e s  t h e  w ~ e l d e r ' s  S t r e n g t h  
characlerlstlc by a number equal to h ~ s  mastery level 
and wounds daemons autornat~cally wlth no  savlng 

PSYKERS ONLY 

psychic phases. In hand-to-hand combat the wltch blade 
Increases the wielder's Strenglh characteristic 3y  a 
number equal to t ~ i s  mastery level and wounds daemons 
automatically w ~ t h  no savlng throw possible. The wielder 
may also expend stored lorce cards to galn additional 
bonuses In hand- to -hand  combat Each force card 
expended equals an extra +2 Strength and -2 armour 
save The wilch blade can be used to parry 

ELDAR PSYKERS ONLY 



can fire three shots per  shooting phase in  the same 
way as the Eldar scatter laser. All three targets must  
b e  within 6" of each other, roll t o  hit as  normal  a n d  
resolve any damage using the weapon profile given 
below. The powered blade in  the stock may b e  used 
in  hand-to-hand combat using the profile given below. I 

0-12 12-24 + 1  - 6 1 - 1  6 r D 6  3 Shots 
Ciose combat only 5 t 3 Obt5 - 

ELDAR ONLY 

subsequent psychlc phases. In hand-to-hand combat the Nemes~s 
weapon Increases the wielder's Strenglh by a number equal to hls 
mastery level and wounds daemons automot~cally with no savlng 
throw possible The wielder can also expend stored force cards to 
cause exlra damage when he hils daemons In hand.10-hand 
combat. Expend~ng one lorce card inlticls D3 wounds per hil. 
expending two lorce cards nfl~cts D6 wounds per hll The Nemesis 
lorce weapon can be used to parry and Incorporates a built-in 
storm boller whtch may be !Ired normally In the stioollng phase. 

INQUISITORS & GREY KNIGHTS ONLY 

arrnour save 

Seer runes are complex wra~thbone shapes used by  
Eldar Farseers to predict the future and  the flow o f  the 
warp.  Seer  runes m a y  also b e  used  to temporarily 
sever a n  enemy 's  connectton with the warp a n d  s o  
nul l i fy  a p s y c h i c  p o w e r .  W h e n  a n  e n e m y  u s e s  a 
~ s v c h ~ c  ~ o w e r  y o u  m a y  i r n m e d ~ a t e l y  c o u n t e r  i t s  I 
jisrupted after use a n d  may  not b e  used again in the 
same battle 

ELDAR FARSEERS ONLY 
DISCARD AFTER USE I 

-- 

Poly~t~orph~rie IS a shape alter~ng chemlcal which allows the 
h~ghly tra~ned Assassins of the Call~dus shrlne to lransforrn 1 not only the~r features but the~r whole body An Assasstn 
equ~pped wllh polymorph~ne 1s not deployed at Ihe stan of the 
game Instead, the player may play this card al any llme lo 1 reveal that the Assass~n 1s ~n lac1 d~saulsed ?c nno nf thn 

a characler or a vehlcle crewman or a model wlth a heavy 
weapon) In the opposlng lorce and substllute the Assassln lor 
that model The Assassln dlscards the caplured armour and I 
weapons of the trooper as he casts of1 h ~ s  disguise, keeplng 
only what weapons and wargear the player has equ~pped the 
Assassin with. 

OFFlClO ASSASSINORUM ONLY I 

shoota is an Ork Mek 

flre, rolling 2 d~ce .  It also has a variable Strength w h ~ c h  is 
rolled on the art~llery dice each time it is fired, giving it a 
Strength of between 2 and 10. If a misfire is rolled on the 
artillery dice the kustom shoota has exploded! The shoota 
is destroyed and the Ork carrying 11 suffers an S4 hit. 

ORKS ONLY ORKS ONLY 



The psycannon 1s a weapon specially constructed to 
damage psykers and daemons It uses storm bolter 

I components but the bol ts  themselves are heavily 
Impregnated wllh psych~c energy The psycannon may be 
f ~ r e d  In the s h o o t ~ n g  phase.  A g a ~ n s t  daemons and 
psykers the psycannon wounds aulomalical ly and 
daemons get no savlng throw. In addition, each tlme a 
psyker or daemon IS damaged by a psycannon 11 will lose 
the use of one psychlc power (picked randomly) lor the 
rest of the banle 

flre - 1 dlce 

IMPERIUM ONLY I 

wound for any reason at w h ~ c h  point  t h ~ s  card I 

discarded and the model 's characterlstlcs return t 

A warp jump 1s an anclent allen devlce wh~ch allows a 
s~ngle model to teleport A model equ~pped wlth a warp 
jump may teleporl to any polnt on the battlef~eld dur~ng 11s 
movement phase Instead of moving normally Roll a 
scatter d ~ c e  to see 11 the model teleports on target a "hit" 

I 
means 11 1s on target, an arrow means 11 scatters 2D10" In 
the d~recr~on lnd~cated However ~f a double 1 1s rolled on 
the 2D10 lor dev~at~on the model 1s lost In the warp, never 

as charg~ng if 11 leleports dlrectly Into hand-to-hand I to be seen again. The model may shoot and fight In hand- 
to-hand combat on the turn 11 teleports but it doesn't count 

combat. For further deta~ls on teleport~ng troops see the 
teleporter rules In the Warhammer 40,000 Wargear book. I 

warheads The kustom blasta has an unpredictable blast 
marker w~th  a D3" rad~us - roll for the slze of the blast 
marker each tlme the weapon is fired It also has a 
var~able Strength wh~ch 1s rolled on the artillery d ~ c e  each 
tlme 11 1s f~red, giving 11 a Strength of between 2 and 10. If 
a misf~re IS rolled on the artillery dice the kustom blasta 
has explodedl The blasta is destroyed and the Ork 
carrying 11 suffers an S4 h ~ t  

a16 16-36 - -1 Art. dlce 1 -1 Various. [M" blast 

ORKS ONLY I 

CHAOS ONLY 

A p s y c h ~ c  hood is In fact a web of f ~ n e  wlres and 
crystals set into a helmet or worn over the head. The 
effect of the p s y c h ~ c  hood I S  to amplify a psyker 's  
abillty to disrupt man~pulat~ons of the warp by another 
psyker,  making 11 easler for h ~ m  to n u l l ~ f y  p s y c h ~ c  
powers. This means a psyker wearlng a psychic hood 
1s allowed to reroll the d ~ c e  throw when he attempts to 
null~fv osvchic oowers 

I 

1 PSYKERS ONLY 



. . . . - - - - - 

a D6 to establish the cgntact range ~n inches ;or the virus. 
Any normally vulnerable model wtth~n the contact range of a 
victim is killed on a D6 roll ol a 4. 5 or 6. Every time a model 
IS kllled roll for the contact range for that model, and work out 
il models within this range are killed. Once there are no more 

0-12 12-36 +1 - 9 DB -6 B+D6+DB . victims within the contact range the vtrus has mutated into a 
safe form and there is no lurlher eflect 

DISCARD AFTER USE 

A power field IS an invis~ble bubble of pure energy 
created by a large, cumbersome generator.  A 
personal power field prov~des excellent protection 
against shooting damage, grvlng a saving throw of 2 
or more on a D6. This is not modifled by weapon save 
modifiers so it will always succeed on a roll of 2 or 
more regardless of the save modifier of the weapon 
which hit it. However, in hand-to-hand combat the 
power field offers no protect~on as an opponent can 
easily get his weapon inside the power field bubble 
and strike the wearer. In addition, a model carrying a 
personal power field suffers the - 1  penalty for being 
encumbered in hand-to-hand combat. 

extra warp card per mastery level from the warp dkck 
~mrned~ately 

ELDARPSYKERSONLY 
DISCARD AFTER USE 

The gravlton gun affects the local gravlty f~eld and changes 
the we~ght of oblects mak~ng them far heav~er than nortrial A 
target htt by a gravlton gun IS always affected no damage roll 
ts requ~red A l ~ v ~ n g  target 1s ~mmobtl~sed for the rematnder of 
the game and may not move or shoot although a psyker may 
contlnue to use h ~ s  powers If the target IS a veh~cle roll for h ~ t  
locallon as normal but Ignore armour penelratlon Roll for 
damage on the approprlale veh~cle locat~on damage chart(s) 
addtng + I  to the dlce score Aqalnst bulld~ngs roll to h ~ t  and 
and 11 a h ~ t  occurs roll lor damage and add + I  to the result 

0-8 816  +1 - See above - Auto 1" bbstmarher I IMPERIAL TECH-PRIESTS & SQUAT ENGINEERS ONLY I 

Tills anclent rune staff absorbed so much power lhat 1 1  
evenlually became a I ~ v ~ n g  [hung tn Ihe hands of Its or~g~nal 
owner Njal Stormcaller. 

At the start 01 the game deal 3 cards from the warp deck. Any 
lorce cards are reta~ned within the rune staff, other cards are 
returned to the deck Further force cards may be placed in the 
stalf as they are dealt, up to a maximum ol three During any 
psychlc phase the force cards may be used to power the 
w~elder's psychic ahillties 
Stormcaller also adds +1 to Ihc w~elder's A and I, and adds d 

Strength bonus equal to 11s wielders mastery level 

NJAL STORMCALLER ONLY I 


