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or more than a hundred centuries the Emperor

has sat immobile on the Golden Throne of

Earth. He is the Master of Mankind by the
will of the gods and master of a million worlds
by the might of his inexhaustible armies. He is a
rotting carcass writhing invisibly with power from
the Dark Age of Technology. He is the Carrion Lord
of the Imperium, for whom a thousand souls die
every day, for whom blood is drunk and flesh eaten.
Human blood and human flesh — the stuff of which
the Imperium is made. To be a man in such times is
to be one amongst untold billions. It is to live in the
cruellest and most bloody regime imaginable. This
is the tale of those times.

It is a universe you can live today — if you dare — for
this is a dark and terrible era where you will find
little comfort or hope. If you want to take part in
the adventure, then prepare yourself now. Forget the
power of technology, science and common humanity.
Forget the promise of progress and understanding,
for there is no peace amongst the stars, only an
eternity of carnage and slaughter and the laughter of
thirsting gods.

But the universe is a big place and, whatever happens,
you will not be missed. ..
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) It has been almost four hundred centuries since Man first

stepped out into the cold of space. Those initial colonisations
into the stars, with their grandeur and hope, are long forgotten
— a murky past when Mankind set out from their home world
of Terra. Led by the false wisdom of technology, they unlocked
the secrets of science that enabled Terran banners to be raised
proudly on planets beyond what was thought possible.

If humanity’s rise was rapid, its fall was equally swift, and the
blackness that followed swallowed its very history, leaving
only fragments of myths and unfathomable machinery buried
amongst ancient ruins. Legend tells of dark ages, lost millennia
where Mankind was scoured, its repressed populations
enslaved, hunted for pleasure, or worse. Those who survived
were little more than superstitious barbarians, feral hunter-
gatherers or petty robber barons squatting upon the wonders
of a lost era. From this dismal foundation, however, rose a new
epoch forged in war: the Age of the Imperium. It began when
the Emperor and his newly created Space Marine Legions
brought order to the feuding tribes on Holy Terra and then
reached out to the Tech-Priests of Mars. Next, Mankind’s
unstoppable armies embarked upon a crusade across the stars,
reclaiming their lost realm of old, freeing scattered planets from
the clutches of alien overlords and restoring lost colonies to
former glories across the galaxy. So ended the dark times that
came to be known as the Age of Strife.

The new golden age of Man had barely dawned when
treachery of the worst kind struck. The Emperor’s most trusted
commander, Horus, embraced the power offered by the dark
gods and began the terrible wars of the Horus Heresy. It was

a time of legend, when the best and worst of Mankind strode
the stars, vying against each other in battle. On the verge of
defeat, the Emperor at last destroyed the traitor Horus, but in
doing so was himself mortally wounded. To sustain the will of
the Emperor, his shattered body was placed within the arcane
confines of the great machine known as the Golden Throne.

That was ten thousand years ago; yet the Imperium endures.
The empire carved from a hostile galaxy is a sprawling vastness
of over a million disparate planets, all sworn to the Emperor
and protected by the vast armies of humanity. Imperial Guard
regiments, each numbering tens of thousands of soldiers and
tanks are raised and transported to deadly battlefields far from
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It is the 41st Millennium, and Mankind stands on the brink of extinction.
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home by the vast fleets of the Imperial Navy. Humanity’s elite
warriors, the Space Marines, are sent forth to stem the tide

of the most dangerous threats. The ancient Tech-Priests of
Mars launch Explorator fleets, colonizing planets and seeking
the wonders of ancient technologies to study and worship.

The Imperial Creed is taught to the masses by the Adeptus
Ministorum, its missionaries carrying the Emperor’'s Wisdom
across the galaxy, while their military arm, the Sisters of Battle,
bring cleansing flame to any that choose the path of heresy.

The Imperium has survived untold disasters, civil wars and
alien invasions. It is a sprawling realm conquered by war and
maintained by repression. The Emperor’s noble aim of bringing
enlightenment has been eroded since his internment upon the
Golden Throne. To pacify the masses, the Administratum uses
the very tools the Emperor once found so repellant — ignorance,
superstition, dogma and stagnation. Yet such extreme measures
are necessary, for Mankind is beset on all sides and from within.
Not even the Inquisition, tasked with rooting out traitors, can
guess how deeply sedition has slithered into the foundation of
the Imperium. Riddled with a growing underclass of mutants,
traitors and psykers, those in power grow ever more intolerant.
Suspicion is everywhere; hope is fleeting.

Now, the Imperium faces a trial like no other, for the Time of
Ending has come. A crescendo of war rages across the galaxy —
in the blackness of space, on the surfaces of untold planets and
within the depths of every human soul. Though surrounded,
the Imperium is far from defenceless. Mankind’s armies fight
with the valour of heroes, staving off foes beyond number.
From the ramparts of a million worlds, humanity watches the
skies for encroaching doom. In shattered cathedrals, believers
pray with the desperation of the damned, begging the immortal

Emperor for salvation.

The Emperor, long worshipped as a god, remains on his throne,
as he has for ten thousand years. The roiling, arcane powers of
the Golden Throne ensure that his great mind endures inside
his withered carcass. Kept alive by unfathomable technology
and supreme will, the Emperor’s psychic powers protect
Mankind, guiding humanity towards their ultimate destiny; but
whether this is greatness or total destruction, who can know?

A new era is coming...
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Welcome to the grim darkness of the 41st Millennium, to a galaxy of unending war, incredible heroism and bitter
betrayal. In this time of turmoil and conflict, you are the general of an army of mighty warriors. Will you fight for the
forces of humanity in the name of the carrion Emperor, or for one of the foul alien races that besets every border of the

Imperium? This book is the starting point for your journey into the Dark Millennium.

The weighty tome that you hold in your hands is the rulebook Whether you are a veteran of countless campaigns, or a new

for the Warhammer 40,000 tabletop game; but this is far more recruit to the hobby, you will soon be controlling a force of

than an instructional manual. This book is the launchpad battle-hardened soldiers, powerful vehicles and even monstrous
for an entire hobby - a fulfilling and rewarding pastime that creatures across countless war zones. So muster your armies and
encompasses collecting, painting and gaming with miniatures prepare for war — the Dark Millennium awaits!

in a far-future galaxy that teeters on the edge of annihilation.

Welcome to the Warhammer 40,000 hobby.

“There is a terrible darkness descending upon the galaxy, and we

At the time of writing, the journey of Warhammer 40,000 il arece it adiioni il s

has spanned nearly three decades and drawn in thousands

. A - Inquisitor Czeoak,
of hobbyists from around the globe. Indeed, for a great y ﬂergzl:d:;e o;?zm

many hobbyists, this will not be their first foray into the 41st
Millennium, having enjoyed the hobby through many editions.
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Warhammer 40,000 has
come a long way since
its earliest days back

in the 1980s. Since the
advent of the first edition,
known as Warhammer
40,000: Rogue Trader,

it has grown into a

world-renowned hobby.
The rules to the game
have changed and evolved over the years, always
retaining the same distinctive feel and enabling
the same battles of wits and exciting tactics
introduced all those years ago, but cach time

presenting fresh, new tactical challenges.




e A e

WHAT You WiLL NEED

THE BATTLEFIELD

Whether you're playing on a bare tabletop, a green sheet
looted from the airing cupboard or a bespoke set of modelled
terrain, every game of Warhammer 40,000 needs a battlefield.
As with collecting armies, in time most hobbyists choose to
collect a fantastic scenery set too — encompassing a Realm of
Battle Gameboard such as the one shown here, along with a
multitude of evocative Warhammer 40,000 scenery pieces. As
well as looking great, a decent supply of terrain can add tactical

TEMPLATES

Many of the weapons in the game, such as flamers, battle cannons, and
even grenades, have special effects such as explosions or gouts of fire. We
use templates to vesolve these — is a Guardsman caught in the blast of
a frag grenade? How many Orks will my inferno cannon set ablaze?
You'll need three such templates (large blast, small blast and template)
— which is convenient, because they come in packs of three!

__,_,__hftb:‘,“’:(?v

In addition to the rulebook you are reading now, you'll need some extra things to play your own games of
Warhammer 40,000. Here is a run-down on what you will need to create your own battles in the 41st Millennium.

elements to your gaming experience. Warriors will need to
make use of cover to avoid getting shot to pieces. Carefully

concealed troops can launch ambushes and city ruins can prove

to be deathtraps for the unwary.

Perhaps best of all, however, is that great terrain transforms
your kitchen table into a stunning war zone — the ice-blasted
steppes of Vostroya, the ash wastes of Armageddon or the
deadly jungles of Catachan.

CREATING A WAR ZONE

This battlefield has been assembled using
scenery kits produced by Games Workshop.
Many hobbyists invest time and effort into
collecting a Gameboard and scenery to decorate
it, enabling them to play games on a stunning,
evocative battlefield.

Dice

Whether a shot hits or misses, a chainsword blow causes a gory death
or a minor inconvenience, and more, are all determined using dice. To
start with, you can make do with as few as five or six dice, but as you
play larger games and bring more firepower to bear against your foe,
you'll want a larger selection to speed things up. To work out the effects
of certain weapons you will also need a scatter dice.




THE CODEX
Before you play a game,
you'll want to write an
army list — an inventory
of the warriors, heroes
and war machines that
your force will bring to
the battlefield. Every
army in Warhammer

40,000 has its own codex,

a book that details all

the rules you need to use your warriors on the battlefield, along
with advice on collecting your army, stories and histories that
describe their place in the Dark Millennium and a showcase

of the models available to the force. With this, you can begin
plotting what you will bring to the battle.
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TAPE MEASURES

All distances in Warhammer 40,000 are measured in inches ("), whether
you are checking if a missile launcher is in range of a passing tank, a
squad can charge their foe or how far a zooming Valkyrie can travel.

To play, you will need something with inches marked on it. We've seen
everything used from rulers, seamstresses’ measures and callipers, but in
the end, a good old-fashioned tape measure seems to be the best bet.

COLLECTING AN ARMY

The armies of Citadel miniatures really are the stars of the show
when you are playing a game of Warhammer 40,000. Both players
will need an army of miniatures to enjoy a game. Don't be daunted
by how many models you will need to play, however. Most
hobbyists start out with a fairly small force and use that in their first
games, before gradually building it up into an impressive collection
over time. Probably the most important question to ask yourself is

which army you fancy going for.

There are lots of different armies to collect, from elite Space
Marine strike forces to hordes of Tyranids, vast mobs of Orks or
the relentless horror of the Chaos Daemons. Each army has its own
unique flavour with an enthralling history and a host of diverse
miniatures to collect and paint. On the tabletop, each army favours
different tactics — with all this variety at your fingertips, there’s no
reason that any two armies, let alone any two games, need ever be

quite the same.

PEN & PAPER

Probably the most boring accessories imaginable (until the holo-quill
and dataslate are finally invented), having a pen and paper to hand
can nonetheless be very useful indeed, for tracking wounds that models
have suffered, remembering the effects of Mysterious Objectives and
sundry other details. You can also make notes of terrible things your
opponent does, fuelling grudges for future encounters!




PLAYING A GAME:
PREPARING FOR BATTLE
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So how does a game of Warhammer 40,000 feel to play? What does it look like? To answer these questions and more, over
the next few pages we'll look at a typical game in action - from setting up the battlefield and playing the game.

This game was fought between Adam’s Blood Angels and Mat’s SETTING UP FOR WAR

Necrons. Long-term rivals, Adam and Mat have fought dozens With your battle planned, you'll need to get your battlefield |
of wars together. They set up the tabletop to represent a battle- ready for war. The Fighting a Battle section found in the Rules \
ravaged war zone, complete with teetering ruins, blasted craters (see page 118) gives you plenty of detail about how to do this — ’

and gnarled, stunted trees. but in short what you need for a game is a great-looking terrain i

setup. Both players cooperate to make the board resemble a

fearsome war zone from the 41st Millennium.

The Warhammer 40,000 Battles section has some amazing
battlefields laid out within it, which show just how tremendous

your board can be, so check them out. This is your chance to

bring some of the imagery of the Dark Millennium to your
tabletop — so have fun with it.

Adam and Mat arranged the terrain to make a great-looking
battlefield. Players know where their army will deploy before
placing any terrain — so both Adam and Mat do their best to

create a battlefield that both looks appealing and gives them a

tactical edge!

e R .y

THE OBJECTIVE
Before setting up the battlefield, Adam and Mat voll to see what
kind of game they are going to play. They voll The Relic, a mission

that is won by the player who controls a crucial item on the
battlefield. With that in mind, both players begin to set up the
battlefield to facilitate a fantastic battle.




FORGING A NARRATIVE

[hroughout this rulebook you will see boxed
out text entitled Forging a Narrative. These
contain advice on how to make your gaming

experience even more enjoyable, and revolve
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Millennium. At its heart, a game of Warhammer

40,000 is a shared experience between two

fellow hobbyists — and it should be as enjoyable and fulfilling
both players as possible. 1f you stick to the advice offered in these

boxes, you really can't go far wrong!

THE ARMIES DEPLOY

With the barttlefield set up, the players roll off to see who
deploys their army first — the player who sets his army up first
will almost always get to take the first turn. However, the risk
that his foe will Steal the Initiative means Adam can't place any

of his units in positions that are too dangerous. Just in case..

When setting up your models, you are playing the part of a
general, captain or warlord. Both players need to make sure
that all of their units are where they can be used to their best

advantage. Therefore, Adam builds a plan to places several of

his key units, including the Death Company and his Librarian

Dreadnought, in position to fight for the Relic in the centre. Adam places his Baal Predator on his vight flank, hoping that the
Since he is deploying his force first, he also needs to try to tank’s formidable weaponry will help stave off any flanking attacks
guess what Mat will do — keeping an eye out for traps that his that Mat's Necrons might make.

opponent will use against him.




PLAYING A GAME:
THE FORTUNES OF WAR
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With the board set, the players begin their game. A

© Warhammer 40,000 battle typically consists of several turns
(normally about six), and in each turn, both players move, shoot
and fight with all their warriors. Each player’s turn follows

that specific pattern — first the Movement phase where you
manoeuvre your warriors into the best positions (whether that
is storming across the battlefield in combat, seizing critical
objectives or positioning your guns for the perfect shot).
Second is the Shooting phase, where any models with guns
can unleash their firepower on the foe in withering fusillades
and monstrous cannon blasts. Finally comes the Assault
phase, where warriors from both sides fight brutal hand-to-
hand combats with chainswords, power fists and bayonets!
When your opponent is taking his turn, you are still kept busily
involved, making saving throws for your warriors when they
are wounded by incoming fire (or crushing sword blows) and
formulating plans to counter your opponents tactics.

As the battle rages, you'll find that your forces suffer losses —
tanks are damaged or destroyed and warriors are slain. When

At the height of the battle, Adam'’s Librarian clashed with Mat’s
Overlord in a furious duel. Mighty hevoes are key to any army and
the vesult of a fight such as this can sway the outcome of the battle.

a trooper is killed, he’s simply removed from the board and
placed to one side, while if a tank or other vehicle is damaged
you can place a marker beside it to signify that it is immobilised,
has been stunned or so on. Usually, by the end of a battle both
players have had their armies severely mauled as warriors have

fallen bravely in battle.

One of the things that makes a game of Wathammer 40,000
really enjoyable is the banter and chat that accompanies it.
During their battle, Adam and Mat discussed the good and bad
luck they had, the tactics they were trying to implement and

the gory details of several particularly effective shots.

With the Relic in the centre of the battlefield the key to
victory, Adam made an early push to protect it with his Death
Company, who would be able to keep the Necrons at bay with
their close combat skills. Covered by the guns of his Tactical
Squads and Baal Predator Tanks, Adam hurled them forwards.
Although Adam’s first attack was ultimately pushed back by
Mat's Necrons, Adam had tested how Mat would react to such a
bold gambit and prepared for a more cunning plan.




Mat’s counter-attack was led by the Doomsday Ark —a powerful
slkimmer that blew up a tank and a Dreadnought — before

Adam’s Stormraven finally brought it down with a deadly salvo.

Mat spent two turns massing his Necron Warriors ready to
Jaunch a massed attack on the Relic in the third turn. The
Necrons managed to claim the objective and begin to move
it to safety before Adam’s Assault Marines and Blood Angels
Terminators cut them off — leaving the objective dangerously

close to Mat’s bartle lines.

B

\ - VICToRrY OR DEFEAT?

y | With more turns of the battle yet to play, the game has the
potential to shift in favour of either player. Whilst Adam took
some early losses, the elite elements of his army remain strong
and velatively undamaged. By contrast, Mat still has plenty of
heavy firepower at his disposal, and enough warriors to muster
up another wave of attack i the dying turns of the game — there

is everything still to play for!

At the end of any battle, it is a fine tradition to shake hands
with your opponent and thank them for a good battle and a fun
experience (so it’s doubly important to make sure that you do
your best to help your opponent enjoy the game). Then, it's off to
plan the next game.

Every player ts vepresented on the battlefield by their army’s

Warlord. In this game, Adam chose a Blood Angels Libravian fo

lead his force, while Mat selected a Necron Overlord.

——




| and even vehicles move across the gaming board, the effects

* %, of cover and special rules for the fantastical and mysterious

elements of the battlefield.

Does a battle cannon shell strike its target? Will the nerve of a
squad of Tau Fire Warriors hold in the face of a Tyranid assault?
All of these possibilities are arbitrated by the rules —and
players roll dice to see whether a shot hits or a psyker can draw
successfully on the powers of the Warp.

As you read through the rules, you will notice some of the text is
bold, like this. This is to make referencing faster, as it highlights
the most basic elements of the rule in question and helps bring
your eyes to it when skimming a page. This should not be
mistaken as representing the whole rule, as the surrounding text
often offers context and relevant exceptions. It should instead be
used as a quick solution to finding the essence of a particular rule
amidst a page of text. If a rule is quite short, or in bullet points,
there will be no bold text — the rule is already easy to find.

THE 41ST MILLENNIUM (page 133)

This section tells the story of the Warhammer 40,000 galaxy. At
the heart of the hobby lies a galaxy spanning tale of heresy and
betrayal, noble heroism and unspeakable treachery. This is the
tale of the birth of the Imperium, the struggle of Mankind, and
the history and motivations of the many alien races that beset
the Imperium of Man.

MINIATURES SHOWCASE (page 237)

Divided by army, this section contains a gallery of close-up
photography showing the stunning details of individual
models, as well as evocative battle shots showing units fighting
amidst the shattered ruins of modelled battlefields. Together,
these images put the colours, heraldry and uniforms of our
Warhammer 40,000 armies on display, serving as inspiration
and reference for collectors and painters alike.

THE HOBBY (page 305)

Engaging with like-minded people in the spirit of friendly
competition and shared interest is an invaluable aspect of the
Warhammer 40,000 hobby. It also involves more than just
playing games or painting Citadel miniatures — the Warhammer
40,000 hobby includes collecting models, scenery, rulebooks,

novels and more.

WHAT'Ss IN THE BoOK
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From this point forwards, you will find all the things you need to play games of Warhammer 40,000 with your Citadel

miniatures collection - from the rules of the game itself to tips on how to get started with assembling and painting

your miniatures. Below is a summary of what you will find, and how you can use it.

This section looks at how to get started on the journey of
assembling and painting your first models, with some basic tips
and ideas to get you going. Afterwards, it explores the many
resources where you can find even more expert advice.

You will find impressive examples of Warhammer 40,000 armies
that have been collected and painted by real gamers; each a

fine example of how good an army can look when time, craft
and care are poured into it. After all, the goal of collecting a
Warhammer 40,000 army is to have something of your own that
you enjoy. Everything within it points towards the fun, pride
and satisfaction that come from the building and collecting
aspects of the hobby — whether you wish to display it, play
games with it or (as we often find) both.

BATTLES (page 339)

Here you will find swathes of ideas, rules and scenarios for
creating stunning, exciting battles with your own collection.
You will find a veritable host of example games, all displayed

on evocative battlefields and accompanied by the rules you

will need to recreate them. Each is an amazing clash fought
within the Dark Millennium including the purging of the
daemonically infested Somaro Starfort and the gruelling assault
on the Imperial defences at Urdek.

The section also contains notes and suggestions on how to
design your own missions and special rules for use in your
games. Included are some simple, fun example missions
designed using those same concepts.

Finally, there is the Iconoclasm! — an epic tale of destruction
and carnage in the Eydolim system, that serves as a fantastic
example of just how far you and your friends can take your
games of Warhammer 40,000.

APPENDICES (page 401)

Appendix 1 is a miscellany of the esoteric and unusual — casting
light onto some of the darker, more obscure corners of the
Imperium. Everything from Astropathic communication to a
guide to field-dressing a lasgun wound can be found here!

Appendix 2 is a handy gaming aid that contains quick-reference
material, such as tables and turn sequences, as well as a
comprehensive index for the book. This section enables you to
find the rules you need at a glance, and also contains profiles for
warriors and vehicles so you can start playing straight away.










THE RULES

This section contains all the rules you'll need to fight your Warhammer 40,000 battles.

Marshal your forces, gather your allies and prepare for war!
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A hundred thousand worlds, ten hundred thousand wars. There is no respite, there is nowhere to hide.

The Citadel miniatures used to play games of Warhammer
40.000 are referred to as ‘models’ in the rules that follow. Models
represent a huge variety of troops, from noble Space Marines
and brutal Orks to Warp-spawned Daemons. To reflect all their
differences, each model has its own characteristics profile.

Warhammer 40,000 uses nine different characteristics to
describe the various attributes of the different models. All but
one of the characteristics are rated on a scale from 0 to 10. The
odd characteristic out is Armour Save (Sv) which can run from
2+ through 6+ to — (for models with no Armour Save).

MODIFIERS

Certain pieces of wargear or special rules can modify a model’s
characteristics positively or negatively by adding to it (+1, +2,
etc.), multiplying it (x2, x3, etc.) or even setting its value (1, 8,
etc.). Attacks and Wounds are the only characteristics that can
be raised above 10. No characteristic can be modified below 0.

MurtiPLE MODIFIERS

If a model has a combination of rules or wargear that modify

a characteristic, first apply any multipliers, then apply any
additions or subtractions, and finally apply any set values. For
example, if a model with Strength 4 has both ‘+1 Strength’ and
‘double Strength’, its final Strength is 9 (4x2=8,8+1=9). If a
mode] with Strength 4 has both ‘+1 Strength’ and ‘Strength 8, its
final Strength is 8 (ignore +1 Strength and set it at 8).

WEAPON SKILL (WS)

This characteristic defines the close combat skill a warrior
possesses. The higher the characteristic, the more likely the
model is to hit an opponent in close combat. An Imperial
Guardsman (a trained human warrior) has Weapon Skill 3,
whilst a battle-hardened Space Marine might have Weapon
Skill 4, Weapon Skill 5 or possibly even higher!

BALLISTIC SKILL (BS)

This shows how accurate a warrior is with ranged weapons of all
kinds, from pistols to earth-shaking battle cannons. The higher
this characteristic is, the easier a creature finds it is to hit targets
with shooting attacks. An Imperial Guardsman has Ballistic
Skill 3, but an Imperial Storm Trooper has Ballistic Skill 4.

STRENGTH (S)

Strength gives a measure of how physically mighty a warrior
is. An exceptionally puny creature might have a Strength of I,
while a Tyranid Carnifex has Strength 9. Men have Strength 3.

Across the galaxy, there is only WAR!

TOUGHNESS (T)

This is a measure of a model’s ability to resist physical damage
and pain, and it reflects such factors as the resilience of a
creature’s flesh, hide or skin. The tougher a model is, the better it
can withstand an enemy’s blows. The gnarled and leathery hide
of an Ork grants it Toughness 4, but an unyielding monster such
as a Carnifex has an incredible Toughness of 6!

WOUNDS (W)

This characteristic tells us how much damage a creature can
take before it dies (or is so badly hurt that it can’t fight any more
—which amounts to pretty much the same thing). Most man-
sized models have a Wounds characteristic of 1. Large monsters
and mighty heroes are often able to withstand several Wounds
that would slay a smaller being, and so have Wounds 2, Wounds
3, Wounds 4 or even more.

INITIATIVE (I)

This represents the swiftness of a creature’s reactions. Models
with a low Initiative characteristic (Orks, with Initiative 2) are
slow-witted, while models with a high Initiative characteristic
(Genestealers, with Initiative 6) react far more quickly. In close
combat, Initiative dictates the order in which creatures strike.

ATTACKS (A)

This shows the number of times a model attacks during
close combat. Most warriors and creatures have an Attacks
characteristic of 1, although some elite troops, monsters or
heroes may be able to strike several times and have Attacks 2,
Attacks 3 or more.

LEADERSHIP (LD)

Leadership reveals how courageous, determined and self-
controlled a model is. A creature with a low Leadership value
is very unruly or cowardly, to say the least! Elite forces, such as
Space Marines have Leadership 8 or higher, whilst cowardly
troops, such as Gretchin, have Leadership 5 or less.

ARMOUR SAVE (SV)
A warrior’s Armour Save gives it a chance to avoid harm when

it is struck or shot. Most models have an Armour Save based on
what kind of armour they are wearing, so this characteristic may
be improved if they are equipped with better armour. Other
creatures may receive a natural save from having thick bony
plates or a chitinous shell. Unlike other characteristics, the
lower an Armour Save is, the better. A model can never have an
Armour Save better than 2+.
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% BRAVE ARE THEY WHO KNOW EVERYTHING YET FEAR NOTHING.

CHARACTERISTIC PROFILES

Every model in Warhammer 40,000 has a profile that lists the
values of its characteristics. At the back of this book, and in the
codexes for each army, you will find the profiles for warriors
and heroes drawn from many different races.

Space Marine
Ork Boy

Both the Ork and the Space Marine have Weapon Skill and
Toughness 4, and they both have 1 Wound, which is the norm
for man-sized creatures.

The Ork has more Attacks in close combat, representing its
great ferocity in close combat, but when it comes to Ballistic
Skill, Strength, Initiative, Leadership and Armour Save, the
Space Marine is superior.

The Space Marine’s Ballistic Skill of 4 means that he will hit
more often when shooting. In hand-to-hand combat, the greater
Strength value gives the Space Marine a better chance of killing
the Ork, and his superior Initiative means that he gets to strike
first. The Space Marine has a Leadership of 8, which is slightly
higher than the average. The Space Marine’s technologically
advanced (and thicker) armour gives him another marked
advantage over the Ork.

Obviously, a single Ork is no match for a Space Marine when
fighting one-on-one, but as Orks are inevitably found in large
numbers, they are still lethal opponents, even for Space Marines!

MobpEeLs AND BASE S1ZES s

The rules in this book assume that models are mounted on the base
they are supplied with. Sometimes, a player may have models in
his collection on unusually modelled bases. Some models aren't
supplied with a base at all. In these cases (which are, in all fairness,
relatively few and far between), you should always feel free to
mount the model on a base of appropriate size if you wish, using

models of a similar type as guidance.

ZERO-LEVEL CHARACTERISTICS
Some creatures have been given a 0 for certain characteristics,
which means that they have no ability whatsoever in that field

oy

(the same is also occasionally represented by a ‘).

A model with Weapon Skill ‘0’ is incapacitated; they are hit
automatically in close combat and cannot strike any blows. A
model with no Attacks cannot strike any blows in close combat.
A warrior with an Armour Save of ‘- has no armour save at all.
If at any point, a model’s Strength, Toughness or Wounds
are reduced to 0, it is removed from play as a casualty.

OTHER IMPORTANT INFORMATION

In addition to its characteristics profile, each model will have a unit
type, such as Infantry or Cavalry, which we discuss in more depth
on page 44. Tt might also have an additional save of some kind,
representing any armour or mystical protection it might have, it
could be carrying one or more shooting or Melee weapons (see page
50) or might have one or more special rules (see page 32). Don't
worry about any of this for now — for the moment, it's enough that
you know to look for these aspects of the model.

VEHICLE CHARACTERISTICS

In the Warhammer 40,000 universe, there are many tanks, war
machines and other combat vehicles, both human-built and alien.
To reflect the many differences between creatures of flesh and blood
and constructs of adamantium and warp-forged metal, vehicles have
many different rules and their own set of characteristics. Vehicle
characteristics are described in the Vehicles section (see page 70).

FormMminG A Unir
The models that make up your Warhammer 40,000 army

must be organised into ‘units’.

UNITS

Warriors tend to band together to fight in squads, teams,
sections or similarly named groups — individuals do not
normally go wandering off on their own for obvious reasons!

In Warhammer 40,000, we represent this by grouping models
together into units. A unit usually consists of several models
that have banded together, but a single, powerful model, such as
a lone character, a tank, a war engine or a rampaging monster, is
also considered to be a unit in its own right.

Unit COHERENCY

Units fight in loose groups with gaps between each model. This
gives the troopers the freedom to move over difficult terrain
quickly, and enables them to take advantage of such things as
minor folds in the ground, scrub, and other small features, to
shelter from enemy fire. The different elements of the unit have
to stay together to remain an effective fighting force. This is
detailed more fully in the Movement section (see page 10) — for
now, all you need to know is that every model in a unit must
be within 2" of at least one other model in the same unit.




“There can be no bystanders in the battle for survival. Anyone who will not fight by your side is an ecnemy you must crush.’

Before we dive into the turn sequence and the main meat of the
rules, there are a few basic ideas and game mechanics that are
worth discussing. These are principles that are so common that
they pop up again and again while you're playing a game, so it
makes a lot of sense to establish them before hitting the more
specialised rules to be found later.

Tue Most IMmPORTANT RULE

In a game of the size and complexity of Warhammer 40,000, there
are bound to be occasions where a situation is not covered by the
rules, or you can't seem to find the right page. Even if you know
the rule, sometimes it is just a really close call, and players don’t

agree on lh(‘ pl'(’.fib(‘ outcome.

Nobody wants to waste valuable gaming time arguing, so be
prepared to interpret a rule or come up with a suitable solution

for yourselves (in a manner befitting the better class of Imperial
Citizen, of course). If you find that you and your opponent

cannot agree on the application of a rule, roll a dice to see whose
interpretation will apply for the remainder of the game —ona
result of 1-3 player A gets to decide, on a 4-6 player B decides. Then
you can get on with the fighting! Once the game is over, you can

happily continue your discussion as to the finer points of the rules.

R %'g'«rﬁ'mm»mv?—" e T T it PR P

MEASURING DISTANCES

The distance between the Space Marine unit
and the hull of the Ork Trukk is § inches. We
normally say that the Trukk is within 5" of the
Space Marine unit. Note that we always measure
to the hull of a vehicle (see page 71).

The distance between the Space Marine unit and the
Ork unit (i.e. between the two closest models) is 3
inches. The two units are within 3" of each other.

The distance between the Ork Trukk and the
furthest point on the most distant Space Marine is
8 inches. The Space Marine unit is therefore wholly
within 8" of the Ork Trukk.

- Scriptorus Munificantus

MEASURING DISTANCES

In games of Warhammer 40,000, distances are measured in
inches (") with a tape measure or measuring stick. You can

always check any distance at any time.

This allows you to check whether your units are in range of
their target before they attack. After all, the soldiers are led by
seasoned veterans who can accurately judge the range of their

weapons, even if we, their generals, cannot.

Distances between models and all other objects (which can be
other models, terrain features and so on) are always measured
from closest point on one base to the closest point on the other
base. Distances between units are always measured to and from

the closest models in each of the units (see diagram below).

For example, if any part of a model’s base is within 6" of the base
of an enemy model, the two models are said to be within 6" of
each other.

Sometimes the rules will call upon a unit to move directly
towards another unit, or some other feature on the battlefield.
Where this is the case, draw an imaginary line from the centre
of the unit to its destination, and move the unit forwards

along this line a number of inches equal to the distance stated.




THE EMPEROR ASKS ONLY THAT YOU HATE.

Throughout a game, you will often need to roll dice to see

how the actions of your models turn out — how effective their
shooting attacks are, what damage they've done in close combat,
and so on. Almost all the dice rolls in Warhammer 40,000 use
standard six-sided dice, also known as D6, but there are some

exceptions as noted below.

ROLLING A D3

In rare circumstances, you may be instructed to roll a D3. As
there’s no such thing as a three-sided dice, use the following
method to determine a result between 1and 3. Roll a D6 and
halve the number, rounding up. Thus,1or2=1,30or4=2and
Sor6=3.

SCATTER DICE

Warhammer 40,000 uses a special dice called a scatter dice
(marked with arrows and a Hit! symbol). This dice is mostly
used to determine a random direction, most often applied when
working out the behaviour of blast weapons, such as mortars
and battle cannons (see page 33).
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DIVIDING TO CONQUER

On occasion, you'll be called upon to divide the result of a dice
roll, a characteristic or some other value. Where this happens,
any fractions should always be rounded up. So a Dé roll of
3, halved, would be a result of 2 (1.5 rounded up). Similarly, 10%
of a unit of twenty-one models, rounded up, would be 3 models.

MODIFYING DICE ROLLS

Sometimes, you may have to modify the number rolled on the
dice (or ‘the roll"). This is noted as Dé plus or minus a number,
such as D6+1. Roll the dice and add or subtract the number
given to or from the roll (as appropriate) to get the final result.
For example, D6+2 means roll a dice and add 2 to the number on
the dice for a total between 3 and 8. You may also be told to roll
a number of dice in one go, which is written as 2D6,3D6 and so
on. Roll the indicated number of dice and add them together, so a
2D6 roll is two dice rolled and added together for a result of 2-12.
Another method is to multiply the score of a dice by a certain
amount, such as DéxS3 to provide a result between 5 and 30.

RE-ROLL

In some situations, the rules allow you to pick up and re-roll a
dice. This is exactly what it sounds like — pick up the dice you
wish to re-roll, and roll it again. The second roll counts, even
if it means a worse result than the first, and no single
dice can be re-rolled more than once, regardless of the
source of the re-roll.

If you re-roll a single 2D6 or 3D6 roll, you must re-roll all of the
dice and not just some of them, unless the rule granting the re-
roll specifies otherwise. Note that any modifiers that applied to
the first dice roll are also applied to the re-roll.

ROLL-OFF

If the rules require players to roll-off, this simply means that
each player rolls a dice and the player that rolls the
highest result wins the roll-off. If the players roll the same
result, both dice must be re-rolled until one player is the winne -
— any modifiers that applied to the first dice roll are also applied
to any further rolls.

RANDOMISING

Sometimes you'll be called upon to randomly select something
— often a model, but sometimes an item, a psychic power or
similar. Where this is the case, simply assign a D6 result to each
of the things the random selection must be made from, and roll
the dice to make your random choice. If you have fewer than
six items to randomise between, simply roll again until you roll
an assigned number.

For example, Matthew must randomly select one of five models. He
assigns each model a number between 1 and 5, and rolls a D6, re-
rolling results of 6 until he gets a number between 1 and 5.

If you have more than six items to randomise between, split
them into equal sized groups of six or less (or as near to this as
you can). Then randomly select one group, further randomising
between the items in this group to find the (un)lucky item!

CockED Dice

Occasionally, a dice will end up in a crevice in your terrain or
in the crack between two sections of board and doesn't lie flat.
We call this a ‘cocked dice’. Some players use a house rule that if
any dice is not completely flat on the table, it must be re-rolled.
More common is for players to re-roll the dice only if they can’t
be sure of the result.

Of course, if your gaming surface is very textured and results in a
lot of cocked dice (or simply if you prefer a tidy battlefield), you
can make all your rolls in a tray or box lid.

Dice oN THE FLOOR

It is generally accepted that if a dice ends up on the floor, it

doesn't count — so you don’t need to shine a torch under the sof:
to find out if you made your save or not. Most gamers agree that
such dice can be rolled again.

However, one player we know has a house rule that if your dice
misses the table, you have failed the roll - after all, if you can’t
hit a huge table with a tiny dice, then what chance do your
warriors have of hitting the enemy?
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BrAsT MARKERS AND TEMPLATES
Some weapons are so powerful that they don't just target a
single model or unit, but have an ‘area effect’ which might
encompass (and often utterly devastate!) several different units.
['o better represent these circumstances, Warhammer 40,000

uses a series of three different blast markers and templates:
* A ‘small’ blast marker (3" in diameter)
* A ‘large’ blast marker (5" in diameter)
“ * A ‘template’ (a tear-dropped shaped marker roughly 8" long)

You can photocopy these if you wish, but plastic transparent

versions can also be purchased separately.

The templates and blast markers are used as a way of
determining how many models have been hit by an attack
that has an area of effect or blast radius. When an attack uses
a template, it will explain how the template is positioned,
including any kind of scatter that might occur (scatter is
discussed more completely next in this section). To work out
the number of hits, you normally need to hold the template
over an enemy unit or a particular point on the battlefield,
and then look underneath (or through, if using a transparent
template) to see how many models’ bases lie partially or

| completely underneath. A unit takes a hit for each model
that is fully, or even partially, underneath the template.
Remember that a model's base is counted as being part of the

model itself, so all a template has to do to cause a hit is to cover

any part of its base.

Template

E TOOLS OF OUR SALVATION ARE FAITH AND BULLETS.
R e BT il

t Copies of these templates can be found in the reference section.
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SCATTER

Sometimes a rule will call for an object (a template, counter,

model or even a whole unit) to be placed on the battlefield and

then scattered.

When this occurs, follow this procedure:

* Place the object on the battlefield as instructed by the rule.

* Roll a scatter dice and 2D6 to determine the direction and

distance of scatter in inches.

» Ifa Hit! is rolled on the scatter dice, the object does not
move — leave it in place and resolve the remainder of

Ilu‘ I'llh‘.

* If an arrow is rolled, move the object the distance shown on
the 2D6 in the direction of the arrow. Ignore intervening

terrain, units, etc, unless the rule states otherwise.

* Once the object has scattered to its final position, resolve

its effects.

* Some rules may specify a distance to be determined
other than 2Dé, in which case, just replace the 2Dé in this

procedure with the method listed in the rule.

For example, if something is said to ‘scatter 2D6" in a random
divection’, then you'd voll the scatter dice for the divection and 2D6
for the distance. 1t’s a good idea lo voll these as close to the scattering
object as possible, to minimise the inaccuracy that will inevitably

creep in as you attempf to malch the vector.

Large Blast Marker

Swall Blast Mavker



CHARACTERISTIC TESTS

A model will sometimes be called upon to take a characteristic
test. Such a test can be applied against any characteristic that
the model has, except for Leadership and Armour Save. A
Toughness test is a characteristic test, as is a Strength test or an
Initiative test,a Wounds test and so on.

Models don’t have a choice of which characteristic to use — the
characteristic to be tested will be specified in the rule.

To make a characteristic test use the following procedure:

* Roll a D6 and compare the result to the relevant
characteristic in the model's profile.

« If the result is equal to or less than the number in the
profile, the test is passed.

« If the result is greater than the number in the model’s
profile, the test has been failed, and something unusual will
occur, as detailed in the rule that prompted the test.

» When a single test is required for the whole unit, use the
highest relevant characteristic in the unit.

MODELS WITH MULTIPLE PROFILES
Where a model has more than one value for the same
characteristic, a characteristic test is always taken against the
highest of the values.

AUTOMATIC PASS AND FAIL

When taking a characteristic test, a dice roll of 6 is always a
failure, and a dice roll of 1 is always a success, regardless of
any other modifiers. However, if the model has a characteristic
of 0 or '~ it automatically fails the test.

LEADERSHIP TESTS

At certain times, 2 model or unit might be called upon to take
a Leadership test. This usually represents them drawing upon
their courage to face disheartening circumstances.

To take a Leadership test, use the following procedure:

» Roll 2D6 and compare the result to the model's Leadership.

» If the result is equal to or less than the model's Leadership
value, then the test has been passed.

« If the result is greater than the model's Leadership value, a
suitably dire consequence will occur, as detailed in the rule

that called for the test.

« If a unit includes models with different Leadership values,
always use the highest Leadership from among them.

MODELS WITH MULTIPLE PROFILES
Where a model has more than one Leadership value, a
Leadership test is always taken against the highest of the values.

AUTOMATIC PASS
A natural, unmodified, roll of 2 (a double 1) always passes a
Leadership test, regardless of any modifiers that apply.

BAsICc VERSUS ADVANCED

Basic rules apply to all the models in the game, unless

specifically stated otherwise. They include the rules for
movement, shooting and close combat as well as the rules for
morale, found between pages 10 and 31. These are all the rules
you'll need for your average Infantry model.

Advanced rules apply to specific types of models, whether
because they have a special kind of weapon (such as a boltgun),
unusual skills (such as the ability to regenerate damaged flesh),
because they are different to their fellows (such as a unit leader
or a heroic character), or because they are not normal Infantry
models (a Bike,a Swarm or even a Tank). The advanced rules
that apply to a unit are indicated in the entry for the unit in
their relevant Warhammer 40,000 codex.

Where advanced rules apply to a specific model, they
always override any contradicting basic rules. For example,
the basic rules state that a model must take a Morale check
under certain situations. If, however, that model has a special
rule that makes it immune to Morale checks, then it does not
take such checks — the advanced rule takes precedence.

On rare occasions, a conflict will arise between a rule in this

rulebook, and one printed in a codex. Where this occurs, the
rule printed in the codex always takes precedence.

——

THE WRETCHED ALIEN MIND CANNOT BE MEASURED BY ANY HUMAN STANDARD.
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THE SpIRIT OF THE GAME

Warhammer 40,000 may be somewhat different to any other

game you have played. Above all, it's important to remember
that the rules are just the framework to support an enjoyable
game. Whether a battle ends in victory or defeat, your

goal should always be to enjoy the journey. What's more,
Warhammer 40,000 calls on a lot from you, the player. Your
job isn’t just to follow the rules, it's also to add your own ideas,
drama and creativity to the game. Much of the appeal of this
game lies in the freedom and open-endedness that this allows;
it is in this spirit that the rules have been written.

CONTROLLING PLAYER
vs OPPOSING PLAYER

Sometimes, a rule will ask the controlling player to make an
action or decision of some kind. At others, it will place the same
responsibility on the opposing player. The controlling player is
always the player who ‘owns’ the model in question — the one
who has included it in his army. The opposing player is always
his opponent.

LINE OF SIGHT

Line of sight determines what a model can ‘see’. Many
situations call for you to determine whether or not a model has
line of sight. A model normally needs line of sight whenever it
wishes to attack an enemy, whether with power sword, gun or
psychic power. Line of sight literally represents your warriors’
view of the enemy — they must be able to see their foes through,
under or over the battlefield terrain and other models (whether
friendly or enemy).

P, T g o

Moper’s EYE VIEwW
Warhammer 40,000 uses what we call ‘true line of sight’. This means
that you take the positions of models and terrain at face value, and
simply look to see if your warriors have a view to their targets.

True line of sight makes the game feel much more cinematic
and puts you in the heart of the fighting — existentially, if not
physically. There’s nothing like getting a model’s eye view to bring
a game to life. Of course, this does mean that there are occasionally
borderline cases when it is hard to tell if a model can see a target or
not, but players should always be generous and give their opponent

the benefit of the doubt.

N\

For one model to have line of sight to another, you must
be able to trace a straight, unblocked line from its eyes to
any part of the target’s body (the head, torso, arms or legs).

Sometimes, all that will be visible of a model is a weapon,
banner or other ornament he is carrying. In these cases, the
model is not visible. Similarly, we ignore wings and tails, and
antennae even though they are technically part of a model’s
body. These rules are intended to ensure that models don't get
penalised for having impressive banners, weaponry, and so on.

Naturally, you can't ask your models what they can see —
they're plastic and resin, which is always a barrier to effective
communication — therefore, you'll have to work it out on their
behalf. In many cases, this will be obvious — if there’s a hill,
building or monster in the way, the enemy might be blatantly
out of sight. In other cases, two units will be clearly in view

of each other as there is nothing at all in the way. On those
other occasions, where it's not entirely obvious whether or
not one unit can see another, the player will have to stoop
over the battlefield and look from behind the model’s head
for a ‘model’s eye view'. This means getting down to the

level of your warriors and taking in the battlefield from their
perspective to ‘see what they can see’. You will find that you
can spot lurking enemies through the windows of ruined
buildings, catch a glimpse of a model’s legs under tree branches
and see that high vantage points become very useful for the
increased line of sight that they offer.

OWN UNIT

There is one important exception to the rules for line of sight.
Firing models can always draw line of sight through
members of their own unit just as if they were not there.
This assumes that the soldiers shift their stances to open firing
lanes in order to maximise their own squad’s firepower.

!
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‘Be warned! Many are the guises of the mutant. They may appear to you as a normal person but beneath this benign countenance may
lie a wretched and twisted beast. An abomination, a witch or worse. Mark the beast and expel it: it has no place with us!’
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- Inquisitor Czevak

“L; Behold the terrible splendour of war! Squads of courageous
warriors pick their way through the rubble and ruin, advancing

under the covering fire of mighty war engines. Lances and bolts “ - TURN SUMMARY

of energy pierce the smoke-wreathed air, and power-armoured

brutes hurl themselves into the enemy ranks, letting fly with 1. Movement phase. Here, you move any of your units that
chainsword and power axe. “are capable of doing so. See the Movement rules on page 10 for
more details of how to do this.

A Warhammer 40,000 battle is a chaotic affair. To bring a

modicum of order to the anarchy of battle, players alternate :Shooting phase. You now shoot with any of your units that|

ble of doing so. See the Shooting rules on page 12 for

moving and fighting with their units. So, one player will move BBl o how to reolidishis.

and fight with his forces, and then their opponent will move

and fight. This process is then repeated, with the first player ' 3. Assault phase. During the Assault phase, units declare
moving and fighting again, and so on, until the game is done. { | charges in the Charge sub-phase and trade blows with their
{ enemies in the Fight sub-phase. All units in close combat fight;
- this isan exception to the normal turn sequence in that both
 sides fight, not just the side whose turn it is. More information|
~on fighting close combats can be found in the Assault rules on

During his turn, a player can usually move and fight once
with each of his units. For convenience and flow of game play,
* we divide a player’s turn into three main phases: Movement,
‘ Shooting and Assault.

This means that you move any models you want to first, then
when you are finished all of your moving, you can shoot with
your models. Finally, once your shooting is all completed, you
can charge into assault and resolve any close combats. This
process helps to keep track of what is going on and makes it
easier to know when one player's actions are over and your
opponent can start his turn (and take his revenge).

GAME TURNS AND PLAYER TURNS
In a complete game turn, each player gets a player turn, divided
into Movement, Shooting and Assault phases. One game turn
therefore comprises two player turns — one for each player.

| Whenever a rule refers to ‘a turn’ it always means ‘player
turn’ unless it specifically refers to a ‘game turn’.

EXCEPTIONS
While playing Warhammer 40,000, you'll occasionally
discover exceptions to the general turn sequence laid out
here, when things are worked out as they occur rather than
in any strict order. At other times, you'll find that both
players will have to do something at the same time. When
these things happen, the player whose turn it is decides the
order in which the events occur. Occasionally, the actions of
one player will trigger the sudden appearance of a particular
unit, or may activate some special rule or occurrence. When
| this happens, the exceptional rule will contain all the
information you need to resolve it.
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‘Every man is a spark in the darkness. By the time he is noticed he is gone forever:

a retinal after-image that fades and is obscured by newer, brighter lights.”

Although the Movement phase is the easiest to perform, it’s
probably the most tactically important. Getting models into
the right position on the battlefield is often the key to victory.
For the time being, we'll just explain how squads of Infantry
move, as they are by far the most common units in the game.
Vehicles, Jump Pack units, Bikes and certain other units move
in different ways to represent their greater mobility, and these
will be discussed in full detail later on (see pages 44-49).

In your turn, you can move any of your units — all of them
if you wish — up to their maximum movement distance.
Once a unit has completed all of its movement, you can select
another unit and move that one, and so on, until you have
moved all of the units you wish to move. Once you have started
moving a unit, you must finish its move before you start to
move another unit. Note that you don't have to move all (or
any) of your units — indeed, there are several tactical advantages
to remaining stationary, as we'll explain later in the rules. Once
you've completed a unit's move, you cannot go back and change
it, so think carefully before giving the order to advance.

MOVEMENT DISTANCE

It's a common mistake to measure the distance and then place
the model on the far side of the tape measure. This is incorrect,
as it adds the entire length of the model’s base to the distance
moved. The diagram above shows correct and incorrect ways of
measuring move distance. For an Infantry model on its relatively
small base, this additive error isn’t so bad, but imagine what
would happen if this error was made with a vehicle 6" long!

MovEMENT DISTANCE

Models move up to 6" in the Movement phase. This represents
most creatures moving at a reasonable pace but stopping
several times to scan the surrounding landscape for enemies,
communicate with their commanders, identify the best lines of
advance and so on.

Even warriors who are moving in a part of the battlefield where
no enemies are apparent can only move 6". This is because your
units lack your own omniscient knowledge that there are no
enemies around. It is perfectly fine to measure a unit’s move in
one direction, and then change your mind and decide to move
it somewhere else (even the opposite way entirely!) or decide
not to move it at all. Models cannot, however, voluntarily move

off the board.

WHICH MODELS ARE MOVING

Whether or not a model moves can change how effective it will
be in the Shooting phase. You may decide that only some of
the models in a unit are going to move this turn. If this is the
case, declare which models are remaining stationary just before
you start moving the other models of that unit. Remember that
models must still maintain unit coherency.

DIFFERENT MOVEMENT DISTANCES
WITHIN A UNIT

Sometimes, a unit will contain models that move at different
speeds. When this is the case, each model can move up to its
maximum movement allowance so long as it remains in unit
coherency (see opposite).

MODELS IN THE WAY

A model cannot move within 1" of an enemy model unless they
are charging into close combat in the Assault phase. To move
past, they must go around.

TURNING AND FACING

As you move the models in a unit, they can be turned on the
spot to face in any direction, without affecting the distance they
are able to cover. Whilst the direction a model is facing won't
impact its ability to shoot or charge into combat later in the
turn, it's always better to have it facing towards the enemy, just
as it would on a real battlefield.

MOVING AND CLOSE COMBAT

Units already locked in close combat with the enemy cannot
move during the Movement phase.
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When you are moving a unit, its individual models can each

move up to their maximum movement distance. However,

WoBBLY MODEL SYNDROME ‘

‘ units have to stick together, otherwise individual models : - : - v
’ Sometimes you may find that a particular piece of terrain

become scattered and the unit loses its cohesion as a fighting makes it hard to put a model exactly where you want. If you
force. So, once a unit has finished moving, the models delicately balance it in place, it is very likely to fall as soon as
in it must form an imaginary chain where the distance somebody nudges the table, leaving your beautifully painted
between one model and the next is no more than 2" We miniature damaged or even broken. In cases like this, we find it

o 5 verfectly acceptable to leave the 2l in a safer on, as
call this ‘unit coherency’. is perfectly acceptable to leave the model in a safer position, as
long as both players have agreed and know its ‘actual location.
If, later on, your enemy is considering shooting at the model,

Durin Ih(‘ course O{ a game, a unit can get bl‘Ok('n u Llnd IOSt‘ .
& a game, 8 P you will have to hold it back in the proper place so he can

unit coherency, usually because it has taken casualties from check line of sight:
incoming enemy fire. If this happens, in their next Movement
phase, the models in the unit must be moved in such a way that
they restore unit coherency (or get as close as possible to having
restored cohm*cncy), If the unit cannot move in its next turn,

or is unable to restore unit coherency in a single turn, then the
models must move to restore unit coherency as soon as they
have the opportunity, including by running if they have that

option (see page 14).

MOVING THROUGH TERRAIN

In addition to the rules presented in this section, certain types

of terrain can affect how your models move. If this is your first
game, don’t worry about these additional rules for now. When

you're ready to start using the rules for terrain, you'll find them
on page 90.

—— — e e
BRAVE MEN DO NOT QUESTION, THEY SIMPLY ACT. s s
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“The Emperor will not judge you by your medals and diplomas;
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he will judge you by your scars.’

3‘ As the two armies engage each other, guns thunder ceaselessly, NOMINATE UNIT TO SHOOT
'} and plasma blasts, shells and shrapnel rain down on both sides. During the Shooting phase, a unit containing models armed with
% In a Warhammer 40.000 battle, we split up the firing so that ranged weapons can be nominated to make shooting attacks.
| each player’s force fires during the Shooting phase of his own
turn. During the Shooting phase, units armed with ranged WHO CAN SHOOT?
weapons can fire at the enemy. You can choose any order for Certain situations prevent a model from firing. The most
your units to shoot, but you must complete all the firing by one common are:
unit before you move on to the next.
* Their unit is locked in close combat with the foe.
The shooting process can be summarised in five steps, as
described below. Each step is explained in greater detail later * Their unit is running (see page 14).
in this section. Once you've completed this shooting sequence
with one of your units, select another and repeat the sequence. This is not a comprehensive list. Other game rules or special
Once you have completed steps 1 to 5 for each unit in your rules can sometimes affect a unit's ability to shoot — this is
army that you wish to make a shooting attack, carry on to the explained thoroughly when it occurs.
Assault phase.

CHOOSE A TARGET

Once you have chosen the unit that you want to shoot with,
choose a target for them to shoot at. To do so, you must check
the range and line of sight from your unit to the enemy unit
you are targeting. Note that you may check the range and line
of sight to multiple enemy units before deciding which one to
shoot at and declaring it to your opponent.

w&' W o Lo

THE SHOOTING SEQUENCE

to, but has not yet, fire this turn.

2. Choose a Target. The unit can shoot at one enemy unit that it
can see. Every model that wishes to shoot must be able to see LINE OF SIGHT
the target unit, and be within range of at least one visible model i To target an enemy unit, at least one model must have line
in the target unit. Models that cannot see the target, or are not 5 of sight (see page 8) to at least one model in the target unit.
in range, cannot shoot. If no models have line of sight, then a different target must
be chosen.

1 Nominate Unit to Shoot. Choose one of your units that is able g

3. Roll To Hit. Roll a D6 for each shot fired. A model’s Ballistic
Skill determines what it must roll in order to hit the target.
: i CHECK RANGE
4. Roll To Wound. For each shot that hit, roll again to see if B  Allweapons have a maximum range, which is the furthest
it wounds the target. The result needed is determined by 7 distance they can shoot. At least one weapon must be in range

comparing the Strength of the firing weapon with the majority of the target unit. If no weapons are in range, then a different
Toughness of the target unit.

target must be chosen. Here are examples of weapon ranges:
Allocate Wounds & Remove Casualties. Any Wounds
_caused by the firing unit must now be allocated, one at a i Weapon ~~~ Maximum Range
| time, to the closest model in the target unit. A model with a Laspistol 12
* Wound allocated to it can take a saving throw (if it has one) to 5 Boltgun 24"
" avoid being wounded. If a model is reduced to 0 Wounds, it is i Autocannon 48"
removed as a casualty. Wounds are then allocated to the next
closest model. Continue to allocate Wounds and take saving
_throws until all Wounds have been resolved.

When checking range, simply measure from each firer to the
nearest visible model in the target unit. Any model that is found
to be out of range of all visible enemy models in the target unit
doesn’t shoot — his shots would not be not accurate enough to

hit anything.




WHICH MODELS CAN FIRE?

Any model that is found to be in range of at least one
visible enemy model in the target unit can fire. All models
in the unit must shoot at the same target unit. If a
model cannot shoot at the same target as the other models
in its unit, for any reason, then it cannot shoot at all in
that phase. A player can choose not to fire with certain
models if he prefers (as some models may have One Use
Only weapons, for example). This must be declared before
rolling To Hit, as all of the models in the unit fire at
the same time regardless of whether or not all of the dice
are rolled together.

WaicH MobeLs CAN FIre?

Four Orks are found to have a target that is visible to them and is within the
12" range of their pistols (white lines). The remaining Ork cannot fire as he
does not have line of sight to the only Space Marine in range (red line).

Rorr To Hit

To determine if the firing model has hit its target, roll a D6 for
each shot that is in range. Most models only get to fire one shot,
however, some weapons are capable of firing more than once,
as we'll explain in more detail later. The dice roll needed To
Hit will depend on how accurate the firers are, as shown
by their Ballistic Skill (or BS). The chart below shows the
minimum D6 roll needed to score a hit.

Firer's BS 1 2 3 4 5
Roll needed to hit 6 S+ 4+ 3+ 24

For example, if the firing model is a Space Marine with a Ballistic
Skill of 4, a voll of 3 or move would score a hit.

¥

)
To Hit rolls are easy to remember if you just subtract the Ballistic g

Skill of the firing model from 7. This will give you the number

you need; e.g. a model with BS 2 needs to roll a S or more (7-2=5).

Note that the minimum roll needed To Hit is always at least 2.
When rolling To Hit, there is no such thing as an automatic

hit and a roll of a 1 always misses (or, at the very least will

need re-rolling — see below). If several weapons have different g,
Strengths, special rules or AP values, use different coloured

dice or roll them separately.

MOVING & SHOOTING

Whether a model has moved or not can make a big difference tc
its ability to fire. Some guns are so heavy that they can only be
used effectively if their firer halts completely to brace himself
or set up his weapon on the ground. This is explained in more
detail in the Weapons section (page 50). The most important
thing to remember is that the effect movement has on
shooting is applied on a model-by-model basis.

SNAP SHOTS

Under certain circumstances, models can only fire Snap Shots -
opportunistic bursts of fire ‘snapped’ off in the general directior
of the target. The most common occurrence of a Snap Shot is
when a model with a Heavy weapon, such as a heavy bolter,
moves and shoots in the same turn (see page 51 for more on
Heavy weapons). If a model is forced to make Snap Shots
rather than shoot normally, then its Ballistic Skill is
counted as being 1 for the purpose of those shots. Some
weapon types, such as Template and Ordnance, or those that
have certain special rules, such as Blast, cannot be fired as Snap
Shots. It's important to note that any shooting attack that does
not use a Ballistic Skill — such as the Necron Monolith’s portal
of exile — cannot be ‘fired’ as a Snap Shot.

BArLLISTIC SKILL OF 6 OR BETTER
Very rarely, a model may have a Ballistic Skill of 6 or even more.
If a model has BS 6 or higher, it gains a re-roll whenever itrolls a
1 To Hit with ranged attacks. The second roll usually has a lower
chance of hitting, and the number needed is given in the chart
below in italics after the slash.

Firer’s BS 6 7 8 9 10
Roll needed To Hit 26 25 24 23 22

For example, a model with BS 7 fives a shot with its pistol. 1t
volls a 1, missing, but thanks to its exceptional Ballistic Skill,
it can re-voll the dice. This time, however it won't hiton a2 o
better, but vather on a 5 or better.

If a model has a special rule that already confers it a re-roll To Hit
(like a master-crafted weapon, for example), then that re-roll takes
precedence and the chart above is not used. Instead, the chance of’
hitting with the re-roll is the same as the first shot, depending on
the firer's BS. Remember, a dice can only ever be re-rolled once!

A TREACHEROUS THOUGHT IS AS
e (121 ¢ G -

DANGEROUS AS A HUNDRED BULLETS.
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At times, warriors may have to quickly redeploy, literally running
from cover to cover or simply concentrating on movement and
giving up their chance to shoot. In their Shooting phase, units
may choose to Run instead of firing. Roll a Dé to determine the
maximum Run distance for the entire unit. Models in the unit
may then immediately move up to that distance in inches. They
may choose to not move after the roll is made, but still count as |
having Run. ‘ ‘

Running movement is not slowed by difficult terrain but models ‘
running through dangerous terrain must test as normal (see page

90). Units that Run in the Shooting phase cannot charge in the
following Assault phase.

L —

Rorr To Wounp
Hitting your target is not always enough to put it out of action.
The shot might result in nothing more than a superficial graze
or flesh wound.

To determine whether a hit causes a telling amount of damage,
compare the weapon’s Strength characteristic with the
target’s Toughness characteristic using the To Wound
chart. The number indicated is the minimum result on a

D6 needed to convert the hit into a Wound. A value of
indicates that the target cannot be wounded by the Attack.

Note that the minimum roll needed To Wound is always at
least 2. When rolling To Wound, there is no such thing as an
automatic Wound and a roll of a 1 always fails.

Each weapon has its own Strength value, which is given in
its profile or in the description of the weapon. Here are some
examples of different weapons and their Strength characteristics.

Weapon Strength
Boltgun 4
Plasma gun /i
Lascannon 9

For example, a Space Marine with a boltgun shoots at an Ork
and hits him. A boltgun has a Strength of 4 and the Ork has

a Toughness of 4. Referring to the chart, a vesult of 4 or move is
needed to convert the hit into damage. If the voll is 4 or move, the
Ork takes a Wound.

Target’s Toughness

112]3|4|5]6|7]8]9]0]

I 4+ 5+ 6+ 6+ - | - | s &

2 3+ 4+ 5+ 6+ 6+ - - - - -

3 | 2+3+ 4+ 5+ 6+ 6+

4 |2+ |2+ |3+ |4+ |5+ |6+

6+
2+ (24 |3+ 4+ |5+ |6+ |6+ - | -

|

Weapon’s Strength
[
+

2+[2+‘2+‘2+ 3+‘4+[5+‘6+:6+5 1

24| 24 | 24| 24

2+ 2+ |2+

2+ |2+ | 2+

2+ 2+| 2+ 2+ 2+ 3+

* Guns and warriors are useful, but it is our indomitable
will that promises the ultimate victory.

MULTIPLE TOUGHNESS VALUES

Quite rarely, a unit will contain models with differing
Toughness characteristics. When this occurs, roll To Wound
using the Toughness characteristic that is in the majority in
the target unit. If two or more Toughness values are tied for
majority, use the highest of these tied values.

For example, Nogg’s Grot Mob contains several Gretchin
(Toughness 3) and an Ork Runtherd (Toughness 4), so the
Gretchin’s Toughness of 3 is used for all models. If there are only
two models (the Runtherd and a single Gretchin) when the rolls To
Wound are made, the Ork's Toughness of 4 is used for both models.

THE WOUND POOL

Finally, total up the number of Wounds you have caused.

Keep the dice that have scored Wounds and create a ‘pool,
where each dice represents a Wound. If there are Wounds
with different Strengths, AP values or special rules, keep them
separated into groups of Wounds in the pool. If all the Wounds
are the same, the Wound pool will consist of only one group.

‘Shall we lic down meekly as a lamb before the ravening wolf or
shall we oppose such horrors as the galaxy will throw at us with
proud contempt? Suffer not the beasts and abominations of
other worlds to live in our Imperivm!”

- Orthas Gregoran,
Chief Demagoque of the Forlan Synod
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- ALLOCATE WOUNDS &
REMOVE CASUALTIES

To determine how many casualties are caused, you will need to
allocate the Wounds caused and resolve any saving throws the
target is allowed. For now, we're going to assume that all the
models in the target unit have the same saving throw. If this is
not the case, the method is slightly different, but we'll come to
that later (see Mixed Saves below).

TAKE SavinG THROWS

First of all, the target unit gets to make one saving throw, if it has

one (see page 16), for each Wound being resolved. Make a note

of how many unsaved Wounds have been caused.

Ar10cATE UNSAVED WOUNDS & REMOVE CASUALTIES

Next, allocate an unsaved Wound to the enemy model closest to
the firing unit. Reduce that model's Wounds by 1. If the model is
reduced to 0 Wounds, remove it as a casualty. Continue allocating
unsaved Wounds to the closest model until there are no more

Wounds left, or the whole unit has been removed as casualties.

For example, a unit of Space Marines is partially in a forest when
ambushed by shoota-wielding Orks. The forest grants a cover save
of 5+ (see page 18), but their Armour Save of 3+ is better. Therefore,
they all use their Armour Saves and roll all of them together. They
fail three saves and so the three models closest to the Ovks ave
allocated the Wounds and removed as casuallties.

RANDOM ALLOCATION

At times, you will not be able to tell which model is closest.
This usually happens when two or more models are equidistant
from the shooting unit, but can also occur if the position of the
attacker is unclear, such as with the Tyranid Mawloc’s Terror
From the Deep special rule, a Callidus Assassin’s Polymorphine
special rule or any attack said to use Random Allocation.

In these instances, randomly determine which model is treated
as being the closest — that model remains the closest until the
attack ends or the model is slain. If the model is slain and there
are still Wounds left to allocate, simply randomise again if needs
be. If two or more models are equidistant from a firing unit,
randomise only between those equidistant models. Otherwise,

randomise between all of the models in the target unit.

EmpriED WoOUND PoOL

When the Wound pool is empty, the shooting attack has been
completely resolved. You can begin your next shooting attack,
or proceed to the Assault phase.

MIXED SAVES

If the target unit contains several different saving throws, you'll
need to follow this process instead of the one presented above.
This method s a little slower, but ensures every model gets full
benefit of whatever saves it is entitled to.

T - vl — e

The Shooting Phas

A1rOCATING WOUNDS

In this example, two Space Marines are firing at a unit of Orks.
Space Marine X has a missile launcher, whilst Space Marine Y has
a boltgun. The first unsaved Wound is allocated to Ork A, as he

is closest to the Space Marine unit, regardless of which weapon
caused the Wound.

Arrocate WouNDs
First, allocate a Wound from the Wound pool to the enemy
model closest to the firing unit.

TAKE SAVES & REMOVE CASUALTIES

The model gets to make a saving throw, if it has one (see page
16). If it fails, reduce that model's Wounds by 1. If the model is
reduced to 0 Wounds, remove it as a casualty.
Continue allocating Wounds to the closest model, taking saves
and removing casualties until the Wound pool is empty, or all

models in the unit have been removed as casualties.

Emrriep Wounp Poor
When the Wound pool is empty, the shooting attack has been
completely resolved. You can begin your next shooting attack, or

proceed to the Assault phase.

Mixep WounDs

If, after rolling To Wound, the Wound pool contains groups of
Wounds with different Strengths, AP values or special rules, then
each of these groups is resolved separately, using the relevant
method described above. You, as the shooting player, get to
choose the order in which these groups are resolved. This allows
you to place your shots where they'll do the most damage! Once
one group of Wounds has been resolved, simply move on to the
next until the Wound pool is empty.

A GOOD DEATH EARNS THE EMPEROR’S BLESSING.
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Look Our, Sir

OUT OF RANGE When a Wound (or unsaved Wound) is allocated to one of your
As long as a model was in range of the enemy when To Hit rolls characters, and there is another model from the same unit within
were made, he is considered to be in range for the duration of 6", he's allowed a Look Out, Sir attempt. This represents the

the Shooting attack, even if the removal of casualties means that character ducking back further into the unit, holding a comrade in
the line of fire, or being pushed aside by a selfless ally. If no model

is in range, then you cannot make a Look Out, Sir attempt.

the closest model now lies out of range.

OUT OF SIGHT

To make a Look Out, Sir attempt, roll a Dé.
o 1fnomodels in the firing unit can see a particular model, then

Wounds cannot be allocated to it, and must be instead allocated * Onaroll of 3 or less, the Look Out, Sir attempt fails.

‘ to the nearest visible model in the target unit. If there are no
* On a roll of 4+, the Look Out, Sir attempt is successful.
You must pick a model from the same unit within 6"

in the pool are lost and the shooting attack ends. and resolve the Wound against them instead. This can

visible models in the target unit, all remaining Wounds
/ even be a model that is out of range or line of sight of the
\ INSTANT DEATH Shooting attack.
‘ Even though a creature might have multiple Wounds, there
are plenty of weapons in the 41st Millennium that are powerful If the unit only consists of characters, a Look Out, Sir attempt can
still be made, with one character within 6" taking the place of the
erstwhile victim if the roll is passed. Only one Look Out, Sir attempt
can be made per Wound allocated — once the Wound has been

transferred (or not), no further attempts to reallocate it can be made.

| enough to kill it instantly. If a model suffers an unsaved
Wound from an Attack that has a Strength value of double
its Toughness value or greater (after modifiers), it is reduced
to 0 Wounds and removed as a casualty. It can be imagined
that the creature is vaporised, burned to ash, blasted limb from

limb or otherwise mortally slain in a suitably graphic fashion.

§ TypPES OF SAVING THROWS

Few warriors take to the battlefield without some form

of protection, whether it is a suit of armour or an energy
force field. Furthermore, the battlefield itself can also offer
protection. All these forms of protection are represented by
saving throws (sometimes called saves), as we'll now discuss.

ARMOUR SAVES

Most troops wear some sort of protective clothing or armour,
even if it's only a helmet! Some creatures may have a form of
natural protection, such as a chitinous exoskeletons or thick
bony plates. If a model has an Armour Save characteristic of

6+ or better on its profile, it is allowed a further dice roll to see
if the armour prevents the Wound. This is called an armour

" o = .
= oy saving throw, or armour save, for short.
To take an armour save, roll a D6 and compare the results to the
p
FAsT DICE Armour Save characteristic of the model that has been allocated
Even in units with mixed saves, it is not always necessary to the Wound.

allocate Wounds one at a time. You can instead allocate them in
groups equal to however many models with the same, best save

« If the dice result is equal to or higher than the model’s
are nearest to the firing unit.

Armour Save characteristic, the Wound is stopped.
For example, a unit of 17 Ork Boyz (Armour Save 6+) including an Ork
P Y. g .

« If the result is lower than the Armour Save value, the
armour fails to protect its wearer and it suffers a Wound.
This means that, unlike other characteristics, an Armour

Nob with ‘eavy armour (Armour Save 4+) comes under attack from a
unit of Imperial Guard. They suffer a total of 8 Wounds from the massed
lasgun fire. Rather than allocate Wounds one at a time, the Ork player
sees that there are 6 Orks with the same save at the front of the unit,
before getting to a different save for the Ork Nob. He then picks up and |
rolls 6 saving throws, fails 4 of them and removes the 4 nearest Orks.

This leaves two Wounds in the Wound pool and two Orks before getting

to the Ork Nob. Therefore, he rolls the final two saves, fails both and wounded. Power armour grants an armour save of 3+,50 a D6 is
removes fwoTnare@hs volled vesulting in a scove of 5. The damage is therefore saved, and the
Space Marine is unharmed — the shot bounces off his power armour.

Save is better if it is a lower number.

For example, a Space Marine wearing power armour is hit and
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EVEN A MAN WHO HAS NOTHING CAN STILL O
A bbbt oinh it behincitel

The following table shows how the minimum D6 score required
varies between three types of armour:

Armour Type

Tyranid chitin

Imperial Guard flak armour
Space Marine power armour

ARMOUR PIERCING WEAPONS

Some powerful weapons are quite capable of punching through
even the thickest armour. This is shown by a weapon having

an Armour Piercing characteristic, usually referred to as AP.
Nearly all weapons have an Armour Piercing value. Some
sample AP values for different weapons are shown below:

Weapon AP
Boltgun 5
Heavy bolter 4
Lascannon 2

The AP rating indicates the Armour Save the weapon can
ignore — so lower means more powerful. A weapon shown as
‘AP - has no Armour Piercing value and will never ignore a
target’s Armour Save.

« If the weapon's Armour Piercing value is equal to
or lower than the model's Armour Save, then it is
sufficiently powerful to punch straight through the
armour; the target gets no armour save at all. The armour

is ineffective against the shot.

» If the weapon’s Armour Piercing value is higher than the
armour, the target can take his save as normal.

For example, a boligun (AP 5) can pierce Armour Saves of S+ or 6+.

A heavy bolter (AP 4) can pievce Armour Saves of 4+, 5+ or 6+. »

INVULNERABLE SAVES

Some warriors are protected by more than mere physical
armour. They may be shielded by force fields, enveloped in
mystical energies or have a metabolism that can shrug off hits
that would put holes in a battle tank. Models with wargear or
abilities like these are allowed an invulnerable saving throw.

Invulnerable saves are different to armour saves because
they may always be taken whenever the model suffers a
Wound - the Armour Piercing value of attacking weapons
has no effect. Even if a Wound ignores all armour saves, an
invulnerable saving throw can still be taken.
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COVER SAVES
Often, you'll find enemy models are partially hidden or obscured

by terrain, also known as being in cover. Cover shields troops
against flying debris and enemy shots, enabling them to get
their heads down or crawl amongst the ruins and (hopefully)
avoid harm. Where this is the case, the model will be entitled to
a cover save. Cover saving throws are not affected by the AP
value of an attacking weapon, so units in cover get a saving
throw regardless of what's firing at them.

DEeTERMINING COVER SAVES

If, when you come to allocate a Wound, the target model’s body
(as defined on page 8) is at least 25% obscured from the point

of view of at least one firer, Wounds allocated to that model

receive a cover save.

TypEs oF COVER SAVES

The type of cover save a model receives depends on exactly
what he is sheltering behind. For example, a soft obstacle (like
a bloodthorn hedge) that would hide soldiers behind it, but
would not even slow down enemy shots, confers a 6+ cover
save. Purpose-built fortifications confer a 3+ cover save and
most other things confer a 4+ or 5+ cover save.

Go 1o GROUND

If warriors come under heavy fire, they may decide to keep their
heads down to try to stay alive a little longer while they wait for
extraction or reinforcements. After the enemy has rolled To Hit
and To Wound against any of your units, but before any saves are
made or Wounds allocated, you can declare that the unit is going
to ground. To represent this, place a suitable marker next to the
unit as a reminder.

* Models in a unit that has gone to ground immediately [
receive +1 to their cover saving throws.

* Models that are not currently in a position that would |
give them a cover save can still Go to Ground by diving to ‘
the floor (or some other evasion technique) and receive a
6+ cover save.

A unit that has gone to ground cannot move, Run or charge. It
can only fire Snap Shots when it wishes to shoot, and can fire
Overwatch. At the end of its following turn, the unit returns
to normal, the marker is removed and the unit is free to act as
normal from then on.

Whilst it has gone to ground, a unit reacts normally if affected by
enemy actions (for example, it takes Morale checks as normal). If
the unit is forced to move, for example they have to Fall Back, it
returns to normal immediately — remove the marker. If assaulted,
the unit will fight as usual, but because they are not set to receive
the enemy charge, enemy units do not receive the Initiative
penalty for assaulting a unit in difficult terrain (see page 22). If a
unit goes to ground from Overwatch fire (see page 21), then the
charge automatically fails.

SUCCESS IS MEASURED IN BLOOD; YOURS OR YOUR ENEMY'S,

Further examples can be found in the Cover chart below and in
the Battlefield Terrain section (see page 90).

CoVER CHART

Cover Type Save
Razor wire 6+
Forests and area terrain S+
Ruins, ruined fortifications and trenches 4+
Fortifications 3+

Before deploying their armies, it is a very good idea for players
to go through all the terrain pieces on the battlefield quickly
and agree what kind of cover each will offer.

INTERVENING MODELS

If a target is partially hidden from the firer’s view by
models from a third unit (models not from the firer'’s unit,

or from the target unit), it receives a 5+ cover save in the
same way as if it was behind terrain. Similarly, if a model fires
through the gaps between models in an intervening unit, the
target is in cover, even if it is completely visible to the firer.
Note that this does not apply if the shots go over the unit rather
than through it.

This does not mean that intervening models literally stop the
shots, but rather that they obscure the target and spoil the
firer's aim. A successful cover save in this case might mean
that the firer has not shot at all, missing the fleeting moment
when the target was in its sights. This is because, in the case

of intervening friends, the firer would be afraid of hitting his
comrades, while in the case of intervening enemies, the firer is
distracted by the more immediate threat.

Scenic rocks and other decorative elements that players might
have placed on the bases of their models are always ignored
from the point of view of determining cover. You cannot take
your cover with you!

Note the exception that, in the same way as they can trace

line of sight through members of their own unit, models can
always shoot through members of their own unit without
conferring or receiving a cover save.

Focus FIre

Sometimes, a target unit will only be partially in cover, with
some of its models in cover and some not. In this case, you have
a choice: your unit can either shoot at the squad as a whole, or
you can declare that they will Focus Fire on the enemies who
are less hidden. If you choose to Focus Fire, you must state
your intention before making any rolls To Hit.

If you choose to Focus Fire, choose a cover save value. This
can be between 2+ and 6+. Your opponent can only allocate
Wounds to models with a cover save equal to or worse (i.e
a higher value) than the value stated.

el




Alternatively, you can declare Focus Fire against models with
no cover save. For example, if you declare that you will Focus Fire

on cover saves of 4+, Wounds can only be allocated to models with a

cover save of 4+, S+, 6+ or no cover save al all.

In order to fire, a model must be in range of an enemy that can
have a Wound allocated to it. A blast marker must be centred
over a model that can have a Wound allocated to it (but causes

a number of hits equal to the number of models underneath it,
regardless of whether or not they can have Wounds allocated to
them, see page 33). Note that you work out which models in the
target unit can have Wounds allocated to them at the time the
Focus Fire is declared. If the unit subsequently chooses to Go
to Ground, this will not alter which models can have Wounds

allocated to them even though their cover save has changed.

For example, if you declare that you will Focus Five on models with
no cover save, Wounds can only be allocated to models with no
cover save. If the tavget then chooses to Go to Ground, then Wounds
can still be allocated to the models that had no cover save when the
Focus Five was declaved even though they now have a cover save.

This is a good way of causing casualties, but means you have
no chance at all of killing the models with better cover than
those you have focused on. Wounds caused by Focus Fire must
still follow the normal allocation order. You ignore the models

whose cover saves are better than what you've focused on.

Unirs IN COVER

The Space Marine Squad has chosen to fire at the Ork Mob ahead

of them. The Ork Mob is spread out with some models in cover and
some out in the open. A quick check shows that 3 Orks (circled in
red) have a 4+ cover save from at least one model in the firing unit
from being behind a ruin. 3 Orks (circled in blue) have no cover save
from any model in the firing unit, as they are in the open, and 4 Orks
(circled in green) have a S+ cover save from at least one model in the

firing unit thanks to the area terrain (see page 91) they are in.

Therefore the Space Marines can choose to either Focus Fire against
models with no cover save (and only be able to kill the 3 Orks in the
open), Focus Fire 'S+ (and be able to kill the 3 Orks in the open and

the 4 Orks in the crater) or they can choose to not Focus Fire and

take their chances targeting the entire unit.
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MODELS WITH MORE THAN ONE SAVE
Sometimes, a model will have a normal armour save and a
separate invulnerable save —a good example is a Space Marine
Captain who is protected by both power armour and a force
field from his Iron Halo. As if this wasn't enough, the model

might be in cover as well. In these cases, a model only ever

gets to make one saving throw, but it has the advantage of

always using the best available save.

For example, if the Captain described above was standing in a
fortified building and was wounded by an AP3 weapon, his power
armouy would be of no use, as the shot’s AP is a number equal to

or lower than that of his armour save. The force field grants a 4+
invulnerable save. However, the fortified building grants a 3+ cover
save. Neither of these saves is affected by the AP of the weapon, so th
Captain uses the cover save to give him the best chance of surviving.

If a model can benefit from different types of cover, for example,
being behind a bloodthorn hedge (6+ cover save) and a barricade

(4+), the model uses the best cover save available (in this case 4+

MAXIMUM SAVE

Some models gain additional benefits from rules that may
increase any of their saves by +1 or +2 or even more. However,
no save (armour, cover or invulnerable) can ever be
improved beyond 2+. Regardless of what is giving the model

its save, a roll of 1 always fails.
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. THE AsSAULT PHASE _

“There is no peace amongst the stars, only an cternity of carnage
and slaughter and the laughter of thirsting gods.’

While firepower alone may be enough to drive an enemy
back from open ground or lightly held positions, shifting a
determined foe from a fortified bunker or ruined settlement
will need more direct measures. In an assault, troops storm
forwards into a furious close combat, screaming their

battle cries, eager to strike at their foes with shrieking

J chainswords, glittering power weapons (and not a few gun
butts, knives and desperate fists).

ASSAULT PHASE SUMMARY

The Assault phase is split into two sub-phases: the Charge
sub-phase and the Fight sub-phase.

CHARGE SUB-PHASE

In the Charge sub-phase, you declare charges and your

models move into close combat. Close combat is where

two units from opposing armies are in base contact with

each other. If there are more than two units, it is called a
- multiple combat and discussed on page 27.

1. Declare Charge.

2. Resolve Overwatch.
3.Roll Charge Range (2D6" unless otherwise stated).
4. Charge Move.

5. Declare Next Charge or Finish Charge Sub-phase.

FIGHT SUB-PHASE
The Fight sub-phase is when models from both sides
make their melee attacks.

1. Choose a Combat.

2. Fight Close Combat.
! ,3, Determine Assault Results.

4. Repeat Fight Sub-phase or Finish Assault Phase.

CHARGE SUB-PHASE

It’s time for your warriors to hurl themselves into close
combat and carry the day through bitter melee.

To resolve a charge, use the following procedure:

* First, pick one of your units, and declare which enemy
unit it wishes to charge.

* Then, the target enemy unit gets to make a special kind of
Shooting attack called Overwatch (see opposite).

* Once Overwatch is resolved, roll the charge distance for
the unit and, if it is in range, move it into contact with the
enemy unit — this is sometimes called launching an assault’.

Once this has been done, you can either choose to declare a
charge with another unit, or proceed to the Fight sub-phase.

DECLARE CHARGE

Choose a unit in your army that is declaring a charge and
nominate the enemy unit(s) it is attempting to charge. A unit
can never declare a charge against a unit that it cannot
reach, nor can it declare a charge against a unit that it
cannot see. This means that a charge can usually only be
declared on a unit up to 12" away (the maximum charge range
for most models, as we'll discover later).

Some units are disallowed from charging. Common reasons a
unit is not allowed to declare a charge include:

* The unit is already locked in close combat (see page 23).

* The unit ran in the Shooting phase (see page 14).

* The unit has gone to ground (see page 18).

* The unit shot Rapid Fire weapons, Salvo weapons.,
Ordnance weapons or Heavy weapons in the Shooting
phase (see pages 51-52). This even applies if Snap Shots
were made with these weapons.

* The unit is falling back (see page 30).

In addition to the above, a unit that fired in the Shooting

phase can only charge the unit that it targeted during
that turn’s Shooting phase.
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. You cannot see the horrors that lurk in the
night but be assured that they are there,
waiting to pounce when our quard is down.
Be vigilant! Trust your wargear! Have faith
" inyour Master! Let your armour be hate!

RESOLVE OVERWATCH

Few warriors sit idly by when an enemy horde descends

upon them, but let fly with every weapon at their command.
Though such shots are often inaccurate (there’s not much
time to aim, and there’s something distinctly off-putting about
the onset of a bellowing foe), each has a chance of felling an
enemy and altering the balance of the ensuing melee before

it even begins. In fact, a particularly lucky burst of Overwatch
fire can rob a charge of so much momentum that it comes to a
stumbling halt!

As soon as a charge has been declared against one of your units,
that unit can immediately fire Overwatch at the would-be
attacker — it doesn't have to, but it’s often a good idea.

An Overwatch attack is resolved like a normal shooting attack
(albeit one resolved in the enemy’s Assault phase) and uses

all the normal rules for range, line of sight, cover saves and

so on. Unlike a normal shooting attack, Overwatch cannot
cause Morale checks or Pinning tests. Any shots fired

as Overwatch can only be fired as Snap Shots (see page 13
for more on Snap Shots). Therefore, weapons and models that
cannot fire Snap Shots cannot fire Overwatch.

OVERWATCH RESTRICTIONS

It's worth pointing out that units that are locked in close
combat cannot fire Overwatch — we can assume that other
events have their full attention. Also note that a unit being
charged may only fire Overwatch once per turn.

ROLL CHARGE RANGE

Once all Overwatch shots have been resolved, the controller of
the charging unit rolls to determine his unit’s charge distance.
There are myriad factors that can speed or slow a charging unit
as it launches itself forward.

Roll 2D6. This is your charge range — the number of inches
your assaulting unit can charge. This total is important,
so remember it. If a unit has models that roll differently for
their charge range, the whole unit must charge at the speed of
the slowest model.

CHARGE MOVE
The charging unit now moves into close combat with the unit(s)
it has declared a charge against — this is called a charge move.

MovinG CHARGING MODELS

Charging units must attempt to engage as many opposing
models in the enemy unit as possible with as many of their
models as possible — no holding back or trying to avoid terrain!

All of the models in a charging unit make their charge move
— up to the 2Dé6 distance you rolled earlier - following the same
rules as in the Movement phase, with the exception that
they can be moved within 1" of enemy models. Charging
models still cannot move through friendly or enemy models,
cannot pass through gaps narrower than their base, and cannot
move into base contact with enemy models from a unit they are
not charging.

MovE INITIAL CHARGER

Start each charge by moving the initial charger from the
charging unit. The initial charger is always the model
nearest to the enemy (as measured by the shortest possible
route, going around impassable terrain, friendly models and
enemy models in other units).

Move the initial charger into contact with the nearest enemy
model in the unit being charged, using the shortest possible
route. Roll for dangerous terrain if necessary, and if the model
is killed by a Dangerous Terrain test (see page 90), choose a new
initial charger and try again.

After moving the first model in the unit, you can move the
others in any sequence you desire, providing you abide by the
following conditions:

* A charging model must end its charge move in unit
coherency with another model in its own unit that has
already moved.

« If possible, a charging model must move into base contact
with an enemy model within reach that is not already in
base contact with another charging model. If there are no
such enemy models in reach, the model must move into
base contact with an enemy model that is already in base
contact with a charging model.

» If a charging model cannot reach any enemy models, it
must try to move within 2" of one of its own unit’s models
that is already in base contact with an enemy. If this is
impossible, it must simply stay in coherency.

If you follow this sequence, you will end up with all the
models in the charging unit in unit coherency, having
engaged as many enemy models as possible with as many
charging models as possible.
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THOUGHT BEGETS HERESY; HERESY BEGETS RETRIBUTION.

CHARGING THROUGH Di1rFIcULT TERRAIN

If, when charging, one or more models have to move through
difficult terrain, the unit must make a Difficult Terrain test (see
page 90). However, to represent the uneven pace of a charge,
the unit rolls 3D6, rather than 2D6, and uses the two lowest
results as its charge range.

For example, Phalanx 10001111, a unit of Necron Warriors, is
charging through a forest. They voll 3D6, resulting in 2,4 and 6.
The 6 is discarded, and the remaining dice are added together for a
total charge range of 6" (2+4).

Warriors who charge through difficult terrain are subject

to deadly salvoes of close range fire and must advance more
cautiously. To represent this, if at least one model in the
charging unit moved through difficult terrain as part

of its charge move, all of the unit’s models must attack

at Initiative step 1, regardless of other Initiative modifiers.
Remember that charging models must engage as many enemies
in the target unit as possible.

CHARGING THROUGH TERRAIN

The Eldar Guardian unit on the left has declared a charge against

the Space Marine unit on the right. As they must attempt to
engage as many enemy models as possible, two of the Guardians
(circled in green) must move through a crater. This means the
whole unit counts as charging through difficult terrain. They must
roll 3D6, discarding the highest, when determining their charge
range. In addition, if their charge is successful, all of the Guardians
will strike at Initiative 1 as they have charged through difficult
terrain. This only affects their Initiative step in the phase they
charge through difficult terrain this turn.

CHARGING THROUGH DANGEROUS TERRAIN

If, when charging, any model in a charging unit goes through
dangerous terrain, that model must immediately take a
Dangerous Terrain test (see page 90).

Fa1LEp CHARGE
If the initial charger is found to be further than its charge range
from the enemy, the charge fails and no models are moved.

DECLARE NEXT CHARGE
Once all the models in a charging unit have moved, the player
can choose another unit and declare another charge if he wishes.

ENDING THE CHARGE SUB-PHASE
Once you have launched all of the charges you wish to, the
Charge sub-phase is ended. Move on to the Fight sub-phase.

FIGHT SUB-PHASE

With all the assaults launched, it's time to strike blows! How
effective creatures are in close combat depends almost entirely
on their physical characteristics — how fast, strong, tough and
ferocious they are. In close combat, armour remains useful for
warding off your enemies’ attacks, but ranged weapons become a
secondary consideration — the best gun in the galaxy won't save
you if your opponent is bashing your brains out with a rock!

CHOOSE A COMBAT

There may be several separate assaults being fought at the same
time in different parts of the battlefield. If this is the case, the
player whose turn it is chooses the order to resolve the
combats, completing each combat before moving on to
the next one, and so on until all combats are resolved.

FIGHT CLOSE COMBAT

In close combat, both players’ models fight. Attacks in close
combat work like shots in shooting — each Attack that hits has

a chance to wound. The wounded model gets a chance to save,
and if it fails, is (generally) removed as a casualty. How many
blows are struck and who strikes first is detailed later.

INITIATIVE STEPS

In close combat, slow, lumbering opponents can often be
dispatched quickly by faster and more agile foes. However,
many ponderous opponents are tough enough to withstand

a vicious pummelling and keep coming back for more. To
represent this, a model’s Initiative determines when he attacks
in close combat. Work your way through the Initiative
values of the models engaged in the combat, starting with
the highest and ending with the lowest. This means that
each combat will have ten Initiative steps, starting at Initiative
10 and working down to Initiative 1. You'll rarely have models
fighting at all of the Initiative steps, so just skip any that don't
apply. Remember that models that charged through difficult
terrain fight at Initiative step 1.




START OF INITIATIVE STEP PILE IN

At the start of each Initiative step, any model whose Initiative
is equal to the value of the current Initiative step, that isn’t
already in base contact with an enemy model, must make a Pile
In move. A Pile In move is a 3" move that is performed in the

following order:

» First, any models Pile In if this will bring them into base

contact with an enemy.

» Second, any models Pile In if this will bring them to within

2" of a friendly model in base contact with an enemy.

» Any remaining models that are not in base contact with
one or more enemy models and have yet to Pile In must
now do so, and must attempt to get as close as possible to

one or more of the enemy units locked in this combat.

These moves follow the same rules as moving charging

models, except that they are not slowed by difficult terrain
(though it may still trigger Dangerous Terrain tests). Also,
a Pile In move cannot be used to contact units that are not

already involved in the assault.

When making Pile In moves, the player whose turn it
is moves his unit(s) first. If both players’ Pile In moves
combined would be insufficient to bring any combatants back

together (that's more than 6" — very unlikely!), the assault comes
to an end. All remaining Initiative steps are lost — work out the

assault result as described on page 26.

Who Can FicHT?

Units that have one or more models in base contact with
enemies are locked in combat. While a unit is locked in
combat, it may only make Pile In moves and cannot otherwise
move or shoot. At the start of each Initiative step, you must
work out whether or not a model locked in combat is also

engaged, as described below.
A model is engaged in combat, and must fight if:

» During its Initiative step, it is in base contact with one or

more enemy models.

» During its Initiative step, it is within 2" of a friendly
mode] in base contact with one or more enemy models in

the same combat.

Models make their attacks when their Initiative step
is reached, assuming they haven't already been killed

by a model with a higher Initiative! If both sides have
models with the same Initiative, their attacks are made
simultaneously. Note that certain situations, abilities and

weapons can modify a model's Initiative.

For example, Space Mavrine Tactical Squad Adrax consists of
Sergeant Adrax and 4 Space Marines (Initiative 4). Sergeant
Adrax has a power fist (the Unwieldy special rule of which
causes him to attack at Initiative step 1). Squad Adrax charges
Gnashrag’s Choppas, a mob of 10 Orks (Initiative 2). The Space
Mavines strike first at Initiative step 4, followed by the Orks at
Initiative step 2, then Sergeant Adrax strikes with his power fist
last at Initiative step 1.

Unengaged Models
Unengaged models cannot attack in close combat — they're
too far from the crush of battle.

Who CaN FigHT?

All of the Guardians in base contact with a Space Marine, as
well the ones within 2" of a Guardian that is in base contact
with a Space Marine, are engaged and can therefore attack. The
remaining Guardians (circled in red) cannot attack.
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NUMBER OF ATTACKS
When their Initiative step is reached, models with that
Initiative who are still alive must attack.

Each engaged model makes a number of Attacks (A) as
indicated on its characteristics profile, plus the following
bonus Attacks:

¢ +1 Charge Bonus: Engaged models that charged this
turn get +1 Attack this turn. Remember that models in
units that made a disordered charge (see page 27) do not
get this bonus.

* +1 Two Weapons: Engaged models with two single-
handed weapons (often a Melee weapon and/or pistol
in each hand) get +1 Attack. Models with more than two
weapons gain no additional benefit; you only get one extra
Attack, even if you have four arms and a sword in each.

¢ Other bonuses: Models may have other special rules
and wargear that confer extra Attacks.

For example, a unit of five Space Marines with bolters roll five dice
for their Attacks in close combat. If they were charging, however, they
would voll ten dice (1 Attack on their profile +1 for charging = 2 each).

Alternatively, a unit of five Orks with two Melee weapons rolls
fifteen dice (2 Attacks on their profile +1 for two weapons = 3 each).
If they were charging, however, they would voll twenty (2 Attacks
on their profile +1 for assaulting +1 for two weapons = 4 each!).

Roriing To Hir

To determine whether hits are scored, roll a D6 for
each Attack a model gets to make and compare the WS
of the attacking model with the WS of the target unit.
Then, consult the To Hit chart on this page to find the
minimum result needed on a Dé To Hit.

It is worth explaining the mechanic behind the chart:
if the target's WS is lower than the attacker’s, he is hit on 3+; if
the target's WS is equal or up to twice as high as the attacker’s,

he is hit on 4+; and if it is more than twice as high, he hits on 5+.

Where the same roll To Hit is needed, the dice should be rolled
together (use different coloured dice for Attacks with different
Strengths, AP etc.), as this speeds up the game. In the previous
example, the Ork player therefore rolls all twenty dice at once.

Units With Different Weapon Skills

A few units contain models with different Weapon Skills.
Whilst each model in such a unit rolls To Hit using its
own Weapon Skill, Attacks made against such a unit are
resolved using the Weapon Skill of the majority of the
engaged enemy models. If two or more Weapon Skill values
are tied for majority, use the highest of those tied values.
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For example, a mob of 20 Gretchin (Weapon Skill 2) led by an Ork
Runtherd (Weapon Skill 4) ave all engaged in a combat. Since the
Gretchin are in the majority, Attacks against the unit are resolved
using their Weapon Skill of 2 — the Runtherd can’t prevent the
Gretchin getting hit.

When the models attack, they calculate their own results required
To Hit based on their individual Weapon Skills. So, when the
Gretchin and Runtherd attack their enemies, the Gretchin will

hit based on a comparison of their Weapon Skill 2 and the enemy’s
Weapon Skill, while the Runtherd will compare his Weapon Skill 4
with the enemy’s.

Rorring To Wounp

Not all of the Artacks that hit will harm the enemy — they may
merely graze or inflict a flesh wound. As with shooting, once
you have scored a hit with an Attack, you must roll a Dé for each
successful hit to see if you cause a Wound and damage your foe.

Consult the chart on the next page, cross-referencing

the attacker’s Strength characteristic with the defender’s
Toughness. The chart indicates the minimum result on a
D6 roll required to inflict a Wound, and is just like the one in
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the Shooting phase section. A ‘- indicates that the target cannot
be Wounded by the Attack. In most cases, when rolling To
Wound in close combat, you use the Strength on the attacker's
profile regardless of what weapon he is using. There are some
Melee weapons that give the attacker a Strength bonus, and this
is explained later in the Weapons section (see page 50).

For example, in a unit containing Gretchin and an Ork Runtherd,
the Gretchin’s Attacks are made with their puny Strength of 2, but
the Runtherd’s Attacks use his Strength of 3.

Remember to use different coloured dice or otherwise
distinguish between the Wounds that have different special rules
attached to them (like those inflicting Instant Death or those that
ignore Armour Saves), as you would do in the Shooting phase.

Multiple Toughness Values

Quite rarely, a unit will contain models that have different
Toughness characteristics. When this occurs, roll To Wound
using the Toughness value of the majority of the engaged foe.
If two or more Toughness values are tied for majority, use the

highest of those tied values.

For example, the Court of Krusabael the Black, a Dark Eldar
Archon (Toughness 3), consists not only of Krusabael, but three
Sslyth (Toughness 5) and two Ur-Ghuls (Toughness 3). You
would therefore use the Toughness 5. 1f the unit was joined by
the Haemonculus, Rhiktus Krin (Toughness 4), you'd still use the
Sslyths’ Toughness 5.

ArrocATING WOUNDS

After determining the number of Wounds inflicted against a
unit at a particular Initiative step, Wounds are allocated, saves
taken and casualties removed. Wounds are allocated and
resolved starting with the closest model, just like in the
Shooting phase. However, as you'll often have many models in
base contact with the enemy, there will be many models tied for
the privilege of dying first.

To resolve casualty removal, allocate each Wound as follows:

* A Wound must be allocated to an enemy model in base
contact with a model attacking at that Initiative step.
If there is more than one eligible candidate, the player
controlling the models being attacked chooses which
model it is allocated to. Roll the model’s saving throw
(if it has one) and remove the casualty (if necessary).

« If there are no enemy models in base contact with a model
attacking at that Initiative step, the Wound is allocated to
the next closest enemy model. If several enemy models
are the same distance away, then their controlling player
chooses which is allocated the Wound, as above.

Once a model has a Wound allocated to it, you must continue to
allocate Wounds to it until it is either removed as a casualty or the
Wound pool is empty. Note that it is possible for all of the models
in the target unit to be hit, wounded and killed, including those
that are not engaged. You can speed up this process by allocating
Wounds in groups (see Fast Dice, page 16).

A110CATING WOUNDS

The four Assault Marines’ Attacks cause 9 Wounds. Wounds
must first be allocated amongst the Orks in base contact with the
Assault Marines (red). Once all of the Orks in base contact have
been removed as casualties, the remaining Wounds are allocated

to the Orks closest to the Assault Marines (orange).
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} Cover Saves DETERMINE ASSAULT RESULTS
i Models do not get cover saves against any Wounds suffered Assaults are usually decisive; one side or the other quickly gains
from close combat attacks, and for obvious reasons, cannot Go the upper hand and forces their foe back. Good Leadership can
N8  to Ground - there’s no where to hide! keep a side in the fight, but the casualties that each side inflicts
fgn} are usually the most telling factor.
I Armour Saving Throws
¥  Models can take armour saves to prevent Wounds caused in To decide who has won the combat, total up the number
Y} close combat — provided that their armour is good enough, of of unsaved Wounds inflicted by each side onto their
8 course! As in the Shooting phase, if the Wound is caused by a opponents. This includes all Wounds caused during the Fight
® weapon with an AP that ignores the wounded model's Armour sub-phase, whether from conventional Attacks, psychic powers,
“ ©  Save, then the save cannot be taken (see page 17). the Hammer of Wrath special rule, or other factors. The side
{ that caused the most Wounds is the winner. The losing
| Invulnerable Saves unit must make a Morale check and Falls Back if it fails
| An invulnerable save can be made, if it is the best save available. (see page 30). If both sides suffer the same number of Wounds,
;\ It can even be made if a model is not permitted to take an the combat is drawn and continues next turn. Of course, if one
& armour save (because the AP of the Attack negates it or the rules side destroys the enemy completely, it wins automatically, even
| foraweapon or Attack states that no armour save is allowed). if it sustained more casualties!
Dead Before Striking Note that Wounds that have been negated by saving throws or
If a model becomes a casualty before its Initiative step, it special rules do not count towards determining who won the
cannot strike back. When striking blows simultaneously, you combat. Neither do Wounds in excess of a model's Wounds
may find it more convenient to resolve one side’s Attacks and characteristic; only the Wounds actually suffered by enemy
simply turn the dead models around to remind you that they models count (including all of the Wounds lost by models that
have yet to attack back. have suffered Instant Death — see page 16).
Ficur NEXT INITIATIVE STEP In rare cases, certain models can cause Wounds on themselves
; Fight the next Initiative step as previously described until all or their friends — obviously, these Wounds are added to the
of the Initiative steps have been completed (remember to skip other side’s total for working out who has won.

| Initiative steps which have no models in them).
CHECK MORALE
Units that lose a close combat must make a Morale check

to hold their ground, with a penalty depending on how severe

Look OUT, Sir the defeat was (see page 29).

As with shooting attacks, if a character has a Wound allocated to
him, and there is another model from the same unit within 6", he’s « If they pass, the unit fights on — the combat is effectively
allowed a Look Out, Sir attempt. To make a Look Out, Sir attempt,
roll a D6. On a roll of 3 or less, the Look Out, Sir attempt fails. On

a score of 4+, the Look Out, Sir attempt is successful. Pick a model

in the unit within 6" and resolve the Wound against them. If no

drawn and no further account is made of the unit’s defeat.

» If the unit fails, they abandon the fight and Fall Back.
model is in range, then you cannot attempt a Look Out, Sir roll. Morale checks and faﬂing back are covered in the Morale
section on page 29.

1f the unit only consists of characters, a Look Out, Sir attempt
can still be made, with one character within 6" taking the place

Our Weapons Are Useless
‘\ of the erstwhile victim if the attempt is successful. Only one

Look Out, Sir roll can be taken per Wound allocated — once the
J Wound has been transferred (or not), no further attempts to

If a unit is locked in combat with an enemy it cannot hurt, it
can choose to automatically fail its Morale check for losing a

} reallocatd el 1 combeat. This can be a risky tactic, but sometimes worthwhile.
| 22 .
|
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SWEEPING ADVANCES
When a unit falls back from combat, the victors make a

h\

¢

A
{;\ Sweeping Advance, attempting to cut down their fleeing foes.
When a Sweeping Advance is performed, both the unit
falling back and the winning unit roll a D6 and add their
unmodified Initiative to the result. In a unit with mixed

Initiative characteristics, use the highest — we can assume the
quicker-witted individuals in the unit guide the others. ,
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The units then compare their totals.

« If the winner’s total (Initiative + dice roll) is
equal to or greater than the foe’s, the falling back
unit is caught by the Sweeping Advance and
destroyed. We assume that the already demoralised foe
is comprehensively scattered, ripped apart or otherwise
sent packing so demoralised that they won't return; its
members are left either dead, wounded and captured,
or at best, fleeing and hiding. The destroyed unit is
immediately removed as casualties. Unless otherwise
specified, no save or other special rule can rescue the unit
at this stage; for them the battle is over.

1f the falling back unit’s total is higher, they break
off from the combat successfully. Make a Fall Back
move for the losing unit (see page 30). The winners can
then Consolidate as detailed below.

Disallowed Sweeping Advances

If a victorious unit is still locked in combat with other units
that are not falling back, it does not get a chance to execute a
Sweeping Advance and the retreating enemy automatically
makes their Fall Back move safely.

Some troops, as detailed in their special rules, are not permitted
to make Sweeping Advances — when a victorious unit contains
one or more models that are not allowed to make a Sweeping
Advance, the enemy always manage to disengage safely — there
is no need to roll.

Enp oF CoMBaT PiLE IN

After the combat has been resolved, it can happen that some
models from units that did not Fall Back are not in base contact
with an enemy. These models must make a Pile In move,
starting with the side whose turn it is. This is treated exactly
like a start of Initiative step Pile In, as found on page 23.

CONSOLIDATION

At the end of a combat, if a unit's opponents are all either
destroyed or falling back or the end of combat Pile In was
insufficient, so that the units are no longer locked in combat
with each other, they may Consolidate. Consolidating models
move up to D6" in any direction as the sudden victory may
leave the warriors raring to storm onwards or flat-footed and
dumbfounded, according to the vagaries of fate.

Units making a Consolidation move are not slowed by
difficult terrain but do trigger Dangerous Terrain tests
where appropriate. A Consolidation move may not be used to
move into base contact with enemy models, as this can only be
done with a charge move. Consolidating models must therefore
stop 1" away from all enemy models, including any that might
have just fallen back from the combat that the consolidating

unit has fought in.
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MurtipLE COMBATS

Combats that involve more than two units are called
multiple combats (see the diagram on page 28 for an
example). Because of the extra complexity, they need some
additional rules.

CHARGE SUB-PHASE

Sometimes, you'll find it advantageous to have one of your
units charge two or more enemy units. This allows you to tie
up more enemy warriors in close combat, however, such a
tactic is not without its risks.

DEecLARE CHARGE
We break a multiple charge declaration into two different
categories: the primary target, and secondary targets.

Primary and Secondary Targets

The primary target is the charging unit's main target. If the
charging unit shot in the Shooting phase, it can only declare
a charge if its primary target is the unit it targeted.

Secondary targets are other targets of opportunity that you
think the charging unit can engage at the same time as the
primary assault. Remember that a unit cannot declare a
charge against a unit it cannot reach or cannot see, and all
targets being charged by the unit must be declared at the

same time.

Disordered Charge

If a unit declares that it is charging multiple units, its charge
is disordered. A unit making a disordered charge does
not gain the +1 Charge Bonus to its number of Attacks
usually gained from a charge.

REsoLvE MULTIPLE OVERWATCH

If a unit declares a charge against two or more target units,
all of the target units can fire Overwatch! Resolve each unit's
Overwatch shots separately in an order determined by the
target units’ controlling player.

Roir CHARGE RANGE
Roll your charge range just as you would for a normal charge.

CHARGE MOVE
As we now have primary and secondary targets, resolving
charge moves need a little more clarification.

———— — .

BY THE WAY OF THEIR DEATH WE SHALL KNOW THEM.

e o i L

oy

AT R




Move Initial Charger

Once Overwatch is resolved, find the initial charger for the
primary assault (the model in the charging unit closest to the
primary target) and attempt to move it into base contact with
the primary target, just as you would against a single target. If
his charge fails, the charging unit doesn’t move at all.

If the initial charger successfully moves into base contact with the
primary target, remaining models can charge models belonging
to either the primary or secondary target units, as long as they
follow the rules for moving charging models. That said, a charging
model is not permitted to move into base contact with a model in
a secondary target, unless it cannot move into base contact with
an unengaged model in the primary target. Remember that the
charging unit is not allowed to break its unit coherency, and this
will obviously limit the potential for this kind of charge.

Charging Through Difficult Terrain

If all of the enemy units charged were already locked in combat
from a previous turn or had gone to ground, the Initiative
penalty for charging through difficult terrain does not apply,

as the enemy warriors are not set to receive the charge, and the
unit charging through cover fights at its normal Initiative.

FIGHT SUB-PHASE

Resolving the Fight sub-phase of a multiple combat is done just
as it is for a combat between two units except for the following
clarifications and adjustments.

DIRECTING ATTACKS
In multiple combats, during a model’s Initiative step, the

following extra rules apply:

* A model that is in base contact, or engaged, with just one

enemy unit when it comes to strike must attack that unit.

* A model that is in base contact, or engaged, with more than
one enemy unit when it strikes blows, can split its Attacks
freely between those units. Declare how each model is
splitting its Attacks immediately before rolling To Hit.

ASSAULT RESULTS

When determining assault results in a multiple combat, total up
the number of Wounds inflicted by all units on each side to see
which side is the winner. Every unit on the losing side has to
check their Morale (they all use the same penalty, as described
in the Morale section on page 29).

After all of the losing units have taken their Morale checks,
each winning unit that is now free to make a Sweeping Advance
rolls the dice and compares its total with the total of each of

the falling back enemy units it was engaged with. Any that it
equals or beats are destroyed. Remember that winning units can
only Sweeping Advance if all of the units they were locked in
combat with Fall Back or are wiped out in the fight.

After determining assault results, all units that were involved
in that multiple combat must make Pile In moves towards
enemies that fought in that combat. If no models in a unit are
in base contact with an enemy unit, and the combined Pile In
moves of both sides are not enough for them to get back into
base contact, then they can Consolidate instead.

MurtipLE COMBATS

The Space Marines have charged the Guardians and the Fire
Dragons. Space Marine C can attack either of the two units he is
in base contact with (or split his Attacks). Space Marines G and H
can also choose to fight either enemy unit (or split their Attacks)
because they are both within 2" of a model from their own unit
that is in base contact with both units. Space Marines A, B, D and
E can only attack the unit they are in base contact with. Space
Marine F can only attack the Guardians (as he is only within 2" of
members of his own unit in base contact with the Guardians).

SHOoOTING INTO &
Out Or Crose COMBAT

Models belonging to units locked in combat cannot fire
weapons in the Shooting phase, they are too busy fighting
the enemy in front of them. Similarly, models cannot shoot
at units locked in close combat — while some commanders
may wish their warriors to fire indiscriminately into the
middle of close combats in the hopes of hitting the enemy,
this is not permitted. The events in a close combat move too
quickly and the warriors themselves will be understandably
hesitant about firing on their comrades. While blast markers
and templates cannot be deliberately placed such that they
cover any models locked in combat, they may end up there
after scattering and will then cause hits on any units they
touch (friends and foes!) as normal.

Units that are locked in close combat do not take Morale
checks or Pinning tests caused by shooting and cannot
Go to Ground; they are much too focused on fighting to be
worried about being shot at!
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7Py ‘Give yourself fully to all duties and routines as have been allotted to you. Attend to these to the best of your skill and Fodie 54
b ¥ of your endeavour. Be earnest in your praise of the Emperor. Be vigilant in the scrutiny of your fellows. 8

It is a fortunate commander who can always rely on his troops
to perform up to (and sometimes beyond) the limits of their
courage. In the chaos and confusion of battle, troops can easily
become demoralised, disoriented or simply terrified by the
violence unleashed against them.

To represent this element of the unknown, your units have to
check to see if their morale holds under certain circumstances.
As you will have already gathered, particular events will require
your units to take Morale checks, and a unit in particularly dire
straits may be forced to take several in a single turn.

MoRrALE CHECKS

Morale represents the grit, determination, or (sometimes) plain
stupidity of warriors in action. Morale checks are a specific
kind of Leadership test.

Like all other Leadership-based tests, Morale checks (also
sometimes called Morale tests) are taken by rolling 2Dé
and comparing the total to the unit’s Leadership value.

« If the result is equal to or less than the unit's Leadership
value, the test is passed and the unit does not suffer any ill
effects — their nerve has held.

« If the result is higher than their Leadership, the test
is failed and the unit will immediately Fall Back, as
described later.

Some units have special rules pertaining to Morale checks
that are detailed in their codex. For example, some particularly

| fanatical units might be immune to the effects of morale. Some
units always pass Morale checks, while a few others always pass
all Leadership tests. This is a subtle but important difference.
For example, units that always pass Morale checks will still have
to test for Pinning.

When called to fight, do so with fervour and righteousness. Do not submit to fear! {

MORALE CHECK MODIFIERS >
Certain circumstances can make Morale checks harder for

a unit to pass. This is represented by applying Leadership

modifiers to Morale checks, which can modify the unit’s i
Leadership value by -1,-2 or sometimes even more.

INSANE HEROISM!

Occasionally, warriors will refuse to retreat even when faced
with impossible odds or particularly harrowing experiences.
Sometimes you can push someone just too far! A roll of double
1 on the 2D6 always passes a Morale check, regardless of
any modifiers.

WHEN To TEsT

The most common reasons a unit must take a Morale check are )

as follows:

« Casualties: A unit losing 25% or more of its current
models during a single Movement or Shooting phase
must take a Morale check at the end of that phase. >

For example, a squad of five Space Marines suffers two casualties
from enemy shooting, so it takes a Morale check, which it promptly
passes. Next turn, the unit, now three strong, suffers a single
casualty from a Dangerous Terrain fest in the Movement phase,
which is now enough for it to have to take another Movale check.

» Losing an assault: Units that lose a close combat
(usually from suffering more Wounds than they inflicted)
must pass a Morale check to hold their ground. If they
fail, they must Fall Back. Units taking this Morale check
suffer a-1 Ld modifier for each Wound their side has lost |
the combat by.

For example, Sergeant Kraak’s Imperial Guard squad has lost

an assault. They would normally requive an 8 or less to pass the
Leadership test, but since they have lost the fight by a difference of 2
Wounds (-2), they now requive a 6 or less to hold their ground.

ONLY DESPAIR CAN DEFEAT US.
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THERE IS NOTHING TO FEAR BUT FAILURE.
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FALL BACK FALLING BAck FrRoM CLOSE COMBAT

Sometimes retreat is the only option left to a soldier on the Models falling back from a combat can freely move through all
battlefield. A withdrawal can give troops the chance to retire enemy models that were involved in that combat (they have
to a stronger position, to regroup and mount a fresh attack, or already missed the chance to catch them). This is an exception
to hold back the approaching enemy. Of course, a retreat is to the normal rules for moving that state that a model cannot [
not without its risks. move through a space occupied by another model. If any

models would end their move less than 1" from one of these
Units make a Fall Back move immediately upon failing enemies, extend the Fall Back move until they are clear.

a Morale check - the only moves they can make in

subsequent phases are Fall Back moves until they TraAPPED!

Regroup. In each subsequent Movement phase, they will Sometimes, a unit finds its Fall Back move blocked by

make further Fall Back moves instead of moving normally, impassable terrain, friendly models or enemy models. The unit ,
| until the unit Regroups, is destroyed or leaves the table. may move around these obstructions in such a way as to get

s back to their table edge by the shortest route, maintaining unit

} Most units fall back 2D6é". Fall Back moves are not slowed by coherency, even if this means moving away from their table

| difficult terrain, but incur Dangerous Terrain tests, as normal. edge. If the unit cannot perform a full Fall Back move in any
i | . . ~ r Pl . . . . . \

| Units with models that Fall Back at different speeds always direction without doubling back, it is destroyed (see below).

| Fall Back at the speed of the slowest model in the unit.

FALLING BACK AND SHOOTING

game as casualties, as it scarters and flees the battle. but can Regroup, as discussed next.

Each model in the unit moves directly towards their own table Units that are falling back can continue to shoot (including
| edge by the shortest possible route. If playing a mission where Overwatch fire and psychic shooting attacks) but can only fire
| there is no ‘own’ table edge, models move towards the closest Snap Shots. Furthermore, units that are falling back cannot Go
| table edge instead. to Ground and automatically pass Pinning tests.
‘ \
| ?; If any model from a unit that is falling back moves into MORALE AND FALLING BACK
| ’ contact with a table edge, the entire unit is removed from the Units that are falling back automatically fail all Morale checks,
\

The player rolls a 6 on the 2D6 Fall Back
move, so each model is moved 6" directly
towards their table edge. The leftmost model
has to go around impassable terrain.

As the Orks cannot Fall Back 8" without
running into impassable terrain or moving to

As the Space Marines Fall Back, they must
move around enemies, even if this move
initially carries them further away from their
board edge.

within 1" of an enemy, the entire unit
is destroyed.
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REGROUPING

Just because a unit Falls Back doesn’t mean it is out of the fight.
Courageous officers will try to inspire their troops to rally.
Warriors might regain their will to fight out of honour, duty or
sheer bloody-mindedness.

A unit that is falling back must attempt to Regroup by taking a
Regroup test in their Movement phase just before they move.

« If at least 25% of the unit’s models are still alive, this is a
normal Leadership test.

o If less than 25% of the unit's models are still alive, then
the Leadership test can only be passed with an Insane
Heroism result of double 1. The exception to this is
regrouping when assaulted (see right).

« If the unit fails its Regroup test, then it must immediately
continue to Fall Back.

« If the unit successfully passes the test, it stops falling
back and can immediately move up to 3". This move is
unaffected by difficult terrain, but Dangerous Terrain tests
must be taken as normal. If the unit is out of coherency
when the Regroup test is made, then the 3" move must be
used to restore coherency, or as near as possible.

Once a unit has regrouped, it cannot otherwise move (so cannot
Run in the Shooting phase or charge in the Assault phase).
However, it can shoot (including Overwatch), but counts as
having moved and can only fire Snap Shots.

FALLING BACK AND ASSAULTS

A unit that is falling back cannot charge.

FALLING BACK AND MULTIPLE ASSAULTS

Sometimes, as part of a multiple assault, a charging unit declares
charges against one or more units that are falling back as well
as one or more units that are not. If the primary or secondary
targets of a multiple charge are falling back, each retreating unit
must test to Regroup as soon as one charging model is found to
be within charge range (see below).

REGROUPING WHEN ASSAULTED

Units that have charges declared against them while falling
back must always test to Regroup as soon as the enemy is found
to be within charge range. This test is always a normal
Leadership test, and does not require Insane Heroism,
regardless of the number of models remaining in the unit.

« If the test is failed, the assaulted unit is removed as a
casualty at the end of the Charge sub-phase.

« If the test is successful, the unit Regroups (without
moving), and the fight continues as normal, starting with
the enemy moving his charging models.

REGROUPING AND MULTIPLE ASSAULTS

If the test is successful, that unit regroups (without moving)
and the assault continues as normal. If the test is failed, the
falling back unit is destroyed and the charging model must
continue its charge move against the remaining enemy units as
if the falling back unit was never there.

.
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SPECIAL RULES
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‘It 1s not the Horror of War that troubles me
but rather the Unseen Horrors of Peace.”

A Warhammer 40,000 battle is dominated by weird alien
creatures, consecrated armour and futuristic weapons.
Crackling power weapons slice through armour, warriors fall
prey to bioengineered toxins and maddened fanatics wade
through enemy fire, combat drugs leaving them numb to

the hurts of battle. That's a lot of variety for the core game
rules to encompass — in fact, it's too much. That's why we
have universal special rules — uncommon rules to govern
uncommon circumstances.

Whenever a creature or weapon has an ability that breaks

or bends one of the main game rules, it is represented by a
special rule. A special rule might improve a model's chances of
causing damage by granting it poisoned weapons or a boost to
its Strength. Conversely, a special rule may improve a model’s
survivability by granting it resistance to pain, or the ability to
regrow damaged flesh. Special rules allow snipers to target the
weak spots of their foes, scouts to range ahead of the army and
anti-aircraft guns to blow flyers out of the skies.

A COMPENDIUM OF SPECIAL RULES

Some of the special rules you'll encounter in this section have
already been mentioned in earlier passages of this book, others
you've yet to encounter at all. We've presented them all in a single
section to make your life easier when trying to track down the
effect of a particular special rule.

We're talking about special rules so early because many of the
other rules in this tome (particularly those for weapons and for
troop types) are tied into the special rules given here. If you're
new to the game, you can cheerfully skip over this section until
you've got the basic rules under your belt — you can always dip
back in as and when you need to.

Unless specifically stated, a model cannot gain the benefit of a
special rule more than once. However, the effects of multiple
different special rules are cumulative.

WHAT SPECIAL RULES DO I HAVE?

It may seem obvious, but unless stated otherwise, a model does
not have a special rule. Most special rules are given to a model
by the relevant entry in its codex. That said, a model’s Attacks
can gain special rules because of the weapon it is using.

Similarly a model might get special rules as the result of psychic
powers, scenario special rules or being hunkered down in a
particular type of terrain.

Where this is the case, the rule that governs the psychic power,

scenario or terrain type in question will make this abundantly clear.

Most of the more commonly used special rules in
Warhammer 40,000 are listed here, but this is by no means an
exhaustive list. Many troops have their own unique abilities,
which are laid out in their codex.

For ease of consultation, we've presented the special rules in
alphabetical order. There’s also an index at the back of the book
to help you locate any particular special rule you're after.




A SUSPICIOUS MIND IS A HEALTHY MIND.
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ACUTE SENSES
These warriors have superhuman senses,
able to track a foe through all manner of
terrain — such skills are invaluable when
setting up an ambush.

If a unit contains at least one model with
this special rule, and that unit arrives on
a random table edge (due to Outflank, or
other special rules), then you can re-roll
to see which table edge they arrive from.

ADAMANTIUM WILL
So strong of mind is this warrior that foul
sorcery has little grasp upon him.

A unit that contains at least one model
with this special rule receives a +1 bonus
to Deny the Witch rolls (see page 68).

AND THEY SHALL KNOW
NO FEAR

Some warriors refuse to surrender, fighting
on whatever the odds.

A unit that contains at least one model
with this special rule automatically
passes tests to Regroup. The unit can
move, shoot (or Run) and declare
charges normally in the turn in which it
Regroups (in addition to the 3" Regroup
move). If a unit containing one or more
models with this special rule is caught
by a Sweeping Advance, they are not
destroyed, but remain locked in combat
instead. Additionally, a unit that contains
at least one model with this special rule
is immune to Fear.

ASSAULT VEHICLE
This vehicle is specifically designed to
disgorge troops into the thick of the fray.

Passengers disembarking from Access
Points on a vehicle with this special rule
can charge on the turn they do so, even
on a turn that the vehicle was destroyed.

ARMOURBANE
This weapon has been crafted with one aim in
mind: to pierce the hides of armoured vehicles.

If a model has this special rule, or is
attacking with a Melee weapon that has
this special rule, it rolls 2D6 for armour

penetration in close combat.

Similarly, if a model makes a shooting
attack with a weapon that has this special
rule, it rolls 2D6 for armour penetration.
In either case, this special rule has no

effect against non-vehicle models.

BLAST & LARGE BLAST
Blast weapons fire shells, missiles or packets
of energy that explode on impact.

A weapon’s profile will designate it as
being either Blast or Large Blast; Blast
refers to the (3") blast marker and Large
Blast refers to the (5") blast marker. Large
Blasts follow all of the rules for Blasts.

When firing a Blast weapon, models do
not roll To Hit. Instead, just pick one
enemy model visible to the firer and
place the relevant blast marker with

its hole entirely over the base of the
target model (see diagram), or its hull
if the target is a vehicle. The hole at the
centre of the marker must be within the
weapon’s maximum range. You cannot
place the blast marker so that the base
or hull of any friendly models is even
partially under it.

The large area affected by the blast
means it’s going to be very hard to
miss completely. Nonetheless, the shot
might not land exactly where intended.
Roll for the blast marker to scatter and
subtract the firer’s Ballistic Skill from
the distance (if any) that it scatters, to a
minimum of 0". Note that it is possible,
and absolutely fine, for a shot to scatter
beyond the weapon’s maximum or
minimum range and line of sight.

This represents the chance of ricochets,
the missile blasting through cover and
other random events. In these cases, hits
are worked out as normal and can hit
and wound units out of range and line of’
sight (or even your own units, or models
locked in combat). If the shot scatters so
that the hole in the centre of the marker
is beyond the table’s edge, the shot is a
complete miss and is discarded.

Once the final position of the blast markes
has been determined, take a good look at
it from above — the unit suffers one hit for
each model with its base fully or partially
beneath the blast marker (see diagram).

Once the number of hits inflicted on
the unit has been worked out, roll To
Wound and save as normal. Any unsavec
Wounds are then allocated on the unit as
for a normal shooting attack.

MurrrpLE Brasts

If a unit is firing more than one shot
with the Blast special rule, resolve each
shot, one at a time, as described above.
Scatter each individually, then determine
how many hits are scored by each blast
marker. Finally, resolve these, and the
rest of the unit’s shots, as normal.

Brast WEAPONS AND RE-ROLLS

If a model has the ability to re-roll its
rolls To Hit and chooses to do so after
firing a Blast weapon, the player must re-
roll both the scatter dice and the 2Dé.

BLAST WEAPONS AND SNAP SHOTS
Blast weapons cannot be fired as Snap Shots

Brasts & SCATTER
A Space Marine (BS4) fires a
frag missile and rolls an arrow
on the scatter dice. The 2Dé
result is a 7, so the blast is moved
3" (7 minus 4) in the direction
indicated by the arrow. Two
Orks are fully or partially under
the final position of the blast
marker and, therefore, the unit
of Orks suffers two hits from

the frag missile.




Barrage weapons lob shells high into the
air, landing them in the midst of the foe.

All Barrage weapons use blast
markers and consequently use the
rules for Blast & Large Blast weapons,
as indicated by their profile, with the
following exceptions:

* Barrage weapons can fire
indirectly. This means they can fire
at a target that they do not have
line of sight to and/or a target that
is within the weapon’s minimum
range (if it has one). When firing
indirectly, the Ballistic Skill of the
firer is not subtracted from the
scatter distance; unless a Hit! is
rolled on the scatter dice, the blast
marker always scatters a full 2D6".

* To determine whether a unit
wounded by a Barrage weapon is
allowed a cover save, and when
determining Wound allocation,
always assume the shot is coming
from the centre of the blast marker,
instead of from the firing model.
Hits against vehicles are always
resolved against their side armour.

« All Barrage weapons have the

Pinning special rule.

MULTIPLE BARRAGES

If a unit fires more than one shot
with the Barrage special rule, they fire
together, as follows:

* The Barrage weapon closest to
the target unit fires first. Place the
blast marker over the target, then
roll for scatter as described earlier.

* Once the first marker is placed,
roll a scatter dice for each other
Barrage weapon shot fired by the
unit. If an arrow is rolled, place the
marker in the direction indicated
so that it is next to and touching
the edge of the first marker placed
(see diagram).

* Ifa Hit!is rolled, the firing player ™|
places the marker so that it touches

any part of any marker in the group |
that has already been placed. Note |
that it is perfectly fine if some
markers are placed overlapping one
another (including being directly
over the top of a previous marker).

* Once all of the markers are in
place, resolve hits and Wounds
separately for each, remembering
to allocate any Wounds caused to
the model closest to the centre of
the appropriate blast marker.

BARRAGES AND SCATTER

L. The original marker (A) scores a hit and does not scatter, while arrows are rolled for the
second (B), and third (C) markers, which are placed accordingly. The number of hits

. scored is worked out separately for each marker, and in this case, the volley scores a total of

nine hits on the unit! If, for example, a hit had been rolled for the third marker instead, the

player could have placed it anywhere in contact with or over markers A and B.

BLIND

This attack looses a brilliant flave of light,
seaving the sight of the victim and forcing
him to fight blind for a few moments.

Any unit hit by a model or weapon with
this special rule must immediately take
an Initiative test. If the test is passed, all
is well — a shouted warning has caused
the warriors to avert their gaze. If the
Initiative test is failed, all models in the
unit are reduced to Weapon Skill and
Ballistic Skill 1 until the end of their
next turn. Should the attacking unit hit
themselves, we assume they are prepared
and they automatically pass the test.

BROTHERHOOD OF
PSYKERS/SORCERERS

Some highly-trained psykers act in groups,
focussing on a single goal. Few can vesist
such mighty minds wovking in concert.

A unit with this special rule counts as a
Mastery Level 1 Psyker. The unit follows
all the normal rules for Psykers, with the
following clarifications:

* The unit uses the Leadership of its
character, if there is one (and he
is alive), or the unit, if there isn’t a
character (or he is dead), for Psychic
tests. The unit can never use the
Leadership of an Independent
Character for Psychic tests.

* If the unit suffers the Perils of
the Warp, or any other attack that
specifically targets Psykers, it is
resolved against the character, if
there is one (and he is alive), or
against a random, non-character
model in the unit, if there is no
character (or he is dead).
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DEATH AND DUTY ARE ALL WE MUST GIVE.

BULKY

This creature is so massive he takes up an
inordinate amount of space in any vehicle
or building he enters.

Bulky models count as two models for the
purposes of Transport Capacity.

VERY BUuLky
Very Bulky models instead count as
three models.

EXTREMELY BULKY
Extremely Bulky models instead count
as five models.

CONCUSSIVE

Some weapons ave designed to leave any
foe that manages to survives their strike
disoriented and easy to slay.

A model that suffers one or more unsaved
Wounds from a weapon with this special
rule is reduced to Initiative 1 until the
end of the following Assault phase.

COUNTER-ATTACK

Troops with this skill believe attack to be the
best form of defence. If assaulted, they spring
forward themselves and ferociously counter-
attack the charging enemy.

If a unit contains at least one model with
this special rule, and that unit is charged, it
must immediately take a Leadership test.
If the test is successful, every model with
the Counter-attack special rule in the unit
gets +1 Attack until the end of the phase.

If, when charged, the unit was already
locked in combat, the Counter-attack rule
has no effect.

CRUSADER

Bolsteved by ultimate faith in his goal, the
crusader is tiveless, sweeping from one foe to
the next in a battle that never ends.

A unit that contains at least one model
with this special rule rolls an extra dice
when making Run moves, and uses the
highest result rolled. In addition, a unit
that contains at least one model with
this special rule adds D3 to its Sweeping
Advances total (roll each time).

FROM A SINGLE SEED OF DOUBT CAN GROW A WORLD OF HERESY.

DAEMON

The creatures of the Warp ave many and
foul, with infinite variety, but there are some
characteristics that they all share.

Models with the Daemon special rule
have a 5+ invulnerable save, and also have

the Fear special rule.

ETERNAL WARRIOR

If way is eternal, so too must be the heroes
who fight it. Such mighty champions refuse
to be laid low, even by what would be
mortal wounds to lesser warriors.

A model with this special rule is immune
to the effects of Instant Death.

FEAR

Some beings are so monstrous or alien that
they can force their foes to recoil in horror.

At the start of each Fight sub-phase, a
unit in base contact with one or more
enemy models that cause Fear must take a
Leadership test (called a Fear test) before
any blows are struck.

If the test is passed, all is well and there
is no effect. If the test is failed, the unit
succumbs to fear — all models in the
unit have their Weapon Skill reduced
to 1 for the remainder of that Fight
sub-phase.

Note that some units are less prone to
Fear than others. Units that contain one
or more models with the And They Shall
Know No Fear or Fearless special rules
automatically pass Fear tests. However,

a model that causes Fear is not itself
immune to Fear.

FEARLESS

Fearless troops never give up and seldom
take full use of cover — even if it would be
wiser to do so.

Units containing one or more

models with the Fearless special rule
automatically pass Pinning, Fear and
Regroup tests and Morale checks, but
cannot Go to Ground and cannot choose
to fail a Morale check due to the Our
Weapons are Useless rule (see page 26).

FEEL NO PAIN

Whether through force of will, bionic
augmentation o foul sorcery, this warrior
does not feel pain as others do, and can fight
through fearsome wounds.

When a model with this special rule suffers
an unsaved Wound, it can make a special
Feel No Pain roll to avoid being wounded
(this is not a saving throw). Roll a Dé each
time an unsaved Wound is suffered. On

a4 or less, you must take the Wound as
normal. On a 5+, the unsaved Wound is
discounted — treat it as having been saved.

Note that Feel No Pain rolls cannot be
made against unsaved Wounds that inflict
Instant Death.

If a unit has the Feel No Pain special rule
with a number in brackets afterwards

— Feel No Pain (6+), for example — then
the number in brackets is the Dé result
needed to discount the Wound.

FLEET

Preternaturally agile, these warriors can
cover ground far move quickly than their
plodding foes.

There are many variants of this rule: Fleet
of Foot, Fleet of Claw, even Fleet of Hoof.
Title aside, all models with these abilities
are treated the same. A unit composed
entirely of models with this special rule
can re-roll one or more of the dice when
determining Run moves and charge
ranges (such as a single D6 from a charge
range roll, for example).

FLESHBANE
Many are the weapons and creatures whose
mevest caress is fatal.

If a model has this special rule, or is
attacking with a Melee weapon that has
this special rule, they always wound on a
2+ in close combat.

Similarly, if a model makes a shooting
attack with a weapon that has this special

rule, they always wound on a 2+.

In either case, this special rule has no

effect against vehicles.
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DEEP STRIKE
Some units make their way to battle via tunnelling,
teleportation, flying, or some other extraordinary means.

In order for a unit to be able to Deep Strike, all models in the
unit must have the Deep Strike special rule and the unit must
start the game in reserve. When placing the unit in reserve,
you must tell your opponent that it will be arriving by Deep
Strike (sometimes called Deep Strike reserve).

Some units that must arrive by Deep Strike. They always
begin the game in reserve and always arrive by Deep Strike.
When working out how many units can be placed in reserve,
units that must be deployed by Deep Strike (along with any
models embarked upon them) are ignored. In addition, a
unit that must arrive by Deep Strike (such as a Drop Pod)
must do so even if you are playing a special mission where
the Reserves special rule is not being used. Of course, all the
Eternal War missions presented later do use Reserves, so you
won't usually need to worry about this distinction.

ARRIVING BY DEEP STRIKE
Roll for the arrival of all deep striking units as specified in the
rules for Reserves and then deploy them as follows:

« First, place one model from the unit anywhere on the
table, in the position where you would like it to arrive,
and roll for scatter to determine the model’s final
position. If a vehicle scatters when arriving via Deep
Strike, do not change its facing — it must continue to face
the same direction as it did before you rolled for scatter.

* Next, the unit's remaining models are arranged around
the first one. Models must be placed in base contact with
the first model in a circle around it. When the first circle
is complete, a further concentric circle must be placed
with each model touching the circle inside it. Each circle
must include as many models as will fit.

* Models deploying via Deep Strike treat all difficult
terrain as dangerous terrain.

In the Movement phase during which they arrive, deep
striking units may not move any further, other than to
disembark from a deep striking Transport vehicle if they

are in one. Units deep striking into ruins are placed on

the ground floor. Deep striking units count non-ruined
buildings (except for their battlements) as impassable terrain.

In that turn’s Shooting phase, these units can fire (or Run)
as normal, and obviously count as having moved in the
previous Movement phase. Vehicles, except for Walkers,
count as having moved at Cruising Speed (even immobile
vehicles). This can affect the number of weapons they can
fire with their full Ballistic Skill (see page 71).

In that turn’s Assault phase, however, these units cannot
charge. This also applies to units that have disembarked from
Transports that arrived by Deep Strike that turn.

DEep STRIKE MISHAPS

Deep striking onto a crowded battlefield may prove
dangerous, as one may arrive miles from the intended
objective or even materialise inside solid rock! If any of the
models in a deep striking unit cannot be deployed, because
at least one model would land partially or fully off the table,
in impassable terrain, on top of a friendly model, or on top of
or within 1" of an enemy model, something has gone wrong,.
The controlling player must roll on the Deep Strike Mishap

table and apply the results. If the unfortunate unit is also a
Transport, the Deep Strike Mishap result applies to both the
unit and anything embarkedwithin it.

DEeEep STRIKE M1sHAP TABLE

Effect

Terrible accident! Teleporting units are lost
in the Warp, deep striking Jump units are shot
down, or some other suitably dramatic event
occurs. The entire unit is destroyed!

Misplaced. Were the coordinates slightly
inaccurate, or has the enemy jammed your
instruments? Your opponent may deploy the unit
anywhere on the table (excluding impassable

and lethal terrain, but including difficult terrain,
which of course courits as dangerous for deep
striking units), in a valid Deep Strike formation,
but without rolling for scatter.

Delayed. Because of mechanical failure or enemy
action, the reinforcements are delayed. The unit is
placed in Ongoing Reserves. If the unit is unlucky
enough to roll this result in turn S or later and then
the game ends while it is still in reserve, it sadly
counts as destroyed.




FORCE

Force weapons are charged by the psychic
might of the wielder, turning them from
mere physical tools to mystical weapons of
incredible potency.

If a Psyker inflicts one or more unsaved
Wounds with a Force weapon, he can
immediately choose to activate it by
expending a Warp Charge point and
taking a Psychic test (see page 67). If the
test is failed, or the bearer has no Warp
Charge points to spend, then there is no
additional effect.

If the test is passed, all unsaved Wounds
inflicted by the Force weapon that turn
have the Instant Death special rule (see
page 38). Deny the Witch rolls cannot be
taken against Force weapons.

Force weapons have no additional effect
against vehicles or models that do not
have a Wounds characteristic.

FURIOUS CHARGE
Some warriors use the impetus of the
charge to fuel their own fury.

In a turn in which a model with this
special rule charges into combat, it
adds +1 to its Strength characteristic
until the end of that phase. A model
that has made a disordered charge that
turn receives no benefit from Furious

Charge (see page 27).

GETS HOT

Some weapons ave fuelled by unstable power
sources and risk overheating with each shot
— often to the detriment of the wielder.

When firing a weapon that Gets Hot, roll
To Hit as normal. For each To Hit roll of

1, the firing model immediately suffers a
Wound (armour saves or invulnerable saves
can be taken) — a vehicle instead suffers a
glancing hit on a furtherroll of a 1,2 or 3.

GETs HOT AND WEAPONS THAT

Do Nort Roit To Hir

Weapons that do not roll To Hit (such
as Blast weapons) must roll a D6 for
each shot immediately before firing.
On a 2+, the shot is resolved as normal.
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IT IS BETTER TO DIE FOR THE EMPEROR THAN TO LIVE FOR YOURSEL
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For each roll of a 1, the weapon Gets
Hot; the firing model suffers a Wound
(armour saves or invulnerable saves can
be taken) and that shot is not fired. A
vehicle instead suffers a glancing hit on
a further roll of a 1,2 or 3 each time the
weapon Gets Hot.

Gets Hot AND RE-ROLLS

If a model has the ability to re-roll its
rolls To Hit (including because of BS
6+, or Twin-linked), a Wound is only
suffered if the To Hit re-roll is also a 1; it
may also re-roll Gets Hot results of 1 for
weapons that do not roll To Hit.

HAMMER OF WRATH
Many warriors huyl themselves headlong
into combat, seeking to crush or trample

the foe.

If a model with this special rule
charges and ends its charge move in
base contact with one or more enemy
models, it makes one additional Attack
that hits automatically and is resolved
at the model’s unmodified Strength
with an AP of —. This Attack is resolved
during the Fight sub-phase at the
Initiative 10 step. This does not grant
the model an additional Pile In move at
the Initiative 10 step.

If a model with this special rule charges
a Transport vehicle or building, the
Hammer of Wrath hit is resolved against
the Transport vehicle or building, not

the occupants.

HATRED

In the bitter darkness of the far future,
there ave grudges without number, and
enmities older than civilisations. Any
chance to claim vengeance on a hated foe
spurs the attacker onto new effort.

Commonly, a model only has Hatred
towards a specific type of foe, in

which case, the unlucky target will be
expressed, in brackets, after the special
rule. This can refer to a whole army, or a
specific unit from that army.

For example, Hatred (Orks) would mean
any model from Codex: Orks, whilst
Hatred (Big Meks) would mean only Big
Meks. A model striking a hated foe in
close combat re-rolls all misses during
the first round of each combat — he does
not get to make re-rolls for Hatred in
subsequent rounds.

HAYWIRE

Haywire weapons send out powerful
electromagnetic pulses that disable
electrical wiring and all kinds of
mechanical systems.

When a weapon with this special rule
hits a vehicle, roll a D6 to determine
the effect rather than rolling Armour

Penetration normally:

D6 Result
1 No effect
Glancing hit
Penetrating hit




HIT & RUN

Some troops employ a flexible battle stance,
engaging the foe at close quarters one
moment, before peeling off to strike from
range the next.

A unit that contains at least one model
with this special rule that is locked in
combat can choose to leave close combat
at the end of any Assault phase. If the
unit wishes to do so, it must take an
Initiative test.

If the test is failed, nothing happens and
the models remain locked in the fight.

If the test is passed, choose a direction
—then roll 3D6. As long as the distance
rolled, in inches, is sufficient to allow the
entire unit to move over 1" away from

all of the enemy units they are engaged
in combat with, the unit breaks away
from combat and immediately moves a
number of inches in the chosen direction
equal to the 3D6 result, ignoring the units
they were locked in combat with. No
Sweeping Advance rolls are made. Enemy
units that are no longer locked in combat
immediately Consolidate D6".

A Hit & Run move is not slowed by
difficult terrain, but treats dangerous
terrain normally. It may not be used to
move into contact with enemy units,
and models instead stop 1" away. If
there are units with this rule on both
sides who wish to disengage, roll-off

to determine who goes first and then
alternate disengaging them. If the last
of these ends up no longer in combat, it

Consolidates instead.

IGNORES COVER

This weapon fires homing davrts, billowing
clouds of acid or other, even stranger ammo
that cheats an enemy of his shelter.

Cover saves cannot be taken against
Wounds caused by weapons with the

Ignores Cover special rule.

INFILTRATE

Many armies employ reconnaissance troops
who sit concealed for days, just waiting for
the right moment in which to strike.

Units that contain at least one model
with this special rule are deployed last,
after all other units (friend and foe)
have been deployed. If both sides have
Infiltrators, the players roll-off and the
winner decides who goes first, then
alternate deploying these units.

Infiltrators can be set up anywhere on
the table that is more than 12" from

any enemy unit, as long as no deployed
enemy unit can draw line of sight

to them. This includes in a building

(see page 121), as long as the building

is more than 12" from any enemy

unit. Alternatively, they can be set up
anywhere on the table more than 18"
from any enemy unit, even in plain sight.

A unit that deploys using these rules
cannot charge in the first turn.

Having Infiltrate also confers the
Outflank special rule to units of
Infiltrators that are kept as Reserves
(see page 40). If a unit with Infiltrate is
deployed inside a Dedicated Transport,
they may Infiltrate or Outflank along
with their Transport, but if they do,
they must deploy/move onto the table
embarked within it.

An Independent Character without the
Infiltrate special rule cannot join a unit
of Infiltrators during deployment.

INSTANT DEATH
Some blows can slay an enemy outright, no
matter how hardy he may be.

Unsaved Wounds inflicted by an Attack
with this special rule automatically
inflict Instant Death, regardless of the
victim's Toughness (see page 16).

B

INTERCEPTOR

This weapon has been calibrated to target
incoming drop troops, teleporting assault
squads and other unlooked-for enemies.

At the end of the enemy Movement
phase, a weapon with the Interceptor
special rule can be fired at any one unit
that has arrived from reserve within its
range and line of sight. If this rule is
used, the weapon cannot be fired in the
next turn, but the firing model can shoot
a different weapon if it has one.

If a weapon has both the Interceptor
and Skyfire special rules, it uses its full
Ballistic Skill against all targets (unless it
is firing Snap Shots).

IT WILL NOT DIE

In the dark corners of the galaxy, theve are
creatuves that heal from their injuries at a
terrifying speed.

At the end of each friendly turn, roll a
D6 for each model with this special rule
that has less than its starting number of
Wounds or Hull Points, but has not been
removed as a casualty or destroyed. On

a roll of 5+, that model regains a Wound,
or Hull Point, lost earlier in the battle.

JINK

Some units favour speed and agility to keep
them alive on the battlefield, dodging and
weaving through hails of incoming fire.

A model with this special rule that has
moved in its Movement phase gains a
5+ cover save until the start of its next

Movement phase.

1f a model with this special rule moves
Flat Out or Turbo-boosts, it instead gains
a4+ cover save until the start of its next
Movement phase.

LANCE

A lance weapon fives a concentrated beam
of energy that can bore through any
armour, regardless of thickness.

Weapons with the Lance special rule
count vehicle Armour values higher
than 12 as 12.
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INDEPENDENT CHARACTER

Independent Characters can join other units. They cannot, however,
join vehicle squadrons (see page 77) or units that always consist of a
single model (such as most vehicles and Monstrous Creatures). They
can join other Independent Characters, though, to form a powerful

multi-character unit!

Joining and Leaving a Unit
An Independent Character can begin the game already with a unit,
either by being deployed in unit coherency with it or, if the unit is in

reserve, by informing your opponent of which unit it has joined.

In order to join a unit, an Independent Character simply has to move so
that he is within the 2" unit coherency distance of a friendly unit at the
end of their Movement phase. If the Independent Character is within
2" of more than one unit at the end of its Movement phase, the player
must declare which unit it is joining. If an Independent Character does
not intend to (or cannot) join a unit, it must (where possible) remain
more than 2" away from it at the end of the Movement phase. This is to
make clear whether they have joined a unit or not. Note that, after an
Independent Character joins a unit, that unit can move no further that

Movement phase.

An Independent Character can leave a unit during the Movement

phase by moving out of unit coherency with it. He cannot join or leave

during any other phase — once shots are fired or charges are declared, it
g any |2 4

is too late to join in or duck out!

An Independent Character cannot leave a unit while either he or
the unit is locked in combat, falling back or has gone to ground.

He cannot join a unit that is locked in combat or falling back. If an
Independent Character joins a unit, and all other models in that unit
are killed, he again becomes a unit of one model at the start of the

following phase.

While an Independent Character is part of a unit, he counts as part of the

unit for all rules purposes, though he still follows the rules for characters.

MASTER-CRAFTED

Some weapons are lovingly maintained
artefacts, crafted with a skill now lost.
Though the exact form of master-crafting

MELTA

varies, it is always considered to be the
pinnacle of the weaponsmith’s art.
Weapons with the Master-crafted special incandescent fury.
rule allow the bearer to re-roll one failed
roll To Hit per turn with that weapon.

penetrate a vehicle’s Armour at half

Melta weapons ave short-ranged heat rays
whose wrath grows as they get closer to
the foe. They are much-prized by troops

attempting to destroy enemy tanks or
fortifications, for only specially formulated
armour can withstand a melta weapon’s

Ranged weapons with this special rule
roll an additional D6 when rolling to

Look Out, Sir
Independent Characters pass Look Out, Sir rolls on a 2+ (see page 16).

Heroic Morale
A unit that contains one or more Independent Characters does not
need a double 1 to Regroup if reduced to below 25% of its starting

numbers, but instead tests as if it had at least 25% remaining.

Special Rules

When an Independent Character joins a unit, it might have different
special rules from those of the unit. Unless specified in the rule
itself (as in the Stubborn special rule), the unit's special rules are not
conferred upon the Independent Character, and the Independent
Character’s special rules are not conferred upon the unit. Special
rules that are conferred to the unit only apply for as long as the

Independent Character is with them.

Independent Characters and Ongoing Effects

Sometimes, a unit that an Independent Character has joined will be the
target of a beneficial or harmful effect, such as those bestowed by the
Blind special rule, for example. If the character leaves the unit, both he
and the unit continue to be affected by the effect, so you'll need to mark

the character accordingly.

For example, Farseer Mehiledrin and his unit of Eldar Guardians are set ablaze
by a weapon with the Soul Blaze special rule. If Mehiledrin leaves the unit,
both he and the Guardians will still be ablaze and the ongoing effects of the

Soul Blaze rule must be resolved separately.

Conversely, if a character joins a unit after that unit has been the target of
an ongoing effect (or joins a unit after himself having been the target of

an ongoing effect) benefits and penalties from that effect are not shared.

For example, Crimson Fists Tactical Squad Hemanez is suffering the effects of the
Blind special rule. If Captain Cruiz joins the unit, he does not suffer the results

of the Blind special rule as he was not there when it happened!
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MISSILE LOCK

Sophisticated fire-and-forget missile
tracking systems allow this vehicle to fire
all of its missiles with greater accuracy.

Missiles fired by a vehicle with this
special rule scatter Dé" rather than 2D6".

MONSTER HUNTER

The galaxy is home to many colossal beasts,
and many warriors have honed their skills
in order to hunt them.

range or less. If the weapon is more than

half its maximum range away, it rolls to
penetrate as normal. See the Vehicles
rules (page 70) for more details on
armour penetration.

A unit that contains at least one model
with this special rule re-rolls all failed To
Wound rolls against Monstrous Creatures
and Flying Monstrous Creatures.

VICTORY NEEDS NO EXPLANATION; DEFEAT ALLOWS NONE.

&




MOVE THROUGH COVER
Some warriors are skilled at moving over
broken and tangled teyrain.

A unit that contains at least one model
with this special rule rolls an extra D6
when rolling to move through difficult
terrain. In most circumstances, this will
mean that the unit rolls 3D6 and picks
the highest roll. Furthermore, a model
with the Move Through Cover special
rule automatically passes Dangerous
Terrain tests. The Move Through Cover
special rule has no effect on charge
range rolls or Impact tests (see page 95).

NIGHT FIGHTING
This mission special rule is described in

full detail on page 124.

NIGHT VISION
Some warriors can see almost as clearly in
the darkness as they can in daylight.

A unit that contains at least one model
with this special rule ignores the effects
of Night Fighting.

OUTFLANK
The best way to surprise an enemy is to
strike from an unexpected quarter.

During deployment, players can
declare that any unit that contains

at least one model with this special
rule is attempting to Outflank the
enemy. This means they are making

a wide sweeping move to get behind
enemy lines or come at the foe from an

unexpected direction.

When an Outflanking unit arrives from
Reserves, but not Ongoing Reserve, the
controlling player rolls a Dé: on a 1-2,
the unit comes in from the table edge to
the left of their controlling player’s own
table edge; on a 3-4, they come on from
the right; on a 5-6, the player can choose
left or right. Models move onto the table
as described for other Reserves. If such
units are picked from their army list
with a Dedicated Transport, they may
Outflank along with their Transport,
but if they do, they must move onto the
table embarked within it.
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BETRAYAL'’S TITHE 1S THE HANGMAN’S NOOSE.

PINNING

Coming under fire without knowing
where the shots are coming from can shake
the resolve of even the bravest warriors,
making them dive flat and cling to cover as
much as possible.

If a non-vehicle unit suffers one or
more unsaved Wounds from a weapon
with the Pinning special rule, it must
immediately take a Leadership test. This
is called a Pinning test.

If the unit fails the test, it is pinned and
must immediately Go to Ground (see
page 18). As the unit has already taken its
saves, going to ground does not protect
it against the fire of the Pinning weapon
that caused the test (or indeed from any
other weapon fired by the same unit that
phase) — it’s too late!

As long as the test is passed, a unit can
be called upon to take multiple Pinning
tests in a single turn, but only once for
each unit shooting at them. If a unit
has already gone to ground, no further
Pinning tests are taken.

If the special rules of a unit specify that
the unit can never be Pinned, the unit
automatically passes Pinning tests. Such
units can still Go to Ground voluntarily
if they wish.

POISONED

There are many virulent and lethal poisons
in the dark future. It is simplicity itself to
adapt such toxins for battlefield use. 1t does
not matter whether they coat weapon-
blades or bullets, or are secreted by alien
monstrosities — all are lethal.

If a model has the Poisoned special rule,
or is attacking with a Melee weapon that
has the Poisoned special rule, it always
wounds on a fixed number (generally
shown in brackets), unless a lower result
would be required, when attacking

in close combat. In addition, if the
Strength of the wielder (or the poisoned
weapon) is the same or higher than the
Toughness of the victim, the wielder
must re-roll failed rolls To Wound in
close combat.

TRUE HAPPINESS STEMS ONLY FROM DUTY.
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Similarly, if a model makes a shooting
attack with a weapon that has the
Poisoned special rule, it always wounds
on a fixed number (generally shown in
brackets), unless a lower result would
be required. If no number is shown in
brackets, the rule is Poisoned (4+). Unless
otherwise stated, Poisoned weapons are
treated as having a Strength of 1. This
Poisoned special rule has no effect
against vehicles.

POWER OF THE

MACHINE SPIRIT

The interface between this vehicle’s
advanced machine spirit and its fire control
mechanisms allows the crew to target foes
with incredible accuracy.

In a turn in which the vehicle neither
moves Flat Out nor uses smoke
launchers, the vehicle can fire one more
weapon at its full Ballistic Skill than
normally permitted. In addition, this
weapon can be fired at a different target
unit to any other weapons, subject to the
normal rules for shooting.

PREFERRED ENEMY

Many of the galaxy'’s warriors train hard to
overcome a particular foe, allowing them to
predict the enemy’s battle-stances and thus
land a blow or shot with greater ease.

This rule is often presented as Preferred
Enemy (X) where X identifies a specific
type of foe. If the special rule does not
specify a type of foe, then everyone is

a Preferred Enemy of the unit. A unit
that contains at least one model with
this special rule re-rolls failed To Hit
and To Wound rolls of 1 if attacking its
Preferred Enemy. This applies to both
shooting and close combat attacks.

PSYCHIC PILOT

Some craft have psychic gunners, drivers
or other crew who can use their mental
abilities in support of their allies.

A vehicle with this special rule is treated
as being Leadership 10 (before modifiers)
for the purposes of Psychic tests. If the
vehicle suffers Perils of the Warp, treat it
as a glancing hit.
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EVEN A FAITHFUL SERVANT MAY TURN ON HIS MASTER.

PSYKER

A model with this special rule is a
Psyker. Rules for Psykers are covered in
full detail in their own section starting
on page 66.

RAGE

Bloodlust is a powerful weapon on the
battlefield, spurring a warrior to hack
his foes apart in a flurry of mindless (but
eminently satisfying) carnage.

In a turn in which a model with this

\ special rule charges into combat, it
gains +2 Attacks for charging, rather
than +1. A model that has made a
disordered charge that turn receives no
benefit from Rage (see page 27).

RAMPAGE

For some warriors, being on the losing end
of numerical superiority is not a cause for
despair, but a call to set about their foes
with a berserk counter-attack.

At the start of any Fight sub-phase,
models with the Rampage special
rule gain +D3 Attacks if the combat
they are in contains more enemy
models than friendly models — count
all models in all units locked in the
combat, not just those models that are
engaged. Calculate each rampaging
model’s bonus Attacks separately. A
model that has made a disordered
charge that turn receives no benefit
from Rampage (see page 27).

RELENTLESS

Relentless warriors ave strong of arm and
firm of purpose — nothing can slow their
implacable advance.

Relentless models can shoot with Heavy,
Salvo or Ordnance weapons, counting

as stationary, even if they moved in the
previous Movement phase. They are

also allowed to charge in the same turn
they fire Heavy, Ordnance, Rapid Fire or
Salvo weapons.

RENDING
Some weapons can inflict critical strikes
against which no armour can protect.

If a model has the Rending special rule,
or is attacking with a Melee weapon that
has the Rending special rule, there is a
chance that his close combat attacks will
strike a critical blow. For each To Wound
roll of a 6, the target automatically
suffers a Wound, regardless of his
Toughness. These Wounds are resolved
at AP 2.

Similarly, if a model makes a shooting
attack with a weapon that has the
Rending special rule, a To Wound roll
of 6 wounds automatically, regardless of
Toughness, and is resolved at AP 2.

In either case, against vehicles, each
armour penetration roll of 6 allows a
further D3 to be rolled, with the result
added to the total.

RESERVES
This mission special rule is described in
full detail on page 124.

SCOUT

Scouts ave always in the vanguard of the
army. Unnoticed by the enemy, they range
ahead of the main force.

After both sides have deployed (including
Infiltrators), but before the first player
begins his first turn, a unit containing at
least one model with this special rule can
choose to redeploy. If the unit is Infantry,
Artillery, a Walker or a Monstrous
Creature, each model can redeploy
anywhere entirely within 6" of its current
position. If it is any other unit type, each
model can instead redeploy anywhere
entirely within 12" of its current position.
During this redeployment, Scouts must
remain more than 12" away from any
enemy unit. A unit that makes a Scout
redeployment cannot charge in the first
turn. A unit cannot embark or disembark
as part of a Scout redeployment.

If both sides have Scouts, roll-off; the
winner decides who redeploys first.
Then alternate redeploying Scout units.

———
SERVE THE EMPEROR TODAY, TOMORROW YOU MAY BE DEAD!
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If a unit with this special rule is
deployed inside a Dedicated Transport,
it confers the Scout special rule to the
Transport (though a disembarkation
cannot be performed as part of the
redeployment). Note that a Transport
with this special rule does not lose it
if a unit without this special rule is
embarked upon it.

This rule also confers the Outflank )
special rule (see page 40).

SHRED

Some weapons and warriors strike in a
flurry of blows, tearing flesh asunder in a
series of brutal strikes.

If a model has the Shred special rule, or
is attacking with a Melee weapon that
has the Shred special rule, it re-rolls
failed To Wound rolls in close combat.

Similarly, if a model makes a shooting
attack with a weapon that has the Shred
special rule, it re-rolls its failed To
Wound rolls.

SHROUDED

The source of the darkness around these
warriors matters not — only a lucky shot
has any chance of piercing the shroud.

A unit that contains at least one model
with this special rule counts its cover
saves as being 2 points better than
normal. Note that this means a model
with the Shrouded special rule always
has a cover save of at least 5+, even if it’s
in the open.

Cover save bonuses from the Shrouded
and Stealth special rules are cumulative
(to a maximum of a 2+ cover save).

SKILLED RIDER

The most accomplished bikers know how
to get the best performance out of their
mechanical steeds.

A unit that contains at least one model
with this special rule automatically
passes Dangerous Terrain tests, and
receives +1 to its Jink cover saves (other

cover saves are unaffected).
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Skyfire weapons excel at shooting down
enemy aircraft and skimmers.

A model with this special rule, or that

is firing a weapon with this special rule,
fires using its normal Ballistic Skill when
shooting at Flyers, Flying Monstrous
Creatures and Skimmers. Unless it also
has the Interceptor special rule, it can
only fire snap shots against other targets.

SLOW AND PURPOSEFUL

Many warriors are steady but sure, slow to
advance but no less deadly for it.

A unit that contains at least one model
with this special rule cannot Run, Turbo-
boost, move Flat Out, perform Sweeping
Advances or fire Overwatch. They can,
however, shoot with Heavy, Salvo and
Ordnance weapons, counting as stationary
even if they moved in the previous
Movement phase. They are also allowed to
charge in the same turn they fire Heavy,
Ordnance, Rapid Fire or Salvo weapons.

SMASH

For the most fearsome of creatures, a single
blow is sufficient to breach a tank’s armour
or crush a living creature to bloody pulp.

All of the close combat attacks, except
Hammer of Wrath Attacks, of a model
with this special rule are resolved at AP 2
(unless it's attacking with an AP I weapon).
Additionally, when it makes its close
combuat attacks, it can choose to instead
make a Smash Attack. If it does so, roll

To Hit as normal, but halve its Attacks
characteristic. A Smash Attack also doubles
the model’s Strength (to a maximum

of 10) for the purposes of that Attack.
Furthermore, a model making a Smash
Attack can re-roll its armour penetration
rolls, but must abide by the second result.
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SNIPER

Sniper weapons are precision instruments,
used to pick out a target’s weak points.

1f a weapon has the Sniper special rule,
or is fired by a model with the Sniper
special rule, each To Hit roll of a 6 results
in a Precision Shot (see page 63).

Furthermore, if a weapon has the Sniper
special rule, or is fired by a model with the
Sniper special rule, its shooting attacks
always wound on a To Wound roll of

4+, regardless of the victim’s Toughness.
Against vehicles, Sniper weapons count
as Strength 3.

Sniper weapons also have the Pinning
and Rending special rules.

SOUL BLAZE

Some psychically-imbued or technologically
advanced weapons set the very soul ablaze,
consuming the unfortunate victim in
clouds of etheveal five.

If a unit suffers one or more unsaved
Wounds from an attack with this special
rule, it is set ablaze and continues to
burn — mark it with a coin or counter as
areminder.

At the end of each turn, roll a Dé for
each unit with a Soul Blaze counter on it.
On a 3 or less, the flames die out and the
unit is no longer ablaze — remove your
reminder counter. On a 4+, the unit takes
D3 Strength 4, AP S hits. These Wounds
are allocated by the unit’s controlling
player and cover saves cannot be taken.
A unit cannot have more than one set

ablaze counter on it at a time.

SPECIALIST WEAPON

The mightiest weapons only reach their full
potential when wielded in pairs, as they
require an entively different battle stance
from that of more commonplace weapons

— such inconvenience is inevitably repaid
with greater destructive potential.

A model fighting with this weapon does
not receive +1 Attack for fighting with
two weapons unless both weapons have
the Specialist Weapon rule.

SPLIT FIRE

The most disciplined squads can divide
their fire, taking care to place their shots
where they can do the most harm.

When a unit that contains at least one
model with this special rule shoots, one
model in the unit can shoot at a different
target to the rest of his unit. To do so,
the unit must first take a Leadership
test. If the test is failed, the unit shoots
as normal. If the test is passed, choose
one model in the unit and immediately
make a shooting attack with it. Once
this shooting attack has been resolved,
resolve the shooting attacks made by
the rest of the unit, which must be at a
different target.

STEALTH

Some warriors are masters of disguise and
concealment, able to fade into the ruin of a
battlefield until they ave veady to strike.

A unit that contains at least one model
with this special rule counts its cover
saves as being 1 point better than
normal. Note that this means that a
model with the Stealth special rule
always has a cover save of at least 6+,
even if it is in the open. This rule is
often presented as Stealth (X) where X
indicates a specific type of terrain, such
as Stealth (Forests) or Stealth (Ruins).
If this is the case, the unit only gains
the benefit whilst it is in terrain of the
specified type.

Cover save bonuses from the Shrouded
and Stealth special rules are cumulative

(to a maximum of a 2+ cover save).

STRAFING RUN

This vehicle is designed as a ground attack
craft, the spread and convergence distance
of its weapons keyed to maximise carnage.

When shooting Assault, Heavy, Rapid
Fire or Salvo weapons at Artillery, Beasts,
Bikes, Cavalry, Infantry, Monstrous
Creatures and vehicles without the Flyer
or Skimmer type, this vehicle has +1
Ballistic Skill. Regardless of the target,
the vehicle’s shots also have the Pinning
special rule.




STRIKEDOWN

A sufficiently powerful blow can knock
even the mightiest warrior off his feet and
leave him sprawling on the bloody ground.

Any model that suffers one or more
unsaved Wounds or passes one or more
saving throws against an attack with the
Strikedown special rule is knocked off
its feet and must get up before it can do
anything else. It halves its Initiative and
moves as if it is in difficult terrain until
the end of its next turn. It is a good idea
to mark affected models with counters
or coins so that you remember.

Vehicles and Monstrous Creatures are
immune to the effects of Strikedown.

STUBBORN

Many warriors live and die according to
the principle of ‘death before dishonour’.
Seldom do such warriors take a backward
step in the face of danger.

When a unit that contains at least one
model with this special rule takes Morale
checks or Pinning tests, they ignore any
negative Leadership modifiers. If a unit
is both Fearless and Stubborn, it uses the
rules for Fearless instead.

SUPERSONIC

Supersonic vehicles are fast, even by the
normal standards of flyers, and ave capable
of moving at blurring speeds.

A Supersonic vehicle that moves Flat Out
must move at least 18" and can move up
to 36". Supersonic Flyers cannot enter
Hover mode.

SWARMS

These creatures are so multitudinous that
they cannot be picked out individually and
must be fought as a group.

If a Swarm suffers an unsaved Wound
from a Blast, Large Blast or Template
weapon, each unsaved Wound is
multiplied to two unsaved Wounds.
However, Swarms are adept at crossing
terrain that would slow others — they are
not slowed by Difficult Terrain, but must

test for dangerous terrain as normal.

TANK HUNTERS
These veterans of armoured warfare are able
to identify weak points on enemy vehicles.

A unit that contains at least one model
with this special rule re-rolls failed
armour penetration rolls against vehicles
(both with shooting and in close combat)
and can choose to re-roll glancing hits,
in an attempt to instead get a penetrating
hit — but the second result must be kept.

TORRENT
This weapon fires massive gouts of flame,
gas o lethal fluids across the battlefield.

When firing a weapon with this special
rule, place the template so that the narrow
end is within 12" of the weapon and the
wide end is no closer to the weapon than
the narrow end. The weapon is then
treated like any other Template weapon.

T'WIN-LINKED
These weapons ave grafted to the same
targeting system for greater accuracy.

A weapon with the Twin-linked special
rule counts as a single weapon of that type,
but to represent the fusillade of fire, you
must re-roll the dice To Hit if you miss.
Twin-linked weapons don't get more shots
than normal ones, but they give you a
better chance of hitting with them.

TWIN-LINKED BLAST WEAPONS

If the scatter dice does not roll a Hit,
you can choose to re-roll the dice with a
Twin-linked Blast or Large Blast weapon.
If you choose to do so, you must re-roll
both the 2D6 and the scatter dice.

TWIN-LINKED TEMPLATE WEAPONS
Twin-linked Template weapons are
fired just like a single weapon, but must
re-roll failed To Wound and armour
penetration rolls.

TWO-HANDED
This weapon is particularly heavy and
requires both hands to wield.

A model attacking with this weapon can
never gain bonus Attacks for fighting
with two weapons (see page 24).

UNWIELDY

This weapon is very lavge, and more than
a little clumsy, making swift blows all but
impossible to achieve.

A model attacking with this weapon
does so at Initiative step 1, unless it is a

Monstrous Creature or a Walker.

VECTOR DANCER

Some aircraft ave crafted with an eye
towards manoeuvrability. They sacrifice
raw speed in order to bring their guns to
bear morve effectively.

A model with this special rule can
make an additional pivot on the spot
of up to 90° at the end of its move.

A model that uses this extra pivot
cannot move Flat Out in the following
Shooting phase.

VECTOR STRIKE

These winged terrors hurtle out of the
storm-wracked skies, tearing their
unsuspecting prey to pieces in a single,
devastating swoop.

When Swooping, this model may savage
its prey. At the end of the Movement
phase, nominate any one unengaged
enemy unit the model has moved over
that turn. This unit may even be an
enemy Flyer. That unit takes D3+1 hits,
resolved at the model's unmodified
Strength and AP 3. Against vehicles,
these hits are resolved against the
target’s side armour.

A model that made a Vector Strike

in its Movement phase counts as
having already fired one weapon in its
following Shooting phase. However, any
additional weapons it fires that turn can
choose a different target to that of the
Vector Strike.

ZEALOT

Zealots fight on through the most
terrible wounds, driven forwards by the
conviction in their hearts.

A unit that contains at least one model
with this special rule has both the
Fearless and Hatred special rules.
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So far, we've discussed the basic rules

as they pertain to Infantry, the most
important and common unit type in the
Warhammer 40,000 game. However,
whilst the definition of Infantry is
incredibly broad (it can cover anything
from the most diminutive Gretchin to
the mightiest Space Marine), it's not
enough to capture the full variety, scope
and splendour of a war-torn galaxy
teeming with all manner of alien beasts.

To do justice to the full pomp and
panoply of xenos creatures (as well as
some of the weirder beings in service to
the Emperor of Mankind), we will now
cover a series of unit types, each with
their own abilities and special rules.
Vehicles are distinct enough to require
their own section later on (see page 70).

INEANTRY
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models strong but can be much larger.

In rare cases, an Infantry unit may
comprise only a single model. Infantry
are fairly slow moving, but can cross

almost any terrain (given enough time)
and make the best use of cover to avoid
enemy fire.

s

As the mind is to the body so the soul s to the spirit, as death is to the morta] man

so failure is to the immortal, such is the price of all ambition.”

Infantry units include all types of foot soldiers, whether human or alien. A typical unit of Infantry is between five and ten
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are such a powerful and important part
of Warhammer 40,000 that they have
a section all to themselves later in the

In most cases, it will be fairly obvious
which unit type category a model falls
into, but as unit type is essentially an
extension of the characteristic profile, book (see page 63).
you'll be able to find that information in

the relevant codex.

If your codex doesn’t contain unit type
information (as will be the case with
some of the older volumes), then simply
consult Appendix II of this book - you
will find a complete at-a-glance bestiary
that (amongst other things) lists each
model’s unit type.

CHARACTERS

In addition to their unit type, some
models might also be noted as being
characters. We're not going to worry
about characters here, however. They
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Infantry are the most common and
dependable units in Warhammer 40,000.
As the bulk of the rules are concerned
with them, there are no additional rules
to present here.

Space Marine Sternguard Veteran Squad

A SMALL MIND IS EASILY FILLED WITH FAITH.




BEREET OF ALL HOPE IS HE WHO SPURNS THE EMPEROR’S BLESSING.
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Units mounted on Bikes excel at vanguard strikes. They are able to use their fast speed to strike deep into enemy

territory, complete their mission and escape before an enemy is able to react. These warriors are often regarded as
dangerously hot-headed risk-takers, but their effectiveness cannot be denied.

ARMOURED STEED

Bike and Jetbike riders benefit from the
protection offered by their bike, which
increases their Toughness characteristic
by 1. If the Bike or Jetbike is part of the .
model’s standard wargear, this bonus is
already included on its profile.

MOVEMENT
Bikes and Jetbikes can move up to 12" in
the Movement phase.

BixEs AND TERRAIN

Bikes are never slowed by difficult
terrain. However, they treat all difficult
terrain as dangerous tetrain.

JETBIKES, MODELS AND TERRAIN
Jetbikes can always move over all other
models and all terrain freely. However,
if a moving Jetbike begins or ends its
move in difficult terrain, it must take a
Dangerous Terrain test. Jetbikes cannot
end their move over other models or
impassable terrain, except that they can
end their move on top of impassable
terrain if it is actually possible to place
the models on top of it. If they do that,
however, they treat the impassable
terrain as dangerous terrain.

FarL Back MovEs
Bikes and Jetbikes move 3D6" when
falling back, rather than 2D6".

SHOOTING

Each Bike or Jetbike in a unit can fire
with one weapon for each rider on the
Bike. Thus a Space Marine Attack Bike
with a driver and passenger in sidecar
can fire two weapons.

Bikes and Jetbikes cannot Go to Ground,
and cannot be Pinned.

ASSAULT

Bike charge moves are not slowed down
by difficult terrain. However, each Bike
or Jetbike model that charges an enemy
model behind a barricade or Aegis
defence line, must take a Dangerous
Terrain test.

SPECIAL RULES
Bikes and Jetbikes have the Hammer of
Wrath, Jink and Relentless special rules.

In addition to following all
the rules for Jetbikes, Eldar
Jetbikes may move up to
2D6" in the Assault phase,
even if they don't charge and
even if they arrived by Deep
Strike that turn. When Eldar
Jetbikes move in the Assault
phase and do not charge,
they treat difficult terrain

in the same way as they do
in the Movement phase.
Furthermore, if an Eldar
Jetbike elects to Turbo-boost,

it can move up to 36".

ELDAR (AND DARK ELDAR) JETBIKES
The Eldar are the undisputed masters of anti-grav technology, and their Jetbikes form
swift attack forces feared by any who have faced them. Their favourite tactic is to emerge

from cover, open fire and then dive back into cover before the enemy can retaliate:

TURBO-BOOST

Bikes and Jetbikes cannot Run, but

can make a special Turbo-boost move,
instead of firing in their Shooting phase.

Turbo-boosting Bikes move up to 12",
turbo-boosting Jetbikes move up to 24".
Controlling their Bikes at such speeds
takes all the riders’ concentration and
skill, however. Bikes and Jetbikes
therefore cannot shoot, charge or
execute any other voluntary action for
the rest of the turn after Turbo-boosting.
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ARTILLERY
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Some weapons are so large and cumbersome that they are usually mounted on vehicles, but are sometimes utilised by
Infantry Artillery teams, particularly if the battlefield’s terrain is not suitable for vehicles. These mighty Artillery weapons
are mounted on wheeled supports or on anti-grav platforms, as they are simply too heavy to lug across a battlefield.

THE UNIT

Artillery units consist of a number
of crew models and the gun models
themselves. These units are quite
complex as they can include several
different types of models. The gun
models have the following profile:
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If all the crew models are killed, the
guns are immediately removed as well.

Sometimes, the player has the choice
of adding leaders or additional models
to the crew of an Artillery unit. These
models are part of the crew in all
respects and can operate the guns as
normal, even if they are otherwise
slightly different from the rest of the
crew. Independent Characters that join
the unit, however, do not count as crew

and cannot operate the guns.

MOVING WITH ARTILLERY
Artillery guns need at least one crewman
per gun in order for the unit to move. If
an Artillery unit does not have at least
one crewman per gun, then it may not
move, the remaining crewmen will not
voluntarily leave a gun behind.

SHOOTING WITH
ARTILLERY

Gun models cannot be fired if they
moved at all in that turn’s Movement
phase — they cannot make Snap Shots.

Otherwise, one crewman that is within
2" of a gun in the Shooting phase can fire
it. The crewmen firing the gun cannot
fire any weapons they are carrying,
while the other crew members (and any
Independent Characters in the unit) are
free to fire their side arms, provided the
whole unit shoots at the same target.

When firing the guns, there must be

a line of sight to the target from both
the gun model and the crewman firing
it (unless they are Barrage weapons, of
course). Ranges are measured from the
barrel on the gun model.

SHOOTING AT ARTILLERY
If shooting at an Artillery unit, the
Toughness of the guns is always

used whilst at least one gun remains.
Any Wounds that are caused are still
allocated to the closest model first.

If an Artillery unit chooses to Go to
Ground, this does not increase the cover
save of the guns — only the crew benefit.
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ASSAULT
Artillery units cannot charge as long as
they include any gun models.

If an Artillery unit is charged, move

the charging models into base contact
with the crew and guns as normal. No
Wounds can be allocated to the guns.

All engaged enemies roll To Hit and To
Wound against the crew (even if they are
only engaged with guns). Engaged crew
models can, of course, fight back, but the
guns do not.

MORALE &

FALL BACK MOVES

For the purposes of Morale checks
and other Leadership tests, and for
combat resolution, always ignore

the gun models, as if they were not
there. Because they need at least one
crewman per gun in order for the unit
to move, if an Artillery unit does not
have one crewman per gun when it is
forced to Fall Back, any gun models
without crewmen are abandoned and
immediately removed as casualties.
The rest of the unit then Falls Back as
normal. If an Artillery unit is forced
to Fall Back from close combat and
the enemy is free to make a Sweeping
Advance, then the Artillery unit
automatically loses the Initiative test and
is caught and destroyed by the victor.

ARTILLERY & LOOK OUT, SIR
A Wound cannot be re-allocated onto a
gun model from a successful Look Out,
Sir roll.

FAITH WITHOUT DEEDS IS WORTHLESS.
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N ————— e —— .+ e e = . . i T |+ R g ———— e T —— . e —~—

Jump units are equipped with jump packs, wings, teleport devices or other means of moving quickly over short distances.
Unlike most other unit type categories, ‘Jump’ is not a classification in and of itself. Instead, youwll find it occurs before
another category - commonly Infantry, sometimes Monstrous Creatures and perhaps, rarely, other things. Jump units
therefore share two sets of rules, the Jump unit rules, and those of their base type. Jump Infantry would, for example,

follow the rules for Jump units and Infantry.

Jump units can use their jump packs
once each turn to move more swiftly in
either the Movement phase or the Assault
phase — they cannot use their jump packs
in both phases in the same turn. If not
using its jump pack,a model moves as
anormal model of its type. Indeed, a
Jump unit can always choose to move as
a normal model of their type if they wish.
Note that the entire unit must always use
the same form of movement. Units that
are described as ‘moving like’ Jump units
follow all of the rules for Jump units, and
use the same special rules.

SKYBORNE

When using its jump pack (whether
moving, charging or falling back, as we'll
discuss in a moment) a model can move
over all other models and all terrain
freely. However, if the model begins or
ends its move in difficult terrain, it must
take a Dangerous Terrain test.

JET PACK UNITS

=~
Jet packs are designed to provide stable firing platforms rather than a means of getting into close combat. As with Jump
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Jump models cannot end their move
on top of other models and can only
end their move on top of impassable
terrain if it is actually possible to place
the models on top of it. If they do this,
however, they treat the impassable
terrain as dangerous terrain.

MOVEMENT PHASE

If a Jump model uses its jump pack (or
equivalent) in the Movement phase, it
can move up to 12".

ASSAULT PHASE

If a Jump model uses its jump pack to
charge into assault, it can

re-roll its charge distance.

Furthermore, to represent the crushing
impact of such a charge, a model that
uses its jump pack to charge gains the
Hammer of Wrath special rule for the
remainder of the turn.

o e T

FALL BACK MOVES

Jump units always use their jump packs
when falling back, and their Fall Back
moves are 3D6", even if they already usec
their jump pack to move that turn.

SPECIAL RULES
Jump units have the Bulky and Deep
Strike special rules.

Assault Marine
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units, ‘Jet Pack’ is not a classification in and of itself. Instead, you'll find it occurs in addition to another - Jet Pack
Infantry, for example. If no such distinction is made in a unit entry, treat the model as Jet Pack Infantry.

SKYBORNE

When using its jet pack (whether
moving, or making a Thrust move, as
we'll discuss in a moment) a model can
move over all other models and terrain
freely. However, if the model begins or
ends its move in difficult terrain, it must
take a Dangerous Terrain test.

Jet Pack models cannot end their move
on top of other models and can only
end their move on top of impassable
terrain if it is actually possible to place
the models on top of it. If they do this,
however, they treat the impassable
terrain as dangerous terrain.

MOVEMENT

Jet Pack units can move as normal models
of their type or activate their jet packs.

THRUST MOVE

A Jet Pack unit that is not locked in
combat or charging can move up to
2D6" in the Assault phase, even if they
have shot or Run in the preceding
Shooting phase or arrived by Deep
Strike that turn.

When Jet Pack units move in the
Assault phase and do not charge, they
move just as they would when using
their jet packs in the Movement phase.

SPECIAL RULES
Jet Pack units have the Bulky, Deep
Strike and Relentless special rules.

Tau Shas'ui in
X V25 Battlesuit
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Some creatures are just too big to fit into the
ordinary Infantry unit category. These are towering
giants that are capable of crushing a tank - like the /‘&
Tyranid Carnifex, a creature bioengineered and Ty
evolved to become a living battering ram. While
Monstrous Creatures use many of the Infantry
rules, their size and destructive capability make
them a lot more dangerous.

SHOOTING

Monstrous Creatures can fire up to two of their
weapons each Shooting phase - they must, of course,
fire both of them at the same target.

SPECIAL RULES

‘ Monstrous Creatures have the Fear, Hammer of
Wrath, Move Through Cover, Relentless and Smash
special rules.

Daemon Prince

EASTS
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easts are savage, swift-moving creatures with four (or more) powerful legs

to carry them into the fray.

. MOVEMENT

‘) Beasts can move up to 12" in the Movement phase. Beasts are not slowed by
‘ difficult terrain (even when charging).

FALL BACK MOVES

Beasts make Fall Back moves just like Infantry, except that they move 3D6".

SPECIAL RULES

Beasts have the Fleet and Move Through Cover special rules.

CAVALRY
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This category covers warriors with a living mount. When closing on their
enemies, such troops are able to move at far greater speeds than warriors on
foot, and as such, are able to launch deadly charges and counter-charges.

MOVEMENT

Cavalry can move up to 12" in the Movement phase. Cavalry are not
() slowed down by difficult terrain (even when charging). However,

; Cavalry models treat all difficult terrain as dangerous terrain instead.

FALL BACK MOVES
Il Cavalry make Fall Back moves just like Infantry, except that they
move 3D6".

SPECIAL RULES

) Cavalry have the Fleet and Hammer of Wrath special rules.
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| Flying Monstrous Creatures are massive winged monstrosities that are essentially ferocious living aircraft.

\

' FLIGHT MODES
Flying Monstrous Creatures can move
using one of two flight modes: Swooping
or Gliding.

CHANGING FLIGHT MODE

At the start of its move, a Flying
Monstrous Creature must declare
whether it is Swooping or Gliding until
the start of its next turn.

DEPLOYMENT

A Flying Monstrous Creature that is
deployed at the start of the game starts
in Glide mode. If a Flying Monstrous
Creature is kept as Reserves then as
soon as it enters play, you must declare
whether it is in Swoop or Glide mode.

GLIDING

If a Flying Monstrous Creature is Gliding,
it moves, runs and charges exactly like a
Jump Monstrous Creature.

SWOOPING

If a Flying Monstrous Creature is
Swooping, it moves exactly like a Jump
Monstrous Creature, with the following
exceptions and clarifications:

« It must move at least 12" and can
move up to 24".

* Due to its limited manoeuvrability,
a Flying Monstrous Creature that is
Swooping can make a single pivot on
the spot of up to 90° before it moves.
Thereafter it must move directly
forwards in a straight line. As many
Flying Monstrous Creatures are
mounted on circular or oval bases,
it's not always clear which way is
‘ forward. If in doubt, just make sure
you use the same point on the base as
the ‘front’ for the entire game.

— — e

NSTROUS CREATURE
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* A Flying Monstrous Creature
that is Swooping can move over
intervening units and impassable
terrain exactly as a Jump Monstrous
Creature. In addition, a Flying
Monstrous Creature that is
Swooping does not take Dangerous
Terrain tests.

* A Flying Monstrous Creature that
elects to Run can move up to 2D6"
straight forwards if Swooping.

» A Flying Monstrous Creature
cannot charge or be charged whilst
it is Swooping.

SwoorING HUNTERS

Flying Monstrous Creatures are quick-
witted predators, able to track their
targets even when moving at high
speeds. They can, therefore, fire up to
two of their weapons normally, even
if Swooping (provided that they don’t
Run). Flying Monstrous Creatures can
shoot all around, just like other non-
vehicle models.

Harp o Hit

A Swooping Flying Monstrous
Creature is a very difficult target for
units without specialised weapons.
Shots resolved at such a target can
only be resolved as Snap Shots unless
the model or weapon has the Skyfire
special rule (see page 42). Template,
Blast and Large Blast weapons cannot
hit Swooping models.

LeaviNG COMBAT AIRSPACE

It's quite likely that a Flying
Monstrous Creature will leave the
board whilst Swooping. Indeed it can,
unlike other units, deliberately do so.
If this happens, whether deliberate or
not, the unit is said to have left combat
airspace — it then enters Ongoing
Reserves (see page 125). Whilst in
reserve, the unit cannot change flight
mode (it's too busy trying to get back
to the battlefield).
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Dive

1f threatened, a Flying Monstrous
Creature that is Swooping can dive rapidly,
throwing off the aim of its attackers.

After the enemy has rolled To Hit and
To Wound against a Flying Monstrous
Creature, but before saving throws are
made, you can declare that it is diving.

A Flying Monstrous Creature that is
diving gains the Jink special rule until
the end of its next turn. However,
because its efforts are focussed on
diving, it can only make Snap Shots until
the end of its next turn.

GROUNDED TEsTS

If a Flying Monstrous Creature that is
Swooping suffers one or more hits from
a unit’s Shooting attack, it must take a
Grounded test immediately after that
Shooting attack has been resolved.

To take a Grounded test roll a D6. On
a 3+, the Flying Monstrous Creature
maintains control and suffers no
additional effect.

If a 1 or 2 is rolled, the beast comes
crashing down to the ground — it

suffers a single Strength 9 hit with no
armour or cover saves allowed, and
become Grounded. A Grounded Flying
Monstrous Creature can be charged

in the following Assault phase and
automatically loses the Jink special rule
(if it had it), but can move normally in its
next turn. It regains the Jink special rule
if it Dives again later in the game.

SPECIAL RULES

Flying Monstrous Creatures have ‘

the Fear, Hammer of Wrath, Move

Through Cover, Relentless Smash

and Vector Strike special rules.
7

D

; - —— g
Hemry GQ-: . & Q, PAIN IS AN ILLUSION OF THE SENSES, DESPAIR AN ILLUSION OF THE MIND.
s 3 - Y
oA g BN~ o D RNt NN 15 2 b =
e Y ) / { = e
e




2. 'S
” e it e B '!v’,__

WEAPONS

o SERee = G P RSSO C -S R eR T e MR -

oo

‘In the blazing furnace of battle we shall forge anew

the iron will of a yet stronger race.”

} By the 41st Millennium, warfare has spawned innumerable weapons, from the simple laspistol to the barely controllable f|
plasma cannon. In this section, we describe how the myriad types of weapon work in the Warhammer 40,000 game.

WEAPON PROFILES STRENGTH

W Every weapon has a profile. Here are two examples: If the weapon's Strength is ‘User’, then attacks made with that
weapon are resolved at the wielder’s Strength value.

TSI E D
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Range S AP Type

Boltgun 24" 4 5 Rapid Fire 1f the weapon has a fixed Strength, i.e. a number between 1 and
10, this is the Strength of Attacks made with that weapon.

Range S AP Type

Power sword - User 3 Melee  Forexample,ifan Imperial Guardsman (Strength 3) makes a
Shooting attack with a lasgun (Strength 3), his shots are resolved at
RANGE Strength 3. If he shoots with a heavy bolter (Strength S), his shots are
If the weapon’s range contains a “, it is (unless otherwise resolved at Strength 5.
stated) a Melee weapon. If it contains a number, or ‘Template’
it is a shooting weapon. The number here given is the range If the weapon confers a Strength bonus, the Strength of the
measured in inches. If it has two numbers, the first is its weapon’s attacks is equal to that of the user after any such
minimum range and the second its maximum range. If the modifiers have been applied.
weapon’s range is given as ‘Template’, then the weapon fires
using the teardrop-shaped template (see page 52). For example, if an Imperial Guardsman (Strength 3) attacks with a
T e 7] e r———— weapon with Strength x2, his Attack is Strength 6 (3x2). If he attacks
== ' = " with a weapon with Strength +1, his Attacks are Strength 4 (3+1).
THE HONOUR OF DUTY

Baal pattern Boltgun, Blood Angels markings ARMOUR PIERCING (AP) l
3 This value shows how good the weapon is at punching through
armour. The lower the number, the better the weapon is at

piercing armour, cancelling the target's Armour Save. The rules

for armour saves and AP values can be found on pages 16-17.

TYPE

A shooting weapon always has one of the following types:
Assault, Heavy, Ordnance, Pistol, Rapid Fire or Salvo. These
rules (found on the next two pages) measure a weapon's
portability and affect the way they can be fired, depending
whether or not the model carrying them moved that turn. A
shooting weapon can only be used to make Shooting attacks.

MEeLEE TYPE

As our bodies are armoured with adamant, F]  Weapons with the Melee type can only be used in close combat.
our souls are protected with loyalty.

As our bolters are charged with death for the Emperor’s enemies,  {{ IEENIUY 13 R0 30) : (0K
our thoughts are charged with wisdom. Some shooting weapons fire multiple shots. Where this is the
case, the number of shots a weapon fires is noted after its type.

As our ranks advance, so does our devotion,
for are we not the Space Marines?
For example, a multi-laser is a Heavy weapon that fives three shots

each Shooting phase, so its type is Heavy 3.

Are we not the chosen of the Emperor,
his loyal servants unto death?’
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Remember that the player can decide that any model in a firing
unit is not going to fire its weapon, however, if a model does
fire, it must do so at full effect (so it cannot fire only two
shots from its Heavy 3 weapon).

Some weapons can be used in different ways, representing
different power settings or types of ammo. Some weapons can
be used in combat as well as shooting. Where this is the case,
there will be a separate line in the weapon’s profile for each, and
you can choose which to use each turn.

If a weapon has a D6, D3 or other randomly determined amount
for the number of shots, roll the appropriate dice to work out
how many shots are fired each time the model shoots. If a unit
contains several models shooting such weapons, roll once and
multiply the result by the number of firing models with that
weapon to calculate the number of shots. If it is a Shooting
attack that targets several different units, roll once — all target
units suffer that number of shots.

SpECIAL RULES

The Type section of a weapon’s profile also includes any special
rules that apply to the weapon in question. More information
on these can be found either in the Special Rules section (see
page 32) or in the codex the weapon is found in.

CLOSE COMBAT WEAPONS

Many weapons (combat knives, maces, axes and other improvised
or primitive weapons) don't confer any Strength bonuses, AP
values or special rules. These weapons are simply referred to

as ‘close combat weapon'’ in the model’s wargear and have the
following profile:

Range S AP Type

Close combat weapon - User - Melee

No SreciFIED MELEE WEAPON

If a model is not specifically stated as having a weapon with
the Melee type, it is treated as being armed with a single close
combat weapon.

PistoLs As CLOSE COMBAT WEAPONS

A pistol can be used as a close combat weapon. If this is done,
use the profile given above — the Strength, AP and special rules
of the pistol’s Shooting profile are ignored (see page 52).

MORE THAN ONE WEAPON

Unless otherwise stated, if a model has more than one Shooting
weapon, he must choose which one to shoot — he cannot fire
both in the same Shooting phase. If a model has more than

one Melee weapon, he must choose which one to attack with
when he comes to strike blows — he cannot mix and match the

abilities of several different Melee weapons. However, it's worth

remembering that if a model has two or more Melee weapons
he gains +1 Attack in close combat (see page 24).

ASSAULT WEAPONS
Assault weapons are fired by warriors as they move forwards
into combat. They either fire so rapidly or indiscriminately
that they don’t have to do much more than point and shoot.
For example, a flamer is a weapon that fires a gout of burning
fuel, so it’s just as accurate whether the firer is moving or not.
This means they are very good for advancing on the foe!

A model shooting an Assault weapon shoots the number of times
indicated on its profile — whether or not the bearer has moved.
A model carrying an Assault weapon can fire it in the Shooting
phase and still charge into close combat in the Assault phase.

Range S AP Type
Storm bolter 24" 4 S Assault?2
HEAVY WEAPONS

These are heavy, man-portable weapons, such as missile
launchers, or lighter weapons that require reloading between
each shot, careful set-up or bracing to counter their recoil.

When shooting, a model with a Heavy weapon shoots the
number of times indicated. If a model carrying a Heavy weapon
moved in the preceding Movement phase, he can fire it in the
Shooting phase but only as Snap Shots (see page 13 for details).
Remember that weapons with the Blast special rule cannot
fire Snap Shots. Models that shoot with Heavy weapons in the
Shooting phase cannot charge in the ensuing Assault phase.

Range S AP Type
Lascannon 48" 9 2 Heavyl
ORDNANCE WEAPONS

Ordnance weapons are the big guns of the battlefield — cannons

so vast they normally have to be mounted on tanks and artillery.

When shooting, a model with an Ordnance weapon fires the
number of times indicated in its profile after its type. A non-
vehicle model carrying an Ordnance weapon cannot fire it in
the Shooting phase if he moved in the preceding Movement
phase and cannot fire it as Snap Shots. Furthermore, if a non-
vehicle model fires an Ordnance weapon, then the massive
recoil from the Ordnance weapon means that the model cannot
fire other weapons that phase, nor will it be able to charge in the
ensuing Assault phase.

Ordnance weapons hit with such force that when you roll to
penetrate a vehicle's armour with an Ordnance weapon, roll two
dice instead of one and pick the highest result!

Range S AP Type
Ordnance I,
Large Blast

Battle cannon 72" 8 3
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PISTOL WEAPONS
Pistols are light enough to be carried and fired one-handed, but
with limited range, allowing a trooper to fight in close combat
with a pistol and sword or other Melee weapon.

All Pistols are effectively Assault 1 weapons. A Pistol also counts
as a close combat weapon in the Assault phase (see page 24 and 51).

AP Type
| Bolt pistol 12" 4 5 Pistol

| GUNSLINGER
\ All models with two pistols can fire both in the Shooting phase.
This follows the normal rules for shooting.

{  RAPID FIRE WEAPONS
w Rapid Fire weapons are very common and usually come in the
form of semi-automatic rifles. Their versatility means they can

be fired effectively ‘from the hip’ when a squad is advancing,
spraying shots into the enemy whenever they present
themselves, or instead, used for aimed single shots against
targets at greater distances.

A model armed with a Rapid Fire weapon can fire two shots
at a target up to half the weapon’s maximum range away.
Alternatively, it can instead fire one shot at a target over half the

1
|
f
i Range S

weapon'’s range away, up to the weapon’s maximum range.

| Ifaunit shooting Rapid Fire weapons is found to be partially
| within half range of the target, the firing models within half
range fire two shots, while those further away fire one.

Models that shoot with Rapid Fire weapons in the Shooting
phase cannot charge in the ensuing Assault phase.

Range S AP Type

Rapid Fire

Bolt:guﬁ - 24" 4 S

SALVO WEAPONS
Salvo weapons are essentially larger and more destructive Rapid
Fire weapons.

their type) separated by a /. A model armed with a Salvo

weapon can move and fire at a target up to half its maximum

range away. In this case, the number of shots is equal to the first
number. If the model has not moved, it can instead fire a greater
| number of shots at a target up to the weapon’s maximum range.

| Inthis case, the number of shots is equal to the second number.

Models that shoot with Salvo weapons in the Shooting phase

Salvo weapons have two numbers on their profile (listed after
‘ cannot charge in the ensuing Assault phase.

No VICTORY CAN BE WON WITH THE WEAKEST GUNS.
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TEMPLATE WEAPONS

Template weapons shoot clouds of fire, gas or other lethal
substances, rather than shells or bullets. They're excellent for
killing enemy troops in cover, as the payload simply flows over
intervening obstacles to assail the foe behind.

Template weapons are indicated by having the word ‘Template’
for their range instead of a number. Instead of rolling To Hit,
simply place the template so that its narrow end is touching the
base of the firing model and the rest of the template covers as
many models in the target unit as possible, without touching
any other friendly models (including other models from the
firing model's unit). Any models fully or partially under the
template are hit. Against vehicles, the template must be placed
to cover as much of the vehicle as possible without touching a
friendly model. The position of the firer is used to determine
which armour facing is hit (see page 73). A Template weapon
never hits the model firing it.

Template weapons have the Ignores Cover special rule.
Wounds inflicted by Template weapons are allocated
following the normal rules.

Template weapons cannot fire Snap Shots.

MurtipLE TEMPLATES
If a unit is firing more than one shot with the Templare
type, resolve each shot, one at a time, as described above,
determining and recording how many hits are scored by
each template. Resolve these, and the rest of the unit’s shots,
as normal.

Range S AP Type
Flamer Template 4 5 Assault|
‘WaLL o DEATH
Flamers and other Template weapons are fearsome when
employed against a charging enemy, as the wielder can spray a
cloud of destruction into the path of the assault.

Template weapons can fire Overwatch, even though they
cannot fire Snap Shots. Instead, if a Template weapons fires
Overwatch, it automatically inflicts D3 hits on the charging
unit, resolved at its normal Strength and AP value. Don’t
worry about comparing the length of the template with the
distance to the enemy. If the charge is successful, it doesn’t
matter anyway. If the charge failed, we can assume that the
enemy ran into range of the Template weapon and were
driven back.

TEMPLATE WEAPONS & Focus FIRE

If a unit chooses to Focus Fire at an enemy, any Template
weapons in that unit ignore the targeting and Wound allocation
restrictions from Focus Fire. The template is placed, and their

hits are resolved, as if the unit is not focusing its fire.

Range S AP Type
Shellstorm cannon 48" 6 5 Salvo2/4
VL\ o3 1= < ; - e
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The template is positioned so that it scores the maximum number of hits

(in this case, three

A model using a Rapid Fire weapon
can shoot once at maximum range.
Alternatively, if the target is within half

maximum range, it can ﬁl'(‘ rwice.

A pistol can shoot once up to its maximur

range, whether the firer moved or not.

An Assault weapon can always shoot the
number of times indicated and up to its
me I\H“\Iﬂﬁlinuk T( HLHL\\Ul\\hL[hkT [l

1111‘\' T“O\'L’d or not.

If a model with a Heavy weapon remains
stationary, it can fire the number of times
indicated (at his normal Ballistic Skill) up
to the maximum range of the weapon. If

the firer moved, the shot will only hit on

a 6,as it is a Snap Shot (fired at Ballistic

Skill 1).
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RANGED WEAPONS OF THE4IST MILLENNIUM
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The galaxy is home to countless weapons, their variety and effects as impossible to enumerate as the races that
inhabit the galaxy. Thus, oblivion can come from explosive shells, laser blasts, jets of super-heated flame or psionic
beams. This section covers some of the most common (or notorious) weapons of Warhammer 40,000 and serves as
both reference and example for some of the tools of death you will encounter.

AUTO-WEAPONS

These robust weapons are automated, self-loading firearms that
fire bursts of high-velocity, caseless shot. Auto-weapons come in
a variety of forms, from pistols to massive support weapons like

the macro-cannon.

Range S AP Type

Autopistol 12 30 Pistol
Autogun 24" 3 - Rapid Fire
Assault cannon ik 6 4 Heavy4, Rending
Autocannon 48" 7 4 Heavy?2
Quad-gun 48" 704 Heayyd,

Interceptor,

Skyfire,

Twin-linked
Macro-cannon 72" 7 4 Heavy2,

Large Blast
BATTLE CANNON

The turret-mounted battle cannon is the most common battle
tank armament in the 41st Millennium. The heavy, explosive
rounds of a battle cannon are capable of devastating infantry

regiments and annihilating enemy tanks with equal ease.

Range S AP Type
Battle cannon 72" 8 3  Ordnance |,

Large Blast

BOLTGUNS

The boltgun, or bolter, fires small missiles known as ‘bolts’. Each
self-propelled bolt explodes with devastating effect once it has
penetrated its target. There are many variations of boltguns,
from the short-barrelled bolt pistol to the Vulcan mega-bolter
often mounted on Titans and other super-heavy vehicles.

Range S AP Type
Bolt pistol 124 4 5 Pistol
Boltgun 24" 4 S Rapis Fire
Storm bolter 245 4 5 Assaule?
Heavy bolter 36" S 4 Heavy3
Vulcan mega-bolter 60" 63

Heavy 15
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COMBI-WEAPONS

Combi-weapons are boltguns that have been specially
modified by skilled artisans. Each has been expertly converted
to house another weapon, commonly either a meltagun,
plasma gun or flamer. This extra weapon carries only a limited
charge, allowing the bearer a single shot — perfect

for emergencies.

A model armed with a combi-weapon can choose to fire either
the primary boltgun, or the secondary weapon. The bolter can
be fired every turn, but the secondary weapon can only be fired
once per battle (a combi-plasma gun can, of course, Rapid Fire).
You cannot fire both weapons in the same turn. Each combi-

weapon has only one secondary weapon.

PRIMARY WEAPON

Range S AP Type
Boltgun 24 4 5 Rapid Fire
SECONDARY WEAPONS

Range S AP Type
Flamer “Template 4 5 Assault
Meltagun 12" 8 1 Assaultl Melta
Plasma gun 24" 7 2 GetsHot,

Rapid Fire

FLAMER WEAPONS

Flamers are short-ranged weapons that spew out highly
volatile clouds of liquid chemicals that ignite on contact
with air. They are primarily used to scour the enemy from
defended positions, as walls are of no defence against blasts of
superheated vapour.

Range S AP Type
Hand flamer Template 3 Assault 1
Flamer Template 4 5  Assault]
Burna Template 4 5 Assaultl
Dragon’s
breath flamer Template S 4 Assaultl
Flamespurt Template 5 4  Assault!
Heavy flamer Template 5 4  Assaultl
Skorcha Template S 4 Assaultl
Heat ray
(dispersed beam)  Template 5 4 Heavyl
Incinerator Template 6 4 Assault!
Heavy incinerator Template 6 4  Heavy |, Torrent
Inferno cannon  Template 6 4 Heavy 1, Torrent
Flamestorm cannon Template 6 3 Assaultl



LAS WEAPONS

Las weapons fire packets of explosive laser energy — the larger

the gun, the more powerful the shot. Regardless of size, las
weapons are incredibly reliable, making them favoured tools of
war throughout the Imperium.

Range S AP Type

Hot-shot laspistol 6" 3 3 Pistol
Laspistol 12" 3 =0 Pistol
Hot-shot lasgun 18" 3 3 Rapid Fire
Lasgun 24" 3 = Rapid Fire
Multi-laser 36" 6 Heavy 3
Lascannon 48" 9 2 Heavyl
Icarus lascannon 96" 9 2 Heavyl,

Interceptor,

Skyfire
MELTA WEAPONS

Melta weapons are lethal anti-armour guns, most effective

at very short range. When fired, the super-heating of the air
produces a distinctive and sinister hiss. Solid rock is reduced to
molten slag, and living creatures are vaporised in an instant!

i Range S AP Type
Inferno pistol 6" 8 1 Pistol, Melta
Meltagun 12" 8 1 Assault 1, Melta
Multi-melta 24" 8 1 Heavyl,Melta
MISSILE LAUNCHERS

Missile launchers can fire a variety of different missiles, making
them incredibly versatile weapons.

All missile launchers come with frag and krak missiles as
standard, and some have the option to upgrade to include flakk
missiles. Each time a missile launcher fires, the controlling
player must choose which type of missile is being used.

Range S AP Type
Frag missile 48" 4 6 Heavy |, Blast
Flakk missile 48" 7 4 Heavyl,Skyfire
Krak missile 48" 8 3 Heavyl
PLASMA WEAPONS

Plasma weapons fire pulses of searing energy that are extremely
effective against heavy infantry and light vehicles. However,
they generate enormous temperatures when fired and are thus
prone to overheating — sometimes proving deadly to the firer.

Range S AP Type

Plasma pistol " 7 2 Pistol,
Gets Hot
Plasma gun 24" 7 2 Rapid Fire,
Gets Hot
Plasma cannon 36" 7 2 Heavy 1, Blast,
Gets Hot

GRIMFANG’S CLAW
Godwyn pattern Boltgun, Space Wolf markings

Look to your battle-gear and it will protect you
We quard it with our lives
Your armour is your Soul, and your Soul’s dedication its armour
The soul of a warrior is the shield of humanity
Honour the craft of death
Only the Emperor is higher in our devotion
Honour the battle-gear of the Dead
We ask only to serve

- Fart of the Warrior’s Catechism of Worship |

STUB GUNS AND SHOTGUNS

This catch-all category covers various low-tech solutions to
ranged warfare on high-tech battlefields. Encompassing such
weapons as shotguns, stub guns and heavy stubbers (sometimes
called sluggers), the common bond between all of these weapons
is that they are, without exception, cumbersome, noisy and fairly
primitive firearms. Often employed by gangers, law enforcement
officers and even civilians across the Imperium, these weapons
make a formidable din when fired, and are easy to maintain.

Range S AP Type
Stubgun 12" 3 - Pistol ’
Heavy Stubber 36" 4 - Heavy3
Shotgun 12" 3 - Assault2
Space Marine shotgun 12" 4 - Assault?

SNIPER RIFLE

Sniper rifles have powerful telescopic sights, enabling the firer to
target weak points and distant foes with unerring accuracy. Some
commanders see the sniper rifle as a dishonourable weapon, but
they are in the minority by far. Most understand that pragmatism,
and dead enemies, win more battles than honour ever will.

Range S AP Type

Sniper rifle 36" X 6 Heavy l,Sniper
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Warnors across the galaxy employ a wide variety of close- -quarter weapons. Blood- ﬂecked chainswords and crude
knives take their places alongside powered weapons of all kinds: swords, axes, hammers and many more. All such
weapons are designed to bring quick and painful death to the foe, for every moment’s delay brings defeat a step closer.

CHAINFIST

A chainfist is a power fist fitted with a chainblade attachment
designed to carve its way through armoured bulkheads.
Originally designed for getting into ships during boarding
actions, the whirring adamantine blades of a chainfist have
long since proven their worth when engaging armoured
targets of all kinds.

Range S AP Type
Crhainfist B e x2 2 Melee, I
Armourbane,
Specialist Weapon,
Unwieldy
CHAINSWORDS

A chainsword is a high-powered chainsaw fitted with hilt,
pommel and guard to make it less unwieldy. It is a common
weapon across the Imperium, with a quite horrifying reputation
for the damage it can inflict on unarmoured flesh.

Range S AP Type
Chainsword - User Melee
Eviscerator - x2 2 Melee,
Armourbane,
Two-handed,
Unwieldy
Heavy Chainsword - +2 5 Melee,

Two-handed

DREADNOUGHT CLOSE COMBAT WEAPONS
Some troops are armed with huge close combat weapons

— hammers, wrecking balls, claws and other crushing
implements of death.

] - Range S AP Type i
Dreadnought close
combat weapon - x2 2 Melee
FORCE WEAPONS

Force weapons are potent psychic weapons used exclusively
by trained Psykers. By instilling a portion of his mental might
into the weapon, a Psyker can strike his foe with an incredible
storm of power that ravages and overloads his enemy’s nervous

system, leaving him a mindless shell.

TyPES OF FORCE WEAPONS
Force weapons come in all shapes and sizes, but for the
purposes of our game, we have three simple categories: Force

axes, Force staves and Force swords.

o —

If a model's wargear says it has a Force weapon that has no
further special rules, look at the model to tell which type of
Force weapon it has: if it's a sword or dagger, it's a Force sword;
if it's an axe or halberd, it's a Force axe; if it's a blunt weapon like
a staff or mace, it’s a Force stave.

Range S AP Type

Force sword T - User 3 Melee, Force

Force axe . +1 2 Melee, Force,
Unwieldy

Force stave - +2 4  Melee,
Concussive,
Force

UnusuaL Force WEAPONS

Many models have unusual Force weapons that have one

or more unique rules. If a Force weapon has its own unique
close combat rules, treat it as an AP 3 Melee weapon with the
additional rules and characteristics presented in its entry.

LIGHTNING CLAWS

Lightning claws are commonly used as matched pairs and
consist of a number of blades, each a miniature power weapon,
normally mounted on the back of the hand.

e ~ Range S AP Type

Lightning claw - User 3 Melee, Shred,
Specialist Weapon

POWER KLAW

Orks favour brutal power klaws over the more sophisticated
power fists of other races. Despite their crude aspect, power klaws
lack nothing in terms of raw might and can tear open the flank of
avehicle as easily as snip the heads from enemy warriors.

Range S AP Type
Power klaw B x2 2 Melee, Ty
Specialist Weapon,
Unwieldy

POWER FIST

A power fist is an armoured gauntlet surrounded by a
disruptive energy field. It is an incredibly destructive, but
bulky, weapon.

Range S AP Type
Power fist - X2 2 Melee,
Specialist Weapon,
Unwieldy

To SEARCH FOR NSWERS lb TO BFAT A PATH TO DAMNATION.
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POWER WEAPONS

A power weapon is sheathed in the lethal haze of a disruptive

energy field that eats through armour, flesh and bone with ease.

TypEs OF POWER WEAPONS

Power weapons come in all shapes and sizes, but for the
purposes of our game, we have four simple categories of power
weapons: power axes, power mauls, power swords and

power lances.

If a model's wargear says it has a power weapon which has
no further special rules, look at the model to tell which type
of power weapon it has: if it's a sword or dagger, it's a power
sword; if it's an axe or halberd, it’s a power axe; if it's a blunt
weapon like a mace or staff, it's a power maul; if it's a spear or
lance, it's a power lance.

Range S AP  Type

Power sword - User 3 Melee

Power axe - +1 2 Melee,
Unwieldy

Power maul - +2 9 Melee,
Concussive

Power lance - +1/User® 3/4* Melee

*Power lances have two profiles for both Strength and AP. The first

is used only on a turn in which a model charges; the second is used

at all other times.

GRENADES =~~~ o
¥

UnusuaL POwER WEAPONS

Many models have unusual power weapons that have one

or more unique rules. If a power weapon has its own unique
close combat rules, treat it as an AP 3 Melee weapon with the
additional rules and characteristics presented in its entry.

THUNDER HAMMER

Thunder hammers release a tremendous blast of energy

when they strike, slamming the foe to the ground and leaving
him stunned (if he survives at all). This, combined with the
crushing weight of the hammer itself, makes for an incredibly

deadly weapon.
Range S AP Type
Thunder hammer - x2 2 Melee,
Concussive,
Specialist Weapon,
Unwieldy
WITCHBLADES

Witchblades are arcane Eldar weapons that augment the
wielder’s physical might with that of his mind. They are the
favoured weapons of Farseers and Warlocks alike.

Range S AP Type

Witchblade - User - Melee,
Armourbane,
Fleshbane

Grenades are small hand-held canisters packed with explosive charges and, sometimes, a more exotic payload, such

as stumm gas. Grenades can be used to drive troops out of cover, set up smokescreens or even cripple tanks.

Some grenades can be used both in the Shooting phase and the
Assault phase, albeit to different effect. Only one grenade (of
any type) can be thrown by a unit per Shooting phase.

VEHICLES AND MONSTROUS CREATURES

Some grenades can be used against vehicles and/or
Monstrous Creatures, but have to be clamped in place to
maximise effect.

A model can use such a grenade as a Melee weapon, but
can only ever make one attack, regardless of the number
of Attacks in its profile or any bonuses. Different grenades
have different profiles when used in this manner, as
explained below.

UNUSUAL GRENADES

Some grenades do not have a profile. Any effects that they have
will be covered in their special rules. Unless specifically stated

otherwise, these grenades cannot be thrown or used as a Melee
weapon against vehicles or Monstrous Creatures.

ASSAULT GRENADES

Assault grenades, like the ubiquitous frag grenade, can be
hurled at the enemy as your warriors charge into battle. The
lethal storm of shrapnel from these grenades drives opponents
further under cover for a few precious moments, allowing
attackers more time to close in and, hopefully, get the first blow
in against a disoriented foe.

SHOOTING

When a unit armed with assault grenades makes a shooting

attack, one model can choose to throw a grenade, rather than

using another shooting weapon.
Range S AP Type

Assault grenade 8" 3 - Assault ], Blast

AssaurLt

Models equipped with assault grenades don’t suffer the penalty

to their Initiative for charging enemies through cover, but fight

at their normal Initiative in the ensuing combat.

—— ) —————
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PLASMA GRENADES
Plasma grenades are a highly advanced type of assault grenade,
commonly employed by the Eldar.

SHOOTING
When a unit armed with plasma grenades makes a shooting
R attack, one model can choose to throw a grenade, rather than

‘ using another shooting weapon.

Range S AP Type
8" 4 A4

Plasma grenade Assault 1, Blast

ASSAULT

Models equipped with plasma grenades don’t suffer the penalty
to their Initiative for charging enemies through cover, but fight
at their normal Initiative step in the ensuing combat.

VEHICLES AND MONSTROUS CREATURES

Unlike ordinary assault grenades, plasma grenades can be used
against vehicles and Monstrous Creatures in the Assault phase,
using the following profile:

Range S AP Type

Plasma grenade - 4 4 -

DEFENSIVE GRENADES

Defensive grenades, such as the photon grenades of the Tau,
which emit multi-spectrum light and a sonic burst, have dual
uses. When being charged, these are thrown to disorient the
enemy attack; against shooting, they're hurled to throw up
clouds of concealing gas or smoke.

SHOOTING
A unit equipped with defensive grenades has the Stealth special
rule against all shooting attacks targeting them, so long as:

« They are within 8" of the unit firing at them.
+ They have not gone to ground.

Assaurt

Models charging units equipped with defensive grenades do
not gain bonus Attacks from charging (see page 24). However, if
the charged unit was already locked in combat from a previous
turn, or has gone to ground, these grenades have no effect and

\ the attackers gain bonus Attacks as normal.

DEATH BRINGS NO PEACE TO THE UNFAITHFUL.

HAYWIRE GRENADES
Haywire grenades release electromagnetic pulses that disable or
destroy vehicles.

SHOOTING

When a unit armed with haywire grenades makes a shooting
attack, one model can choose to throw a grenade, rather than
using another shooting weapon.

Range S AP Type
Haywire grenade 8" 2 - Assault],
Haywire

Assaurt

Unless used in assaults against vehicles, Haywire grenades
have no effect. When used in assault against vehicles, haywire
grenades have the following profile:

Range S AP Type

Haywire grenade - 2 - Haywire
KRAK GRENADES

Krak grenades are shaped charges, excellent for cracking the
armour on light vehicles.

SHOOTING
When a unit armed with krak grenades makes a shooting attack,
one model can choose to throw a grenade, rather than using
another shooting weapon.

Range S AP Type
Krak Grenade 8" 6 4  Assaultl

AssAuLT
Unless used in assaults against vehicles or Monstrous Creatures,
Krak grenades have no effect. When they are used in assaults

against vehicles or Monstrous Creatures, krak grenades have

the following profile:

Range S AP Type
Krak grenade - 6 4 -
MELTA BOMBS

Melta bombs are fusion-charges designed to burn through an
armoured hull in a matter of seconds.

VEHICLES AND MONSTROUS CREATURES
When used in assaults against vehicles or monstrous creatures,
melta bombs have the following profile:

Range S AP Type
Melta bomb - 8 1 Armourbane,
Unwieldy
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Veteran warriors, brilliant officers, possessed prophets and
W ferocious war-leaders can all inspire their troops to great feats of
Y heroism (or fiendish bravery as the case may be) and are often

@4\ quicker, stronger and more skilled in combat than those they
i

% lead. In Warhammer 40,000, these kinds of powerful individuals
are called ‘characters’.

\ CHARACTER TYPES

Most characters are fielded in units from the start of the game,
and represent squad leaders, such as a Space Marine Veteran
Sergeant. They have their own profile, but do not have a
separate entry. They are effectively just another trooper in
their unit, with enhanced characteristics and perhaps a wider
selection of weapons and wargear choices. Other characters,
such as Mephiston of the Blood Angels, fight as units on their
own. They are either mighty, or feared enough by their own
kind, that they don't take to the battlefield with other warriors.

“ Regardless of their potency, all follow the rules for characters.

INDEPENDENT CHARACTERS
Some characters have the Independent Character special rule,
which allows them to join other units (see page 39).

CHARACTERS AS LEADERS

Remember that a unit's Leadership tests are taken using
the highest Leadership value in the unit (see page 7). As
characters normally have a better Leadership than other
warriors, this means that they make very good leaders for
units in your army.

CHARACTERS AND MOVING
Characters follow the movement rules for models of their
type, whether Infantry, Jump Infantry, Bike, etc. However,
remember that they must maintain unit coherency with any
unit they are in (see page 11).

FORGING A NARRATIVE

Games of Warhammer 40,000 are often tales of

the mighty deeds of heroes. With that in mind,

it's always a good idea to name your characters.
They won't necessarily fight any better if you do,

but your victories will be all the sweeter.

CHARA

A good soldier obeys without question. A good officer commands without doubt.’

TERS

— P -
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- Tactica Imperium

CHARACTERS AND SHOOTING

Characters shoot just like ordinary models of their type,

although they sometimes have a better Ballistic Skill or

exotic weaponry that sets them apart. If the character isin a
unit, roll for him separately or use different coloured dice to
differentiate his shots. He must fire at the same target as the
unit he is in.

PRECISION SHOTS

If any of your character’s shots roll 6 To Hit, these are Precision
Shots. Wounds from Precision Shots are allocated against
a model (or models) of your choice in the target unit,

as long as it is in range, rather than following the normal
rules for Wound allocation. This means that Precision Shots
can be allocated against enemies with specialist weaponry, or
even characters! A character that has a Precision Shot Wound
allocated to it can still make a Look Out, Sir roll.

Note that Snap Shots and shots from weapons that scatter, or do
not roll To Hit, can never be Precision Shots.

CHARACTERS AND ASSAULTS
Remember, a character that has joined a unit follows all the ’
normal rules for being part of a unit. If a character is in a unit

that charges into close combat, the character charges too, as it is

part of the unit. If the character’s unit is locked in close combat,

he fights as part of the unit — either roll for him separately or

use different coloured dice to differentiate his Attacks. Attacks

are made and Wounds allocated just as with normal assaulis —

the character cannot be singled out.

If, when it is a character’s turn to make a Pile In move,
other friendly models are piling in at the same time, the
character must move as soon as it is able, to get into base
contact with an enemy. If this is not possible, then they must
instead move as close to the enemy as they can — their place is at
the forefront!

PRECISION STRIKES

Just like when shooting, if any of a character’s close combat
Attacks roll 6 To Hit, these are Precision Strikes. Wounds from
Precision Strikes are allocated against an engaged model
(or models) of your choice in the unit he is attacking, rather
than following the normal rules for Wound allocation. If a
Precision Strike Wound is allocated to a character, they can still
make their Look Out, Sir roll.
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CHALLENGES

Characters, no matter their rank or race, crave the chance to prove their battle skill. There is no more certain a way to do

ISSUING A CHALLENGE

Challenges are issued at the start of the Fight sub-phase, before
any blows are struck. Only one challenge can be issued per
close combat — the side whose turn it is has the opportunity to
issue a challenge first. If that side chooses not to, then the other
side can issue a challenge.

To issue a challenge, nominate a character in one of your
units locked in the combat to be the challenger. We can
then assume he’s issued a suitably insulting challenge to the
foe, probably impugning their courage, battle skill, heritage,
devotion to questionable gods and overall slovenly aspect. You'll
now have to wait and see whether a character amongst the
enemy ranks chooses to step forwards and accept the challenge.

Once one challenge has been made, no further challenges

can be issued in that combat whilst the previous challenge is
ongoing. Obviously, if there are no characters in the enemy
units, then a challenge cannot be issued. Characters that cannot
fight or strike blows (including those that are not engaged with
an enemy model) cannot issue challenges.

ACCEPTING A CHALLENGE

If your opponent has issued a challenge, you can now accept

it — nominate one of the characters in your unit to be the
challengee. Your opponent has probably decided which of your
characters he wants to fight, in fact, this bias might affect how the
challenge was framed (‘Brother-Captain Minyos challenges thine
craven Warlock to single combat!’), but the final choice is yours

_ he can’t challenge a specific enemy, he just issues a challenge
to the foe at large and sees who steps forwards. Characters that
cannot fight or strike blows (including those that are not engaged
with an enemy model) cannot accept challenges.

FORGING A NARRATIVE

You'll find your challenges much more
satisfying if you go to the effort of concocting as
suitably intimidating and characterful epithet
to hurl at your opponent. This will be doubly
effective if you can tailor the wording to match
the challenger’s temperament. Space Marines
should be gruff, matter-of-fact and somewhat
laconic. Eldar are prone to convoluted and metaphor-laden
insults as likely to leave the foe confused as slighted (thus proving
the Eldar’s superiority twice over). Orks are crude and brutal I
(surprise!), Tyranids roar with bowel-loosening fury, and so on. Just (
remember that it's your opponent’s character that you're trying to .
insult — not your opponent. :

‘g

To QUESTION THE EMPEROR’S WILL IS TO INVITE RETRIBUTION.
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this than to vanquish enemy characters — preferably in full sight of one’s allies.
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REFUSING A CHALLENGE
Alternatively, you can simply refuse the challenge and choose
to have your character slink away with sullied honour but
beating heart(s). If you refuse, your opponent gets to
nominate one of your characters from those that could
have accepted. The chosen model cannot strike blows at
all this turn, as he is thereafter putting all of his effort into
staying clear of the vengeful enemy character. Furthermore,
his Leadership cannot be used by the rest of the unit for
the remainder of the phase — skulking amongst the ranks is
not the stuff of heroism!

Once a challenge has been refused, the model that issued it
fights normally.

HEro1c STAND
A unit that consists only of a single character cannot refuse a
challenge. He’s got nowhere to hide.

FIGHTING A CHALLENGE

If a challenge has been accepted, it is time to move the two
combatants into base contact with each other. Note that these
moves cannot be used to move a character out of unit coherency.
If possible, swap the challenger for a friendly model in base
contact with the challengee. If this cannot be done, swap

the challengee for a friendly model in base contact with the
challenger. If neither of these moves would result in the two
models being in base contact, ‘swap’ the challenger to as close

as possible to the challengee and assume the two to be in base
contact for the purposes of the ensuing fight. In case you were
wondering, models that are moved to satisfy a challenge are not
subject to Difficult or Dangerous Terrain tests. Wounds allocated
to a character in a challenge cannot be reallocated by the Look
Out, Sir rule. For the duration of the challenge, these two models
are considered to be in base contact only with each other.

COMBATANT SLAIN

When one of the combatants in a challenge is slain, regardless
of which Initiative step it is, the challenge is still considered to
be ongoing until the end of the phase.

OutsiDE FORCES

Whilst the challenge is ongoing, only the challenger and
challengee can strike blows against one another. Wounds
from other attackers cannot be allocated against either character
— simply resolve the Wound allocation step as if the two
characters were not there. Of course, this means a unit fighting
an enemy unit consisting of only a single character model, such
as Daemon Prince, will not be able to strike blows at all if that
Daemon Prince is in a challenge.




| MorarL SurporT (GET 'IM, Boss!)

} Sometimes, you'll find most of the models in one of your units
r

|

are reduced to bystanders whilst a challenge plays out; the only
enemy model still alive is a character, and he’s in a challenge!
However, when this occurs, we can happily assume that such
bystanders are cheering their leader on, spurring him to redouble
his efforts and doing everything they can to dishearten his foe.

If, at the start of any Fight sub-phase, one or more of your
units is locked in combat with a single model who is
fighting in a challenge, your character receives one re-roll
for every five models forced to watch in this manner. These
re-rolls can be used on his To Hit rolls, To Wound rolls or saving
throws. Any re-rolls not used by the end of the phase are lost.

\1 For example, Chapter Master Gabriel Seth is fighting Drakka'’s

| Ladz, a unit of 19 Ork Boyz led by Drakka, an Ork Nob (a total
of twenty models). Drakka issues a challenge and Seth accepts.
As Seth has no unit of his own to back him up, the Orks are busy
cheering their boss on, throwing dung at Seth, and generally being
off-putting. Accordingly, Drakka receives three re-rolls.

ASSAULT RESULT

Unsaved Wounds caused in a challenge count towards the
assault result, alongside any unsaved Wounds caused by the rest
of the characters’ units.

|  ROUNDTWO

| Ifboth competitors survive a challenge, and neither side
fled from the combat, then they continue to fight in the next
round of close combat. Note that, if a character with the And
They Shall Know No Fear special rule is caught by a Sweeping
Advance, the challenge must be reissued. He has fled from
combat, after all, it doesn't matter that he didn't get away.

Even though further challenges cannot be issued in a combat
until the existing challenge has been resolved, there is the
possibility that another character in the fight might intercede
in a Glorious Intervention.

GLORIOUS INTERVENTION

\ Even in the darkness of the 41st Millennium, there are still
tales of personal heroism and glory. A plucky Imperial Guard
Sergeant might throw himself into the path of a rampaging Ork
Warboss in an attempt to preserve his officer’s life. An Eldar
Warlock, about to be cloven in two by the sweep of a Tyranid
bonesword, might be saved as an Autarch darts in to parry
the blow. These are the kinds of situations that the Glorious
Intervention rule is here to represent, where one character
hurls himself into harms way in order to defend another.

A character can declare a Glorious Intervention at the
start of his own Fight sub-phase before any blows are
struck, if a friendly character in the same combat is about
to fight a second or subsequent round of a challenge.

FORGING A NARRATIVE
Though the characters in a challenge strike
during their normal Initiative steps, many
players like to resolve this crucial battle after
all other models have struck their blows —
challenges are dramatic encounters, and the

participants deserve their moment of glory.

A character cannot declare a Glorious Intervention in the ;
first round of a challenge or during the enemy turn. Nor t\f\ :
can a character that cannot fight or strike blows (including

those that are not engaged with an enemy model) declare a
Glorious Intervention.

To see whether or not the Glorious Intervention has
been successful, the intervening character must take an
Initiative test.

If the test is failed, nothing happens — the character has
not been quick enough. He fights the current round of close
combat as normal.

1f the test is passed, the character making the Glorious
Intervention takes the place of the friendly character
in the ongoing challenge. The character thus displaced now
fights in the close combat according to the normal rules, whilst
the character that made the Glorious Intervention fights in the
challenge. The two characters now fighting the challenge should

attempt to move into base contact with each other following the ‘
same rules as when the challenge was first accepted, with the ,

character performing the Glorious Intervention as the challenger.

For example, Idrion, a Space Marine Sergeant has, through skill
of arms (and lucky dice), survived the first vound of a challenge
against the infamous Daemon Prince Volgarax. Fortunately for
Idrion, Brother-Captain Dantarion (Initiative S) charged into the
same combat this turn, and is now attempting to make a Glorious
Intervention to save the Sevgeant from his dread foe. Dantarion
takes his Initiative test and volls a 4, passing it with room to spare.
He now fights Volgarax in this and subsequent rounds of the
challenge, while Idrion fights in the rest of the combat as normal.

Note that, whilst it is possible for several Glorious Interventions
to occur within the same challenge over the course of the game,
only one character can attempt a Glorious Intervention
for each challenge per turn.
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“What can a man know of the Universe who knows not his own mind?’

Psykers are warriors gifted with awesome mental powers that
enable them to channel the baleful energy of the Warp. Whilst
commonly referred to as psychic powers, such abilities are
nothing less than sorcery — though it suits many races in the
galaxy to pretend otherwise.

PSYKERS

Psykers are incredibly powerful battle-mystics, able to unleash
their simmering mental might in all manner of ways. However,
to use his abilities to full effect, a Psyker must focus on a limited
number of powers to hone and master.

Each Psyker knows one or more psychic powers, as detailed in
their codex. These powers vary from race to race, and sometimes
from one individual Psyker to another. Sometimes, a Psyker will
have the option to know additional psychic powers, in which
case, this will also be clearly shown in the relevant codex.

- Book of the Astronomican

MASTERY LEVELS

The number of psychic powers a Psyker can use each turn
depends on his Mastery Level. Even a Psyker with a Mastery
Level of 1 is a fearsome foe. Psykers with a Mastery Level of 4 or
higher are incredibly rare, and it is better for the galaxy that this
is so — they are almost unbelievably powerful, and rarely submit
to any authority other than their own.

ESTABLISHING MASTERY LEVEL

Psykers are assumed to be Mastery Level 1 unless it states
otherwise in their codex entry. The Mastery Level is usually
shown in parentheses after the Psyker special rule. For example:
Psyker (Mastery Level 2). In older codexes, Mastery Level may

be written out longhand in the form of a special rule that allows
the Psyker to use more than one psychic power each turn — the
number of powers that can be used per turn is their Mastery Level.

Unless otherwise stated, a Psyker knows a number of psychic
powers equal to its Mastery Level. Where it is specifically stated,
however, it is entirely possible for a model to use more psychic
powers each turn than it actually knows. This is because a Psyker
can sometimes activate certain items of wargear or other effects
that, while not powers, take a toll of kis psychic energy. To
understand how this works, we first need to discuss Warp Charge.

WARP CHARGE
Each Mastery Level grants a Psyker a single Warp Charge point

per turn. Warp Charge points can be expended in several ways;
they can be used to fuel psychic powers, activate Force weapons
or unlock the might of ancient artefacts that are scattered across
the battlefields of the 41st Millennium.

GENERATING WARP CHARGE

A Psyker automatically generates his full allocation of Warp
Charge points at the start of each turn. There’s no need to do
anything — it happens automatically. It’s important to keep
track of Warp Charge across the turn, either by making notes
on your army roster, or by marking the Psyker with counters.
Once a Warp Charge point has been used, it's gone. Any unused
Warp Charge points are lost at the end of the turn.

For example, a model with the Psyker (Mastery Level 2) special
rule generates two Warp Charge points at the start of each turn.
Similarly, a model with a special rule that allows it to use three
psychic powers a turn, and is therefore a Psyker (Mastery Level 3),
generates three Warp Charge points at the start of each turn.
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MANIFESTING PsycHIiC POWERS

Different psychic powers are used at different stages in the
turn; some powers are used at the start of the turn, others

are used at the start of a particular phase, or might replace a
model’s normal action within that phase. Sometimes, this will
be specified in the psychic power itself. At other times, you'll
need to refer to the power type listed in the psychic power.

A Psyker can attempt to manifest psychic powers even if he is
falling back or has gone to ground. A Psyker cannot attempt to
manifest the same psychic power more.than once each turn -
even if the manifestation attempt is not successful.

On a turn that a psyker arrives from reserve (see page 124) he
cannot attempt to manifest any psychic powers that must be
manifested at the start of the Movement phase.

Once a Psyker states which psychic power he is going to
attempt to manifest, follow this sequence:

—

. Expend Warp Charge
Reduce the Psyker's Warp Charge.

~

. Declare Target
If the psychic power requires a target, choose it now.

w

. Take Psychic Test
The Psyker must now take a Psychic test. If the test is
failed, the psychic power fails. If a double 1 or double
6 is rolled, the Psyker suffers Perils of the Warp,
which is resolved immediately.

-

. Deny the Witch
If the Psychic test was passed and the target was
an enemy, it now gets a chance to Deny the Witch
and nullify the power. If the power is nullified, the
attempt fails and nothing further happens.

5. Resolve Psychic Power
Assuming that the Psychic test was passed and the
power was not nullified by a Deny the Witch roll,
it is now resolved.

EXPEND WARP CHARGE

When a Psyker wishes to use a psychic power, he must first
expend a Warp Charge point. Make a note on the army
roster — the point is expended whether or not the psychic
power is ultimately manifested.

If a Psyker does not have any Warp Charge points
remaining, he cannot use a psychic power. Some incredibly
powerful psychic powers require the expenditure of more
than one Warp Charge point — if this is the case, it will be
clearly stated how many points must be expended within the
power's rules.

DECLARE TARGET

If the psychic power requires a target, you must nominate it at
this point. Unless otherwise stated, the Psyker must have line
of sight to his target. This means that a Psyker embarked on

a Transport can only target himself, his vehicle or another unit
embarked on the same vehicle as the Psyker. Similarly, a Psyker

outside a Transport cannot target a unit embarked within one.

PSYCHIC TEST
The Psyker must now pass a Psychic test to see if he can control
the power he’s calling upon.

A Psychic test is a Leadership test, however, where
Leadership tests could be taken on the value of another
model, a Psychic test is always taken on the Psyker’s own
Leadership — even the most inspiring general can't help a
Psyker win his battle to contrel the roiling energies of the Warp.

If the test is passed, the psychic power is manifested

successfully and can be resolved — although if it was used on

an enemy unit, your opponent first has a chance to Deny the

Witch (see page 68). 1

If the test is failed, the psychic power does not work, and
nothing happens. In either event, there is a chance that the
Psyker has come to the attentions of the denizens of the Warp.

PERILS OF THE WARP

If the roll for the Psychic test is either a double 1 or
double 6 (whether the test was passed or not) this indicates
that something horrible has happened to the Psyker. The forces
of the Daemon-haunted Warp claw at the Psyker's mind and
threaten to engulf and destroy him. The Psyker immediately
suffers 1 Wound with no saves of any kind allowed. Note
that a Psyker who incurs Perils of the Warp on a roll of double 1
still uses his power, even if he is wounded or killed as a result.

For a thousand days the great barge of the Adeptus
Astronomica sailed towards Earth. In the thirteen holds,
each as cavernous as a temple nave, our human cargo
sent up a great wailing and moaning. There were over
. two'thousand souls bound for service: men, women and
children; young and old; the sick and the sound. Only the
children did not know. But I am a psyker like them, and I
know their pain. I felt the chains as if they were upon my
own limbs. I knew their fate, they had been tested and found |
wanting, they were too oulnerable, too dangerous to live. I |
am a quardian of the Adeptus Astronomica. Souls such as
; these I carry to the Emperor’s table.
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DENY THE WITCH
Psychic powers are fuelled by the Warp but channelled with

willpower. Just as it takes great force of mind for a Psyker to
unleash his mental might, his victims can sometimes nullify a
psychic power’s effects through sheer will.

If a psychic power is targeted on an enemy unit, and the Psychic
test is passed, the target can attempt to Deny the Witch before
the psychic power is resolved.

To Deny the Witch, the target’s controlling player rolls
a D6. If the roll is a 6, then the psychic power’s effect on
that unit is nullified - on any other result, the power is
resolved on that unit as normal.

Of course, it's far easier to resist the effects of a psychic
power if you have a Psyker of your own in close proximity.
To represent this, apply the following modifiers to the dice
roll (these modifiers are not cumulative; simply take the best
that applies):

« If the target unit contains one or more Psykers of lesser
| or equal Mastery Level to the model manifesting the
J psychic power: +1

» « If the target unit contains one or more Psykers of higher

Mastery Level than the model manifesting the psychic
power: +2

TY
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power can be used, what the targeting requirements are and any other restrictions that apply along with its type, if it has one.

PowEers WirsHOUT A TYPE
| Ifapsychic power does not have a type, the rules for using it
will be clearly expressed within its entry.

BLESSING
Blessings are manifested at the start of the Psyker's Movement
phase. They grant extra abilities to the Psyker’s allies, such
| as characteristic boosts or additional special rules. Blessings
\ target a friendly unit(s) and, unless otherwise stated, last until
| the end of the following turn. Blessings can affect units that
| are locked in close combat and can affect the Psyker himself.
| Note that bonuses and penalties from different blessings are
\ always cumulative, but cannot, unless otherwise stated, take
| characteristics above 10 or below 1.

| CONJURATION

Conjurations are manifested at the start of the Psyker's
Movement phase. They summon units across great distances,
call new allies to the fray, or even create them from the raw stuff

—

PES OF PSYCHIC POWER

There are many varieties of psychic power that are organised into distinct categories. These determine when inaturna psychic

Ny

If a psychic power targets two or more units, each affected unit
can attempt to Deny the Witch — only those that fail will suffer
the effects of the psychic power.

RESOLVE PSYCHIC POWER

Assuming that the Psychic test was passed and the enemy did
not nullify it through a successful Deny the Witch roll, you can
now resolve the psychic power according to instructions in its
entry. Unless otherwise stated, the effects of multiple different
psychic powers are cumulative.

PsycHic Hoobp

Psychic hoods are embedded with arcane constructions of
psychically attuned crystals that allow a Librarian to extend his
psychic protection to nearby allies.

Each time a unit (or model) is targeted by an enemy psychic
power and is within 6" of a friendly model with a psychic hood,
the wearer of the hood can attempt to Deny the Witch in their
stead, as if he were in that unit.

If the Deny the Witch attempt is failed, the psychic power is
resolved as normal, but effects only the initial target, not the
wearer of the hood.

1f a model with a psychic hood is embarked on a vehicle, he can
only use the hood to protect the vehicle he is embarked upon.

,,___/’3—‘

of the Warp. Each conjuration specifies the number and type of
models to be conjured. When the power is resolved, the new unit
then arrives on the battlefield via Deep Strike, within the power’s
maximum range. A unit that suffers a Deep Strike mishap and
ends up in Ongoing Reserves, can Deep Strike anywhere on

the board when they enter play. Note that conjured units atrive
with only their basic wargear — they do not have any upgrades.
Conjured units can never be scoring units (see page 123).

MALEDICTION

Maledictions are manifested at the start of the Psyker's
Movement phase. They weaken the Psyker's enemies by
reducing their characteristics or inflicting penalising special
rules. Maledictions target one or more enemy units and, unless
otherwise stated, last until the end of the following turn.
Maledictions can affect units that are locked in close combat.
Note that bonuses and penalties from different maledictions
are always cumulative, but cannot, unless otherwise stated, take
characteristics above 10 or below 1.
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WITCHFIRE

|  Witchfire powers aer manifested during the Psyker's Shooting

| phase instead of firing a weapon. Witchfire powers are often
referred to as psychic shooting attacks. Manifesting witchfire
counts as firing an Assault weapon (unless otherwise noted).

A witchfire power must roll To Hit, unless it is a Blast or Large
Blast, in which case it scatters as normal, or is a Template weapon,
which hits automatically. Saves can be taken against Wounds
from witchfire in the same way as for any other shooting attack.

The Psyker must be able to see the target unit (or target point),
cannot be locked in combat, must not have Run in the Shooting
phase and must shoot at the same target as his unit, if he wishes
to manifest witchfire. In the same way, if a Psyker targets a unit
with witchfire, then he and his unit can only charge that target
| inthe ensuing Assault phase. Note that, as witchfire is a Shooting
1 attack, a Psyker embarked on a vehicle can target an enemy

outside that vehicle by using a Fire Point.

Even if a Psyker has a special rule allowing him to manifest

more than one psychic power per turn, he can manifest only

one witchfire power — regardless of its subtype (see below).

However, if he can shoot more than one ranged weapon per

turn, he can use a different witchfire power in place of each

(assuming he has enough Warp Charge).

| There are several different sub-types of witchfire, each applying
| slightly different targeting restrictions. If the witchfire does not

list a subtype, or simply describes itself as a psychic shooting

attack, use the rules given above to resolve it. If it has one of the
following subtypes, use the rules for that subtype.

Beam

To use a witchfire power with the beam sub-type, target a point
within the power's range and trace a line (about Imm thick)
between the chosen point and the centre of the Psyker’s base. The
beam automatically hits all models (friend or foe), other than the
psyker, under the line. The model closest to the Psyker suffers a
hit at the beam’s full Strength. The beam then hits the next closest
model under the line, but its Strength is reduced by 1. The next
model in line is then hit, with the Strength reduced by 1 again.

Continue until the Strength drops to 0, or there are no more
models under the line. Note that models under the line can
be hit even if the Psyker cannot draw line of sight to them.
Additionally, the first model hit must be from the same unit
that the rest of the Psyker's unit targets that phase.

If the line of the beam passes through a building, the building
also takes a hit at the appropriate Strength. The beam then
continues, hitting any other models under the line as normal;
| the building is essentially treated as another model. If the beam
passes through the wall of a ruin, the Strength is reduced by
one, as if it had encountered another model, and then continues
on to hit any other models under the line as normal.

Focussep WITCHFIRE

Some witchfire powers can pick out models in an enemy

unit — these are called focussed witchfire powers. They follow
all the normal rules for witchfire, but you can choose the
specific model in the target unit that you want the power to
affect. This isn’t guaranteed, however, as such powers require
great concentration which can easily be broken. Accordingly,
when the Psychic test is taken for focussed witchfire, pay close
attention to the actual number rolled. If the total is 5 or less and
the Psychic test is passed, then the power is resolved against the
model you chose. If the total is greater than 5 and the Psychic
test is passed, randomly select a different model in the same
unit for the power to be resolved against.

MAELSTROM

A maelstrom power automatically targets and hits all units,
friendly and enemy, within the power's maximum range,
regardless of line of sight, being locked in combat, intervening
models/terrain and so on. The actual effect of a maelstrom

can vary. Some inflict damage, while others apply bonuses or
penalties, in the same way as blessings and maledictions.

Nova

A nova power automatically targets and hits all enemy units
within the psychic power’s maximum range, regardless of line
of sight, being locked in combat, intervening models/terrain
and so on. Otherwise, a nova is treated like a shooting attack,
and indeed will have a profile like a shooting attack.
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“That which I cannot crush with words, I will crush with the tanks of the Imperial Guard.”

fl War is not a trade solely for living soldiers, but also for mighty
war engines and Tanks. Rhinos and Land Raiders forge
forwards through incoming fire, disgorging battle-ready Space
Marines into the heart of the foe. Leman Russ Battle Tanks
plough across the battlefield, battle cannons roaring and heavy
bolters spitting death. Eldar Skimmers flit through the smoke-
laced skies, darting through the enemy defences to attack
crucial targets.

Such vehicles do not fight in the same manner as creatures of
flesh and blood — that’s why their rules have been compiled
in this section. First we're going to look at the rules and
characteristics that all vehicles have in common, then we'll
cover more specialist sets of rules for Flyers, Tanks and more.

iz o

All'mortal life is folly that does not feed the spirit.

NS

- Lord Solar Macharius

VEHICLE CHARACTERISTICS

Vehicles have characteristics that define how powerful they are
in a similar way to Infantry. However, their characteristics are
different. Shown here is one example of a vehicle’s profile:

A
Name BS ’-: rnéourﬁ HP

Leman Russ 3

BALLISTIC SKILL (BS)

Vehicles have a Ballistic Skill value just like other unit types
and it represents the accuracy of the crew as they blast away at
their enemy with the vehicle's weapons.

ARMOUR VALUE (AV)

The Armour Value (sometimes just referred to as Armour)
of a vehicle tells you how hard it is to damage. Vehicles have
separate Armour Values to represent the protection on their
front (F), sides (S) and rear (R). Armour Values typically range
from 10 to 14, depending on which side of the vehicle is being
attacked, with the lightest armour usually on the rear, to
represent vulnerable fuel tanks, engine compartments, etc.

HULL POINTS (HP)

Every vehicle has a number of Hull Points, indicating how
much damage it can take before it is destroyed. This will
normally be shown in the vehicle’s characteristics profile. If no
Hull Point characteristic is given in your codex, you'll find it as
part of the vehicle profile in Appendix II.

TYPE

The different types of vehicle are: Chariot, Fast, Flyer, Heavy,
Hover, Open-topped, Skimmer, Tank, Transport and Walker.
These types can be combined to define, for example, a Fast
Skimmer or an Open-topped Walker, in which case, the vehicle
has all of the rules for all of its types.
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VEHICLES &
MEASURING DISTANCES

As vehicle models do not usually have bases, the normal rule of
measuring distances to or from a base cannot be used. Instead,
for distances involving a vehicle, measure to and from their
hull, ignore gun barrels, dozer blades, antennas, banners and
other decorative elements.

There is, however, the notable exception of a vehicle’s
weaponry. When firing a vehicle’s weapons, ranges are
measured from the muzzle of the firing weapon, whilst
line of sight is determined from the weapon’s mounting
point and along its barrel (as explained later).

VEHICLE MOVEMENT

The distance a vehicle moves influences how accurately it can
fire its weapons and how easy a target the vehicle will be if
assaulted, as described later.

« A vehicle that remains Stationary will be able to bring
its full firepower to bear on the enemy.

« A vehicle that travels up to 6" is said to be moving at
Combat Speed. This represents the vehicle advancing
slowly to keep firing, albeit with reduced firepower.

« A vehicle that travels more than 6" and up to 12" is said
to be moving at Cruising Speed. This represents the
vehicle concentrating on moving as fast as possible — all
of its firepower will be wildly inaccurate.

Vehicles can turn any number of times as they move, just

like any other model. Vehicles turn by pivoting on the

spot about their centre-point, rather than wheeling round.
Turning does not reduce the vehicle’s movement. Pivoting

on the spot alone does not count as moving, so a vehicle that
only pivots in the Movement phase counts as Stationary
(however, Immobilised vehicles cannot even pivot). Pivoting
is always done from the centre of a vehicle to prevent it from
accidentally moving further than intended or allowed. Just like

other units, vehicles cannot move over friendly models.

DIFFICULT AND DANGEROUS TERRAIN
Vehicles attempting to move through broken terrain are not
slowed like other units, but risk becoming stuck, bogged down

or damaged.

FORGING A NARRATIVE

Just as vehicles add an extra tactical
dimension, they also present fresh
opportunities for making sure that the
story of your game unfolds as dramatically
as possible. However, to make sure of this,

you'll want to think about how vehicles will

interact with your terrain. Has your terrain

placement made it impossible for vehicles to

access part of the board and, if so, is this appropriate? If you're
enacting an epic gunfight in a cavern complex, it makes perfect
sense that some passages are too tight for Tanks. If, however,
you're ambushing a patrol, then it’s probably more appropriate
for Tanks to have free rein.

When discussing terrain at the beginning of the game, it's
perfectly fine for players to agree that some terrain has a
different effect on vehicles than it does on other units. For
example, players might agree that Tank traps are dangerous or
even impassable to vehicles, but clear terrain for other units.
Similarly, you could agree that vehicles (or just certain vehicle
types) treat barbed wire as clear terrain, and so on.

Vehicles are not slowed down by difficult terrain.
However, they treat all difficult terrain as dangerous
terrain instead. A vehicle that fails a Dangerous Terrain test is
instantly Immobilised (see page 74).

SHOOTING WITH VEHICLES

When a vehicle fires, it uses its own Ballistic Skill characteristi::
and shoots like any other unit. All its weapons must fire at a
single target unit.

MOVING AND SHOOTING WITH VEHICLES
The accuracy of the weapons a vehicle can fire in the Shooting
phase depends on how fast it has moved in that turn’s
Movement phase, as detailed below. Vehicles always have the
Relentless special rule.

* A vehicle that remained Stationary can fire all of its
weapons (remember that pivoting on the spot does not

count as moving).

« A vehicle that moved at Combat Speed may fire a single
weapon using its full Ballistic Skill. The vehicle can also
fire Snap Shots with other weapons if it wishes. Though,
of course, it cannot fire any weapons that cannot be fired
as Snap Shots.

« A vehicle that moved at Cruising Speed can only make
Snap Shots, as above.

VEHICLES & ORDNANCE WEAPONS

Unlike other units, vehicles can move and fire with Ordnance
weapons. However, a vehicle that fires an Ordnance weapon
can only make Snap Shots with its other weapons that turn.

MY ARMOUR IS CONTEMPT.
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Moving Fratr Our

A vehicle can elect to move Flat Out instead of firing in the
Shooting phase, immediately moving up to 6; this move triggers
Dangerous Terrain tests as normal. A Tank cannot move Flat Out
in the same turn that it performs a Tank Shock.

VEHICLE WEAPONS & LINE OF SIGHT

Vehicles need to be able to draw a line of sight to their targets

in order to shoot at them. When firing a vehicle’s weapons,

point them at the target and then trace line of sight from

each weapons' mounting and along its barrel to see if &
the shot is blocked by terrain or models. If the target unitis in & V%
cover from only some of the vehicle’s weapons, then work out

the target’s cover saves exactly as if each firing weapon on the
vehicle was a separate {iring unit.

On some models, it will actually be impossible to literally
move the gun and point it towards the target because of the
way the model is assembled or because the gun has been
glued in place. In this case, players should assume that
the guns on a vehicle are free to rotate or swivel on their
intings. In the rare cases when it matters, assume that
guns can swivel vertically up to 45, even if the barrel on the
model itself cannot physically do that! Additionally, assume

VEHICLE WEAPONS

AND LINE OF SiGHT

The Predator is firing at the Orks. The weapon on the left
sponson cannot draw a line of sight to the chosen target,
and so it cannot be fired.

ARC OF SIGHT D
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SHOOTING AT VEHICLES

When a unit fires at a vehicle, it must be able to see its
hull or turret (ignoring the vehicle's gun barrels, antennas,
decorative banner poles, etc.). Note that, unlike for other
models, a vehicle’s wings are not ornamental and are a part

of its hull. As the whole unit must fire at the same target, this
often means that some of their weapons can’t damage the target
vehicle, so we assume that the other members of the squad
are providing covering fire, bringing forward ammunition
for Heavy weapons or simply keeping their heads down. If
the target vehicle is in range, roll To Hitas normal. If any hits
are scored, roll for each to see if they penetrate the vehicle’s

Armour Value, as explained next.

VEHICLE FACING AND ARMOUR VALUES
Not all vehicles are equally armoured. Countless layers of
adamantium and ceramite plates protect some Tanks, while
lighter vehicles rely more on their speed to avoid incoming fire.
As such, vehicles have different Armour Values, representing
the thickness of their armour. Armour Values for individual
vehicles often vary between its front, side and rear facings.
Shots are resolved against the facing of the vehicle that
the shot comes from. To see what facing a shot is coming
from, draw two imaginary lines through the corners of
the vehicle (see diagram below). If a unit has firing models in
two or more different facings of a target vehicle (some models in
the front and some in the side, for example), shots are resolved
separately for each facing. The direction a turret is facing has no
bearing on what arc of a vehicle you are firing at.

>,

Brast WEAPONS

When firing a Blast or Large Blast weapon at a vehicle, place

the marker with the hole over any part of the vehicle’s hull and
then roll for scatter as normal. In the case of multiple blasts, the
vehicle will be hit once each time any part of a blast marker ends
up over the vehicle or its base. The armour penetration roll is
resolved against the Armour Value facing the firer, regardless of

the position of the marker, using the full Strength of the weapon.

TeMPLATE WEAPONS
If a vehicle, or its base, is even partially under a template, it is hit

on the Armour Value facing the firer.

ARMOUR PENETRATION ROLLS

Hitting a vehicle is no guarantee that you will actually damage
it. Once a hit has been scored on a vehicle, roll a D6 and add the
weapon’s Strength, comparing this total with the Armour Value

of the appropriate facing of the vehicle.

« If the total is less than the vehicle's Armour Value, the

shot has no effect.

« If the total is equal to the vehicle’s Armour Value, the

shot inflicts a glancing hit.

« If the total is greater than the vehicle’s Armour Value, the
shot inflicts a penetrating hit.

For example, a lascannon shot hits the front of a Space Marine
Predator (Armour Value 13). Rolling a D6, the player volls a 4 and

adds this to the lascannon’s Stvength of 9, for a total of 13. Because

this equals the Predator’s Armour Value, it inflicts a glancing hit.



BN V-
» R T

" VEHICLE DAMAGE TABLE RESOLVING DAMAGE
A hit on a vehicle can have a variety of results. Its armour could

D6 Result be completely pierced, yet merely result in an area of shattered
12 ¥en\8 Crew Shaken. The vehicle is rocked by the attack, |

hull and a nasty shock for the crew. Alternatively, a lucky shot
but no serious damage is sustained (or perhaps the

) could detonate the ammunition cases or fuel tanks held within
crew have decided that it is time to quickly relocate). The

veliicle g only Rrd SaapiShors vt tHe e oqits the vehicle, resulting in an explosion of titanic proportions.
nextturn.

GrancinG Hirs

Crew Stunned. The vehicle's crew is knocked ] If a glancing hit was scored, the vehicle loses 1 Hull Point.
about by the attack, or perhaps all of the vehicle’s

targeting and steering systems are temporarily scrambled. PeNETRATING HiITS

The vehicl ly fire S Shots until the end of . . .
crue ictaics Tromy e STap-HoLs uitiiae enco If a penetrating hit was scored, the vehicle not only loses 1 Hull
Zopming Flyer Wike véhicle i eomming, Blye (Gee Point, but also suffers additional damage. After deducting any

page 80) it instead can only move 18" and cannot turn. ; Hull Points, roll a D6 for each shot that penetrated the

its next turn. The vehicle cannot move unless it is a

vehicle's armour. Apply any appropriate modifiers (they are all
) W) Weapon Destroyed. The strike causes critical cumulative) and look up the result using the Vehicle Damage

AN damage to part of the vehicle's armament. One of table on the left. You must roll on the Vehicle Damage table
even if the vehicle loses sufficient Hull Points to be Wrecked,
as there is still a chance that it Explodes!

the vehicle's weapons (randomly chosen) is destroyed
- including any combi- or built in weapons. This can
include vehicle upgrades that function as weapons,
such as pintle-mounted storm bolters or hunter-killer A
missiles. Do not count weapons that have run out of WRECKED VEHICLES

ammunition - they're already non-functional for the A vehicle that is reduced to 0 Hull Points is immediately

most part. If a vehicle has no weapons left, treat this q Wrecked. The tortured vehicle simply cannot take any more.

result as an Immobilised result instead (see below). The vehicle is destroyed, and its crew are slain. The model is left

. in pl d becomes a wreck.
E@;’i Immobilised. The vehicle has taken a | it S DR S
BIAR hit thal has crippled a wheel, track, grav plate, jet or

leg. An Immobilised vehicle cannot move — it may not 4 Wrecked vehicles are left on the table and effectively become
even pivot, but its turret may continue to rotate to select i a piece of terrain (conferring a 5+ cover save), counting as both
targets, and other weapons retain their normal arcs of difficult and dangerous terrain. Players must clearly mark that

fire. Any Immobilised results suffered by an already a vehicle has been Wrecked in a way they consider suitable.

lmmOblhsed_VChLdC’ or a Flyer Wnb _LOCde VCIOC_HY For example, they can turn the vehicle, or just its turret, upside
(see page 81) instead remove an additional Hull Point. . .
down (but not sideways to gain extra cover!), or place a marker

or cotton wool on it to represent smoke and flames.

* Explodes! The vehicle is ripped apart in a
PZyEN spectacular explosion, as its fuel and ammo detonate. ;
The vehicle is destroyed. Nearby units suffer a Strength b VEHICLES AND COVER -
3, AP - hit for each model within Dé" of the vehicle (roll OBSCURED TARGETS

for the distance once, regardless of how many times the

Vehicles do not benefit from cover in the same way as Infantry
result is inflicted), as flaming debris scatters across the . A

e i — their sheer size and bulk mean they cannot take advantage of
area. The vehicle is then removed and replaced with

| cover as well as smaller, more agile tr . They can ver
scattered wreckage (area terrain) or a crater roughly the ) g 00ps y can, however,

same size as the vehicle (if you have one). position themselves in such a way as to make it harder for the
enemy to hit them in a vulnerable location. The difference from
the way cover works for other models is represented by the

s following exceptions to the normal rules for cover:

* At least 25% of the facing of the vehicle that is being
targeted (its front, side or rear) needs to be hidden by

Hicu AP WEAPONS : intervening terrain or models from the point of view
Some weapons are so destructively powerful that they can of the firer for the vehicle to be in cover. If this is the

inflict masses of damage in a single strike. case, the vehicle is obscured (or ‘hull down’). If a unit is

firing at a vehicle, the vehicle is obscured only if it is 25%

If an AP 2 weapon scores a penetrating hit add a +1 modifier hidden from the majority of the firing models that are

he roll on the Vehicle Damage table.
fothe rolton the Vehicle Damage table able to damage the vehicle. If a unit has firing models in

1P%8.AP | weapon scores a penetrating hit, add a +2 fiadiBier two or more different facings of a target vehicle, work out
to the roll on the Vehicle Damage table. ! whether or not the vehicle is obscured separately for each

facing, using only models firing at that facing.




« Vehicles are not obscured simply for being inside area
terrain. The 25% rule given above takes precedence.

« Obviously, vehicles cannot Go to Ground, voluntarily or
otherwise. If the target is obscured and suffers a glancing
or penetrating hit, it must take a cover save against it,
exactly like a non-vehicle model would do against a
Wound (for example, a save of 5+ for a wood and so on).
If the save is passed, the hit is discarded, no Hull Points
are lost and no roll is made on the Vehicle Damage table.
1f a special rule or a piece of wargear makes a vehicle
obscured even if in the open, this is a 5+ cover save, unless
specified otherwise in the codex.

It may rarely happen that the firing unit cannot see any part of
the facing they are in (front, side or rear), but they can still see
another facing of the target vehicle. In this case, they may take
the shot against the facing they can see, but to represent such
an extremely angled shot, the vehicle receives a cover save

one point better than that given by the cover obscuring the
vehicle’s other facing.

OBSCURED VEHICLES
In these 3 pictures a unit of Eldar Fire Dragons are shooting at a Space

Marine Rhino. In each case they are in its front arc.

Picture 1: Less than 25% of the front of the Space Marine Rhino is
hidden by the ruin — the Rhino is not obscured.

Picture 2: More than 25% of the front of the Space Marine Rhino is

hidden by the ruin — the Rhino is obscured and will receive 4+ cover

save from the ruin.

Picture 3: The entirety of the front of the Space Marine Rhino is hidden
by the ruins. However, part of the side of the Rhino is still visible. The

Rhino is obscured, and gains +1 to its cover save, for a 3+ cover save.

FORGING A NARRATIVE

One of the greatest pleasures to be had in the
Warhammer 40,000 game is zooming vehicle
models about the battlefield, unleashing

the firepower of armoured behemoths and,
conversely, blowing up those vehicles that
belong to the enemy. The destruction of a
vehicle is usually a spectacular event that

can totally change the course of the game,

and vehicle wrecks become important pieces of terrain unto
themselves. But how best to represent such high-octane carnage?

Some like to demonstrate their vehicular misfortune by
turning a destroyed vehicle onto its top. A few go even
further and sculpt battle damage underneath the vehicle to
complement this approach. However, many vehicles have
delicate parts on top, so players often object to treating their
beautifully painted tanks in such a rough and ready manner,
and adopt a different solution. We know several gamers
who use cotton wool to represent the smoke billowing from
destroyed vehicles, a visually pleasing solution and doubly
handy if someone spills their tea.
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VEHICLES AND ASSAUILTS

Vehicles can be both very dangerous and very vulnerable at
close quarters. On one hand, massively armoured vehicles can
scatter Infantry before them, as no one in their right mind
would wish to be caught beneath the tracks of an eighty-tonne
Tank bearing down on them! On the other hand, a stationary
vehicle can often be very easily destroyed, as individuals
clamber over it, attaching all manner of grenades and shooting
into vulnerable spots.

ASSAULTING WITH A VEHICLE
Vehicles cannot charge. Note that Walkers (see page 84) and
Chariots (see page 82) are exceptions to this.

ASSAULTING A VEHICLE

Infantry can pose a grave threat to vehicles if they get close
enough. They can wreck a vehicle by shooting through vision
slits, planting explosives on fuel tanks, tearing open hatches to
attack the crew or committing some other equally imaginative
act of mayhem.

CHARGING A VEHICLE

A unit can charge a vehicle in their Charge sub-phase. The
charge move is conducted the same as charging other enemy
units. However, a unit cannot charge a vehicle that it cannot
hurt — it must have some possibility, no matter how small, of
being able to inflict at least a glancing hit.

VEHICLES AND OVERWATCH
Unless specified otherwise, vehicles cannot make Overwatch
fire — it takes too long to bring their weapons to bear.

FIGHTING THE ASSAULT

Hitting vehicles in close combat is very straightforward due

to their size. We can safely assume that any unit that has been
able to reach a vehicle has been travelling swiftly enough to
land a blow upon it with relative ease — though care must still
be taken to strike a vital point. Accordingly, all vehicles are
treated as being Weapon Skill 1, provided that they moved
in the previous turn - otherwise they are treated as being
Weapon Skill 0. The exceptions are Walkers (see page 84),
which have varying Weapon Skills, and Immobilised non-walker
vehicles, which are always treated as having Weapon Skill 0.

ARMOUR PENETRATION IN ASSAULT

Armour Penetration is worked out in the same way as for
shooting (D6 + the Strength of the attacker). In close combat,
however, all hits are resolved against the vehicle’s rear
armour, to represent the chance of attacking a vulnerable spot.

ASSAULT RESULTS

Combats against vehicles are very different from those among
other unit types. For a start, whilst vehicles can be assaulted,
they do not Pile In and cannot be locked in combat. At the
end of a round of close combat against a vehicle, calculate the

assault result as normal, counting each glancing hit as |
Wound, and each penetrating hit as 2 Wounds.

1f the vehicle loses the combat, nothing happens. There are
no Sweeping Advances, no Pile Ins and no Consolidation
moves. The vehicle and the enemy remain where they are and
are free to simply move away in future turns.

If the vehicle wins the combat, the enemy must make a Morale
check as normal, and Fall Back if they fail, though the vehicle
cannot Consolidate or make a Sweeping Advance.

SUCCESSIVE TURNS

If a vehicle that has been assaulted (and survived) does not move
in its successive Movement phase, enemy models will still be

in base contact with it during its Shooting and Assault phase.
Enemy models that are in base contact with a vehicle are not
locked in combat and can therefore be shot during the Shooting
phase. If the vehicle pivots on the spot (to shoot at its attackers
for example), move these models out of the way as you shift the
vehicle and then place them back into base contact with the
vehicle — or as close as possible if there is no room.

Units that still have models in base contact with a vehicle
during its Assault phase may attack it again, just as in a normal
ongoing combat (including all models that would count as
engaged in a normal assault).

VEHICLES, LEADERSHIP AND MORALE

It is assumed, in all cases, that the crew’s faith in their vehicle,
and its considerable armour plating, is absolute. Therefore,
vehicles never take Morale checks for any reason. Any
occasional lapses that do occur are represented by Crew Shaken
and Crew Stunned results on the Vehicle Damage table.

BATTLE DAMAGE

Some damage results debilitate rather than destroy vehicle
models. Tanks can find themselves Immobilised by a thrown
track, have their weapon systems crippled or shot off altogether,
or be stunned into inactivity for a turn. Marking these events
can be a little tricky. Some players leave the weapons and turrets
on their models unglued so that they can be carefully removed
during battle. This helps with ease of transport and is a great way
to represent Weapon Destroyed results — just take the relevant
weapon off altogether.

A different approach is to place a dice on or next to the vehicle,
showing the number that corresponds with the appropriate
damage result. You could even invest in a set of damage markers.
These have specific icons for each of the damage results, so you
just need to place the relevant marker on or next to the vehicle
when damage is inflicted. As with many aspects of the wargaming
hobby, there is no ‘right answer’ — just make sure that your
opponent is happy with whatever convention you decide upon.
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Most vehicles fight as individual units and are represented by a single model. However, some vehicles, such as Ork

Warbuggies and Eldar Vypers, operate together in what are known as squadrons. Squadrons are treated like normal

units, with a few exceptions and clarifications as described below.

MOVING SQUADRONS

The vehicles in a squadron must maintain coherency, just
like models in ordinary units, but vehicles in a squadron
need only remain within 4" of each other, rather than
within 2". Indeed, they can move at different speeds,
provided they maintain unit coherency.

SHOOTING WITH SQUADRONS

All of the weapons fired by a squadron of vehicles in each
phase must target a single enemy unit. Like other units,
vehicles in squadrons can see and shoot through members of
their own unit, just as if they were not there. This represents
the vehicles manoeuvring around each other in a well-

practiced battle formation.

Squaprons Moving Frat Our

Vehicles in squadrons can declare individually whether

or not they are going to move Flat Out. Note that unit
coherency must still be maintained. Those that do not move
Flat Out can shoot as normal.

SHOOTING AT SQUADRONS

When a squadron of vehicles is shot at, roll To Hit as normal.
Once you have determined the number of hits, these hits
must be resolved, one at a time, against the model in the
squadron closest to the firing unit — exactly like you would
resolve Wounds on a normal unit. Once the nearest model in
the squadron is destroyed (i.e. is Wrecked or Explodes), the
next hit is allocated against the new nearest model, and so on.

ASSAULTING SQUADRONS

When a squadron is struck in close combat, roll To Hit as
normal, and resolve those hits, one at a time, first against
squadron models in base contact, then against models further
away, once the closest model is destroyed, just like normal.

DAMAGING SQUADRONS

As vehicle squadrons don't have Wounds or Toughness, we
have to allocate hits to them slightly differently to other,
more conventional, units. To do this, allocate individual
hits, rather than individual Wounds, one at a time,

to the closest-model in the squadron. Then roll for
Armour Penetration against the correct facing (so against
the rear armour in close combat) and determine the result
of any glancing or penetrating hits. When this has been
done, resolve the next hit, and so on, until all hits have been

allocated and resolved.

ABANDONING SQUADRON-MATES
Over the course of the battle, it is likely that one or more
members of a squadron will suffer an Immobilised result,
preventing it from moving. If a member of a squadron is
Immobilised, the rest of the squadron are permitted

to ‘abandon’ it. To do so, the rest of the squadron

must move out of unit coherency with it; treat the
Immobilised model(s) as a separate unit from then on.
This cannot be done if a member of a squadron has only been
Crew Stunned — we assume, in this case, that its squadron-
mates rally to its defence until a full recovery is made.
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Some vehicles can carry Infantry across the battlefield, providing speed and protection. Of course, if the Transport is

destroyed, the passengers risk being burnt alive in the explosion.

Transports have several additional characteristics: Transport
Capacity, Fire Points and Access Points.

TRANSPORT CAPACITY

Each Transport vehicle has a maximum passenger capacity

that can never be exceeded. A Transport can carry a single
Infantry unit and/or any number of Independent
Characters (as long as they are also Infantry), up to a total
number of models equal to the vehicle’s Transport
Capacity. The entire unit must be embarked on the Transport if
any part of it is — a unit cannot be partially embarked or be spread
across multiple Transports.

Only Infantry models can embark upon Transports (this does
not include Jump or Jet Pack Infantry), unless specifically stated
otherwise. Some larger Infantry models count as more than one
model for the purposes of Transport Capacity, and this will be
specified in the model’s rules.

Sometimes, there will be constraints on which types of models
can embark upon a particular vehicle, and this will be specified
in the unit’s entry. Space Marine Terminators, for example,
cannot embark upon a Rhino or Razorback, although they can
be transported by a Land Raider.

UNSHAKABLE NERVE

Units embarked upon Transports are Fearless while they
are embarked (they draw great resolve from their seemingly
impervious position).

DEDICATED TRANSPORTS

Sometimes a unit entry in a codex will include a Transport
option, allowing a vehicle to be selected together with the unit.
These Dedicated Transports do not use up a slot on the force
organisation chart (see page 109). Other vehicles may also have a
Transport Capacity, but they are chosen separately as normal and
occupy a force organisation chart slot of their own.

The only limitation of a Dedicated Transport is that when it is
deployed, it can only carry the unit it was selected with (plus

any Independent Characters that have joined it). After the game [

begins, it can then Transport any friendly Infantry unit, subject to 1
Transport Capacity and other special exclusions, as explained in ‘

the vehicle’s entry.

FIRE POINTS

A Transport might have a number of Fire Points defined in
its entry. A Fire Point is a hatch or gun slit from which one or
more passengers inside the vehicle can fire shooting weapons
(or use witchfire/psychic shooting attacks).

Unless specified differently in the vehicle’s entry, a single
passenger can fire out of each Fire Point and the other
transported models cannot fire. Ranges and line of sight
are measured from the Fire Point itself. If an embarked model
fires a Template weapon from a Fire Point, discount the hit
scored against the vehicle — we assume the weapon has been
fired in a sufficient arc to clear the Transport’s hull. Note that
the passengers can shoot at a different target to the vehicle
itself. Models firing out of a vehicle that moved at Combat
Speed count as having moved that turn. Models firing out of a
vehicle that moved at Cruising Speed can only fire Snap Shots
that turn. They cannot fire if the vehicle moves Flat Out or uses
smoke launchers that turn.

ACCESS POINTS

Each vehicle capable of carrying passengers will have a number
of Access Points defined in its entry. These are the doors, ramps
and hatches that passengers use to get in and out of the vehicle
(see below for more details). Transports on flying bases also
count the base as an Access Point.

EMBARKING AND DISEMBARKING

Models can only voluntarily embark or disembark in the
Movement phase. They cannot voluntarily embark and
disembark in the same turn. However, they can embark and
then be forced to disembark if their Transport is destroyed.

EMBARKING

A unit can embark onto a vehicle by moving each model
to within 2" of its Access Points in the Movement phase —
Difficult and Dangerous Terrain tests should be taken as normal.
The whole unit must be able to embark — if some models are

out of range, the entire unit must stay outside. When the unit
embarks, remove it from the table and place it aside, making a
note that the unit is being transported. If the players need to
measure a range involving the embarked unit (except for its
shooting), this range is measured to or from the vehicle’s hull.

If the vehicle moved before its passengers got aboard, it
cannot move further that turn (including pivoting on the spot
or moving Flat Out). If the vehicle did not move before its
passengers got aboard, it can move as normal after they have
embarked. In either case, a vehicle cannot Tank Shock or Ram
in a turn that a unit embarks upon it.




The model can then make a normal move — Difficult and
Dangerous Terrain tests should be taken as normal, but it
must end its move wholly within 6" of the of the Access
Point it disembarked from (we assume that any distance
that is lost because of this has been used getting out of the
Transport). Repeat this process for each model in the unit.

At the end of the unit’s move, all models must be in unit
coherency. 'y

DISEMBARKATION RESTRICTIONS

After disembarking, models can shoot, counting as having
moved, or choose to Run in their subsequent Shooting phase,
but cannot declare a charge in their subsequent Assault phase.

EMERGENCY DISEMBARKATION
If any models cannot disembark, because of enemies or because

DiISEMBARKING

A unit that begins its Movement phase embarked upon a they would end up in impassable terrain, the unit can perform

vehicle can disembark either before or after the vehicle has an emergency disembarkation. In this case, a model can be

moved (including pivoting on the spot, etc) so long as the placed anywhere in contact with the vehicle’s hull and can then

vehicle has not moved more than 6". move as for a normal disembarkation. The unit cannot then
perform any voluntary actions for the rest of the turn. If

If the vehicle had not moved before the unit disembarked, the even this disembarkation is impossible, because it is impossible \

vehicle can then move normally. If the vehicle had already to place one or more models, then the unit can't disembark. |

moved before the unit disembarked, the vehicle cannot move
further (including pivoting on the spot) that turn. In either
case a vehicle cannot Tank Shock or Ram on a turn that a unit

e W
GENCY DISEMBARKATION
disembarks from it. . ;

INDEPENDENT CHARACTERS & TRANSPORTS
If an Independent Character (or even more than one) and

a unit are both embarked upon the same vehicle, they are
automatically joined, just as if the Independent Character

was within 2" of the unit. If either an Independent Character

or a unit is already in a vehicle, the other may join them by

PrAaciNG DISEMBARKED MODELS embarking too (assuming, of course, that there is enough
When a unit disembarks, place the models one at a time, using space). The unit and the Independent Character(s) can, in a

| the following method: place the first model in base contact with later Movement phase, disembark together as a single unit.

| one of the vehicle’s Access Points. If the model cannot be placed Alternatively, they can separate by either the unit or the
in base contact with the Access Point due to the vehicle's flying Independent Character(s) disembarking while the others
base, place it so its body is in contact with the Access Point. In remain on board. They can even separate by disembarking at
either case, a disembarking model’s base cannot be placed within the same time, so long as they end their moves more than 2"

L | 1" of an enemy model or within impassable terrain. away from each other.
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TRANSPORTS AND ASSAULTS

If a Transport vehicle is assaulted, an embarked unit can fire
Overwatch at the attackers out of its Fire Points. If a Transport
vehicle is Wrecked or Explodes, any Wounds caused to its
passengers do not count towards combat resolution and
surviving passengers are not locked in combat with the units
assaulting their Transport vehicle.

EFFECT OF DAMAGE ON PASSENGERS
When a Transport sustains damage, it can also have an effect on
its passengers as described below:

* Crew Shaken. Passengers can only make Snap Shots in
their next Shooting phase, but are otherwise unaffected.

* Crew Stunned. Passengers cannot shoot in their next
Shooting phase, but are otherwise unaffected.

* Weapon Destroyed & Immobilised. These results have
no effect on passengers.

FLYERS
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* Wrecked. The passengers must immediately disembark
in the usual manner (see page 79), save that they must end
their move wholly within 3" rather than 6". If, even by
performing an emergency disembarkation, some models
are unable to disembark, then any models that cannot
disembark are removed as casualties. This does not prevent
the rest of the unit from disembarking. The unit must then
take a Pinning test. After this, the vehicle becomes a wreck.

* Explodes! The unit suffers a number of Strength 4, AP- hits
equal to the number of models embarked. Resolve these as
for shooting hits, except that the controlling player allocates
any Wounds caused. Surviving passengers are placed where
the vehicle used to be; any models that cannot be placed are
removed as casualties. The unit then takes a Pinning test.

As all models in a single unit fire simultaneously, a squad cannot
wreck a Transport and then fire at its occupants. However, if a
Transport is destroyed by a shooting attack, any unit that shot it
that turn can, if allowed, charge the now disembarked passengers.

— St . v

The airspace above a battle is thronged with activity. Fighters and bomber craft hurtle through the skies, duelling with

one another and providing fire support for the troops on the ground.

AERTAL SUPPORT
Flyers must begin the game as Reserves — it takes time for a
Warlord to organise and coordinate air support.

FLYERS AND MEASURING

Flyers have flying bases that suspend them above the
battlefield. However, distances are still measured to and from
the Flyer's hull, with the exceptions of the vehicle’s weapons
and Fire Points, which all work as normal. The base of a Flyer is
effectively ignored, except for when:

* The Flyer is being assaulted, in which case models may
move into contact with the vehicle’s hull, its base or both.

* Models are embarking or disembarking from the Flyer, in
which case the base of the Flyer is used as the Access Point.

FLYERS AND OTHER MODELS

Models that physically fit under a Flyer model can move beneath
it. Likewise, a Flyer can end its move over such models. However,
when moving this way, enemy models must still remain 1" away
from the base of the Flyer, and the Flyer cannot end its move
with its base within 1" of other enemy models.

ZOOM

Flyers can usually only make a special kind of move called Zoom.
Some can also Hover — see page 81. Zooming allows the Flyer to
move at fantastic speeds, making it very difficult to shoot down,

but limiting its manoeuvrability. If a Flyer Zooms, it has a
Combat Speed of 18" and a Cruising Speed of 36". However,
as a certain amount of forward thrust is required for the vehicle
to stay in the air, a Zooming Flyer can never voluntarily move
less than 18" If a Zooming Flyer is forced to move less than 18"
in its own Movement phase, it is automatically Wrecked.

To represent its limited manoeuvrability, a Zooming Flyer can
only make a single pivot on the spot of up to 90° before it
moves. Thereafter, it must move directly forwards in a straight
line. In a turn in which a Flyer enters the board from reserve,
it can do so facing any direction you wish, providing that the
resulting move will not catry it off the board again. A Zooming
Flyer can move over intervening units and impassable terrain
exactly as a Skimmer. In addition, a Zooming Flyer does not
have to take Dangerous Terrain tests even if it starts or stops
over difficult, dangerous or impassable terrain. Finally, models
cannot embark upon, or disembark from, a Zooming Flyer.

ZooM, TANK SHOCK AND RAMMING
Zooming Flyers cannot Tank Shock or Ram nor can they be
Tank Shocked or Rammed.

Z.OOMING AND SHOOTING

Flyers have sophisticated targeting systems designed to work at

the fastest speeds. Zooming Flyers can fire up to four of their
weapons using their full Ballistic Skill if they have moved
at either Combat Speed or Cruising Speed that turn.
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Harp To Hir SPECIAL RULES

Zooming Flyers are incredibly difficult targets for troops Flyers can choose whether or not to use the Skyfire special rule

without suitably calibrated weapons and scopes. Shots resolved at the start of each Shooting phase. They don't have to use the

at a Zooming Flyer can only be resolved as Snap Shots Skyfire special rule, but if they do, all weapons they fire that 7

(unless the model or weapon has the Skyfire special rule, as turn are treated as having the Skyfire special rule. H

described on page 42). Template, Blast and Large Blast weapons Y

cannot hit Flyers in Zoom mode. SPECIAL WEAPON SYSTEMS ‘
Flyers have access to two special weapon systems: missiles and )

ZooM AND Frar Our bombs. Missiles can be used while either Hovering or

A Zooming Flyer that goes Flat Out must move forwards in a Zooming. Bombs can only be used while Zooming. '

straight line between 12" and 24".

MissILES
EvADE Many Flyers are armed with a special kind of weapon called a
1f a Zooming Flyer comes under fire, the pilot can throw his missile, clearly denoted by their name: Bloodstrike Missiles,
craft into a series of evasive manoeuvres in an attempt to avoid Implosion Missiles, and so on are good examples.
taking damage. After the enemy has rolled To Hit against one of
your Flyers, but before armour penetration rolls are made, you Missiles are one use only, but most Flyers carry two or more |
can choose to Evade until the end of your next turn. An evading  to maintain a steady weight of fire throughout the game. A \
Flyer has the Jink special rule, but only fires Snap Shots. maximum of two missiles can be fired per Shooting phase, '

and they count towards the number of weapons fired that turn.
AsSSAULTING ZOOMING FLYERS
Due to their high speed (and presumably high altitude), Bomss AND BoMBING RUNS
Zooming Flyers cannot be assaulted. Some Flyers are armed with bombs, specialised munitions
designed to be dropped onto enemies below. Unlike other

LeaviNG COMBAT AIRSPACE weapons, bombs are used during the Flyer's Movement

It’s quite likely that a Flyer making a Zoom move will leave phase, in a special kind of attack called a Bombing Run. A
the board, either deliberately or by accident. If this happens, Flyer can drop up to one bomb in its Movement phase. If it does
the Flyer is said to have left combat airspace — it then enters so, it counts as having already fired one weapon in its following
Ongoing Reserves (see page 125). A Flyer that leaves combat Shooting phase, however, any additional weapons it fires that
airspace must Zoom back on when it returns from Ongoing turn can choose a different target to that of the bomb.

Reserves, even if it has the Hover type. -
To make a Bombing Run, a Flyer must be Zooming. After the (
FLYERS AND DAMAGE RESULTS Flyer has finished moving, centre the bomb’s blast marker
Zooming Flyers follow the exceptions given below. on any one model the Flyer has passed over that turn
and scatter it D6". Any model under the blast marker’s final
Lockep VELOCITY position is hit, resolved using the bomb's profile.
If a Zooming Flyer suffers an Immobilised result, its velocity is )
locked. A Flyer with Locked Velocity cannot change speed A Flyer that makes a Bombing Run during its Movement phase
for the rest of the game, but must continue to Zoom at either cannot move Flat Out later in the turn.
Combat Speed or Cruising Speed (whichever it was using when
it suffered the Immobilised result). Once a Flyer’s velocity is e M% o
locked, it cannot Evade and cannot move Flat Out. A Flyer

with Locked Velocity can still turn before it moves as normal

¢ )
Hover TypE
A Flyer that has the Hover type can choose to Hover instead of
Zooming. Hovering makes the Flyer slower, but considerably

and if it leaves the board will enter Ongoing Reserves as normal.

CrasH AND BurN

If a Zooming Flyer is Wrecked or Explodes, its flaming debris
rains down on the battlefield. Centre the large blast marker
over the Flyer it then scatters 2D6". Any model under the
blast marker’s final position suffers a Strength 6, AP - hit. The
Flyer is then taken off the board. If the Flyer is also a Transport,

more agile.

A Flyer with the Hover type must declare whether it is going

to Zoom or Hover before it moves each Movement phase. This
means that, if the Flyer arrives from reserve, you must declare
which type of movement it is using before placing it on the board.
If a Flyer is in a squadron, all vehicles in the squadron must choose

| any models within suffer a Strength 10 hit with no armour saves ]
the same type of movement.

allowed. Survivors are placed anywhere within 3" of the blast
marker’s final position and in unit coherency. Any models that If a Flyer is hovering, it is treated exactly as a Fast Skimmer.
cannot be placed are removed as casualties. This makes it more manoeuvrable, but often limits the number of

weapons it can fire.
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Chariots are personal war machines for high-ranking characters who prefer to survey the battlefield from a lofty perch. They
differ from other Transports in that they can only carry a single passenger - a character — referred to hereafter as the rider.

MOVING CHARIOTS FIGHTING FROM A CHARIOT
Chariots move normally for a vehicle of their type. In addition, While a Chariot cannot strike blows in close combat, it’s an
if the Chariot is a Skimmer, the rider can make Sweep Attacks. excellent fighting platform for its rider. Accordingly, the rider
of the Chariot is treated as being in base contact with all
SWEEP ATTACK enemy models that are themselves in contact with the
The rider can make a Sweep Attack each turn in the Movement Chariot. This means that the Chariot’s rider can both strike, and
[‘ phase. To make a Sweep Attack, pick one unengaged enemy be struck by, such models. Note that, as a vehicle, the Chariot
[ unit the Chariot has moved over this turn and roll a D6 (and its rider, whilst embarked) cannot be locked in combat.
‘ for each Attack the rider has on his profile. If the Chariot
‘ moved at Combat Speed this turn, it hits on rolls of 3+; if it CHALLENGES
| moved at Cruising Speed, it hits on rolls of 4+. Each hit is A rider cannot issue or accept challenges from the back of a
| resolved at the rider’s Strength, plus any Strength bonuses, AP Chariot, nor can he perform a Glorious Intervention.
l value and special abilities from his Melee weapon. Resolve hits
against the rear armour of vehicles. Use Random Allocation IMPROVED SAVE
' (see page 15). Sweep Attacks can be Precision Strikes (see page Chariots inevitably have a protective cowling or a series of force
63) and no cover saves are allowed against Wounds, glancing fields in their design, which we represent by allowing the rider
hits and penetrating hits caused by a Sweep Attack. +1 to his armour saves against Wounds caused in close combat.
SHOOTING AT CHARIOTS Crew
Chariots are shot at in exactly the same way as other vehicles In addition to the rider, some Chariots have crew. The crew of a
— the rider cannot be targeted separately from his Chariot. Chariot are considered to be part of the Chariot itself, can never
“ Shooting attacks must always be resolved against the Chariot. be targeted separately from the vehicle, and cannot attack.
2‘ ASSAULTING WITH CHARIOTS SPECIAL RULES
l Unlike other vehicles, a Chariot is allowed to declare a charge Until his Chariot is destroyed, and whilst he remains
| inthe Assault phase — provided that it did not move Flat Out embarked upon it, the rider has the Fearless special rule. The
in the preceding Shooting phase. As long as the charge range is Chariot itself has the Hammer of Wrath special rule, but
| 1 sufficient to bring the hull (or base) into contact with the target gains D6 Attacks rather than one, resolved at Strength 6, AP —,
unit, the charge is successful. Remember that, as a vehicle, the unless otherwise stated.

| Chariot will need to take a Dangerous Terrain test if it charges

| through difficult terrain. If it fails this test, it is Immobilised

‘ and the charge also fails. However, rather than not moving at

‘ | all, as is normal when a charge fails, the chariot comes to a halt
as soon as it enters the terrain that Immobilised it.

OPEN-TOPPED VEHICLES
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Some vehlcles have only a little armour, making them more vulnerable to damage because of their lightweight construction.

However, such vehicles make for excellent assault transports as their payload can disembark with much greater ease.
j THE VEHICLE DAMAGE TABLE PASSENGERS SHOOTING FROM OPEN-TOPPED TRANSPORTS
A lack of armour leaves vital parts of these vehicles vulnerable. Open-topped Transports do not have specific Fire Points.
) If a vehicle is Open-topped, add a +1 modifier to any rolls on the Instead, all passengers in an Open-topped Transport can fire,
| Vehicle Damage table (this is cumulative with other modifiers). measuring range and line of sight from any point on the hull
of the vehicle.
OPEN-TOPPED TRANSPORTS
Open-topped vehicles do not have specific Access Points. Instead, PASSENGERS CHARGING FROM OPEN-TOPPED TRANSPORTS
g all of the vehicle is considered to be an Access Point (regardlessof ~ Acting as an ideal attack platform, all Open-topped Transports
| any base they may have). are Assault Vehicles (see page 33).
- ) —_ 4 AP
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VICTORY BELONGS WITH THE BIGGEST GUNS.

. HEAVY VEHICLES
s g S

e e i ——— T o —— . - ——. . et s g B g —— - —

Heavy vehicles are particularly ponderous. They are less war machines than mobile fortresses — slow but very durable.

MOVING HEAVY VEHICLES
Heavy vehicles can never move faster than Combat Speed and
can never elect to move Flat Out.

FAST VEHICLES
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SHOOTING WITH HEAVY VEHICLES

For the purposes of determining which weapons a Heavy
vehicle can fire (and at what Ballistic Skill), Heavy vehicles are
always treated as having remained Stationary.

2 ——— et

Fast vehicles are the exact opposite to Heavy vehicles — swift-moving and often fragile. They are commonly employed as

initial strike elements or reconnaissance units.

MOVING FAST VEHICLES
Fast vehicles are swifter than the norm so, to represent this, can
move up to 12" when moving Flat Out.

.. SKIMMERS
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SHOOTING WITH FAST VEHICLES

Fast vehicles that moved at Combat Speed in the preceding
Movement phase can fire all of their weapons, just like other
types of vehicles that have remained Stationary. Fast vehicles
that moved at Cruising Speed can fire up to two weapons
using their full Ballistic Skill - other weapons can only make
Snap Shots.

Some highly advanced vehicles are fitted with anti-gravity drives that allow them to skim swiftly over tough terrain and

intervening troops.

SKIMMERS AND MEASURING

Unlike most other vehicles, Skimmers have flying bases

under their hull. However, distances are still measured to and
from the Skimmer’s hull, with the exceptions of the vehicle’s
weapons and Fire Points, which all work as normal. The base of
a Skimmer is effectively ignored, except for when:

« The Skimmer is being charged or rammed, in which case,
models may move into contact with the vehicle’s hull, its
base or both.

MOVING SKIMMERS
Skimmers can move over friendly and enemy models, but they
cannot end their move on top of either.

Skimmers can move over all terrain, ignoring all penalties

for difficult terrain and tests for dangerous terrain. However,
if a moving Skimmer starts or ends its move in difficult or
dangerous terrain, it must take a Dangerous Terrain test. A
Skimmer can even end its move over impassable terrain if it is
possible to actually place the model on top of it, but if it does so
it must take a Dangerous Terrain test.

If a Skimmer is forced to end its move over friendly or enemy
models, move the Skimmer the minimum distance so that no
models are left underneath it.

FAST SKIMMERS
If a vehicle is both Fast (see above) and a Skimmer, it can move
up to 18" when moving Flat Out.

SKIMMERS AND DAMAGE RESULTS

Having your engines stall when travelling at high speed has its
consequences. If it moved Flat Out in this, or the previous,
turn, a Skimmer that suffers an Immobilised result
immediately crashes and is Wrecked). If it did not move
Flat Out, it suffers an Immobilised result, as normal.

If a Skimmer is Immobilised or Wrecked, its base is removed, if
possible. If this is not possible (the base might have been glued
in place, for example), don’t worry about it. The Skimmer's
anti-grav field is obviously still working and an Immobilised
Skimmer will simply remain hovering in place, incapable

of any further movement (including turning on the spot); a
Wrecked one is now a floating, burning wreck. Note that it is
not otherwise permitted to remove the flying base, as Skimmers
cannot land in battle conditions.

SPECIAL RULES v
Skimmers have the Jink 5
special rule.
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To ERR IS HUMAN; TO ERR AGAIN IS TREACHERY.
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Walkers are an unusual type of vehicle. Instead of wheels or tracks, they have mechanical limbs that allow them to stride
forwards, ploughing through densely packed terrain with ease in order to bring their weapons to bear.

ADDITIONAL CHARACTERISTICS

Unlike other vehicles, Walkers have a Weapon Skill,
Strength, Initiative and Attacks characteristic. Shown here is
an example:

[Armour 1
WSBS S F S R I AHP
Scout Sentinel 3 3 5 101010 3 1 2

WALKERS AND MEASURING

If a Walker has a base, measure ranges and distances to and
from its base, as for an Infantry model. If a Walker does not
have a base (like the Chaos Defiler), measure to and from
its hull (including any legs or other limbs), as normal for
vehicles. The Walker's weapons are an exception to this, as
explained below.

MOVING WALKERS

Walkers move using the movement rules for Infantry.
They can move 6" in the Movement phase, Run in the
Shooting phase, and charge in the Assault phase, just as
Infantry can. Difficult terrain affects Walkers just as it does
Infantry, and only counts as dangerous terrain if it would do
so for Infantry. If Walkers fail a Dangerous Terrain test, they
are Immobilised. Unlike Infantry, a Walker has a facing,
which influences where it can fire (see below) and its
Armour Value when fired at.

SHOOTING WITH WALKERS

Walkers can choose to Run like Infantry, and this prevents
them from firing and charging that turn, as normal. Obviously,
they cannot Run if they are stunned or Immobilised.

A Walker that moved can still fire all of its weapons in the
subsequent Shooting phase. When firing a Walker's weapons,
pivot the Walker on the spot so that its guns are aimed
at the target (assume that weapons mounted on a Walker
can swivel horizontally and vertically up to 45°). Range is
measured from the weapon itself and line of sight is measured
from the mounting point of the weapon and along its barrel,
as normal for vehicles. This pivoting in the Shooting
phase does not count as moving and represents the vastly
superior agility of Walkers in comparison with other vehicles.
Keep in mind, however, that its facing will determine where
its rear armour is going to be when the enemy returns fire!
Immobilised Walkers cannot pivot, and can only shoot at
models within their current weapon arc.

Unlike other vehicles, Walkers can fire Overwatch.

e —y, .
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SHOOTING AT WALKERS

When firing at a Walker, work out which of its Armour Values
to use as you would for any other vehicle, based on the position
of its body compared to the model firing at it.

WALKERS AND ASSAULTS

Walkers assault, and are assaulted, like Infantry models,
meaning that they make charge moves and can be locked
in combat. Walkers that are locked in combat cannot be
shot at.

In close combat, Walkers fight like Infantry models.
However, any hits scored against them must roll for armour
penetration and damage as for a vehicle. Models hitting

a Walker in close combat always roll for armour
penetration against its front armour unless it has been
Immobilised. Against an Immobilised Walker, models
always roll for armour penetration against its rear
armour. This is because, unlike other vehicles, the Walker
turns to face its enemies and rampages through the melee.
Consequently, a Walker is quite capable of tearing apart

its foe in close combat, while only the specially armed (or
monstrously powerful) will have any hope of destroying a
Walker up close.

1f a Walker is armed with two or more Melee weapons,
it gains +1 bonus Attack for each additional weapon
after the first. Unlike other models, this is not limited

to a single bonus Attack, so a Walker with three Melee
weapons would have 2 bonus Attacks. If one of its additional
Melee weapons is destroyed, one bonus Attack is lost. If the
destroyed weapon is a Dreadnought close combat weapon,
the Walker loses the bonuses conferred by that Dreadnought
close combat weapon.

Shaken damage results do not affect the way a Walker fights
in close combat. Immobilised and/or stunned Walkers
fight in close combat with one less Attack than usual (to a
minimum of 1), but otherwise they attack normally.

Walkers may make Sweeping Advances, Pile In moves and
consolidations unless they are stunned or Immobilised.

RAMMING A WALKER

If a Walker is rammed by a Tank (see page 86), the collision
is resolved as normal for a vehicle (a Walker cannot attempt
to perform a Death or Glory attack when rammed). If it
survives, the Walker can then attack the Tank in the ensuing
Assault phase.

|
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| Tanks can use their mass as a weapon, driving right into and through densely packed enemies. This often throws the opposing
| battle line into disarray, as having some monstrous metal behemoth coming straight at you is unnerving for anybody.

TANK SHOCK
When moving a Tank, the player can declare that it is going to

attempt to Tank Shock instead of moving normally.

To perform a Tank Shock, first, turn the vehicle on the
spot to face the direction you intend to move it and
declare how many inches the vehicle is going to move,

up to its maximum speed. The vehicle must move at least
Combat Speed. Note that, because pivoting on the spot does not

count as moving, this is not enough for a Tank Shock.

Once the Tank has been ‘aimed’ and the intended distance
declared, move the Tank straight forwards until it comes
into contact with an enemy unit or it reaches the distance
declared — no other changes of direction are allowed in a Tank
Shock. If no enemy unit is reached, just move the Tank straight

ahead for the distance declared and nothing special takes place.

A Tank Shock is an exception to the rule that enemy models
cannot be moved through. Remember, though, that friendly
models still cannot be moved through, so the Tank’s movement
will be stopped if any friendly models are in the way. Also, a
Tank Shock cannot be attempted against enemies that are
locked in combat, as the risk of harming allies is too high.

If an enemy unit other than another vehicle is reached,
that enemy unit must take a Morale check and immediately
Fall Back if it fails. If the test is passed, the unit simply lets the
Tank move through, as if it was not there. Regardless of the
result of the test, the Tank keeps moving straight on, possibly
tank shocking more enemy units until it reaches its final
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position. If the Tank would move into contact with a friendly
model, enemy vehicle, impassable terrain or a board edge, it

immediately stops moving 1" away.

If some enemy models in the enemy unit would end up
underneath the vehicle when it reaches its final position (it
makes no difference whether the unit is falling back or not),
these models must be moved out of the way by the shortest
distance, leaving at least 1" between them and the vehicle whilst
maintaining unit coherency and staying on the board. Any
models that cannot manage this are crushed and removed from

play as casualties. Crunch!

Uni1ts ALREADY FALLING BACK

If a unit that is falling back is tank shocked, the unit
automatically fails its Morale check. This also applies if a unit
falls back from a Tank Shock and the Tank’s remaining move

brings it into contact with them a second time.

Tank SHOCK FROM RESERVE
A Tank that moves onto the battlefield from reserve may
attempt a Tank Shock. This must be declared before the Tank

moves onto the board.

TaNK SHOCK RESTRICTIONS

A vehicle that has performed a Tank Shock cannot move Flat
Out later in the turn. Units cannot embark onto or disembark
from a Transport vehicle in a turn in which it has already
performed a Tank Shock. Likewise, a Transport vehicle from

which a unit has embarked or disembarked that phase cannot

perform a Tank Shock later in the turn.

TANK SHOCK

The Predator Tank moves until it is in contact with the Fire Dragons, which pass their Morale check. The Fire Dragon Exarch attempts a Death or Glory

attack with his melta bomb (see page 86), but rolls poorly, fails to stop or destroy the Tank and is removed. The Predator finishes its move, coming into

contact with the Eldar Guardians, which fail their Morale check and Fall Back.

prisurims




DEATH OR GLORY
If a unit that has been attacked by Tank Shock passes its Morale
check, one of its models in the vehicle's path can stand and

attempt to destroy it rather than move out of the way (potentially
a rather suicidal thing to do). The model nominated for this
heroic duty makes a single Attack against the incoming
Tank. Even if the weapon used is Assault 3, for example, or

the model is normally allowed more than one Attack, only one
Attack is ever resolved in this case. The Attack can be either a
shot from a weapon carried by the model, or a single close combat
attack using any weapon carried, including grenades. Whatever
form it takes, the Attack hits automatically, so resolve the

hit against the vehicle’s front armour (even if using a close
combat attack), and immediately apply any damage results. Cover
saves cannot be taken against a Death or Glory attack.

If the model successfully manages to wreck the vehicle, or inflict
a Crew Stunned, Immobilised or Explodes result, the vehicle
halts directly in front of the heroic individual (or blows up there).

If the Attack fails to stop the vehicle, then the Tank Shock
continues as normal, except that the brave (but perhaps foolish)
glory seeker is crushed by the vehicle grinding over him — the
model is removed, regardless of Wounds, saves (invulnerable or
not), or any other clever way of staying alive they can think of.

Artillery units may attempt Death or Glory with either a crewman
(as normal) or a gun model. If a gun model does this and fails to
stop the Tank, both the gun and one crewman are removed.

RAM

Ramming is a rather desperate manoeuvre and the Tank must
concentrate on moving at top speed towards one enemy vehicle.
This means that it, and any embarked troops, may only shoot
Snap Shots in that turn’s Shooting phase, making it a better idea
for vehicles that have no armament left, or are shaken.

Ramming is a special type of Tank Shock and is executed
the same way, except that the Tank must move at Cruising Speed.
Any vehicle that can Tank Shock can also Ram. Units other

than vehicles in the path of a Ramming Tank are tank shocked

as normal, but if the Ramming Tank comes into contact with an
enemy vehicle (not a building), resolve the collision as follows.

e

Each vehicle immediately suffers a hit against the
armour facing where the other vehicle has impacted

(so the Ramming vehicle always uses its front armour). The
Strength of the hits will often be different for different vehicles,
and is calculated as follows for each vehicle:

« Armour. Each point of armour above 10 on the facing
that makes impact: +1

+ Speed. Each full 3" moved that turn by the rammer
before impact: +1

« Mass. If the vehicle is a Tank: +1

For example, a Land Raider rams an Ork Trukk, hitting it in
the side. The Land Raider has a front armour of 14 (4 points
over 10, for a total of +4), has moved 10" before veaching the
Trukk (for an extra +3) and is a Tank (+1). The total is 4+3+1,
which means that the Trukk suffers a Strength 8 hit against its
side armour.

At the same time, the Land Raider suffers a Strength 3 hit
against its front armour (+0 for the Trukk's side armour of
10, +0 because the Trukk is not a Tank and +3 for the Land
Raider's own speed).

Both players roll for armour penetration against their
opponent’s vehicle and any results are immediately applied.

If the vehicle that is rammed is not removed, the rammer halts.
However, if the rammed vehicle is removed because it suffers
an Explodes damage result, the rammer continues its move
until it reaches its maximum move distance, moves to within 1"
of impassable terrain or friendly troops (at which point it stops
immediately) or contacts another enemy unit (which it will
Tank Shock or Ram again).

RaM AND JiNk
Cover saves from the Jink special rule can be taken against
glancing and penetrating hits caused if a vehicle is rammed.

RAMMING RESTRICTIONS
Ramming incurs the same restrictions as a Tank Shock.

¢

RAaMMING

The Rhino pivots towards the Trukk
and moves a full 10" before hitting it.
As the Rhino's front armour is 11, the
total is 5 (+1 for armour, +3 for speed
and +1 for being a tank), so the Trukk
suffers a Strength 5 hit on its side
armour (which is 10). In return, the
Rhino suffers a Strength 3 hit on its

front armour.
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VEHICLE UPGRADES
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It is incredibly rare for even two vehicles of the same design to be identical - many are modified by their crews in
order to achieve greater battlefield efficiency (or survivability). Accordingly, many vehicles have optional upgrades —
the most common of which are listed here.

; DOZER BLADE SMOKE LAUNCHERS
i Dozer blades are heavy ploughs, blades, rams, or scoops, used to Some vehicles have small launchers mounted onto them that
clear obstacles from the vehicle’s path. carry smoke canisters. These are used to temporarily obscure the
vehicle behind billowing clouds of smoke, allowing it to cross
Vehicles equipped with dozer blades can re-roll failed open areas in greater safety — although it does so at the cost of
Dangerous Terrain tests. being able to fire its own weapons.
i EXTRA ARMOUR Once per game, instead of shooting or moving Flat Out
g Some vehicle crews add additional armour plating to their (or running in the case of Walkers), a vehicle with smoke
§ vehicles to provide a little extra protection. launchers can trigger them. Place some cotton wool or some
; } other appropriate counter next to the vehicle to show it is
Vehicles equipped with extra armour count Crew Stunned obscured. Thewehicle may not fire any of its weapons in
results from the Vehicle Damage table as a Crew Shaken the same turn as it used smoke launchers, but counts as
; result instead. obscured in the next enemy Shooting phase, receiving a S+
I cover save.
i
; After the enemy’s Shooting phase, the smoke disperses with
no further effect. Note that a vehicle may still use smoke
| launchers even if its crew are shaken or stunned or it does

not have any shooting weapons.

HUNTER-KILLER MISSILE
Hunter-killer missiles are commonly fitted to Imperial vehicles.
These single-use weapon systems allow vehicles such as Rhinos
f to engage armoured enemy vehicles that would otherwise far

outmatch them.

A hunter-killer missile is an additional weapon, fired using
the vehicle’s Ballistic Skill.

Range Strength AP _ Type

£ Unlimited 8 3 "Heavyl,
' One use only.

SEARCHLIGHT
Searchlights are often fitted to vehicles so that the foe cannot use
darkness as an ally.

Searchlights are used when the Night Fighting rules are in
effect (see page 124). If a vehicle has a searchlight, it can, after
firing all of its weapons, choose to illuminate its target with
the searchlight. If it does so, it also illuminates itself. You may
§-  find it helpful to place coins, or other suitable counters, next
to the units as reminders, and next to a vehicle to show it has
used its searchlights this turn.

Tllumination lasts until the end of the following turn.
Hluminated units gain no benefit from the Night Fighting

special rule.




.. BATTLEFIELD TERRAIN

‘Between the stars the ancient unscen enemies of mankind wait and hunger.
Every voyage into the nothing is a confrontation with horror, with the implacable things of the warp, and with man’s innermost fear.”

The galaxy is a vast place with millions of different war zones:

icy tundra broken up by rivers of lava and crystal forests,
burning deserts scoured of life by deadly viruses and ancient
super weapons, sprawling jungles filled with man-eating
plants and hungry predators, and many other exotic types

of battlefield — if you can imagine it, then it probably exists

somewhere, on some world. The terrain covering these worlds
can vary from broad, empty plains to sky-scraping towers of
plasteel, from verdant jungles to barren moonscapes or from
islands in oceans of radioactive slime to rocky, frigid deserts. In
this chapter, you'll find the rules for many types of terrain, ruins
and buildings with which to populate your battlefields.




A WAR-TORN BATTLEFIELD
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Here’s an example of a typical gaming board, along with a commentary on how the players decided to use their terrain.

A. The ruins of a manufactorum complex are testament to F. This set of defence lines has a weapon emplacement.
centuries of brutal war. The rules for ruins can be found The players have agreed that whoever controls this
on page 98. fortification can use the rules for gun emplacements,
which can be found in the Battlefield Debris section
B. This statue is of a great hero of the Imperium. The on page 104.
players have agreed to treat it as Imperial Statuary, as
described in the Battlefield Debris section on page 104. G. The bastion has an Icarus lascannon on the battlements.
In addition to the buildings rules, which can be found
C. The bubbling lava could be treated as a mysterious river, on page 92, the players have agreed that whoever
but the players have decided that it is a fireblood river. controls the battlements can fire the Icarus lascannon
Rules for rivers are described on page 103. using the emplaced weapon rules described in the
building rules on page 96.
D. The crashed shuttle is being treated as wreckage — a
piece of battlefield debris. The rules for battlefield
debris are described on page 104.

E. This forest looks innocent but it could contain anything
— it's a mysterious forest, and its type won’t be revealed
until a model enters it. Rules for mysterious terrain are
discussed on page 91, whilst the rules for woods, forests
and jungles can be found on page 102.
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A& TYPES OF TERRAIN
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No two battlefields are the same and there are myriad ways in which terrain can be represented. We're going to cover the
basics here and discuss specific types of terrain (buildings, ruins, flesh-eating jungles and suchlike) later in the chapter.

Many of the terrain pieces in the Citadel Scenery range have
rules that apply to them, and you'll find that whatever you have

. inyour terrain collection, there will be suitable rules here, or

at least inspiration for devising your own. The rules for placing
terrain pieces on your tabletop can be found on page 120.

OPEN GROUND

Open ground covers everything from dusty plains to rolling
hills. Any area not specifically classed as a type of terrain (such
as a building, ruin, forest, river, battlefield wreckage or unique
terrain) is considered to be open ground. Models on open
ground are often said to be ‘out in the open’. No additional rules
are needed and, unless otherwise specified, special rules and
abilities that affect terrain do not affect open ground.

IMPASSABLE TERRAIN

The rules for impassable terrain cover those areas of the board
that warriors physically cannot enter. Sheer rock faces, force
barriers, pulsing cubes of gelatinous psychic energy, sealed
buildings and other unbreachable environs follow the rules for
impassable terrain. Models cannot enter, cross or move into
or through impassable terrain — they must go around. The
exceptions tend to be things like Jump units, (see page 47). Note
that this category is used for terrain that is actually, physically
impassable. If you want terrain that is more or less lethal, look to
dangerous terrain and lethal terrain, covered later.

DIFFICULT TERRAIN

Difficult terrain slows down models wishing to move through
it, and can sometimes be dangerous to models passing through
it. It includes areas of rubble, woods, ruins, brush and scrub,
rocky outcrops, boggy ground, low walls, razor wire, barricades,
steep hills, streams and other shallow water, as well as terrain
features that combine several of these types.

Moving INTO D1FFIcULT TERRAIN

If a unit starts its move outside difficult terrain, the player must
declare if he wants his unit to try to enter difficult terrain as part
of their move. If he chooses not to, the unit moves as normal
but may not enter difficult terrain. If he chooses for a unit to do
so, the unit must take a Difficult Terrain test.

To make a Difficult Terrain test, roll two D6 and select the
highest result - this is the maximum distance in inches
that any of the models in the unit may move.

Even if the distance rolled is too short for any of the models
to reach the difficult terrain, the unit is still slowed down as
described above. We assume that their approach is cautious as
they attempt to ascertain whether any enemies are within.

e ——— . —— i, 4. ~ - I T TR g St e A St i, $

e —— . e B

MovinG WiTHIN D1rr1cULT TERRAIN

If any models in a unit start their move in difficult terrain,
they are affected by the terrain and must take a Difficult
Terrain test. No models in the unit can move more than the
distance indicated by the test, even if they are not in difficult
terrain. Make sure you clarify which (if any) models are not
attempting to move before you make the Difficult Terrain test.

Note that, as part of their move through difficult terrain, models
can move through walls, closed doors and windows, and all
similarly solid obstacles, unless the players have agreed that a
certain wall or obstacle is impassable.

You should also note that, if you take the Difficult Terrain

test, you aren’t compelled to move the models, as you might
not have rolled high enough to make it worth moving at all.
However, if you roll the dice, the models that were attempting
to move are still considered to have moved for the purposes of
firing, as detailed in the Shooting rules.

CHARGING THROUGH DIFFICULT TERRAIN
The rules for charging through difficult terrain are on page 22.

DANGEROUS TERRAIN

Some terrain features do more than hinder troops — they're
potentially lethal. Carnivorous jungles, toxic vents, erupting
geysers and the like are examples of dangerous terrain.

Dangerous terrain follows all the rules for difficult
terrain — you've got to watch your step! In addition, each
model must take a Dangerous Terrain test as soon as it
enters, leaves or moves within dangerous terrain.

To take a Dangerous Terrain test, roll a D6. On a result of a
1, that model suffers a Wound. The model may take an armour
or invulnerable save, but not a cover save, against this Wound.

Once a model has taken a Dangerous Terrain test for a particular
area of terrain, it does not test for that area of tetrain again in the

same phase. However, if the model moves into a different area of
dangerous terrain, these must be tested for as normal.

For example, if a Space Marine starts to move out of a carnivorous forest
and into a toxic swamp, he must take one Dangerous Terrain test for
the carnivorous forest and one for the toxic swamp. Similarly, if the
Space Marine moves out of one carnivorous forest and into another,

he must test for both. However, no matter how far the Space Marine
moves through the same carnivorous forest, he will only have to take
one Dangevous Tervain test, even if he leaves and re-enters the same
carnivorous forest as part of his move that phase.
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LETHAL TERRAIN
Some locales are so hazardous that to seek ingress is also to
invite a nasty death. Lava flows, toxin vats, bottomless ravines,
reactor cores and other suitably fatal environs all use the rules
| forlethal terrain. You'll not need to use the rules for lethal
terrain that often — normally you'll find that simply dangerous
| orimpassable terrain will prove quite sufficient. However,
sometimes an area of terrain looks so inimical to life and limb
that you'll want to define it as lethal for that one in a thousand
chance that a unit will blunder into it!

Lethal terrain uses all the normal rules for impassable terrain
save that models can never voluntarily end their move on lethal
terrain — if a model ends its move on lethal terrain, it is
immediately removed as a casualty!

AREA TERRAIN

| Sometimes a terrain feature has a clearly defined boundary.
Other times, however, this might be slightly less clear, as in the
case of marshes, woods, ruins and other types of rough ground.
In reality, a wood might be a tangled, overgrown mass of foliage,
without a clear boundary, but if it is represented like this on
your tabletop, then not only would it be very difficult to stand
models within it, it would also be difficult to decide which
models are inside or outside of its boundary.

For the clarity of the game, it is important to be able to

tell where the boundary of the terrain feature is. This is

where we need to introduce the concept of ‘area terrain’.
([ You can show the boundary of a piece of area terrain by using
a flat baseboard, an outline of lichen or sand, or by painting a
slightly different colour on your gaming board. Trees, rocks,
ruins, or whatever is appropriate for the kind of area terrain you
are representing, are usually placed within the boundary of the
area terrain’s base. When moving models into this area, you can
temporarily remove the rocks, trees, etc. (if they are not glued in
place) to make moving the models easier. Remember, however,
to put them back where they originally were (or as close as
possible) after you finish moving, as they can affect the line of
sight of models shooting through that area terrain.

Area terrain is always difficult terrain. Models in area
terrain receive a 5+ cover save, regardless of whether or

‘ not they are 25% obscured. Models that Go to Ground in
area terrain receive +2 to their cover save, rather than +1.
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MYSTERIOUS TERRAIN

Nothing is ever quite what it seems in the war-torn future,
and this is certainly true of the terrain found on alien worlds.
Forget all your earthly preconceptions and steel yourself for
the dangers within.

The effect of a piece of mysterious terrain is not decided
at the start of the battle, (though its boundaries still are).
Instead, it is rolled for immediately when a model enters
it, or is in it at the start of the first game turn. Once rolled
for it retains that result for the duration of the game. If the
unit whose model has triggered the effect is moving under its
own volition (is not falling back or being moved by an enemy
psychic power, or similar) it can decide to continue its move
as normal or immediately stop, so that only the first model to
enter is inside the terrain feature.

Alternatively, instead of rolling randomly, you and your
opponent can agree at the start of the game what kinds of
mysterious terrain are present on your battlefield. It is perfectly
acceptable for players to decide to treat a specially modelled
jungle to represent a Carnivorous Jungle, or a specifically
painted river to be Industrial Ooze, for example.

WHAT SORT OF GAME?

Before you start playing, it's always worth taking the time to talk

to your opponent about the terrain you're using. You want to be
sure that you're both clear on how you're going to treat all your
terrain pieces before the game starts — it’s that much harder to be
objective once the bullets start flying. This is especially true of
scenery pieces that could, conceivably, have two or more rules sets
applied to them: one man’s ruin is often another man’s building.
Is that a piece of mysterious archeotech, or just an unusually
decorative piece of impassable terrain? Just what kind of cover
save will that part mesh, part stone barricade offer to the troops
behind? There’s no right or wrong in such decisions, provided that
you both agree. Remember: there’s no such thing as a ‘standard’
Warhammer 40,000 game, because there’s not really any such
thing as a ‘standard’ Warhammer 40,000 gamer.

For example, if you have any ruins, you should agree exactly how to
use them. One player may prefer to treat them simply as area terrain
so that he can concentrate on his grand plan, while another may
like the additional storytelling that is created if models cannot move
through solid walls or climb up levels without stairs or ladders. Yet
another player may have written a house rule where an elevator is
activated if you also have models next to the power generator on the
other side of the table! No single approach is right or wrong, as long
as both players have agreed before the game.

You'll sometimes find that some structures won't have obvious
doors or stairs allowing access, but you wish to use them as
buildings, rather than impassable terrain. For example, we've got
some Ork buildings that include watchtowers that lack any visible
method for actually getting up to the watchtowers! In cases like
this, the players might agree to assume that there are internal
doors or ladders that allow access to the building.
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The bloody battles of the 41st Millennium often envelop cities, towns, defence lines, research outposts, hab blocks, pumping
stations, army barracks, mining colonies, space ports, tribal forts, ancient tombs, sacred shrines and countless other types
of buildings. In the middle of a war zone, such structures are generally deserted, and can be used as defensive positions for
troops from either side. Depending on their size, buildings can house anything from a small squad to an entire army.

Not all buildings need be designed with a military purpose in BUILDING SIZE
mind — they merely need to be intact structures (preferably To work out your building’s Transport Capacity, you need
® with thick walls and good arcs of fire) that troops can use as a to decide upon its size. To keep things simple, we use three
| ® defensive position against an oncoming foe. Which pieces in sizes of buildings in Warhammer 40,000: small, medium
J your terrain collection count as buildings is up to you and your and large. To see what size of building you have, consult the
| opponent, but they can range from unprepossessing wooden following chart:

‘ shacks to stone dwellings and ceramite bunkers to ancient alien

BuiLpings Size CHART

‘ hab-complexes and battle fortresses.

| Buildings of all types use aspects of the Transport vehicle

Ground Building Size Transport
rules. The main difference between buildings and actual < P

Floor Area Capacity
vehicles is that they can’t move, and units from either side Less than 6 x & Sroall BT P> b e
can go inside. To make use of these rules effectively, you'll have Ué 09" x9" I\/iedium 20 models
to agree the building’s Transport Capacity and Armour Values. Upto 12" x 12" Large 30 modals

You'll note that buildings don’t use Hull Points and can’t be
completely destroyed. They can, however, be damaged to the
point that it's impossible for anyone to enter them. MULTIPLE PART BUILDINGS

The Buildings Size chart above assumes your buildings

are no more than about three storeys (9") tall. If a building

you are using is taller than this, larger than the maximum

BuiLpINGs vs RUINS

It's important to note that these rules cover intact buildings rather H treat it as two or more smaller buildings joined together.

than ruins. Essentially, if your structure is fully enclosed and has In such an event, a unit in one part of the building
a roof, use the rules presented here. If your structure is merely a

footprint given above or includes battlements (see page 95),

-

: can move to an adjacent and unoccupied building by
collection of ruined walls, then use the ruins rules presented on . g s =
declaring which they are moving into. This will take up

AL page %, all of their movement and is still subject to all the rules for
T B — Transport Capacity (see Occupying Buildings, opposite). The
different buildings are still dealt with separately for shooting
ARMOUR VALUES and assaults.
Bunkers and bastions have an Armour Value of 14 all around.
The Armour Values of other buildings may vary between 9 Units can also charge an enemy that is occupying an adjacent
and 13 (see the chart below for some examples). The players building (including battlements). To assault a unit in an
must agree at the start of the game on the Armour Value of adjacent building, simply declare the occupying unit to
all buildings in use. Whilst it's perfectly acceptable to have be the target of the charge. The charge is automatically
buildings with different Front, Side and Rear Armour Values, successful: no charge roll is made, and no overwatch
it's simplest to pick one for the entire building. shots can be fired (the attackers are far too close for that). In
| the ensuing Fight sub-phase, all models in a unit locked in
‘ that combat are also engaged in the combat, and therefore
| BuiLDINGS ARMOUR CHART fight and strike blows as normal. Neither side can attempt to
‘ attack the building itself.
“ Building Armour Value
‘ Bastion or bunker 14 You do not determine assault results in an assault between
| Plascrete-walled palace 13 units in different parts of buildings. Instead, engaged units
| Rockcrete city building/hab-block 12 automatically consolidate back into the building they
( Brick house 11 controlled at the start of the phase. However, if a unit is
[ Wooden outpost 10 wiped out, surviving units can choose to consolidate into either
| Corrugated iron or wooden shed 9 the building it occupied at the start of the phase or into the now

‘ vacant building.
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IMPASSABLE BUILDINGS

There are times when a player’s collection may include
buildings that have no way for warriors to enter. In game terms,
we refer to these structures as impassable buildings.

IMPASSABLE BUILDINGS AND MOVEMENT

If a building is agreed to be impassable at the start of the game,

it follows the normal rules for impassable terrain, and models
cannot go inside it for any reason. This is not to say that
models will not interact with the building — it will still block line
of sight and provide cover for models sheltering in its lee.

OCCUPYING BUILDINGS

Models can enter or exit a building through a doorway or
other opening that the players have agreed to treat as an Access
Point. Moving into or out of a building works the same

as embarking or disembarking from a vehicle (including
emergency disembarkations) — see page 79 for details.

All of the normal rules apply, so only one Infantry unit, plus
any Independent Characters that have joined them, may
occupy a building at one time. The Transport Capacity of a
small bunker is ten models, while a large bastion can hold
up to thirty. This can vary according to what you and your
opponent agree on before the game begins, but otherwise, all
the rules for Transport Capacity apply (see page 78). Models
entering a building are removed from the table — either

note down where they are on a piece of paper or use another
suitable reminder.

FIRING FROM BUILDINGS

Just like some Transport vehicles, some buildings have Fire

Points that allow units inside to fire out. These could be the

fire slits on bunkers and bastions or the windows on other

buildings. Players should agree beforehand where these Fire

Points are. Unless the players agree otherwise, up to two (
models may shoot through each Fire Point of a building.

Note that all of the models in a unit firing from a building must

target a single enemy unit, as normal.

ATTACKING BUILDINGS ?
The easiest way to kill enemy troops in a fortified position is

often to destroy the fortified position. Units may shoot at or

charge an occupied building just as if it was a vehicle.

Units inside a building cannot normally be attacked directly,

either in combat or with shooting. The main exception is if

they are charged by an enemy unit in a different section of the

same multiple part building (see previous page). They might,
however, be affected by damage to the building, as covered later.

When shooting at a building, roll To Hit and for armour
penetration normally. In close combat, they are hit

automatically. If a glancing hit is scored, one model r
inside the building suffers a Wound with the Ignores

Cover special rule. You cannot attack an unoccupied

building (with shooting or in close combat). If the building
suffers a penetrating hit, one model suffers a Wound

as for a glancing hit. Furthermore, roll on the building
damage table.

A
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WounD ArrocatioN & OccuryiNG UNITS
Given the slightly abstract nature of the building rules, it’s

impossible to allocate Wounds to the closest model in the unit.
Instead, the controller of the occupying unit allocates
and resolves Wounds, one at a time, to his unit, in the
assumption that the most important members will be in the
safest locations within the building. If the whole unit is using
the same save, you might find it easier to roll all the saves
together and then simply remove the appropriate number of
models as casualties.

ARMOUR VALUE 0
1f a building is reduced to Armour Value 0 on one or more
facings, it immediately suffers a Total Collapse damage result.

HicH AP WEAPONS
Some weapons are so destructively powerful that they can
inflict masses of damage in a single strike.

« If an AP 2 weapon scores a penetrating hit,add a +1
modifier to the roll on the Building Damage table.

« If an AP | weapon scores a penetrating hit, add a +2
modifier to the roll on the Building Damage table.

TEMPLATE WEAPONS

Template weapons, such as flamers, are designed to attack
enemies that are hidden behind defensive terrain, and can
attack models even if they are inside a building,. To represent
this, if one or more of the Fire Points on a building fall under
a template, the unit occupying the building suffers D6
hits from the Template weapon. The building itself also
suffers one hit, as normal.

GRENADES

Grenades are an excellent way of clearing an enemy out of a
building. If a unit assaults a building, any of its models that
are within 2" of at least one Fire Point can each throw one
grenade (if they have grenades) inside the building instead
of striking it in close combat. Note that every grenade-armed
model can do this if you wish, not just one as is the case when
Shooting. A grenade causes D6 hits resolved at the Strength
and AP of the grenade (for grenades with the Blast or
Large Blast type) or D3 hits (for grenades without the Blast
or Large Blast type) resolved at the Strength and AP of the
grenade. The building also suffers one hit, as normal.

Grenades without a Strength value count as Strength 1 if
thrown into an occupied building through a Fire Point.
Grenades that cannot be thrown (such as melta bombs)
cannot be used in this way.

UNSHAKABLE NERVE

A unit occupying a building, but not a battlement, is Fearless

(see page 35).

(227 . .
o= > ) S "t

i

]
¥

e R T A T I AT R W R D W s R T

N

BuirpinGg DAMAGE TABLE

D6

1

Effect

Breach! Massive cracks appear in the building’s walls.
The building’s Armour Values are reduced by 1 for
the remainder of the battle. This is cumulative with
any other penalties to the building’s Armour Values.

Tremort. The building shakes violently, throwing its
occupants to their knees. The occupying unit can
only make Snap Shots in the following turn. If
the occupying unit abandons the building in their
following turn, they can only disembark 3", rather
than the full 6"

Partial Collapse. Part of the support structure is blasted
away, causing a chunk of roof to fall in. The occupying unit
suffers D6 Strength 6, AP - hits with the Ignores Cover
special rule.

Structural Collapse. Internal supports are destroyed,
causing several levels to collapse under their own weight.
The occupying unit suffers 2Dé Strength 6, AP — hits
with the Ignores Cover special rule. In addition, one
randomly determined emplaced weapon is destroyed,
if the building has any.

Catastrophic Breach. A huge slab of masonry tumbles
from the building’s flank. Reduce all of its Armour
Values by D3 for the remainder of the battle. This is
cumulative with any other penalties to the building’s
Armour Values. In addition, one randomly determined
emplaced weapon is destroyed, if the building has any.

Total Collapse. The roof and seveval internal floors fall in,
crushing many of the garrison and driving the remainder
oulside. The occupying unit suffers 2D6 Strength 6, AP
— hits with the Ignores Cover special rule. Survivors
must then immediately disembark from the building,
performing an emergency disembarkation if necessary.
If the unit cannot disembark, the models are removed
as casualties. The building can no longer be occupied
and is hereafter treated as impassable terrain. All

emplaced weapons in the building are destroyed.

Detonation! The shot punches through the building’s
walls to explode amongst ammunition or fuel stores
within. The occupying unit suffers 4D6 Strength

6, AP — hits with the Ignores Cover special rule.
Survivors must then immediately disembark from the
building, as per result 6. The building can no longer
be occupied and is hereafter treated as impassable
terrain. All emplaced weapons in the building are
destroyed. In addition, nearby units suffer a Strength
4, AP ~ for each model in their unit within Dé" (roll
for the distance once, regardless of how many times
the result is inflicted).
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BATTLEMENTS

Many buildings have flat roofs that can accommodate units —
we refer to these as battlements. A building with battlements
is a multiple part building (see page 92) — essentially, one
unit can go inside the building, and a different unit can be ‘on
top’ of it (and so do not need to be taken off the board).

The advantage of being on top of battlements is that the whole
unit is likely to be able to shoot — battlements do not have
Fire Points and use the normal rules for line of sight.
However, unlike those within buildings, units on battlements
can be shot back at, and will have to rely on their armour (and
any cover save from the battlement walls) for protection. Units
on battlements are not Fearless like other embarked units.

HOW MANY MODELS?

Unlike the interior of buildings, to which we grant a Transport
Capacity, the battlements of a building can hold as many
models of a single unit as will fit without resorting to odd
balancing acts. However, the whole unit must fit in order for it
to occupy the battlements.

REACHING THE ROOF

If a building is in your deployment zone, a unit can deploy on the
battlements, just as deploying inside a building. Otherwise, the
unit must reach the roof by way of access ladders on the outside
or inside of the building — establish these before the game.

From OUTSIDE

If there are external ladders, or similar Access Points that only
provide access to the battlements, a unit can embark directly to
the battlements, without going through the interior, by moving
to within 2" of the ladder or external use only Access Point.

If the only way to the battlements is through an internal hatch, a
unit can still reach the roof by moving the entire unit to within 2"
of the building’s Access Points and using the following rules:

« If the interior and battlements are both unoccupied, a unit
can embark to either the interior or the battlements. In
either case, this takes up the unit’s remaining move.

« If the interior is occupied by a friendly unit and the
battlements are empty, the embarking unit can only
embark directly to the battlements (assume the other unit
let them through), taking up the unit's remaining move.

« If the battlements are occupied by a friendly unit and its
interior is empty, the embarking unit can only move to

occupy the interior.

« If an enemy unit is occupying the interior, you cannot
move through them to get to the battlements. Unless there
are external Access Points that provide direct access to the

battlements, the unit cannot embark to the battlements.
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UsEk YOUR IMAGINATION!

Some players may want to use a very large building, such as a
fortress, which could include towers, battlements, bunkers and
so on, each with different capacities and Armour Values. You
may even want to come up with rules for Jump units charging
enemies on parapets. Inventing extra rules like this is great fun,
and will make for a very different game, though players will have
to agree on the details beforehand. You may even want different
elements of a fortress to be treated as several types of structure

— perhaps one section is ruined, another impassable, whilst the
rest is treated as a multiple part building. As with most other
things that we have discussed in this section, the only limits are
the buildings you own and your imagination.

Jump AND JET PAck UNITS
1f their move is sufficient, Jump and Jet Pack units can move

directly to or from a building’s battlements in their Movement
phase, even in the absence of external ladders or Access Points.
Battlements are not difficult terrain in this case.

Learing Down
A unit can always elect to leap down from the battlements,
although this incurs significant risk.

To resolve this, choose one model from the battlements
and place it anywhere wholly within 3" of the base of

the building that is at least 1" away from enemy models,
and not in impassable or lethal terrain. That model must
then take an Impact test. This is exactly like a Dangerous
Terrain test, with a -1 modifier for every full 3" the model
has dropped. Unlike ordinary Dangerous Terrain tests,
armour saves cannot be taken against Impact tests. Jump
and Jet Pack models must still take Impact tests but they ignore
any modifiers from falling 3 or more inches.

1f the model is slain, choose another and try again. If the mode!
survives, resolve the same sequence for all the other models in
the unit, taking care to remain in unit coherency. Any models
that cannot be placed, for whatever reason, are removed as
casualties with no saves of any kind allowed.

BATTLEMENTS AND BUILDING DAMAGE

A unit on the battlements is slightly less prone to harm if the
building suffers damage. They're already on the roof, so that
roof can't fall in on them, however, there is still the possibility
of injury from shrapnel and so on. Accordingly, if the
battlements are damaged, any unit on the battlements suffers
the same number of hits as a unit inside a building would, but
these are resolved at Strength 3, not Strength 6.

ABANDON THE BATTLEMENTS!
If a unit Falls Back while on a battlement, or the building belowr
suffers a total collapse result, there’s no time for those on the

battlements to make a dignified escape — they must jump for it!
Resolve this exactly as described for Leaping Down (see above)

A CLOSED MIND IS DEFENCE AGAINST SEDITION. s ’:' ﬁ»ﬁ i




ASSAULTING THE BATTLEMENTS

Units on battlements cannot be assaulted, except by units in
the building below them. Grenades, however, can be employed
against them by units assaulting the building below.

When a unit assaults a building, any of its models that are
within 8" of the battlements can each throw one grenade
(if they have grenades) onto the battlements instead

of striking the building in close combat, or throwing

grenades into Fire Points. Note that every grenade-armed

model can do this if you wish, not just one as is the case when
Shooting. If you wish, you can choose to have some models
attack the building, others throw grenades into the Fire Points,
and yet more throw grenades onto the battlements.

A grenade thrown onto the battlements causes D3 hits (for
grenades with the Blast or Large Blast type) or 1 hit (for
grenades without the Blast or Large Blast type) resolved at the
Strength and AP of the grenade. The battlements take 1 hit
from a thrown grenade, just like any other building. Grenades
without a Strength value count as Strength 1 if thrown onto
battlements. Grenades that cannot be thrown (such as melta
bombs) cannot be used in this way.

- i S Sl 5 S i

EMPLACED WEAPONS

Many buildings have built-in weapons. Such emplaced weapons
can each be fired as follows:

Manvar FIRE

If a building is occupied, a model within can choose to fire one of
the emplaced weapons instead of his own. Use the firing model’s
Ballistic Skill and the line of sight of the weapon. All relevant
special rules from the firing model and the weapon are used.

AutoMATED FIRE

If a building is occupied, each emplaced weapon that is not
being fired manually automatically fires at the nearest
enemy unit within range and line of sight. Shots from
automated fire are resolved at the end of the Shooting phase, just
before any Morale checks are taken. Automated fire always
has a Ballistic Skill of 2. Automated fire does not prevent an
occupying unit from firing its own weapons and can be fired at a
different target to the one the unit targets.

FORTIFICATIONS AND DILAPIDATION

In the Choosing Your Army section (page 108), you'll see that
you can add some buildings to your army, allowing your troops
to deploy in and fight from a strong position. You might also
use some of the fortifications as ‘neutral’ buildings on the
battlefield. In this case, simply treat all fortifications not bought
for either you or your opponent’s army as being dilapidated.

A dilapidated fortification has 2 fewer points of Armour
Value on each facing than is normal for a building of its
type. Furthermore, its emplaced weapons cannot be fired.




FoORTIFICATIONS, FIRE POINTS
AND ARMOUR VALUES

This Imperial Bastion (right) is clearly as tough as buildings
| come, so it's best played using an Armour Value of 14
(unless it is dilapidated, in which case it'd have Armour
Value 12). There are several Fire Points in the walls, and an
impressive set of battlements. There is one Access Point:
the door. The bastion also has several emplaced weapons:
a heavy bolter on each facing and an Icarus lascannon on
the roof.

This imposing Fortress of Redemption (below) is a vast
fortification, and best split down into several sections:

two bunker annexes, the wall and the main tower, all of
which are Armour Value 14 (or 12, if dilapidated) and can
be attacked or occupied separately. Each building has one
or more emplaced weapons: each bunker annex has a heavy
bolter; furthermore, the left bunker has a twin-linked
Icarus lascannon, and the right a missile silo.

The unit of Space Marines and Orks are fighting over the
Fortress of Redemption. Each unit is able to shoot at the
other and are able to declare charges against each other, as
they occupy adjacent battlements. If a charge is declared,
no Overwatch fire is made, they are automatically in range
and every model is engaged with the enemy.
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Battlefield Terrain

A - Access point B - Fire Point C—Emplaced Weapon
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Years of ceaseless battle have reduced countless proud structures to twisted ruins. They are normally composed of badly
damaged walls sitting amongst piles of broken rubble. Ruins can also have one or more floors partially intact. As they are
often lacking large chunks of walls and roof, ruins are easy for gaming purposes. Players can place their models inside and
move them around to show their position. No abstractions are required — both players can see the models for themselves.
However, it is useful to explain how unit coherency, and blast markers and templates work in this environment.

These rules are based on the height and area of the plastic
Citadel city ruins (such as those found in the Citadel Imperial
Sector kit). They will work just as well with ruins of your own
creation, so long as their dimensions are roughly similar.

RUINS: THE BASICS

All ruins are difficult terrain and provide a 4+ cover save.
Players can also agree at the beginning of the game to treat
some ruins as dangerous terrain as well, representing unstable
structures on the verge of collapsing or that are still on fire. Of
course, the nature of ruins means that the boundaries of the
terrain can be somewhat indistinct. The best way to counter
this is to ensure that both players are clear on the boundaries of
each ruin before the game begins.

Ruins WiTH BASES
A ruin might be mounted on a base, decorated with rubble, and
other debris. In this case, treat the base as area terrain.

Ruins WitHoUT BASES

If the ruin has not been mounted on a base, then the ground
floor is not counted as either difficult terrain or area
terrain. Of course, units still have to take Difficult Terrain tests if
they move through the walls or if they climb to the upper floors.

CoriNG wiTH DIFFERENT HEIGHTS

With units inside ruins, you will often need to measure weapon
ranges between models on different levels and at different
heights. Measure the distance from base to base, holding
your tape measure at an angle as necessary. Sometimes, a wall
of rubble or an exposed stanchion will get in the way and

you'll find it difficult, or impossible, to accurately measure

the distance. Should this happen, it's more than acceptable to
estimate based on what you can measure.

Unit COHERENCY

When moving, it is possible that models from the same unit may
end up spread across two or more levels of a ruin. In this case,
the models on different levels maintain unit coherency as
long as any part of the body of a model on a lower level is
within 6" of the base of a model that is higher up.

This means that you measure up 6" from the head of a model on
one level to the base of the model on the next level up, and so on.
Players should be generous when measuring for very short models,
like swarms, which otherwise may be unable to spread over several
levels of a ruin (give them a break — they're only little!).
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Unrr COHERENCY

As the Space Marines in this ruin are all within 2" of another member
of their squad on the same level, or within 6" of another member of
their squad on a different level, they are in unit coherency.

MOVING WITHIN RUINS

Only certain troops are capable of clambering to the upper

levels of ruins. Accordingly, only Beasts, Infantry, Jetbikes,
Skimmers and all types of Jump and Jet Pack units can
move on the upper levels of a ruin — and only if the model can
physically be placed there. Other units may only move on the
ground level of the ruin. You should agree with your opponent

at the beginning of the game whether or not any other unit types
can enter the upper levels of a ruin (Walkers and Monstrous
Creatures could be allowed to enter sturdy looking ruins).

INFANTRY
Even though different building models vary, the typical distance
between levels in a ruinis 3". A model moving on foot in a ruin
therefore needs 3" of its movement to go up or down a level.

As ruins are difficult terrain, this means that if a 1 or 2 is rolled,

a model may not make any vertical movement (but may still
move horizontally on its level). If a 3 is rolled, the model can
either move up to 3" horizontally or simply go up or down a level
without any horizontal movement. If a4 or § is rolled, 2 model
can either move horizontally up to the maximum rolled or go up/
down a level as well as moving its remaining 1" or 2" horizontally.
On aresult of 6, the model will be able to go up/down two levels
if it does not move horizontally at all, or move one level up/down
and horizontally for the remaining 3" or all 6" horizontally.

. : FORTUNE FAVOURS THE FAITHFUL.




The Space Marine takes a Difficult Terrain test and gets a result of 6"
He can therefore move 3" horizontally to get beneath the next level of
the ruin and then move up 3" to get to the next level.

JumpIinG Down

Two Space Marines take Dangerous Terrain tests to jump down. Both roll
a3 for their Impact tests. The Space Marine on the left survives: he's only
falling 3", and so only suffers a -1 penalty to the test. The Space Marine or
the right is falling 6" giving him a -2 modifier which turns his 3 intoa 1 — he
is therefore removed as a casualty.

If the distance between levels in a ruin is not 3", simply measure
the distance between the levels to determine how much
movement a model requires to move up or down between the
them. If the distance between levels is 6", models that wish

to ascend or descend that level will only be able to doso on a
Difficult Terrain test of a 6, and they will not be able to make
any horizontal movement.

If the distance between levels is greater than 6", models cannot
ascend the level at all by making a Difficult Terrain test, but
Jump units, Jet Pack units, Jetbikes and Skimmers can try to
move up (see below). Similarly, if the distance between levels

is greater than 6", models cannot move down by making a
Difficult Terrain test, but they can choose to jump (see Gravity
— Nature’s Downward Express), try to use their packs if they are
Jump units or Jet Pack units, or use their anti-grav engines if
they are Jetbikes or Skimmers.

Jump UNITS, JET PACK UNITS, JETBIKES AND SKIMMERS
Remember that Jump units, Jet Pack units, Jetbikes and
Skimmers are not hindered by difficult terrain, and move over
any terrain as part of their move without penalty. However, if
these models start or end their move in difficult terrain (such as
a ruin), they must take a Dangerous Terrain test. All surviving
Jump and Jetbike models are then simply placed within
12" of their starting point, including on a different level of a
ruin. Surviving Jet Pack models are placed within 6" of their
starting point instead. Skimmers that aren’t Immobilised
can complete their move.

GRAVITY — NATURE'S DOWNWARD EXPRESS

If your unit is in the upper floors of a ruin and wants to get down

in a hurry, the models can always jump down. This, as it sounds,

is really quite dangerous and bound to end with a sickening

snapping noise, but desperation can often make such things

necessary. A unit that is not falling back and descending through e
a building can always elect to Leap Down to a lower level, rather

than making a Difficult Terrain test. However, all descending
models in the unit must take an Impact test (see page 95).

WALLS, DOORS, LADDERS AND LATERAL THINKING }
Should troops be able to move through walls if there is no
door? That's really down to what you and your opponent
decide. It’s perfectly acceptable to assume the combatants

on both sides have brought plenty of cutting tools, acidic
disintegrators or naked ferocity to muscle their way through
any wall so foolish as to block their path. Indeed, the normal
rules for moving through difficult terrain allow you to do just
this. Equally you and your opponent could decide before your
game that models can only pass from one side of a wall to the
other if they walk around, or if there is a door, window, grate or
similar handy opening.

The same is true of ascending and descending levels within a
ruin. It's just as valid to assume that the combatants should be
able to climb the few feet from one floor to the other, as it is
to disallow models from climbing higher in a ruin that has no
ladders. Just remember that the more involved your rules for

ruins are, the longer the game can take.




level that was targeted, so no hits are scored.

TEMPLATE AND BLAST WEAPONS

Multi-level ruins require certain conventions and clarifications

to ensure that Template, Blast or Large Blast weapons behave in
a consistent fashion, and to keep the game moving.

When firing Template, Blast or Large Blast weapons at models
in a ruin, it can be tricky to physically place the marker or
template over the models in question. The best way to gauge
which models are actually under the template is to simply hold
the template above the entire ruin, and look down through it.
This is illustrated below.

Brast WEAPONS

When firing a weapon with the Blast or Large Blast type into a
ruin, declare which floor you are aiming at, and continue.
Wounds can only be allocated to models on the stated
level, starting with the closest model to the firing unit.
Other models in the target unit that are on different levels
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Brast MARKERS AND TEMPLATES
It is easiest to hold blast markers and templates above a ruin and look
down to see which targets are hit.

SCATTERING BLAST M ARKERS

The shot scatters 3". The models under the blast marker are not on the

Ny

cannot have Wounds from that shot allocated to them. If a Blast
or Large Blast weapon scatters, it can still only hit models on
the level targeted, though this may be the corresponding level
of a nearby ruin. If there is no corresponding level, it instead
hits the highest level under the template, and can only wound
models on that level. If the blast marker scatters to non-ruin, or
open terrain, resolve as normal.

BARRAGE WEAPONS

Barrage weapons work by lobbing munitions high into the
air, bringing death to the enemy from above. The advantage
of these indirect fire weapons is that they can be used to
engage targets ignoring the limitations of line of sight. The
disadvantage is that they explode the moment they strike a
structure, meaning warriors can shelter deep within a ruin.

Barrage weapons always strike the highest level that is
under the hole in the centre of the marker.

PrACING BLAST MARKERS
This shot is targeting the Space Marines on the ground level, and so
those on the higher levels are unaffected.

BARRAGE WEAPONS
As the hole in the blast marker is over the upper level, only the two
Space Marines under the blast marker on the upper leve] are hit.




Ruins AND TEMPLATES

The Space Marine with a flamer declares the middle level of this
ruin as his target. The five Orks under the template on that level
are hit whilst the two on the ground floor are not. Note that the
top floor is too high to be targeted.

TEMPLATE WEAPONS

When targeting a unit in a ruin, the firer must declare which
level is being targeted before placing the template. Template
weapons (such as flamers) can only hit models under the
template on a single level. This can be on the same level as
the firer, or one level higher or lower.

A Jump model, Jet Pack model, Jetbike or Skimmer that fires a
Template weapon at a unit in a ruin may target models on any
single level of the ruin.

MucrirLE BrasT AND TEMPLATE WEAPONS

If a unit is firing more than one Blast, Large Blast or
Template weapon (in any combination), at different levels,
you'll need to resolve them one at a time to ensure Wounds
are allocated to the correct level of the ruin. If all such
weapons are firing at the same level, you can resolve them all
together as normal.

RUINS AND ASSAULTS

Once an assault begins, both friendly and enemy models can end
up scattered all over the ruin. For the sake of simplicity, the same
principle described for unit coherency is used to determine
which models are engaged in an assault. That is to say, distances
between models on different levels are measured between the
heads of the models on the lower level to the bases of the models
on the upper levels. Therefore, a model is engaged in combat
if it is in base contact with one or more enemy models, if

it is within 2" of a friendly model in base contact with one
or more enemy models on the same level or if it is within
6" of a friendly model in base contact with one or more
enemy models on a different level.

In some cases, the ruin might genuinely be unstable or uneven,
or the space could be very limited on a particular level, making
it impossible to move charging models into base contact with
the unit they wish to charge. When this happens, it is perfectly
acceptable to place models as close to their foe as possible,
including the level below or above, providing that you make
clear to your opponent which of your models are in base contact
with his models. We find that directly below or above works
well, representing them charging up or down a flight of stairs.

RUINS AND ASSAULTS

All of the Space Marines on the ground floor are either in base
contact with an Ork, or within 2" of another member of their squad
that is in base contact with an Ork, so they can all fight. The four
Space Marines spread over the two floors above are all within 6" of
amember of their squad that is in base contact with an Ork, so they
can all fight as well. The last Space Marine, on the top level, is not
within 6" of a member of his squad that is in base contact with an
Ork, so he cannot fight.
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FORESTS, JUNGLES AND WOODS
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Forests offer all manner of tactical possibilities for a canny Warlord. Scouting parties can use them as cover as they move

forwards, whilst defenders can dig in amongst the trees in preparation for an assault.

FORESTS: THE BASICS

Forests are always at least difficult terrain. They are usually
also area terrain. Some units, such as Jump units, also treat them
as dangerous terrain under certain circumstances.

COVER SAVE

Models within a forest’s boundary benefit from a 5+ cover
save. Similarly, if one or more models in a shooting unit have
to trace their line of sight through a forest (because they're
shooting at a model beyond the forest) then the model being
shot benefits from a 5+ cover save. This applies even if, during
the game you rearranged a forest’s trees around a unit — you just
need to remember where the boundaries of the forest are.

MYSTERIOUS FORESTS

Forests are mysterious terrain — they can conceal all kinds
of exotic danger. As soon as a unit enters the forest, roll on the
Mysterious Forest table below to determine what sort of forest
it is. You should agree with your opponent at the beginning of
the game whether all forests on the table will be of the same
type (in which case roll once on the table the first time any unit
enters a forest) or whether you will have a variety of forests

on the table (in which case you should roll for each forest
individually the first time any unit enters it).

MysteERIOUS FOREST TABLE

D6 Forest Type
1 Almost pleasant — it's an ordinary forest thatisn't
trying to kill you... yet.
Brainleaf fronds.
Carnivorous jungle.
Ironbark forest.
Overgrown spinethorn.
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Razorwing nest.

2. BRAINLEAF FRONDS
The undergrowth is thick with sentient plants whose roaming
tendrils possess the ability to impose their will on living beings.

If a unit is at least partially in a brainleaf frond forest at the
start of its Shooting phase, it must take a Leadership
test on 3D6 (even if locked in combat). If the test is failed,
one randomly determined model in the unit inflicts D6
automatic hits on his unit as he is taken over by a brainleaf
and lashes out. These hits are resolved at his own Strength,
using any Melee weapons and special rules that would
normally apply to hits he inflicts in close combat. These
Wounds are allocated by the controlling player (one at a time)
to any model in the unit with no cover saves allowed.

3. CARNIVOROUS JUNGLE

This jungle is a seething mass of venus mantraps, shreddervines
and toxinshrooms. Most ave so maddened by starvation that they
will attack anything that moves, whether it’s edible or not.

If a unit is in a carnivorous jungle at the start of their Shooting
phase, it suffers D3 automatic hits resolved at Strength 5,
AP —. Wounds can only be allocated against models within the
forest’s boundary, but can otherwise be allocated (one at a time)
to any model chosen by the unit’s controlling player. Cover saves
cannot be taken against these Wounds. Hits against vehicles are
resolved against rear armour (those creepers get everywhere).

4. IRONBARK FOREST
These trees are not organic life, but metal flova sheathed in
impeneltrable adamantium hides.

Cover saves granted by an ironbark forest are 3+, rather than 5+.

5. OVERGROWN SPINETHORN

The floor of this fovest is dense with writhing, hungry spinethorns,
shifting masses of tendrils that quickly swallow up any small
objects. Loose rocks, decapitated heads and even grenades ave quickly
smothered beneath an impenetrable carpet of thick, twisting vines.

Units in an overgrown spinethorn receive a 2+ cover save
against Wounds, glancing and penetrating hits caused by
grenades. The grenades of units who are within an overgrown
spinethorn, or whose charge move takes them through any part of
an overgrown spinethorn, have no effect that phase.

6. RAZORWING NEST
The upper boughs of the forest arve threaded with the nests of
tervitorial razorwings — those that enter had best not disturb them...

If a unit rolls a 4+ on one or more dice when making

a Difficult Terrain test for moving into or through a
razorwing nest (during any phase) it suffers D6 Strength
3, AP - hits with the Rending special rule at the end of
the move. Cover saves cannot be taken against these Wounds.
Wounds can only be allocated to models within the forest’s
boundary, but can otherwise be allocated (one at a time) to any
models chosen by the controlling player. Vehicles suffer hits
against their rear armour.
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THE EMPEROR BESTOWS UPON US THE GIFT OF INTOLERANCE.
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This category covers large flows of 1iquid, as well as such things as lakes. A river might contain water, but in the wilds of
the war-torn galaxy, it’s just as likely to be lava, industrial sludge, daemonic bile or some other unpleasant — and likely

dangerous - substance.

RIVERS: THE BASICS

Rivers, lakes and pools are always at least difficult
terrain. Some units, such as Jump units, also treat rivers and
lakes as dangerous terrain under certain circumstances. Of

be crossed, such as a bridge or a ford. Such crossing points are

treated as open terrain.

MYSTERIOUS RIVERS

Rivers are mysterious terrain — it mlgh »iook like its water,
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“course, most rivers have at least one place at which they can

4. FIREBLOOD
This river is naught but raging fire and molten lava — not a safe
place to linger.

Fireblood is dangerous terrain. Any vehicle Immobilised in
fireblood is automatically Wrecked.

5. INDUSTRIAL OOZE
The thick and cloying flow of manufactorum-discharged waste
makes for an unpleasant and eye-watering fording, but this is

but in the 41st Millennium, it almost certamly isn't. As soon as a nothing compared to what happens if the fluid is mistakenly

unit enters the river, lake or pool, roll on the Mysterious River
table below to determine what exactly they are wading through.
You should agree with your opponent at the beginning of the
game whether all rivers (and other water features) on the table
will be of the same type (in which case roll once on the table

ingested, as can happen when diving for cover.

Models within the industrial ooze’s boundary benefit from
a 5+ cover save. However, any model that goes to ground in
industrial ooze must pass a Toughness test or suffer a Wound

with no armour saves or cover saves allowed.

the first time any unit enters a river) or whether you will have a

variety of rivers on the table (in which case you should roll for
each water feature individually the first time any unit enters it).

MysteriOUS RIvER TABLE

D6  River Type

Daemon bile
Hyperslime
Fireblood
Industrial ooze

Iceblood
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2. DAEMON BILE

As well as being unutterably vile, wading through daemonic
effluence has a distinctly tarnishing effect on the wader’s ability to

both use and vesist psychic abilities.

Any model that moves through Daemon bile immediately loses
D3 Warp Charge points and cannot attempt to Deny the Witch

until the start of its next turn.

3. HYPERSLIME

This bubbling fluid is a hyper-charged primordial soup with

amazing regenerative and evolutionary powers. Once in its warm

embrace, few wish to leave.

Models within the hyperslime’s boundary have the Feel No
Pain special rule — however, a unit wishing to move out of the
hyperslime, or shoot at any enemy, must first pass a Leadership
test or find themselves unable to act. Falling back units do not

Calm Waters — It's harmless, but it smells.

need to pass a Leadership test — they keep running!

6. ICEBLOOD

The liquid of this river freezes tight on contact with flesh or armour.
Whilst this can provide an additional layer of protection, one must
survive the initial shock to benefit.

Iceblood is dangerous terrain. Any model that moves through
or ends its move in iceblood can re-roll failed armour saves
until the start of its following turn.




 BATTLEFIELD DEBRIS
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Wreckage, craters and corpses are not the only things left behind after a battle. Ammo crates, barricades, fuel dumps - all
these things and more can be abandoned in the hasty aftermath of victory, or as a consequence of defeat. Doubtlessly, the
land over which you now battle has seen many such conflicts before, and those wars might have left behind something

that can serve in this new struggle.

BATTLEFIELD DEBRIS: THE BASICS
Unless otherwise noted, battlefield debris is difficult terrain,
though elements of other types of terrain may also apply.

AmMunITION DUMP
A veady supply of ammunition is always welcome in a fight —
especially when you hear the ‘dead man’s click’ of an empty magazine.

Any model within 2" of an ammunition dump can re-roll failed
To Hit rolls of 1 in the Shooting phase. If a model is in cover
behind an ammunition dump, it has a 5+ cover save.

BARRICADES AND WALLS
Barricades and walls are hastily assembled obstacles or the remains
of once proud structures.

If a model is in cover behind a barricade or wall, it has a 4+
cover save. For the purposes of charge moves, models that are
both in base contact with a barricade and within 2" of each

other are treated as being in base contact. Despite the models
on either side not literally being in base contact, the combatants

fight nonetheless.

Comms Reray
A working comms relay can be crucial to the coordination of
reserves, and therefore to a swift victory.

Any player with an unengaged model within 2" of a comms
relay can re-roll Reserves rolls. If a model is in cover behind a

comms relay, it has a 5+ cover save.

DEereNCE LINES
Defence lines are armoured shield sections that link together to form
makeshift fortresses.

Defence lines follow all the same rules for barricades and walls
except that a unit that decides to Go to Ground behind a defence
line gains +2 to its cover save, rather than +1.
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TIMIDITY BEGETS INDECISION; INDECISION BEGETS TREACHERY.

FUEL RESERVE
| Armoured fuel barrels can prove handy shelter — right up until the
| point they go BOOM!

| If a model is in cover behind a fuel reserve, it has a 5+ cover
save. However, each time a model successfully makes this
cover save, immediately roll a D6. On a roll of 1, the barrel
explodes; centre the large blast marker over the model that
made the save — units suffer a number of Strength 3, AP — hits
equal to the number of models from their unit that are at least
partially under the template.

| GUN EMPLACEMENT
Though once abandoned to the tide of war, this gun battery still
functions and will serve the cause of carnage once again for anyone
who can get to it.

One model in base contact with the gun emplacement can

| fire it instead of his own weapon, following the normal rules
for shooting. The type of weapon on the gun emplacement
depends on the model that you're using to represent it — some
shooting weapon profiles can be found starting on page 56. If a
model is in cover behind a gun emplacement, it has a 4+ cover
save. The gun emplacement can be shot at and attacked in close
combat. It is hit automatically in close combat and has the
following profile:
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ImpacT CRATER

The aftermath of heavy shelling, exploded mines, and ovbital
bombardments, impact craters provide protection to those sensible
enough to seek it.

Impact craters are area terrain. If a model is in cover within an
impact crater, it has a 5+ cover save.

IMPERIAL STATUARY
The cold and noble gaze of this ancient hero inspives determination
| in those who have it not.

Models from the armies of the Imperium (Imperial Guard,
Sisters of Battle, and all Chapters of Space Marines) are Fearless
whilst within 2" of Imperial statuary. If a model is in cover
behind Imperial statuary, it has a 3+ cover save.

RiDGELINE / HiLL CRESTS
Desperate troops seeking cover will often take refuge in the lee of a hill.

Ridgelines and hill crests should normally be treated as open
ground (unless they're particularly severely sloped, in which case
they might be difficult or even dangerous terrain). If a model is
in cover behind a ridgeline or hill crest, it has a 4+ cover save.

SHIELD GENERATORS
These arcane pylons project an almost impenetrable wall of force.

Shield generators come in groups of two or more — it's not the
generator itself that blocks shots and movement — it’s the zone in
between. If two shield generators are within 6" of each other, the
direct line between them is treated as a shield barrier. A shield
barrier is impassible terrain the height of the shield generators.
Wounds caused by shooting attacks that pass through a shield
barrier or shield generator benefit from a 3+ invulnerable save.

SHRINE TO CHAOS
The Dark Gods have touched many worlds, and the monuments
left to their blasphemous taint cannot easily be counted.

Chaos Space Marines and models with the Daemon special rule
can re-roll failed invulnerable saves whilst they remain within
2" of a Shrine to Chaos. If a model is in cover behind a shrine to

chaos, it has a 4+ cover save.

TANGLEWIRE
Deployed primarily to deter infantry assaults, the barbed coils of
tanglewire can prove fatal to fighters who do not watch their step.

Tanglewire is dangerous terrain. If a model is in cover behind
tanglewire, it has a 6+ cover save.

Tank TrAPS
These obstacles allow all but vehicles to pass by unhindered.

Tank traps are impassable terrain to non-Skimmer vehicles,
dangerous terrain to bikes, and open ground for all other units. (
If a model is in cover behind a tank trap, it has a 4+ cover save.

TrencH LiNEs
These are defences dug into the battlefield itself, where troops can
take cover from incoming five. >

Trench lines are difficult terrain. If a model in a trench line is in

cover, it has a4+ cover save.

WiLp UNDERGROWTH
This category represents twisted and knotted flova that presents an
obstacle to both shooting and movement.

Wild undergrowth is difficult terrain. If a model is in cover
behind wild undergrowth, it has a 5+ cover save.

WRECKAGE / RUBBLE

Detritus of battles past litters the ground — twisted metal and
shattered cevamite that can be used as cover if the battle becomes
desperate enough.

Wreckage and rubble are area terrain. If a model is in cover
behind wreckage or rubble, it has a 4+ cover save.
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The galaxy is billions of years old, and was home to many races before the rise of Mankind. Even humanity itself once
knew a time when numberless technological artefacts were created and lost. Such devices can be found on many worlds,
and are just waiting to be rediscovered.

IMPASSABLY MYSTERIOUS 5. Boosy TraP |
Archeotech artefacts are impassable and mysterious terrain. This artefact was looted long ago, but the thieves left behind a
Unlike other mysterious terrain, an archeotech artefact is fiendish surprise for those who came later.

o triggered when a model ends its move within 2" of it — roll

The unit that triggers a booby trap immediately suffers D6
on the Archeotech Artefact table to determine what is found. &8 ¥ trap Y

Strength 5, AP — hits (vehicles suffer hits on their rear armour).
Wounds are allocated as for shooting.

ARCHEOTECH ARTEFACT TABLE &‘

\ 2D6  Artefact o ; 6. TIMEFLOW STABILISER
2 Virus Outbreak Once the casing is cracked, time near to the artefact slows to a crawl,
3 Holy Relic allowing those nearby to sirike with unbelievable speed.
| 4 Ethereal Dust
s zrei{r o Once the artefact is triggered, it is active for the rest of the
‘ .OO v rap » game. All models within 6" of the artefact have Initiative 10.
6  Time Flow Stabiliser
7  Alien Corpse
8  Force Dome Generator 8. FORCE DOME GENERATOR ‘
9  Psychneuein Hive Waves of invisible force shield those nearby from incoming fire.
1 Unpleasant Sli
" op easan‘t une ) Once the artefact is triggered, it is active for the rest of
11 Degenerative Terraforming Node iy
) i the game. All models within 6" of the artefact have a 4+
12 Sunkiller Engine

invulnerable save.

{ 2. Virus OUTBREAK ‘

| This pressure sealed container houses a tiny speck of a most virulent 9. PsycHNEUEIN HIVE ‘
ﬂ‘ plague. 1ll-suited to the environs of the modern galaxy, the virus has ~ Whatever might have lurked in this vuined shell before, it is now \‘

but a brief span in which to live, but might reduce a few warriors to home to a hive of juvenile psychneuein. Once disturbed, they

votting pustule-pocked ruin before it pevishes. swarm about the battlefield, boring through the skulls of psykers

The unit that triggered the artefact must pass a Toughness test, or andlaying eges uethewr bRy

suffer 1 Wound (using Random Allocation, but with no armour or Immediately when the artefact is triggered, all Psykers on the

cover saves allowed) for each point by which it fails (a roll of 6 is battlefield suffer D3 Strength 3, AP 2 hits — roll separately for

always counted as failing by at least 1). If this causes one or more each Psyker. Always resolve these hits against the Psyker’s

casualties, every other unit within 12" of such a casualty must take Toughness (even if he’s in a unit with a different majority

a Toughness test or suffer casualties as described above. After this, Toughness) and resolve any Wounds against the Psyker.

the virus burns out and has no further effect.

11. DEGENERATIVE TERRAFORMING NODE

3. Hory RELIC This world was not always as it is now, and interfering with the \
This is a velic of the old times, its value beyond counting. artefact has caused nearby terrain to vevert to an earlier state.

This artefact is hereafter treated as an objective — at the end of Once the artefact is triggered, it is active for the rest of the

the game, the player that controls it receives 2 Victory Points. game. All terrain and open ground within 6" becomes difficult

More information on objectives can be found on page 122. If and dangerous terrain.

the mission does not use Victory Points, there is no benefit to

laiming the holy relic.
B PGy FEC 12. SUNKILLER ENGINE F

A bolt of abyssal light issues from the artefact. It pievces the skies, |
4/7/10. ALIEN CorpSE/ETHEREAL DUST/UNPLEASANT SLIME temporarily draining every lumen of light from the battlefield.
On closer inspection, this capsule contains nothing immediately

Pl Hiomidst ofbaiie. The Night Fighting special rules come into play immediately

when the artefact is triggered, and lasts until the end of the
This result has no effect. following turn.
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The terrain presented in this section covers but a fraction of the possibilities open to you. There’s an entire galaxy out

there, filled with peculiar artefacts, bizarre contraptions, vicious flora, and lethal landscapes for your warriors to find.

Many such things don't even really fall into the categories we've
discussed earlier. What if you just want one really large and
vicious plant or some kind of psychically-activated war weapon?
All this and more can be yours — just use your imagination.
There are two examples presented here, but these are merely
the beginning of your possibilities, not the end!

SPIKER PLANT

The spiker plant can be counted amongst the most dangerous flora
in the galaxy. Not only does it have a rudimentary intelligence,

its razor-sharp spines carry a genetically intrusive chemical that
reforms the victim’s body tissue into that of a spiker. Although the
victim remains mobile for a few moments, the physiological changes
destroy the mind so that the victim wanders aimlessly. Soon, all
mobility is lost and another spiker waits for its prey.

Spiker plants are impassable terrain. A unit ending its move
within 6" of a spiker plant immediately suffers D6 Strength 3,
AP — hits. Wounds are allocated as for shooting. If this Attack
causes a model to be removed as a casualty, roll a further Dé.
On a roll of 6, place another spiker plant in the victim’s place.

Ps1oNiC SHIELD GENERATOR
This curious arvay of crystal spheves feeds on psychic energy and
emits it as a shimmering force field — often at a cost to the psyker.

Any Psyker within 2" of a psionic shield generator at the end
of his Movement phase can expend any number of Warp
Charge points, up to their maximum. However, for each
Warp Charge point expended, the Psyker must immediately
roll a D6 — he suffers the Perils of the Warp for each 6 rolled.
If a Psyker expends any Warp Charge points in this way, he
and his unit receive a bonus to their cover save equal to the
number of Warp Charge points expended (to a maximum
cover save of 2+). This bonus lasts until the start of the
Psyker’s next turn.

TERRAIN DATASHEETS

Some unique pieces of terrain even have their own
datasheets for ease of use and reference. These contain all
the information you need to use the terrain feature in your
game. You'll find them in the pages of White Dwarf — Games
Workshop’s monthly magazine.
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‘No army is big enough to conquer the galazy.

But faith alone can overturn the universe.”

Now that you've had a chance to peruse the rules, you're
doubtless ready to start unleashing carnage upon the battlefield.
That being the case, it's time to forge an army.

CODEXES

Each of the races or space-born empires in Warhammer 40,000
has a codex — a book that contains rules, background and
collecting information for that army. Within the pages of each
codex, you'll find everything you need to know about that
faction. An important part of this is the army list, which will
let you transform your collection of Citadel miniatures into a
Warhammer 40,000 army.

PoOINTS VALUES

Every model has a points value, as presented in its army list. The
points value is a measure of how mighty a warrior that model

is. A Tyranid Termagant costs a mere 5 points, whilst a Space
Marine Captain costs over 100 points. By adding together all the
points values of the models you have selected, you can find out
the points value of your army. Knowing the points value of your
models gives you a way of reckoning your army’s effectiveness.
Even the mightiest Space Marine Captain can be overwhelmed
by Termagants if there are enough! Most games of Warhammer
40,000 take place between armies of equal points values.

S1zE OF GAME

To play a game of Warhammer 40,000, you and your opponent
will usually need to agree to a points limit for the game. It is this
points limit that determines the maximum points you can spend

on your army, and therefore your army's overall power.

For example, if you decide to play a 2,000-point game, then
neither player can spend more than 2,000 points on their army. In
reality, most armies are actually a shade smaller than the agreed
points limit — sometimes it's just impossible to spend every last
point. Indeed, to get around this, most players are happy to let
their opponent go a few points over the agreed total —after all, a
few points here or there are unlikely to upset the battle’s course.

WHAT POINTS LIMIT?

Quite what size game you wish to play should depend on how
much time you have available — there’s nothing more frustrating
than having to abandon a close-fought battle because you're
running out of time.

A limit of 1,500 to 2,500 points per side will give a game that
can be concluded in a few hours. A 500 points game is still very
entertaining, feeling like a clash of patrols, and normally lasts
less than an hour. Larger games take proportionally longer, and
you might expect a game of 4,000 points or more to take the
entire day — perfect for a rainy Sunday!

THE ArRMY List

With the points limit agreed, players need to pick their forces.
The best way to do this is to make use of the army list in the
relevant codex, although, of course, players are free to either
adapt the army lists or use their own system as they wish. If
you're using the codex, then you'll need to know about Force
Organisation — sometimes referred to as Force Org.

FORCE ORGANISATION

As detailed in each army’s codex, all the forces you can use are
categorised to tell you something about the role they are meant
to play in the army. These roles are: HQ, troops, elites, fast attack
and heavy support.

HQ

A headquarters unit might be a heroic commander or fearsome
monster. These models are amongst the most powerful in the
game, as leaders will have access to more special equipment
than anyone else. They are not invincible, but can provide a
powerful spearhead for an attacking army and a strong core for
a defensive one. Every army contains at least one Headquarters
unit, and a character from one of the army’s HQ units must
be nominated as the army’s Warlord (see page 111).

TROOPS

These represent the most commonly available soldiers in an
army. This does not mean they are poor fighters — the category
includes such troops as Space Marines and Ork Boyz, both
formidable adversaries. These are the warriors that make up the
bulk of an army. Their main tactical role is that of consolidating
the gains of the army and defending the objectives that have
been taken by more specialised units.

EvLITES

Elite units are normally powerful but expensive. They are the
best, and often most specialised, soldiers an army has to offer,
but there are never enough of them. In some cases they will be
specialists, while at other times they will be more experienced
versions of the regular soldiers.

THE VICTOR LIVES IN HONOUR, THE VANQL]%HED DIES IN SHAME.
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Fast ATTACK

Fast attack units are generally (surprise!) faster than their
comrades and masters of manoeuvrability. Often, they are used
for reconnaissance and scouting, while at other times they are
assault troops who rely on speed to get their bloody work done.

HEeavy SurPORT

Heavy support units are literally the big guns of the army and
include the heaviest items of equipment and the toughest
creatures. However, they are also very expensive in points, so an
over-reliance on them might leave you badly outnumbered.

FORCE ORGANISATION CHART
Shown on the right is the standard Force Organisation chart
for the Eternal War missions that are presented later in this
volume. It is split into three sections: primary detachment,
allied detachment and fortification.

PRIMARY DETACHMENTS

This section of the Force Organisation chart is reproduced in
many codexes and is integral to building an army. It dictates
the units you can take in the main body of your army. All of
the units in your primary detachment must be chosen
from the same codex. Furthermore, your Warlord must be
chosen from your primary detachment (see page 111).

One box on the chart allows you to make one selection from
that part of your army list in the relevant codex. Dark boxes
are compulsory selections. As you can see, you have to take
at least one HQ selection and two troops selections. These
compulsory choices ensure that whatever else you select, your
force will have a core within it that is representative of that
army. This is rarely a disadvantage and many players often

use the maximum number of troops selections. Sometimes a
single choice on the Force Organisation chart will allow you to
select more than one unit. This will always be explained in the
appropriate codex, so be sure to read it carefully.

DEDICATED TRANSPORTS

Dedicated Transports sit outside the Force Organisation
structure, as they are attached to the unit they are bought for.
When this distinction is called for, Dedicated Transports
count as being from the same Force Organisation
category as the unit they were bought for. Therefore, a
Rhino bought for a Space Marine Tactical Squad (troops) counts
as a unit of troops, but one bought for a unit of Space Marine
Sternguard Veteran Squad (elites), counts as elites.

PARTIAL FORCE ORGANISATION CHARTS

If your codex contains the primary detachment section of

the Force Organisation chart, the allied detachment and
fortification sections will not be present, as individual codexes
do not contain rules for allied units or fortifications. If this is
the case, it doesn’t mean you can't use these elements of the
chart, simply refer to the version presented here.
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PRIMARY DETACHMENT
(Required)

COMPULSORY OPTIONAL
1HQ 1HQ
2 Troops 4 Troops

3 Elites

OPTIONAL
3 Fast Attack
3 Heavy Support

FORTIFICATION

FORTIFICATION
; (Optional)

r
|

ALLIED DETACHMENT
(Optional)
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A111ED DETACHMENTS

If you wish, your army can include one allied detachment
for each primary detachment in your army (normally one,
but if you're playing a larger game this might be two). As with
the primary detachment, all units in the allied detachment must
be chosen from the same codex, and this must be a different
codex to the one used for the primary detachment.

As with the primary detachment, this section is split into

a number of dark and light boxes, where dark boxes are
compulsory selections, and light boxes are optional. An allied
detachment will therefore always have one HQ selection and at
least one troops selection.

Bear in mind that some combinations of armies and allies are
more effective (and more eagerly entered into) than others —
this is covered in detail later in the section (see page 112).

FORTIFICATION

This section of the Force Organisation chart represents
purpose-built, battlefield defences. They might not be things
your army has constructed itself - it's more likely that they're
emplacements that have been captured and secured just before
the start of the battle.

Unlike units, fortifications are not found in codexes. Instead,
you'll find a selection presented in this book (see page 114),

whilst others will be presented in White Dwarf and through
our website: www.games-workshop.com
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BIGGER GAMES

As your collection of miniatures grows, the urge to use
them all at once will become hard to resist. Above a total of
1,999 points, the Force Organisation chart becomes a very
limiting factor.

This being the case, if you're playing a game of 2,000 points
or more, you can take an additional primary detachment.
This gives you access to up to six choices each from elites,
fast attack and heavy support, up to four HQ choices, a

massive potential of up to twelve troops choices, an additional

allied detachment and an additional fortification. In this
case, your Warlord can be from either of the primary
detachments in your army. As stated earlier, taking an extra
primary detachment allows you to take an additional allied
detachment (which must be from the same codex as your
other allied detachment). All primary detachments must be

taken from the same codex.

NON-STANDARD MISSION

Some missions, such as those presented in Planetstrike and
other Warhammer 40,000 supplements, use different Force
Organisation charts. Where this is the case, any alterations or

substitutions will be explained there.

SPECIAL CHARACTERS

The 41st Millennium is filled with famous characters renowned
legendary heroes or infamous villains - these unique individuals,
who stand out from normal characters because they

personal name and not just a title, are called ‘special characters’.
Special characters are highly skilled and dangerous heroes

who have incredible traits or skills that make them particularly
valuable to an army.
For example, Comm: ick is without doubt the most
respected Imperial Guard Commissar in the entire Imperium,

his inspiring presence securing the world of Armageddon against

and leadership.

On the other hand, Kharn the Betrayer, an Exalted Champion
of the Blood God, is a mad slaughterer of men, with no thought
for anything other than personal combat (at which, it must be

grnntcd, he excels).

Unique
Each special character is unique, so a player cannot include
multiples of the same special character in an army.

Warlord Traits
Special characters roll for Warlord traits as normal, unless their
profile specifically notes that they have a fixed Warlord trait.
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When choosing your army, you must nominate one model to be your Warlord. This is always the HQ choice character with
| the highest Leadership. If several characters are tied for highest Leadership, you choose among them which is your Warlord.

Your Warlord is a potent force upon the battlefield. Not only
is he a mighty hero, with all the skills and renown you might
expect, over the course of a long career, he will also have picked

up one or more specialised abilities, which we refer to as ‘traits’.

WARLORD TRAITS

To determine which trait your Warlord has, you need choose

Command Traits affect an area immediately surrounding your
Warlord, representing the orders he issues to the units around
him during the thick of battle.

Personal Traits represent specific combat skills that your

which table to roll on at the start of the game. Roll on the

Dé
1

—

‘ can choose to roll on instead.

COMMAND TRAITS

Result

Inspiring Presence

Friendly units within 12" of the
Warlord can use his Leadership
rather than their own.
Intimidating Presence

Enemy units within 12" of the
Warlord must use their lowest
Leadership value, not the highest.
The Dust of a

Thousand Worlds

Your Warlord, and all friendly
units within 12", have the Move
Through Cover special rule.
Master of the Vanguard

Your Warlord, and all friendly
units within 12", roll an extra dice
when they Run, using the highest.
Target Priority

Your Warlord, and all friendly
units within 12", re-roll To Hit
rolls of 1 when shooting at enemy
units that are within 3" of one or
more objectives.

Coordinated Assault

Your Warlord, and all friendly
units within 12", add 1 to the result

when rolling their charge distance.

table before you deploy your army (see page 121). Sometimes,
a codex will present an alternative Warlord Traits table that you

long before the battle begins.

PERSONAL TRAITS

D6 Result

1

2

3

Master of Defence

Your Warlord, and his unit,

have the Counter-attack special
rule while they are in their own
deployment zone.

Master of Offence

Your Warlord, and his unit, have
the Furious Charge special rule
while they are in the enemy'’s
deployment zone.

Master of Manoeuvre

Your Warlord, and the unit he
joins during deployment, have the
Outflank special rule.
Legendary Fighter

Your army gains 1 Victory Point
for each enemy character slain by
your Warlord in a challenge.
Tenacity

Your Warlord, and his unit, have
the Feel No Pain special rule
whilst within 3" of an objective.
Immovable Object

Your Warlord is a scoring unit,
even if he is a vehicle.

him as he leads by example.

representing tricks or gambits your Warlord sets in motion

STRATEGIC TRAITS

Dé
1

Warlord possesses. He can influence those fighting alongside

Strategic Traits are skills that affect your entire army,

Result
Conqueror of Cities

Your units have the Move
Through Cover special rule if
moving through Ruins, and the
Stealth (Ruins) special rule.
Night Attacker

You can choose to use the Night
Fighting rules in your game. If
you do, there is no need to roll — it
is Night for the first turn.

Master of Ambush

Treat all your Outflanking units

as having the Acute Senses special
rule whilst the Warlord is alive.
Strategic Genius

Whilst your Warlord is alive,

you can re-roll any Reserves rolls
(failed or successful).

Divide to Conquer

Whilst your Warlord is alive, your
opponent has a -1 modifier to
Reserves rolls.

Princeps of Deceit

During deployment, before
deploying Infiltrators and before
Scouts redeploy, you can do one

of the following: redeploy one

of your units within 3D6é" of its
current position, or redeploy 3 of
your units, each within Dé" of their
current positions (roll separately
for each). These redeployments
cannot take a unit out of its
deployment zone.




Unforeseen alliances happen all the time in the murky world
of Warhammer 40,000. The Eldar might assist the Tau in
destroying a Tyranid invasion, knowing that if they don't, the
vassals of the Hive Mind will destroy a Craftworld. An Imperial
Guard general might hire Orks of the Bloodaxe clan, little
realising that his Chaos Space Marine enemies have already
struck a similar arrangement with the selfsame greenskins. The
possibilities are endless! From a gaming point of view, taking
allies in your army opens up entirely new tactical possibilities,
making your already formidable force even more so.

LEVELS OF ALLIANCE

Of course, in the grim darkness of the far future (where there is
only war), it's a sad fact that very few armies trust one another
entirely — if at all. A labyrinthine history of grudges, wars,
campaigns and betrayals (intentional or otherwise) have the
potential to sour all but the closest alliances — and that's to say
nothing of the deep and abiding hatred some armies feel for
others. To represent this, we have several categories of alliances,
each of which imposes certain effects on the game. The Allies
Matrix shows the levels of potential alliance between each army.

BATTLE BROTHERS

This category covers the strongest of alliances, two or more
armies striving for a common goal. Battle Brothers have utter
trust in their comrades, treating them as an extension of their
own forces. Such alliances are always voluntary, born out of an
unyielding desire for victory.

Battle Brothers are treated as ‘friendly units’ from all
points of view. This means, for example, that Battle Brothers:

« Can be joined by allied Independent Characters.

« Are counted as being friendly units for the targeting of
psychic powers, abilities and so on.

« However, note that not even Battle Brothers can embark in
allied transport vehicles.

T e —

FORGING A NARRATIVE

Just as an alliance should be carefully considered, so
too should the reasons for bringing one into your
game. Yes, you can ally two armies together just to
see what happens, but you and your game will be
the richer if you stop to work out a good story for
why it's happened. There are a few ideas on this
page, but there are a wealth of other possibilities.
Have the Grey Knights and Eldar joined forces to crush a Daemon
incursion? Has a Tau expeditionary force thrown its lot in with

a Chaos Space Marine warband, hoping to win them over to the
principles of the Greater Good? Or is your alliance simply the coming
together in battle of two Space Marine Chapters who have fought at
each others' sides for millennia? We can’t answer that, but you can...
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A111ES OF CONVENIENCE
The tides of war can often throw unlikely allies together,
forcing them to work in common cause for a time. Such
alliances seldom last for an entire battle, let alone a campaign,
but that brief while can be sufficient for immediate needs.

Units in your army treat Allies of Convenience as enemy
units that cannot be charged, shot, targeted with psychic
powers or have templates or blast markers placed over them.
However, if a psychic power, scattering Blast weapon or other
ability that affects an area hits some of these Allies of Convenience,
they will be affected along with any friendly or enemy units. This
means that, for example, Allies of Convenience units:

« Can’t benefit from the Warlord Trait of an allied character.
« Cannot be joined by allied Independent Characters.

« Are not counted as friendly units for the targeting of
psychic powers.

DESPERATE ALLIES

This category covers alliances forged only through the direst
need, by partners whose only shared ground is the abhorrence
they feel for one another. Indeed, when a Desperate Alliance
occurs, it is almost certainly built on deception. Such alliances
are prone to collapsing at the most inconvenient moments.
Those that do go to term invariably end with the messy deaths
of one party or another, either at the hands of their erstwhile
allies, or outside forces who judge them traitor for their deeds.

Desperate Allies are treated exactly like Allies of
Convenience. Furthermore, if your primary detachment is in
a desperate alliance, units from that allied detachment are non-
scoring, non-denial units.

In addition, the One Eye Open special rule applies.

ONE Eve OPEN

At the start of each of your Movement phases, each of your
units within 6" of a Desperate Ally unit must roll a D6
—on aroll of a 1, that unit cannot move, shoot, run or
assault that turn (they're too busy watching for betrayal).

COME THE APOCALYPSE, BUT NOT BEFORE
Simply put, this kind of alliance cannot occur — there’s too
much bad blood between these two armies. You'll have to look
elsewhere for aid.
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Sometimes blood and steel are not sufficient to hold a vital patch of battlefield, for both are easily swept away by a
concentrated assault. So, many commanders anchor their battle lines with impregnable fortresses, lines of barricades and

armoured bunkers.

You can take a single fortification for each primary
detachment in your force. If you have more than one
fortification, you can take multiples of the same type, or have
entirely different types — it's up to you. All fortifications have
a datasheet that contains all the information you'll need to use
them in your games.

Points Value. This is the points value of the fortification and its
basic weapons (if it has any).

Composition. This tells you what terrain pieces the
fortification consists of. Most are simply a single building or
weapon, but others consist of several different terrain pieces.

Terrain Type. This tells you what part of the terrain rules you'll
need to refer to when using your fortification. This can be
anything from a line of barricades to a large building.

Aegis defence lines are barricades built from crenellated armoured
sections that link together into a solid shieldwall. Their simple design
means that they can be built and deployed at great speed, lending them
the nickname of ‘instant fortresses’. Aegis defence lines are ideally
suited for commanders wishing to gain a foothold in enemy territory
or establish defensive perimeters until such time when larger, more
permanent fortifications can be constructed.

Composition: Up to 4 long and 4 short Aegis defence line sections.

S T =R e e
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Access and Fire Points. If the fortification is a building, any
Access Points or Fire Points it has will be listed here.

Weapons. If your fortification has weapons as part of its
basic composition, they will be listed here. Note that many
fortifications can purchase extra weapons at additional cost.

Options. This section lists any additional weapons, wargear
or upgrades the fortification can have, and the points cost
of each.

Weapon Profiles. Here you'll find the profiles for any of the
weapons that the fortification can have. It includes both the
standard and optional weapons.

Y

FORTIFICATION

S0

POINTS

Weapons: None.

Options:
* Add one of the following:
- Comms relay (see page 104)

- Gun emplacement with quad-gun

Range S AP Type

f Each section of Aegis defence line must be placed in base contact with Icarus lascannon 96" 9 2 Heavy |, Interceptor,
at least one other section. Skyfire
Quad-gun 48" 7 4  Heavy 4, Interceptor,

Terrain Type: Battlefield Debris (Defence lines).

Twin-linked, Skyfire

20 points
- Gun emplacement with Icarus lascannon .........c..cceeeveessecss 35 points
50 points

—_—
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Landing pads are used by flight-capable craft to unload or evacuate
troops, vital personnel and critical supplies to or from the front lines.
The Skyshield Landing Pad used by the Imperial Navy was originally
purpose-built to accommodate Valkyrie and Vendetta gunships.
However, it has proven robust enough to serve the larger Stormravens
and Thunderhawks used by the Adeptus Astartes. With its armoured

=S e

Composition: | Skyshield Landing Pad

Terrain Type: Unique. The top surface of the Skyshield Landing Pad is

open terrain. To move onto or off of the landing pad counts as moving
through difficult terrain.

Access Points & Fire Points: As per model.

Weapons: None.

sides unfurled, Skyshields activate a series of locator beacons that
guide incoming aircraft as they make their final approach. Once the
craft touches down, the Skyshield’s armour plating transforms into a
protective configuration and force field generators shimmer to life,
protecting the vulnerable gunship from incoming fire as it refuels,
rearms or deploys its passengers.

——r

Special Rules:

Landing Pad Configuration: A Skyshield Landing Pad has certain
rules depending on its current configuration, shielded or unfurled,
as described below.

At the beginning of the Movement phase, before rolling for reserves,
amodel in base contact with a Skyshield Landing Pad can change

its configuration from shielded to unfurled (or vice versa). If there
are models from both sides in base contact with the landing pad, its
configuration cannot be changed.

« Shielded: Units on top of a shielded Skyshield Landing Pad have a
4+ invulnerable save against enemy Shooting attacks.

« Unfurled: If a unit deep strikes on top of an unfurled Skyshield
Landing Pad, it will never scatter. Jump units, Jet Pack units,
Jetbikes and Skimmers do not need to take Dangerous Terrain tests
for moving on to or off of an unfurled Skyshield Landing Pad.




An Imperial Bastion is a near-impregnable edifice built from foot-thick
ferrocrete plating and the remains of faithful servants of the Imperium.
Built to withstand orbital strikes and artillery bombardments, there

are few weapons capable of razing a Bastion in a single blow. It is with
good reason that such fortresses often form the cornerstone of a planet’s
defensive strategy.

Composition: One Bastion.

 Terrain Type: Medium Building (Armour Value 14).

Access Points & Fire Points: As per model.

Weapons: Four emplaced heavy bolters (typically
one on each facing).

IMPERIAL BASTION _
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POINTS

With their commanding fields of fire, a unit garrisoned within the
protective walls of an Imperial Bastion can unleash murderous volleys
with little fear of reprisal. Heavy bolters jut from a Bastion’s every wall,
spitting death at any foes that dare approach. Only the most determined
assault is likely to shift troops from such a fortification and few who
brave an Imperial Bastion’s guns ever reach the walls alive.

Options:

« Add one of the following:
- Comms relay (see page 104)
- Gun emplacement with Icarus lascannon

20 points
.35 points
50 points

- Gun emplacement with quad-gun

‘Range S
Heavy bolter 36" 5
Icarus lascannon 96" 9

Type

‘Heavy3

Heavy 1, Interceptor,
Skyfire

Heavy 4, Interceptor,
Skyfire, Twin-linked

Quad-gun 48"

e e




FORTRESS OF REDEMPTI
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A Fortress of Redemption is a towering bulwark against the ravages

of planetary invasion. Each is virtually impervious to conventional
firepower and the lower levels, bunker annexes and sub-crypts can
house entire platoons of battle-ready warriors. First used by the Dark
Angels of the Adeptus Astartes during the days of the Great Crusade,
they have since been used by every military force in the Imperium and
they have proven invaluable to the defence of the Emperor’s realm.

Composition: Two bunker annexes and one main tower. Each section
of the Fortress of Redemption must be placed in base contact with at
least one other section.

Terrain Type: The bunkers annexes are both Small Buildings (Armour
Value 14). The main tower is a Medium Building (Armour Value 14).
The walkway connecting them is a small building (Armour Value 14).

* Access Points & Fire Points: As per model.

Weapons: One bunker annex has an emplaced missile silo with
fragstorm missiles and the other bunker annex has an emplaced Twin-

linked Icarus lascannon.

A Fortress of Redemption is adorned with symbols depicting angels
of death and the skulls of ancient heroes. This gothic grandeur of

the unyielding edifice is matched only by its uncompromising and
efficient lethality. Nestled within its armoured walls, a Fortress of
Redemption houses an Icarus lascannon capable of destroying enemy
ships in low orbit, a missile silo and a profusion of heavy bolters to
repel ground based invaders.

Options:

* Upgrade the missile silo to have krakstorm missiles in addition to
fragstorm missiles (each time the missile silo fires, the controlling
player must choose which type of missile is being used)........... 30 points

* Add up to four emplaced heavy bolters (the heavy

bolters can be allocated to any section(s) of the

Fortress of Redemption) 10 points each

Type T
Ordnance 1, Barrage,
Large Blast
Ordnance 1, Barrage,
Large Blast

Heavy |, Interceptor,
Skyfire

o _ Range
Fragstorm missile 18-9¢"

Krakstorm missile 18-96"

Icarus lascannon 96”

Heavy bolter

b




FIGHTING A BATTLE
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i i !E.i The gauntlet has been thrown down. Two armies must now
N test their mettle against the foe. It matters not what roads were
3¥ walked to bring the warriors to this bloody ground, only that

| they are here. There is no turning back. There is only war.

This section presents the Eternal War missions: scenarios
where the armies are of roughly the same size and the situation
. gives neither side a particular advantage. As a result, it is not
necessary to know what Eternal War mission you will be

THE ARMIES
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A points value of 1,500 to 2,000 points per side is a fairly
standard size and will give you an exciting game that can be
concluded in a few hours. More information on how to pick
an army can be found on page 108. Remember, if you want

| to have more time for gaming, it’s best to prepare your force
before the battle starts!

THE MISSION
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There are two ways that you can choose which Eternal War
mission to use. The first is to agree with your opponent which
Eternal War mission to play. The second is to pick randomly, by
rolling a D6 and consulting the following chart:

|
|
|
\

THE BATTLEFIELD
L Sy i era——

\ TABLE HALVES

“ In Eternal War missions, the board is divided into two equal

J halves across its length (Dawn of War), its width (Hammer and
\ Anvil) or its diagonal (Vanguard Strike). The method used to
divide the board in half will determine the shape of the players’
# deployment zones (see deployment maps on page 119). You
and your opponent can either agree on which of these three

( methods you will use to divide the board, or you can pick one
randomly by rolling a D3 and consulting the following chart:

o e e+ it T e

‘Survival is no birthright, but a prize wrested from an uncaring galaxy by forgotten heroes.’

——

Both you and your opponent select forces to an agreed points limit from an army list in one of the Warhammer 40.000 codexes.

Having selected your armies, it’s time to determine which Eternal War mission you will be playing.

S — Y. ==

Next you need to set up your battlefield using the wargames terrain in your collection. First, the players must determine
their table halves and deployment zones, then deploy fortifications and finally set up the rest of the terrain for the battle.

playing before selecting an army, only the agreed points value

of the two battling armies. Once you know that, and you have
selected your force, simply turn up and play.

Each Eternal War mission contains the information you need
to get set up and playing. This information is broken down
into the following categories: The Armies, The Mission, The
Battlefield, Deployment, First Turn, Game Length, Victory
Conditions and Mission Special Rules.

—_— i

A NOTE ON SECRECY

To keep things fair, you should always allow your opponent to
read your force roster after a game and always make it clear to
your opponent which squads are embarked in which Transports.
However, before deploying armies, agree whether or not you
will read the opponent’s force roster during the game as well.

—_—

D6 ETERNAL WAR MISSION
Crusade (see page 126)

Purge the Alien (see page 127)

Big Guns Never Tire (see page 128)
The Scouring (see page 129)

The Emperor's Will (see page 130)
The Relic (see page 131)
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D3 » DEPLOYMENT MAP (SEE OPPOSITE)
1 Dawnof War

2 Hammer and Anvil

3 Vanguard Strike

Once the method of dividing the board into two halves has

been determined, the players should roll-off. The winner of the
roll-off selects one of the table halves to be his — his opponent
takes the opposite table half.

THE TRULY WISE ARE ALWAYS AFRAID.




Side A Table Edge

@ DEPLOYMENT MAP: : {

DAWN OF WAR Slde A Deployment Zone
If you are using Dawn of War deployment zones
the board is divided into two equal halves across
its length.

For Dawn of War, a player's board edge is the long
board edge touching his own deployment zone.

Side B Deployment Zone

Side B Table Edge

%

a "'V /0 DEPLOYMEN T MAP:
i HAMMER AND ANVIL

Y If you are using Hammer and Anvil deployment

zones, the board is divided into two equal halves
across its width.

For Hammer and Anvil, a player’s board edge
is the short board edge touching his own

deployment zone.

Side B Table Edge
Side B Deployment Zone
auoz juawhordaq v ap1s
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Side B Table W@l Sidp A Table Half
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DEPLOYMENT MAP: Side A Table Edge
VANGUARD STRIKE o —

B If you are using Vanguard Strike deployment

Side A Deployment Zone

zones, the board is divided into two equal halves

G, oy ey

across its diagonal. Agree with your opponent
which diagonal you will play across, or randomise
to decide.

T T
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For Vanguard Strike, a player's board edge
is the long board edge touching his own
deployment zone.
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Side B Deployment Zone

Side B Table Edge
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SET UP FORTIFICATIONS

Next, players must place any fortifications they have in
their armies before placing any other terrain. If both
players have one or more fortifications then take it in turns

to deploy them, starting with the player who chose table
halves. Fortifications must be set up wholly within the
owning player’s table half and not within 3" of another
fortification. Fortifications count against the terrain density
limit (discussed later) of the 2' by 2' area in which the majority
of the fortification lies.

SET UP TERRAIN
Next, the players must set up the terrain for the battle. There
are two ways you can go about this — narrative or alternating.

BATTLEFIELD S1ZE

This section assumes that you are playing on a battlefield that
can be divided equally into 2" by 2' sections. If your battlefield is
of a size that cannot be thus divided, then instead divide it into
anumber of equal sections as close to 2' by 2' as possible.

NARRATIVE TERRAIN

If you're using this method, you and your opponent can set the
terrain up in any mutually agreeable manner in order to create
a fantastic-looking and evocative battlefield.

As you set up the scenery for your battle, try to make it look as
much like a real battlefield as possible. A game is always better
if you're telling a story, and the ground over which you fight is
only slightly less important than the armies fighting over it.

For example, if you’re an Ork Warlord attacking an Impevial
Guard strongpoint, you'll want plenty of buildings (or ruins), as
well as plenty of defence lines, trenchlines and gun emplacements
to set the scene. If you're an Eldar Autarch attempting to purge
Daemons from the arid wastes of Luther McIntyre IX, rocky
outcrops and crashed spacecraft ave probably more the thing.

FORGING A NARRATIVE

If you're the using alternating terrain
method you shouldn’t worry about setting
up the scenery on the board in such a way
that it suits your army. All the greatest
generals carefully select the locations
where they fight so that it favours their

own army and hinders their opponent’s.

So, if you were the commander of a Tyranid assault swarm, you
should think of placing plenty of scenery in your half of the
table to block the opponent’s lines of sight and provide cover,
while the commander of an Imperial Guard tank force might
decide to set up very sparse terrain, to maximize their fields

of fire. The trick is to do this in such a way that it still looks as
natural as possible - or, at least, as natural as a terrifyingly alien
landscape can look!

~ r ¥ Y
< o *

v,j-:—\/—v L"N o
€

»E

REALM OF BATTLE

For players using a Citadel Realm of Battle Gameboard (or any
gaming board with a contoured surface), it’s best not to count the
hills moulded onto it towards the terrain density limit. Of course, if
you were to place any free-standing hills from your collection onto
the board, they would count towards the terrain density limit.
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ALTERNATING TERRAIN

1f you and your opponent can't agree on a natrative to help you
set up the terrain, you should use this method instead.

1. Pool all the terrain pieces you have available, and that
you wish to use in this game. The only exceptions to this
are fortifications that have been purchased as part of a
player’s army — these will already have been deployed.

N

. Determine how many pieces of terrain can go into each
2'by 2" area of game board by rolling a D3 for each. This is
known as the terrain density limit.

3. Once each area’s terrain density limit is known, take it in
turns, starting with the player who chose table halves, to
deploy a piece of terrain. Each ‘piece’ of terrain should be
a single substantial element (such as a building, forest or
ruin) or a cluster of up to three smaller pieces of terrain
(such as battlefield debris). Terrain can be placed anywhere
on the board where it is more than 3" from other terrain.

N

. Players can keep placing terrain until they decide to stop,
or they reach the maximum terrain density limit for all
of the 2' by 2" areas on the table, or there are no terrain
pieces left to place. If a terrain piece is placed so that it
straddles more than one 2' by 2' area, it counts towards the
terrain density limit in the area in which the majority of
the terrain piece lies. If one player chooses to stop placing
terrain, their opponent is free to keep on placing terrain
until they decide to stop, reach the terrain density limit or
run out of terrain pieces in their collection.

5. After all terrain has been placed, players may wish to
move or shuffle terrain around a bit in order to make a
more aesthetically pleasing battlefield. If both players
agree, you should move any terrain you wish in order to
create the best looking board possible.

OT1HER MISSIONS

The format of the Eternal War missions governs many of the
Warhammer 40,000 missions. However, like those in Warhammer
40,000 supplements, some missions may use different rules or
formats for displaying the information needed to play that mission.
For example, some missions use alternate methods to determine
Game Length, whilst others specify who gets the First Turn. Some
missions will not use Primary or Secondary objectives or even
Victory Points. Wherever a mission varies from the rules and format
presented here, it will clearly be outlined within that mission:

» — N
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P1rAcCE OBJECTIVE MARKERS

Many of the Eternal War missions require the players to place
objectives. An objective is usually a point on the battlefield

of particular importance to one or both of the armies. These
points are designated by using objective markers, coins or other
counters around 1 to 2 inches in diameter. If objectives need to
be set up, the mission in question will contain details on how
many need to placed and any special instructions for how to
place them on the battlefield.

Unless instructed otherwise in the mission, starting with the
player who chose their table half first, take it in turns to set up
objectives according to the following rules:

DEPLOYMENT

T MG S P e s e

* No objective can be placed within 6" of any battlefield
edge or within 12" of another objective.

* No objective can be placed in, or on, impassible terrain,
buildings or fortifications.

If there are a lot of objectives, or a lot of terrain, you may
sometimes find that the last few are impossible to place using
the above rules. When this occurs, simply nudge the other
objectives by the smallest distance necessary to allow the last
ones to be placed.

More information on objectives can be found on page 122.

Once the battlefield has been set up, it is time to determine your Warlord traits and deploy the armies for battle.

DETERMINE WARLORD TRAITS
Before either player deploys, they much first each determine
their Warlord Traits, if they haven't done so already (see page
111). This is done now because the Warlord Traits could grant
special deployment rules to part of a player's force that may
affect a player’s subsequent deployment of their forces.

DEerLOY FORCES

Armies are placed within the owning player’s deployment zone.
In Eternal War missions, a player’s deployment zone is defined as
anywhere in their own table half that is more than 12" from
the central line dividing the board into two equal halves.

Roll-off to see which player chooses whether to deploy first or
second. The player that goes first then places his entire army on
the table in his deployment zone. His opponent then deploys
his entire army in the opposite deployment zone. Units cannot
deploy in impassable terrain unless they are normally allowed
to move over impassable terrain and can physically fit on it.
Units can never deploy in lethal terrain.

DEPLOYING WITHIN A FORTIFICATION

Any friendly unit can deploy within one of their army’s
fortifications, as long as it is also a building and wholly within
their own deployment zone. If a fortification is deployed
within 12" of the central line, only friendly units that have
the Infiltrate or Scouts special rule can (re)deploy within the
building, regardless of the proximity of enemy units.

Units can never deploy inside an enemy fortification, nor

can they use pre-game abilities (like Scout redeployment) to
embark in enemy fortifications before the first turn begins.
Once the game begins, units are free to move into or out of any
fortifications, friendly or enemy, following the normal rules.

DEPLOYING TRANSPORT VEHICLES

Units can be deployed in Transport vehicles if you wish —
simply declare to your opponent which units are embarked
where as part of your deployment. However, if a unitis a
Dedicated Transport, only the unit it was selected with (plus
any Independent Characters that have joined the unit) can
deploy within it. After the game begins, other units can embark
and disembark as normal (see page 79).

DEPLOYING INFILTRATORS AND REDEPLOYING ScouTs

The sequence for Infiltrators and Scouts is the same in all
Eternal War missions. First, both players deploy their forces
(apart from any units left kept as Reserves or that chose to use
their Infiltrate special rule). When both players have deployed
their main force, then they deploy their Infiltrators (as
described on page 38). Finally, they can redeploy units with the
Scouts special rule (see page 41).

For the purposes of deploying Infiltrators and redeploying
Scouts, an enemy fortification is only considered to be an enemy
unit if it is occupied at the time of the redeployment.

DerrovinGg MurtipLE UNiT CHOICES

Note that, occasionally, a codex will allow a player to

include several units in his army at the cost of a single force
organisation slot (like Imperial Guard Infantry Platoons, etc.).
Apart from being bought as a single choice, these units operate
and count as separate units in all respects.

e

MANKIND STANDS ON THE SHOULDERS OF THE MARTYRED.
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SEIZE THE INITIATIVE

In war, no plan survives contact with the enemy —even a
lightning advance can be halted if the foe is swift enough
to counter it.

GAME LENGTH

e e P st S, e

As it happens, all of the Eternal War missions use Variable
Game Length (right), but some of our other published missions,
or missions you create yourself, might define it differently.
| Most often this means setting it at a certain length (6 game
turns, for example). Whatever the case may be, it will be defined

in the mission itself.

VICTORY CONDITIONS

Next, the player who deployed his army first starts the first turn unless his opponent can Seize the Initiative.

Each mission will use this section to tell you how long the game lasts before victory can be determined.

If a player who is due to go second wishes to Seize the Initiative,
he can roll a D6 before the beginning of the first turn. On a roll
of a 6, he successfully seizes the initiative and goes first instead.
His army has clearly outwitted that of his opponent!

e G

VARIABLE GAME LENGTH

At the end of game turn 5, one of the players must roll a Dé. On
aroll of 3+ the game continues, otherwise the game is over. If
another turn is played, another D6 must be rolled at the end of
game turn 6, and this time, the game only continues on a roll of
4+. The battle automatically ends at the close of game turn 7.

B i
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In the Eternal War missions, each army is seeking to accrue more Victory Points than the opposing force. Victory Points
are acquired by securing Primary and Secondary Objectives, and the winner is the army with the most Victory Points at
the end of the game. Indeed, if the winner has twice the Victory Points of his opponent, it can be considered a crushing
victory! If both armies have the same number of Victory Points, the game is a tactical draw.

| Ifone player concedes the battle, or his entire army is wiped

| out,the game ends and a crushing victory goes to his opponent.
Likewise, if at the end of any game turn, one player has no models
on the battlefield, his opponent automatically wins.

OBJECTIVES

To determine the number of Victory Points an army has earned,
we use mission objectives. These are the goals your army will
have to achieve, and they thus dictate the tactics that you'll have
to employ during the battle. The number and types of mission
objectives vary from mission to mission. There are two types of
objective: Primary and Secondary.

PRIMARY OBJECTIVES

Primary Objectives define your army’s main goal on the
battlefield. This usually involves capturing the objectives in
question — by controlling one or more vital sites or simply
destroying parts of your enemy's force. Whatever Primary
Objectives are used in a mission, both sides share it. The mission
itself will tell you how to determine your Primary Objectives.

SECONDARY OBJECTIVES

Secondary Objectives are less important than Primary Objectives,
but can still mean the difference between victory and defeat. All
Eternal War missions have three Secondary Objectives shared
by both players: Slay the Warlord, First Blood and Linebreaker.
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SrAY THE WARLORD

If, at the end of the game, the enemy’s Warlord has been
slain, you score 1 Victory Point. If the mission being played
is Purge the Alien, then the enemy Warlord will, therefore, be
worth 2 Victory Points in total.

First Broop

The first unit, of any kind, to be removed as a casualty
during the game is worth 1 Victory Point to the opposing
player at the end of the game.

If the mission being played is Purge the Alien, then this unit

will therefore be worth 2 Victory Points in total. If the mission
being played is Big Guns Never Tire, and the destroyed unit was
a Heavy Support unit, it will, therefore, be worth 2 Victory Points
in total. If the mission being played is The Scouring, and the
destroyed unit was a Fast Attack unit, it will, therefore, be worth 2
Victory Points in total. If two or more units from opposing forces
are removed simultaneously (for example, at the same Initiative
step in an Assault phase) then both players get | Victory Point (in
addition to any Victory Points from the mission).

LINEBREAKER

If, at the end of the game, you have at least one model
from one or more scoring or denial units in the enemy’s
deployment zone, you score 1 Victory Point. Units that are
falling back or that have gone to ground do not count.




CONTROLLING OBJECTIVES

You control an objective if there is at least one model
from one of your scoring units, and no models from
enemy denial units, within 3" of it. As different objectives
vary in shape and size, it is important to agree at the beginning
of the game exactly from where this distance will be measured.

A unit can only control one objective at a time. If a unit
moves into a position where it could control two objectives,
you must make it clear to your opponent which objective the
unit is controlling.

SCORING UNITS

The concept of scoring units is central to several of the Eternal
War missions, which are won or lost by controlling more
objectives than the enemy at the end of the game (see those
missions’ victory conditions), and only scoring units can do that.

During a military campaign, the most powerful and specialised
units assault the objectives and take them. They then forge
ahead to the next objective, engaging the enemy with lightning-
fast attacks and irresistible armoured advances. It is left to the
grunts, the squads which make up the bulk of any fighting
force, to dig in and consolidate any territorial gains, securing
the objectives from any enemy counter-attack.

An army’s scoring units are normally all the units that
come from the troops selection of the Force Organisation

chart — the main exceptions are in the Big Guns Never Tire
mission (see page 128) and the The Scouring mission (see page
129). The presence of other units within 3" of an objective may
deny an objective to the enemy, but only troops can control it.
There are a few exceptions, however, when a unit of troops does
not count as a scoring unit:

« If it is a vehicle, or is a unit currently embarked on a
Transport vehicle, or is occupying a building.

« If it has the Swarms special rule.

« If it has a special rule specifying that it never counts as a
scoring unit.

« If it is currently falling back (if the unit Regroups it
immediately reverts to being a scoring unit again).

DEeniaL Units

Denial units are those squads that can prevent an enemy from
controlling an objective. In the Eternal War missions, all units
(including troops) are denial units, save for a few exceptions
given below:

« If it is a vehicle, or is a unit currently embarked on a
transport vehicle, or is occupying a building.

« If it has the Swarms special rule.

« If it has a special rule specifying that it never counts as a
denial unit.

« If it is currently falling back (if the unit Regroups it
immediately reverts to being a denial unit again).
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MISSION

SPECIAL RULES
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Some Eternal War missions use unique special rules. These confer extra abilities, restrictions or effects onto your games.

We'll explain the most common ones here, but sometimes a mission will introduce its own special rules.

NIGHT FIGHTING
In pitch darkness, warriors must be sure of their targets before
opening fire, and tend to be more cautious than normal.

If a mission has the Night Fighting special rule, roll a Dé before
deployment: on a roll of 4+, the Night Fighting special rule is in
effect during game turn 1.

If the Night Fighting rules did not take effect during game turn
1, roll a D6 at the start of Game Turn 5, On a roll of 4+, the Night
Fighting rules are used for the rest of the game. On a roll of 3 or
less, you must roll again at the start of every subsequent game
turn — as soon as a roll of 4+ is rolled, the Night Fighting rules
come into play for the rest of the game.

PickiNg A TARGET AND NI1GHT FIGHTING

While the Night Fighting rules are in effect, the distance to

a target unit becomes very important — the darkness makes it
very difficult to acquire distant targets. The shooting unit
cannot pick a target more than 36" away — such units are
completely hidden in the darkness. Units between 24" and 36"
inches away are treated as having the Shrouded special
rule. Units between 12" and up to 24" away are instead
treated as having the Stealth special rule. Units less than
12" away can be shot at normally. If a shooting attack scatters,
the distance from the firing unit to the original target is used
to determine what effect Night Fighting has. This means that a
unit that is over 36" away can still potentially be hit.

RESERVES
Reserves are forces that can be called upon to reinforce a battle
at short notice, or to conceal your true strength from the foe.

PREPARING RESERVES

When deploying their armies, players can choose not to deploy
up to half of their units (rounding up) keeping them as Reserves
to arrive later. Units that must start the game in reserve are
ignored for the purposes of working out how many other units
may do so. A unit and its Dedicated Transport are counted as a
single unit for these purposes. Independent Characters are also
counted as a single unit regardless of whether they have joined
another unit or not. During deployment, when declaring which
units are kept as Reserves, the player must clearly explain the
organisation of his Reserves to the opponent.

First, he must specify to the opponent if any of his Independent
Characters left in reserve are joining a unit, in which case they
will arrive together. Similarly, the player must specify if any
units in reserve are embarked upon any Transport vehicles in

reserve, in which case they will arrive together.

ARRIVING FROM RESERVE

At the start of your Turn Two, you must roll a D6 for each
unit being held in reserve - these are known as Reserve
Rolls. If the roll is a 3 or more, that unit arrives this turn. If
the roll is less than 3 it remains in reserve and is rolled for
again next turn.

At the start of your Turn Three, roll for any units remaining in
reserve. If the roll is a 3 or more, that unit arrives this turn. If
the roll is less than 3, it remains in reserve and automatically
arrives at the start of Turn Four.

Some special rules can modify the roll required for a unit to
arrive from reserve. Regardless of the modifier(s), a natural roll
of a I always means that the unit in question remains in reserve.

If an Independent Character has joined a unit in reserve, it
cannot leave the unit whilst in reserve, and it cannot choose to
leave the unit on the turn it arrives from reserve. When rolling
to see when they arrive from reserve, roll a single dice for
both the Independent Character and its unit.

When Reserves arrive, the player picks any one of the units
arriving and deploys it, moving it onto the table as described
below. Then he picks another unit and deploys it, and so on
until all arriving units are on the table. The player can then
proceed to move his other units as normal.

When a Reserves unit arrives, it must move fully onto

the table from the controlling player’s own table edge
(maps and diagrams illustrating table edges for the different
deployment methods are shown on page 119). Models that are
arriving by Deep Strike or Outflank deploy using their special
rules (see pages 36 and 40).

Each model's move is measured from the edge of the
battlefield, as if they had been positioned just off the board

in the previous turn and moved as normal. This means it is
incorrect to place a model on the board touching the edge and
then move it — this would mean it moved too far, especially

in the case of large vehicles. If for some reason a model’s
maximum move is insufficient to fit the entire model onto the
board, or it becomes Immobilised itself whilst moving onto the
board, place the model so that its rear end is touching the board
edge — the model cannot move further during the Movement
phase, nor may it shoot, Run or move Flat Out.

If a unit has a special rule forcing it to move in a specific
direction or that could stop it from moving, the rule is ignored
in the phase when it arrives from reserve.
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Certain rare units are permanently immobile. If a unit like this
cannot be deployed, or the player decides to keep it in reserve,
it enters the game by Deep Strike. This represents the immobile
unit being airdropped, teleported or otherwise deposited onto

the battlefield.

Unless stated otherwise, a unit cannot charge, or use any
abilities or special rules that must be used at the start of
the turn, in the turn it arrives from reserve.

ONGOING RESERVES

If a unit enters reserve part way through the game, such as a Flyer
leaving the battlefield, this is referred to as entering Ongoing
Reserves. Units in Ongoing Reserve always re-enter play at
the start of their controlling player’s following turn, but
otherwise follow the normal rules for Reserves. If a unit is in
Ongoing Reserve when the game ends, it awards Victory Points
as if it had been destroyed.

MYSTERIOUS OBJECTIVES

Though the fortunes of war may ebb and flow, a strategic
position is always hugely valued. A campaigning army often
finds that its vital ground has been the site of old battles,
with abandoned technology, shattered debris or sinister traps
waiting to be discovered. In missions with the Mysterious
Objectives mission special rule, the objectives that the armies
are attempting to control confer special abilities or particular

effects or onto the unit that controls them.

IDENTIFYING OBJECTIVES

When using Mysterious Objectives, any unit that moves
within 3" of an objective, or it is within 3" at the start of
the first turn, must identify the nature of it. To do so, the
identifying unit's controlling player must roll a D6 and consult
the table on the right. Alternatively, if you've a set of Battlefield
Objective dice, you can simply roll one of these and place it next
to the objective, referring to the symbol to tell you the type.

Note that, while any unit can identify the nature of an
objective, it is only scoring units that can make use of it.

If there is more than one scoring unit within range of an
objective, the unit with the closest model is considered to be
‘in control for the purposes of the rules discussed below. If
two or more units are an equal distance from the objective,

randomise to see which is in control.

D6 Result

i Sabotaged! At the end of the turn in which the

* objective was identified, and at the end of every
turn thereafter, roll a D6. On a roll of 1, the objective
explodes. Centre the large blast template over the
objective. Units suffer a number of Strength 4, AP - hits
equal to the number of models from their unit that are
at least partially under the template. This explosion does
not destroy the objective, nor does it prevent further
explosions occurring in later turns.

4 Nothing of Note. This has no additional affect.

% Skyfire Nexus. A unit that controls this objective
~YeZd can choose whether or not all of the models in it

have the Skyfire special rule each time they shoot.

il Targeting Relay. A unit controlling this objective
% re-rolls failed To Hit rolls of 1 when shooting.

% Scatterfield. A unit that controls this objective

¥ counts its cover saves as being 1 point better than
normal (so a unit in the open would have a 6+ cover
save). This bonus is cumulative with the Stealth and
Shrouded special rules.

@ Grav Wave Generator. Any unit attempting to
¥ ®4 harge a unit in control of this objective halves its

charge range.




CRUSADE
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”‘5& : /‘ The battlefield is strewn with discarded equipment, wounded comrades, supplies and other detritus

@< of war that, for various reasons, you wish to recover. You must fight off the enemy while scouring

the field to retrieve as many of these vital objectives as you can.
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THE ARMIES GAME LENGTH

Choose armies as described on page 118. This mission uses Variable Game Length (see page 122).
THE BATTLEFIELD VICTORY CONDITIONS

Next, determine your Deployment Map (see page 118) and At the end of the game, the player who has scored the most
then set-up terrain and objectives (see page 120-121). Victory Points wins the game. If players have the same

number of Victory Points, the game is a draw.
PrACE PRIMARY OBJECTIVES
After setting up the terrain, the players take it in turns to place PrIMARY OBJECTIVES
a total of D3+2 Primary Objectives (see page 121). At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it.
DEPLOYMENT
Before deploying their forces, players should first roll for their SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

Warlord Traits (see page 111) and then deploy as on page 121.

FIRST TURN MISSION SPECIAL RULES
The player who deployed his army first, goes first unless his Night Fighting, Mysterious Objectives, Reserves.

opponent can Seize the Initiative (see page 122).
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PURGE THE ALIEN
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Some battles are fought with only one goal - find your enemy, crush him utterly and

take away his means to mount further resistance. Your mission is simple - kill as many

enemy units as you can!
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THE ARMIES

Choose armies as described on page 118.

THE BATTLEFIELD

Next, determine your Deployment Map (see page 118) and
then set-up terrain (see page 120). This mission requires no
objective markers.

DEPLOYMENT
Before deploying their forces, players should first roll for

their Warlord Traits (see page 111) and then deploy as on
page 121.

FIRST TURN
The player who deployed his army first goes first unless his
opponent can Seize the Initiative (see page 122).

GAME LENGTH

This mission uses Variable Game Length (see page 122).

VICTORY CONDITIONS

At the end of the game, the player who has scored the most
Victory Points wins the game. If players have the same
number of Victory Points, the game is a draw.

PRIMARY OBJECTIVE

At the end of the game, each player receives 1 Victory
Point for each enemy unit that has been completely
destroyed. Units that are falling back at the end of the game,

and units that are hot on the board at the end of the game,

count as destroyed for the purposes of this mission. Remember
that Independent Characters and Dedicated Transports are
individual units and award Victory Points if they are destroyed.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES
Night Fighting, Reserves.




P e, O :' .giy.‘_—fl";: e ey

o

Bic Guns NEVE

R TIRE
ﬂ o

Both sides are attempting to secure a foothold in no man’s land, spearheading the attack with
overwhelming firepower. For the attack to be successful, your big guns must take up key positions
on the battlefield and crush the enemy’s heaviest weaponry before they do the same to you.
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THE ARMIES Victory Points wins the game. If players have the same
number of Victory Points, the game is a draw.

Choose armies as described on page 118.

THE BATTLEFIELD

PRIMARY OBJECTIVE

Next, determine your Deployment Map (see page 118) and At the end of the game, each Primary Objective is

then set-up terrain and objectives (see page 120-121). worth 3 Victory Points to the player that captures it. In
! addition, at the end of the gameé, each player receives |
I Prace PriMARY OBJECTIVES Victory Point for each enemy heavy support unit that
i After setting up the terrain, the players take it in turns to place has been completely destroyed. Units that are falling back
; a total of D3+2 Primary Objectives (see page 121). at the end of the game, and units that are not on the board at
i the end of the game, count as destroyed for the purposes of
@ DEPLOYMENT this mission.

Before deploying their forces, players should first roll for their

Warlord Traits (see page 111) and then deploy as on page 121. SECONDARY OBJECTIVES

Slay the Warlord, First Blood, Linebreaker.
FIRST TURN
The player who deployed his army first goes first unless his MISSION SPECIAL RULES
opponent can Seize the Initiative (see page 122). Night Fighting, Mysterious Objectives, Reserves.

GAME LENGTH Heavy Metal: Unlike other missions, in Big Guns Never

This mission uses Variable Game Length (see page 122). Tire, your heavy support units are scoring units, not just
your troops units. In fact, in Big Guns Never Tire, even your

VICTORY CONDITIONS vehicles are scoring units, providing that they are also heavy

At the end of the game, the player who has scored the most support units and they are not Immobilised!




THE SCOURING
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Both sides are sweeping through the area, tasking recon units to identify sites of

strategic import. However, not all sites are of equal worth and victory will go to the foe

that can secure the most valuable sites and cripple the enemy’s ability to locate others.

THE ARMIES

Choose armies as described on page 118.

THE BATTLEFIELD
Next, determine your Deployment Map (see page 118) and
then set-up terrain and objectives (see page 120-121).

Prace PRIMARY OBJECTIVES

After setting up the terrain, the players take it in turns to place

a total of 6 Primary Objective markers face down on the table
(don’t look!). There should be one marked with a 4, two marked
with 3's, two with 2’s and a single 1. Immediately before deciding
whether or not to attempt to Seize the Initiative, flip the six
markers over to reveal how many Victory Points they are worth.

DEPLOYMENT
Before deploying their forces, players should first roll for their
Warlord Traits (see page 111) and then deploy as on page 121.

FIRST TURN
The player who deployed his army first goes first unless his
opponent can Seize the Initiative (see page 122).

GAME LENGTH

This mission uses Variable Game Length (see page 122).

>

VICTORY CONDITIONS

At the end of the game, the player who has scored the most
Victory Points wins the game. If players have the same
number of Victory Points, the game is a draw.

PRIMARY OBJECTIVE

At the end of the game, each Primary Objective is worth
a number of Victory Points to the player that captures it
equal to the number on the marker. In addition, at the
end of the game; each player receives | Victory Point for

each enemy fast attack unit that has been completely

destroyed. Units that are falling back at the end of the game,
and units that are not on the board at the end of the game,
count as destroyed for the purposes of this mission.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES
Night Fighting, Mysterious Objectives, Reserves.

Fast Recon: Unlike other missions, in The Scouring, your
fast attack units are scoring units, not just your troops units.
In fact, in The Scouring, even your vehicles are scoring units,
if they are also fast attack units and are not Immobilised!
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THE EMPEROR’S WILL
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Both sides are attempting to capture the enemy base of operations or another

similarly vital objective, whilst defending their own.
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THE ARMIES

Choose armies as described on page 118.

THE BATTLEFIELD
Next, determine your Deployment Map (see page 118) and
then set-up terrain and objectives (see page 120-121).

PrAce PRIMARY OBJECTIVES

After setting up terrain, the players take it in turns to place
a single Primary Objective marker in their own table half.
Normal restrictions for placing markers apply (page 121).

DEPLOYMENT
Before deploying their forces, players should first roll for their
Warlord Traits (see page 111) and then deploy as on page 121.

FIRST TURN
The player who deployed his army first, goes first unless his

opponent can Seize the Initiative (see page 122).

-

GAME LENGTH

This mission uses Variable Game Length (see page 122).

VICTORY CONDITIONS

At the end of the game, the player who has scored the most
Victory Points wins the game. If players have the same
number of Victory Points, the game is a draw.

PRIMARY OBJECTIVE
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that captures it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES
Night Fighting, Mysterious Objectives, Reserves.
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THE RELIC

Both sides are attempting to recover a valuable relic from the front lines.
It might be vital battle plans or maps, an item of spiritual significance or some
other irreplaceable artefact that must be recovered at all costs.

0,__.;

THE ARMIES

Choose armies as described on page 118.

THE BATTLEFIELD

Next, determine your Deployment Map as described on
page 118. Before placing terrain, place a counter or coin in
the centre of the battlefield to represent the Relic. Note
that in this mission, no impassable or lethal terrain can be
placed in the centre of the board. Having done so, set up
terrain as described on page 120.

DEPLOYMENT
Before deploying their forces, players should first roll for their
Warlord Traits (see page 111) and then deploy as on page 121.

FIRST TURN
The player who deployed his army first, goes first unless his

opponent can Seize the Initiative (see page 122).

GAME LENGTH

This mission uses Variable Game Length (see page 122).
g pag

VICTORY CONDITIONS
At the end of the game, the player who has scored the most
Victory Points wins the game. If players have the same

number of Victory Points, the game is a draw.

PrIMARY OBJECTIVE
At the end of the game, the Relic is worth 3 Victory
Points to the player who has seized it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES
Night Fighting, Reserves.

The Relic: The following rules cover seizing, moving and
dropping the Relic.

Seizing the Relic

A model in a scoring unit can seize the Relic by moving into
base contact during the Movement phase — that model then
automatically picks it up at the end of the phase. From that
point, the Relic remains with the model (move the Relic with
the model to show this) until it is dropped, which can happen
voluntarily, but happens automatically if the model is slain.
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Moving with the Relic

The Relic is fragile, and swift movement will likely damage
it, so the model carrying the Relic cannot Run and can never
move more than 6" in any phase. If it is forced to do so, the
Relic is immediately dropped. A model with the Relic can
embark a Transport vehicle, but that vehicle cannot move
more than 6" per phase whilst the Relic is on board (so don't
put it on a Flyer, as the Flyer will automatically crash next
time it Zooms).

A model carrying the Relic can transfer it to any friendly
model that is part of a scoring unit if the two models end
their Movement phase in base contact. Move the counter
to the new bearer to show who is currently holding the
Relic. The Relic can only be passed to a friendly model
once per Movement phase.

Dropping the Relic

The controlling player can choose to have his model drop
the Relic at any time, in which case he places the counter
1" away from the model. If the model falls back, or is
removed as a casualty, the Relic is dropped automatically.
Note that the Relic canonly be brought aboard a Transport y
vehicle if it is carried by a model that can embark upon
the Transport. If the Relic is dropped whilst the bearer is
embarked within a Transport vehicle, place it 1" away from
arandomly determined access point.

If the Relic is dropped in impassable terrain, place it as close
as possible to the point where it was dropped that is not

impassable terrain.
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THE 41ST MILLENNIUM

Herein lies a brief history of the Imperium of Man, its brave defenders

and the ravening aliens and heretical rebels that threaten it on all sides.
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A ‘. The Imperium of Man stretches across the galaxy and
f || encompasses over a million worlds. To a great many of the

¥ < ¥ unnumbered souls of its population, Terra, the fabled cradle of
| ! { humanity, the mythical seat of the immortal Emperor and the
% spiritual heart of the Imperium, is but a legend.

4 Many crave to see Holy Terra, to walk upon its surface and

" breathe its sanctified air. These pilgrims leave their home worlds,

daring impossible journeys, suffering appalling conditions just

to get close. The nearest most can hope for is to share the same

sector, peering into the night sky to see its shining glory —a

lifetime of travel just to see that distant speck with their naked

| eyes. Afew are even lucky enough to enter Terra’s star system, to

bathe in the hallowed light of the same sun. Most pilgrims never
| achieve such enlightenment, falling short of their goals due to

‘ | the immensity of the galaxy, the horrific dangers of space travel,

or the perfidious nature of their fellow man. They die with their
| dreams unfulfilled, never knowing if what they sought was real
‘ or but a figment of their imagination.

| Yet Terra exists — a sprawling hive world, its surface covered in

<=
I

towering spires of iron, fortress monasteries, Gothic cathedrals,

Ty

( and the massive avenue of ten thousand statues, each as colossal
in size as they are in memory. To speak of the heroes such
\™  statues commemorate is to invoke the greatest achievements of

| | human history. Dorn the Unwavering, Dracos the Conqueror,
Malcador the Hero — the list goes on. Fittingly, this avenue
leads to the Imperial Palace. There, at the end of a mile-long

| | passage lined with the unfurled banners of the greatest and

| most valiant armies to have fought for Mankind, stand the vast

doors of the Eternity Gate. Beyond those massive portals, deep

within the continent-spanning complex of the Imperial Palace,

The Word of the Emperor is the
Rule of the Imperium.
ok
The Will of th Emperor is the
Might of the Imperium.
=+

The Blessing of the Emperor is the
Light of the Imperium.
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It is said that on Holy Terra there stands the Lost Spire, a majestic bell-tower built in an elder age of wonderment.
| In a misguided quest to discover the secret of its workings, the Tech Adepts have long since fouled its mechanisms, [}

} contaminating its machine-spirit. Its clock face, lost in low-altitude pollution, has moved but irregularly over the
t millennia and portents say it will chime but once more... as the final signal, the death knell of Mankind.
‘

lies the Sanctum Imperialis, the symbolic heart of the Realm of
Man, the most sanctified place in the whole of the galaxy.

Here, in serried ranks of unbroken valour, stand the Three
Hundred - the elite of the Adeptus Custodes, the Emperor’s
bodyguard. Past them are the massive workings of a veritable
mountain of mechania, cables, circuitry, marble slabs, shifting
cogs, pistons, gaseous vents, arching pillars and, in the centre,
rune-encrusted steps that wind majestically up nearly forty feet.
There, atop the pulsing machineries, enshrouded by a halo of
eldritch powers and enveloped in a nimbus of alchemical fog,

is the Golden Throne where sits the Emperor, the Master of
Mankind, the Saviour of Humanity.

But what would a pilgrim see, should he ever come to be there, ]
if he had the iron will required to lift his gaze upwards to look ‘
upon the greatness that is the Emperor? Some say a lordly man, )
a king of kings, one crowned with living lightnings. A shining

god of light, say others, too bright for man to gaze upon. He

is a living idol of righteousness, many preach, his worship an
anathema to heretical thought or deed. A carrion lord, whisper

the very bold, too terrible to behold, in whose name bloody

wars are waged and entire worlds consigned to destruction.

The Emperor is perhaps all these things and perhaps none. He

is the figurehead of the galaxy-spanning Imperium, worshipped

as a god on nearly all its worlds. Although pilgrims in untold

billions journey to Holy Terra, the doors of the Eternity Gate

have long been shut and few are given leave to enter. Of those

who have basked in his glory, the fortunate few who have stood “
at the foot of the Golden Throne, no records tell of what they |
beheld. But who could put into words such an experience? Who
indeed could truly understand the nature of that divine being?

Outwardly, the Emperor is but a desiccated corpse, kept alive
partly by the cyclopean, mystical machine of gold wrought

by his own hand and partly by a will so powerful that it
transcends the bounds of the blackened, shrivelled husk of his
body. Physically fettered, chained atop mountainous banks of
machinery, the Emperor's mind stretches out through space
and time — a light in a vast gulf of blackness. Should that J
spark of life ever be extinguished — should the Throne fail in \
its mysterious purpose — then Mankind would surely be lost.

But as long as the Emperor sits there, in silent vigil, there yet
remains a glimmer of hope...
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It is the dark and terrible era of the 41st Millennium and Mankind stands on the brink of extinction. Beset on all sides by
hostile aliens and threatened from within by traitors, Humanity’s only chance for survival rests with the continuation of &

the cruel and bloody regime known as the Imperium. Yet few amongst Mankind’s untold population realise the truth of

the situation or the horrible fate that looms beyond the stars. If there is any future at all, it is a grim one...

The Imperium stretches across the whole galaxy. At its heart is
Holy Terra, the cradle of Humanity and the starting point for
an Empire that contains countless billions of souls. Despite its
great size, the Imperium is spread thinly across the immense

expanse of the galaxy; its worlds are dotted through the void

and divided by hundreds, if not thousands, of light years. It is
therefore wrong to think of the Imperium in terms of a single,
united territory; it is rather a sprawling and often disconnected
domain. Yet by weight of its own immensity, the Imperium
continues to expand, its momentum carrying it forwards, even
while vast segments within its boundaries are cut off, isolated,
or remain to this day wholly unexplored.

i s

An unprotected soul can no more cross the storms of the
Warp than a heretic can bear the gaze of an Inquisitor.
@ v

Lost AGes orF HISTORY

Almost four hundred centuries have passed since man first
stepped into the cold of space. Forty thousand years. An age

so long that almost its entire history lies shrouded in legend.
Who knows how Mankind came to be scattered across so
many disparate worlds? Who remembers the wars that split
their homeworld of Terra asunder and dragged humanity
down to the level of brute beasts? Who would recognise

the names of Terra’s ancient ruins, of nations destroyed and
peoples long since crumbled to dust? To these questions there
can be no answers. The questions themselves died upon the
lips of men tens of thousands of years past. From those times
come only whispers of horror and death, of the ancient days of
the Age of Technology, of the Realm of Night, of the Empire
of Blood, and of the terrible long centuries of the Age of Strife.

But those eras are in the distant past; now is the time of the
Emperor, the Age of the Imperium. It is an age already ten
thousand years old and it too is shrouded in myth and steeped
in ignorance. It is a time of superstition, in which great and
unfathomable technologies have been enslaved to the forces
of mysticism and madness. Most of all, it is an epoch of war, a
grinding, unceasing war where mere survival is justly hailed
as victory. Defeat can only lead to the irrevocable end of
Humanity. Of the wars the Emperor waged to build an empire,
of the countless agonies of his battles amongst the stars,

there are no complete records, only apocryphal tales and half-
remembered legends. And there is only one man who might

remember it all.

THE EMPEROR

When the Emperor led Mankind to spread once more across
the galaxy, over a hundred centuries ago, it marked the end of
a long era of history, an‘age typified by dark regression, bitter
factionalism, and great isolation caused by rampant Warp
storms and countless alien invasions. Not even the ancient
records kept by the Historitors of the Adeptus Administratum
come close to fully telling how the Emperor came to unite and
rule humanity, or how the newly birthed Imperium came to
be from whatever barbarism existed before it. Legends speak
of the creation of the Space Marines, the launching of the
Great Crusade and the brief time of illumination it brought
before the terrible wars of the Horus Heresy plunged all into
darkness once again. The truth lies buried under millennia

of superstition, submerged beneath centuries of myth or lost




to the annals of forgotten history. Perhaps there is a secret
scriptorium in some oubliette of the Imperial Palace where the
truth might be found, recorded in ancient tomes and locked
behind adamantine doors sealed with ancient runes of power.
| Ifthereis such a place, it is best that it remain hidden. Its
truths would, at best, be dismissed as fiction, and more likely
burnt for their heretical suggestions. Those ancient days will
surely remain shrouded in mystery unless the Emperor himself
chooses to reveal his knowledge; although none can guess what
thoughts revolve inside his carrion skull.

Until ten thousand years ago, the Emperor lived and breathed
as a mortal man, but his physical life has long since ended,
crushed out of him by Horus, the Arch-traitor, in the final battle
for Terra. Today, as for every day since that battle, the Emperor
lives only by the immeasurable force of his supreme will. The
stasis fields and psi-fusion reactors of the machine known as
the Golden Throne preserve his broken and decayed bodyj; his
great mind endures inside a rotting carcass, kept alive by the
mysteries of ancient technology. His immense psychic powers
reach out from the Golden Throne, enveloping and protecting
Mankind across the enemy-strewn galaxy, a beacon of light in

the malevolent darkness.

If the Emperor fails, then none will be able to stop the influx
of the dark powers; ravenous and all-consuming Daemons will
| flood into the galaxy. Every living human will become a gateway
\ for the destruction of Mankind. Reality as it is known will be
subsumed by the stuff of Warp space - a realm of nightmares
and cruel insanity where all life will end. There will be no
physical matter. No space. No time. Only Chaos.

TuEe IMPERIUM LIVES

The Emperor has neither spoken nor moved since his
incarceration in the arcane mechanisms of the Golden Throne.
His much-revered material body is, for all intents, dead, and his
psychic mind is wholly preoccupied combating the denizens of

. the Warp. He fights an eternal battle against the unimaginable

| horrors of that dangerous realm for the preservation of

| Mankind, keeping closed the rifts that threaten to tear between
this reality and the next and holding certain doom at bay. All
that is left of the Emperor is a consciousness divorced from the
material world, a mind incapable of ordinary communication
with his billions of devoted servants. The Emperor has given

| all that he is so that the Imperium that he founded might

| continue. And so it has. While it has diverged greatly from his

original plans, the Imperium endures.

No longer followed as merely humanity’s leader, the Emperor
is now worshipped as a god, the holy deity in whose name the
Imperium is ruled. Superstition and dogma have become the
rituals of worship and they are spread as gospel, with blind
| obedience highly commended and free thought viewed with
suspicion and doubt. It begins with the twelve High Lords

¥t
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of Terra, the most powerful men in the galaxy. It is their task
to interpret the Emperor's divine will and their word is law.
At their command, the incalculably vast organisations of the
Adeptus Terra, also known as the ancient Priesthood of Earth,
strive to enact their given tasks.

The Adeptus Terra, working under the direction of the High
Lords, is divided and subdivided into an uncountable number of
departments and subordinate organisations. Its offices span the
whole of the Imperium and its powers extend to every human
world. No man is free from its influence or from the strictures
of its rule. The various branches of this huge and multifaceted
organisation each come with their own awesome powers, unique
customs and hidden secrets.

Ten thousand years of ritual and endeavour have built an edifice
that now dominates human society. Across the vastness of the
galaxy, information is gathered; laws are enforced; taxes are
levied. So it has been done and so it will be done in the future.
Like an ancient and ponderous clock, the cogs of bureaucracy
grind ever forwards, carried onwards by their own momentum,
gears spinning without thought or consideration. ,
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The Imperium is so colossal, and the distances between planets so vast, that delays, confusion and misinterpretation of information
is rife. Simple communication is so obtuse that centralised rule and accurate census procedures are impossible. The many Imperial
organisations are so complex and labyrinthine that to detail even a fraction of them would prove exhausting. The Curators of the
Estate Imperium cannot even list all the departments of the Adeptus Terra, let alone the composition of the Adeptus Ministorum.

THE INQUISITION
The Eye that sleepeth not.

A highly secretive organisation, the Inquisition is
bound by no Imperial law or authority save its
own. The only mission of the Inquisition is seeing
to the protection of humanity. Inquisitors are

empowered to investigate any potential threat to
Mankmd and to take whatever measures they consider
appropriate to destroy the danger. This is sometimes alien in
origin, but humanity’s own ranks are most often the chief threat
— genetic deviation, political corruption, the machinations of
planetary governors, incompetence, treason and heresy keep
the ranks of the Inquisition permanently occupied. Inquisitors
have earned the names of witch-hunter, torturer and worse, for
any means justifies an end so vital and so endangered.

HicH Lorps OF TERRA
They govern the destiny of Mankind.

These twelve powerful individuals rule the
Imperium in the Emperor’s name, and it is they
who send the Imperium’s fleets to war and direct
its nigh-inexhaustible armies. Their task is to

interpret and enact the silent will of the Emperor,
relying on his potent mind to guide their thoughts and inspire

their actions.

THE ADEPTUS MINISTORUM
Promulgators of the Imperial Creed.

To countless billions, the Emperor is nothing less
than a god to whom they devote their entire lives.
Over the aeons, this faith has spawned a powerful
organisation — the Adeptus Ministorum — more

commonly known as the Ecclesiarchy. The
Ecdesmrchy is not part of the Adeptus Terra but is a wholly
separate Imperial institution, and it hosts numerous subgroups
of its own, the best known of which are its military wing (the
Adepta Sororitas), its orthodox training orphanages (the Schola
Progenium), and its missionaries who often accompany
Imperial exploratory vessels (the Missionarus Galaxia). The
Adeptus Ministorum has a long and bloody history, replete with
political power struggles and sometimes fully-fledged civil wars,
but for almost 8,000 years, it has maintained and spread the only
officially recognised religion of the Imperium of Man. They
wield great power across the galaxy and the Ecclesiarch, their
leader, has a permanent seat among the High Lords of Terra.

ADEPTUS MECHANICUS
The Lovds of Mars and Disciples of the Omnissiah.

The Tech-Priests of the Adeptus Mechanicus are
the keepers of ancient knowledge and arcane
technology. It is they who preserve the Emperor’s
Golden Throne and they who operate the forge
worlds that feed the Imperial armouries with
weapons, armour, munitions, vital spaceships and war
machines. The Priesthood of Mars blends the mystic rites
associated with the Cult Mechanicus and the worship of

the Omnissiah with the intricate invocations, and arcane
ceremonies required to build, assemble and maintain their
precious machines. Unlike many of the other major Adeptus
organisations, the Adeptus Mechanicus is not headquartered on
Terra, but instead upon the original and greatest of all the forge
worlds, the red planet of Mars.

ApEgp1US TERRA
The Masters of the Earth. Their will be done.

The Adeptus Terra is the central bureaucratic
organisation of the Imperium and not really an
agency itself. It is made up of many autonomous
departments that receive the orders of the High
Lords of Terra, passing them down to the different

branches that will enact the commands. There are only a few
organisations in the whole of the Imperium that do not fall
under this central command, most notable of which are the
Inquisition, the Adeptus Mechanicus and the Ecclesiarchy.

ADEPTUS ASTRA TELEPATHICA

Their Voices pierce the darkness and cross the Stars.

The role of the Adeptus Astra Telepathica is to
recruit, identify and classify psykers and then train
those found worthy. To do this, the Adeptus Astra
Telepathica is divided into two bodies: the League
of Black Ships and the Scholastia Psykana; the
Master of the Adeptus Astra Telepathica presides over both. The
Adeptus Astra Telepathica classifies many grades of psykers, the

highest of which are primary psykers, rare individuals marked
to serve the Imperium in high capacity roles. The most
common grade is that of Astropath, those who send and receive
telepathic messages over interstellar distances. Other acceptable
grades are channelled along to the Adeptus Astronomica, while
those unable to pass the battery of harsh tests take a final path to
fulfil other, less savoury, duties.
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ADEPTUS ASTRONOMICA
They fuel the guiding Light of the Emperor.

Capable psykers not talented or disciplined
enough for the Adeptus Astra Telepathica are
handed over to the Adeptus Astronomica for a
different kind of training. The survivors provide

the raw psychic power of the Astronomican, the
psychic homing beacon that enables Navigators to steer their
ships through the Warp. To operate the Astronomican requires
a choir of at least ten thousand psykers, and the process of
constantly transmitting quickly destroys them, but there are
always more being trained to take their place.

AperrUs CUSTODES
They guard Mankind's past, present, and future.

The Custodian Guard are the Emperor’s personal
bodyguards, created using the same arcane
methods that begat the Adeptus Astartes. Stronger
than Space Marines and instilled with unshakable
loyalty to the Emperor, the Adeptus Custodes now

guard the Imperial Palace, having effectively become a defensive
army. Three hundred Custodians, the Companions, still protect
the Emperor as guardians of the Golden Throne.

THE ADEPTUS ARBITES (
The keepers of the Great Book of Judgement.

The Arbitrators and Judges of the Adeptus Terra
enforce law in the Imperium. Equipped for a
localised war, they maintain order in a way that is

absolute and unforgiving. In the ranks of the )
Adeptus Arbites, fanaticism for the enforcement of

the governmental edicts and rigid adherence to the letter of the

law are paramount — only the most loyal can succeed.

ADEPTUS ADMINISTRATUM

Upon them turn the wheels of governance.

The largest organisation in the Adeptus Terra, the
Adeptus Administratum is itself divided into many
branches. The greater majority of its constituents
have no concept of how their work fits into any
overall scheme, or even that they are part of the

same bureaucmcy Their work is an end to itself and the single
most important factor in their lives. It is enough to perform the
task; understanding is neither required, nor welcome. It is said
by the soldiers of the Imperial Guard that for each fighting man
there are a dozen scribes and at least two minor officials toiling
away, recording petty details that no one will use or consider.
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THE IMPERIAL GUARD
Hammer of the Emperor, the Shield of Humanity.

The Imperial Guard is the largest fighting force of

the Imperium. It is divided into innumerable

armies and scattered throughout the galaxy across

thousands of war zones. They rely on incredibly

4| vast numbers of soldiers, armoured battle tanks

and devastating artillery to smash their foes, grinding them
down through attrition and the brutal application of devastating
and unrelenting firepower.

The provisioning of the Imperial Guard is provided by the
Departmento Munitorum, the munitions and supply wing

of the Administratum. Even this colossal organisation has no
real idea of exactly how many troops are under arms, as the
numbers are too vast and variable; even before considering the
continuous toll of casualties, the influx of recruits can run into
many billions each day.

THE SPACE MARINES
They know no fear, the Angels of Death.

The Adeptus Astartes, more commonly known as

the Space Marines, are the most powerful and

dreaded of all humanity’s warriors. In many

respects, however, they are themselves no longer

human at all, but instead superhuman beings
forged by almost mythical levels of genetic modification,
training and the rigours of strict discipline. The Space Marines
are the Imperium’s fighting elite, a corps of highly mobile
shock troops trained to deploy quickly and to do battle
anywhere. Space Marines are organised into Chapters and each
is an army unto itself, able to provide its own spacecraft,
atmospheric fighters and deployment craft, along with
armoured vehicles and the best equipped infantry known to
Mankind. The Space Marines carry the fight to the foe with
precision, skill and deadly swiftness, always drawing the hardest
missions, against the most impossible odds. Although they are
few in number, they are never daunted; the valour and
dedication of the Space Marines is without measure, for they
are Angels of Death, and none may stand before them.

THE OFFICIO ASSASSINORUM
The daggcm"ry‘{he dark, the silent answer.

he Office of Assassins is an important, if little

known, tool of the Imperium. The different

temples that make up this mysterious agency are

all cloaked in secrecy. The locations where they

train their matchless killers are hidden, not
revealed even to those who assign them targets. It takes a two-
thirds vote from the High Lords of Terra for an Imperial
Assassin to gain an assignment and no one is safe from the
attentions of their deadly work.

THE IMPERIAL FLEET
They who ply the stars, life bringers and warmongers both.

All shipping within the Imperium falls under the
purview of the Imperial Fleet, with the exception
of that carried out by the Adeptus Astartes and a
few other Adeptus organisations. The larger part of
the Fleet is the Navy, battleships that escort
essential cargo across the galaxy and serve as the first line of
defence in any invasion or insurrection. The Imperial Fleet also
transports the billions of soldiers, incalculable tonnes of food,
wargear and munitions required to fight Emperor’s foes.

THe NAavis NOBILITE
Passage-makers, Bearers of the Third Eye.

The Navis Nobilite, also known as the Navigator

Houses, make up the Terra-based organisation

from whence come Navigators. One of the few

sanctioned breeds of mutant, Navigators pilot

human starships through the roiling madness of
Warp space. The leader of all the great families of the Navigators
is the Paternova, the most powerful of his kind — though he can
never leave the Palace of Navigators. Chief amongst the servants
of the Paternova is the Paternoval Envoy, a position that is
granted a seat as one of the High Lords of Terra.

PLANETARY GOVERNORS

They rule in his name.

Individual planets are ruled by local leaders who
hold nominal membership in the Adeptus Terra
with the (often hereditary) title of Imperial
Commander. Their responsibilities may be likened
to feudal lords: they must provide troops for the
Impenal Guard they must maintain order over their domain,
they must carry out the Imperial decrees and they must pay all
tithes levied upon them by the Administratum. Although
bound to the Adeptus Terra, an Imperial Commander is
essentially an independent ruler. So long as quotas are met, he
is free to reign in any manner he chooses; hence, the wide
variety in styles of rulers between different planets or systems.

ROGUE TRADERS
The hand that draws the map.

Most of the galaxy remains unexplored —
unknown, but ripe with resources the Imperium
can harness. Such is the duty of the Rogue Trader.
Licensed and equipped to explore the uncharted
regions of the galaxy and beyond, the Rogue

Trader is the Emperor’s emissary to the unknown. He holds full

authority to negotiate, barter, subjugate or utterly destroy in
pursuit of feeding the Imperium’s rapacious appetites for

information, territory, alien artefacts and raw materials.
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The greatest human colonisation of the galaxy began many
thousands of years before the Age of the Imperium, when it was
discovered that it was possible to breach an alternative dimension,
~ known as Warp space, the Immaterium or simply the Warp. It
became possible for ships to be propelled into and through this
realm, which soon led to faster than light, interstellar travel.

The sheer mind-boggling impossibility of the Warp defies
explanation, and those who attempt to delve further into
understanding its ways inevitably slip into madness. Of the

little that is known is that Warp space does not conform to the
laws of physics as we know them. As a result, a ship that enters
the Immaterium can cover the equivalent of many thousands of
light years of distance within a relatively short time, dropping

| back into realspace far away from their point of origin. Thus, a
journey that would take many dozens of centuries in realspace
can be traversed in a matter of weeks through the Warp.

Despite the obvious uses, however, the Immaterium is a

| dangerous place that is never entered lightly, for there are many
hazards that can wreck spacecraft or carry them far off course.

| There are patches of unexpected turbulence, intense storms and
mysterious eddies that can trap a ship in the repetitious loops
of eternity. Even slight miscalculations can cause bizarre and
inexplicable results, exposing passengers to madness, mutations
and jumps forwards or backwards in time. These threats,

| though considerable, are nothing compared to the greater and

unimaginable dangers that lurk in Warp space.

To better understand these dangers, it is necessary to realise
two important truths about the nature of the Warp. Firstly,

the Immaterium is composed entirely of emotion and psychic
energy. It is this energy that a psyker draws upon to use his
powers, channelling the otherworldly forces to send telepathic
messages hurtling to far distant worlds, or to propel a psychic
bolt of energy against a foe. Secondly, Warp space is not an
empty void, but an infinite and incomprehensible realm
inhabited by many strange entities, the most powerful and
dangerous of which are the four Great Gods of Chaos — Khorne,
Tzeentch, Nurgle and Slaanesh — and their legions of Daemons.

Daemons are destruction and anarchy incarnate and they
lust after the flesh, blood and very souls of living creatures.
They want only to destroy, to drag any living essence they can

There is no greater mystery in the galaxy than the strange and foreboding dimension known as the Warp. It is at once
a great boon, allowing the Imperium’s spacecraft and communications to travel hitherto unimaginable distances
quickly, and it is also a living nightmare - a haunted realm where evil and predatory things watch and wait.

For good or ill, humanity’s ultimate fate is tied to that shadowy domain.

S

capture back to their shadowy realm, to obliterate the material

universe and engulf it within Warp space. Fortunately for
Mankind, this is difficult to accomplish. Daemons cannot
easily leave the Immaterium and can only do so when they find
gateways that bridge the gap between their dread domain and
realspace. Such coveted gateways exist, but are rare.

The most vulnerable portals linking the Immaterium with the
material galaxy are human psykers. A psyker's mind registers
visibly in the Warp, and by using his powers, a psyker opens
up a bridge between reality and that uncanny realm, a path
that a Daemon can follow back to the psyker himself, and into
realspace. Without a great will or the benefits of training, there
is little protection against such prowlings, and the effect on

the psyker is horrific. Sometimes it takes the form of massive l
physical changes, distorting and twisting their bodies in an orgy

of destruction. Insidious and cunning, other Daemons possess }
their subjects more subtly and use them to inveigle themselves

into human society, keeping their true nature hidden while
they nurture plots to further their own ends. Luckily, Daemons
cannot exist for long in the material universe without the
unnatural energies of the Warp to sustain them. Chaos entities
will therefore seek to enlarge any rifts, prolonging the amount
of time they can exist there. To this end, dark entities reach out
from the Warp, whispering in the ears of the weak and impure,
calling Men to heresy and sowing the seeds of corruption.

Such are the dangers of the Warp — at once a boon and an
unimaginable horror. Without the ability to travel through
Warp space, the Imperium would collapse and Mankind would
fall victim to the endless perils that threaten to destroy it.
Without psykers, the whole system of astrotelepathy would

be non-existent and each planet would be cut off, unable to
heed warnings or call for aid. Only the Warp allows the far-
flung fleets and armies of the Imperium to be coordinated and
moved against its enemies; it is essential to the Imperium’s

very existence. Yet the Warp also represents the most hostile

of realms and the direst of all threats. So all-pervading and
profound are the dangers harboured in Warp space that those in
the Imperium who understand the perils keep that knowledge
a closely guarded secret. Only a few truly realise what dangers
await humanity just beyond the veil of realspace. For so grim

is the outlook, so complete is the annihilation that lurks in the
Immaterium, that were men to realise the immensity of their
enemy, it would drive them to anarchy and madness.
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Man’s ability to exploit the \X/arp has resulted in thexr many
crusade-like expansions that have, over the millennia,
periodically swept out from Terra, penetrating all the way to
the outer reaches of the galaxy. In terms of the star systems and
planets under its control, the Imperium is by far the largest
empire — indeed the worlds under its dominion are dotted
across the galaxy, some clustered together, others far-flung
outposts scattered across the frontiers of wilderness space. Yet
as massive as the Imperium has grown, it can not exert control
over the whole galaxy, nor even claim the majority of the
habitable systems encompassed within its borders. Within the
large unexplored tracts, there are many things to be discovered
— natural resources beyond imagination, lost human colonies
and the ruins of long dead races waiting to be explored. The
galaxy also contains many alien civilisations ruling smaller and
less coherent empires of their own.

The staggered pattern of human settlement undoubtedly owes
much to the nature of space travel through the Immaterium.
Because of the turbulent nature of Warp space, some parts of
the galaxy are harder to reach than others. Violent currents

of movement within the Warp isolate some zones, requiring
circuitous routes to reach them or, at the worst, making any
nearby travel impossible until one of the unpredictable lulls
momentarily stills the region. More bizarre still, some parts of
Warp space act like power vortices, sucking helpless spacecraft
to their doom and tearing them apart with impossible forces.

Over time, Mankind has learned to, at least partially, navigate
the Warp. This has been achieved only at great cost and

with great daring, yet Warp travel has allowed humanity

to colonise many distant areas and then to move vast

NAVIGATORS

Navigators are a stable breed of human mutants whose existence
predates the Imperium by many thousands of years. Founded

some time during the Age of Technology, the Navis Nobilite, or
Navigator Houses, survived through the Age of Strife to the present
day, where they currently thrive as a vital part of the Imperium. ‘

Navigators have unique physiques, some of which can be quite
varied and extreme, but all are marked by a third eye in the middle
of their foreheads. It is this orb that is the key to their power and
value, for it is used to see the shifting currents of the Warp, enabling
a Navigator to steer a spacecraft through the maelstrom of madness
that is the Immaterium. The mutation is neither spontaneous nor
natural, but rather the result of ancient genetic experimentation
and engineering. Amongst humans, only Navigators can pilot

spacecraft through the Warp with any reliable degree of direction.

‘Without Navigators, the Imperium would fragment into thousands

of separate stellar empires, each only a few dozen light years across,

whose spacecraft would be obliged to risk many tiny, blind jumps to

cover any great distance of interstellar space.
. v

quantities of troops to where they are needed in order to
defend their widely strewn realm. When it comes to space
travel, the advantage humanity enjoys over the other, more
Warp-restricted, races is born of three factors: the technology
of the Adeptus Mechanicus, the steering ability of the
Navigators, and the guiding light of the Astronomican. The
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first is the maintenance of ancient technology by the Adeptus

Mechanicus; the Tech-Priests of Mars preserve the lore of
ancient science on behalf of the Adeptus Terra. By engaging
their Warp engines, spacecraft can enter or exit the nebulous
realm of the Immaterium with a degree of reliability. The
second factor is the existence of Navigators — a race apart
which has been specially bred to pilot a ship within Warp
space. Their third eye is sensitive to the tides and currents

of the Immaterium, enabling them to manoeuvre their ships
through the roiling madness to their eventual destinations.
The third factor that makes Warp travel possible is the
powerful psychic beacon called the Astronomican. Broadcast
from Holy Terra by a choir of psykers and focused by the
Emperor’s will, this beacon reaches through Warp space

allowing Navigators to follow its guiding light or plot courses

through the directionless murk of endless Chaos. Without the

Astronomican, not even the most powerful of Navigators could

pilot a ship or plot a course for the immense voyages required

to cross but a quarter of the breadth of the Imperium.

In essence, the realm of the Imperium of Man is defined by
the reach of the psychic beacon of the Astronomican, the
great Light of Terra. Should a Navigator attempt Warp travel
outside the great radius from which the Astronomican can

be seen, he must do so in utter blindness, greatly increasing
the risk of mishap or madness, or a fate worse than either. At
great distances, the Light of the Emperor is not visible. This
limitation produces areas such as the Eastern Fringe or the
Ghoul Stars, vast regions that are largely unexplored, save by a

few Rogue Traders who have used conventional space travel to

probe beyond where the Astronomican can reach. What waits
for Mankind out in that blackness is unknown...

Few of the alien races encountered by mankind access the

Warp. This reduces the reach of their space travel and therefore

the size of the realms they control. Those few races that do dare

the Immaterium do so less reliably than Mankind, utilising

endless corrective manoeuvres to travel even short distances, or

trusting to guesswork to reach their destination. For instance,
the brutal alien race known as Orks can sometimes achieve

the technology to enter Warp space, but without anything like

Navigators or the guiding Astronomican, their methods of

steering can be described as haphazard at best. While Orks are
the most prolific of the galactic races encountered by humanity,

their limited and random use of Warp travel usually prevents

their individual empires from fully uniting to match the might

of the Imperium.




Cocooned within the cold confines of the ships command deck,
Navigator Stillmar lay perfectly still. He was only dimly aware
of the darkened stasis cell around him, surrounded as he was
by the humming energy fields and the oppressive psi-shields
that separated him from the rest of the venerable spacecraft, the
Pride of Noctress. This was the final barrier between him and
the creatures of the Warp should they ever manage to breach
the outer hull. It was best, thought Stillmar, not to dwell on
such things, for once in Warp-transit, fear was his worst enemy.
Fear alone could cause his ship to deviate in its trajectory so
that when they re-entered realspace, it would be thousands of
light years off course, or worse. During his years of training,
he had repeatedly learned that fear was the gateway by which the
creatures of the Warp could enter his mind, so Stillmar cast
aside his morbid thoughts and doubts to instead concentrate on
the roaring passage of the Immaterium around the ship's outer
stasis envelope.

As he returned to his trance-like state, Stillmar's third eye
opened. Once more he could see the strange but familiar flowing
of the Warp, sensing the waves the Pride of Noctress made as

it traversed the shadow realm of the Immaterium. Stillmar
could feel the clongated tear drop shape of the Gellar field

that surrounded them and the Warp closing in behind the ship,
leaving eddies of current spinning into the blackness. Amidst
those eddies, he could hear vague things made real by the
thoughts of the crew, incorporeal hopes and fears embodied
within the Warp and then sloughed away by the ships own

passage. For a moment, Stillmar could hear his own voice

calling to him, a thin cry of warning and terror, ‘Go back, go
back’ before it was swallowed forever.

Stillmar was used to such things: his own ghosts had long since
ceased to unnerve him. He often wondered, however, what
happened to the drifting and congealed emotions given form by
his own mind? Did they simply dissolve back into the Warp, as
was commonly supposed, or did they wander forever? If so, what
were they like, thesc creatures which were dragged into life by the
countless random processes of his subconscious? Sometimes

a ship encountered tides of ghostly things that clawed and
scrambled at their Gellar ficlds, making the Warp engines scream.
Were these the same kind of creatures, given life by millennia of
passing ships and cast adrift on the currents of the Immaterium?
What was it they wanted? What drew them with such frenetic
energy towards the spacecraft?

Stillmar knew he was being distracted and also knew it was best
not 1o follow any of the spectres too closely with his mind-sense.
Doing so could cause the ship to drift off course and, perhaps
more ominously, it allowed him to feel the shadows of other,
more predatory things lurking at the periphery of the ship’s

8 passage. What these apparitions were, he did not know, but their

# presence filled the Navigator with such a dire sense of foreboding
and dread that only a strict regimen of hymnals and a rigorous
cleansing of his mind could restore his confidence.

Although Stillmar did not know what those entities out in the
Warp could be — he knew they were drawn to him and his ship
and could not shake the fecling that they were stalking them like
voracious beasts following a blood trail.
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Spread across the galaxy are over a million planets colonised in the
name of the Imperium. To ease some of the problems inherent

in running an empire across such great distances, the Imperium

is divided into five segmentums, which in turn are broken down
into numerous sectors and sub-sectors. Some planets are well
connected to other Imperial worlds or, in rare cases, part of a
united star system such as the Realm of Ultramar or the stellar
systems surrounding Terra. Many Imperial worlds are clustered
around regions of space more easily accessible through the Warp,
often branching out from prime planets that serve as key travel

or communications hubs. These worlds and their colonies form
tightly-knit alliances for trade purposes and mutual protection.
The majority of inhabited worlds, however, are separated from the
greater Imperium by immense voids of distance, patchy histories of
isolation and cultures grown (or regressed) in disparate directions.

The exact number of planets inhabited by the Imperium

is not precisely known as, given the immense distances,
communication issues and the volatile nature of the galaxy,
even if a thorough census could be completed, it would be
obsolete soon after it had begun. New planets are colonised

on the many frontiers all the time, yet it can take hundreds of
years for that information to filter back to Terra. In that time,
the new territory could have expanded further or been attacked
and wiped out. Suns die, Warp rifts open and countless isolated
worlds fall to the predatory xenos species that hunt throughout
the galaxy. It is not uncommon for Imperial fleets to arrive at a
planet’s coordinates to find a once teeming world transformed
into a blasted and barren landscape, or once advanced
civilisations reduced to feral hunters. Warp storms, Daemonic
incursions, stellar phenomena, alien invasions and more can
make a mockery of the piled datascrolls tediously archived and
studied by legions of scribes. So why do the relentless cogs of
the Imperium grind on, forever collecting and cataloguing the
data? This indelible drive stems from Terra itself, for naught in

the Imperium is more important than the collection of tithes.

| T CULLING

In addition to manpower, there is one more all-important part of the
Imperial Tithe imposed upon every world colonised by Mankind.

It is Imperial law that each planet must keep its population free

of psykers, though, depending on the world and the abilities

they manifest, they are also known as witches, cultists, mutants,
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precognistics, mindmovers, telepaths, pyrocasters, projectors,
sunderers and more. As in all aspects of governance, how this tithe
is met is up to each planetary governor and therefore methods vary
widely. Many choose harsh repression — planet-wide witch-hunts, in
which the undesired individuals are labelled as contagious heretics ¢
that are dangerous to know or harbour, leaving them nowhere to
hide. Other planets employ even less savoury approaches. Regardless

of method, when the Black Ships arrive, a planet must yield up its

THE WORLDS OF THE IMPERIUM
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psykers for collection so they might be assessed and dealt their fate.

The Imperium is constantly at war, and each of the segmentums
contains dozens of raging war zones, to say nothing of countless
planetary raids, xenos probes, rebellions and other threats untold.
Only by continuous and aggressive recruiting can the demand for
the armed services be met, and in the midst of ongoing campaigns,
even harsher measures are employed to replace high numbers of
casualties. On the most war-torn planets, the entire population

is destined for a military life; the recruiting and birth rates are
synonymous. The need for resources to arm and equip the fleets
and armies of the Imperium is unceasing, and untold billions

of Imperial citizens toil endlessly simply to keep pace with the
endless demands. Only by tithing — a charge on manpower levied
upon every colonised planet — can the Imperium continue to exist,
holding at bay its many enemies while simultaneously seeking
new worlds and resources to conquer.

THE IMPERIAL TITHE

Also called Terra’s Due or the Grand Harvest, the Imperial
Tithe is a complicated contract worked out according to each
planet’s ability to pay. A great many branches of the Adeptus
Administratum are involved in the process, and different
organisations might be tasked with sacred duties such as
assessing tithe rates, measuring collections, and monitoring any
fluctuations. It is the duty of each planetary governor to ensure
the Imperial Tithe is paid. Such ministrations are tyrannically
enforced, but as long as all tithe responsibilities are met and
enemies of the Imperium are rejected, a planetary governor
may rule his planet in any fashion he sees fit with little or no
interference. In return for this fealty, the planetary governor
can call upon the Adeptus Terra in times of need to request aid.
Over the long centuries, many planets have established their
own unique customs and traditions for how they supply their
tithes. For instance, Vostroya, a manufacturing planet, supplies
every firstborn son to service in the Imperial Guard, while the
four planets of the Nepstrum system take volunteers from the
established family-holds for the Imperial Navy and press-gang
the remaining numbers from the worker class.

Failure to deliver the Imperial Tithe is met with harshly.
Even the slightest breach in protocol will often result in the
execution of the planetary governor and a swift and thorough
regime change. Despite the number of agencies tracking
tithes, sometimes it takes time for discrepancies to surface
and be acted upon. This is inevitable given the difficulties of
space travel and communications, to say nothing of the vast
bureaucracy within each of the many organisations that make
up the Adeptus Administratum. Once tithe anomalies are
spotted, however, the Imperium moves with brutal finality.
None can say how many worlds’ rulers are unfairly replaced
due to minor accounting errors, but the Imperium is at war,
battling not for planets or even star systems, but for the
survival of the human race itself.
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PLANETARY TYPES

Over the long ages of their journeys through the stars, Mankind
has colonised all manner of worlds. Humanity has claimed
ownership over cold, airless rocks, sweltering lush worlds that
teem with myriad life forms and nearly everything in-between.
During the Age of Technology, colonies were even founded
upon hitherto uninhabitable orbs, such as gaseous giants where
settlements were anchored amidst the endless mists, tethering
vast cities miles above endless storms. While the secrets to
taming such inhospitable environments have been lost to wars,
catastrophes, or the erosion of time, there are still many worlds
that cling to existence thanks to ancient and much revered (if
little understood) machinery. The life giving hab-domes upon
the fire-riven world of Surtur or the immense atmosphere
sifters that make the poison air of the Aspian Moons breathable,
are prime examples of this.

Yet planets do not differ just in their environments, such
variances as founding dates, technological advancements or
the amount of contact with other life forms also serve to widen
the differences. As an example, Pizarro is a recently settled
Imperial outpost attempting to colonise a verdant new world
on the edge of unexplored space. It has little in common with
Heraclea, a planet founded during the dawn of space travel, a
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worn out world that has plundered all its resources and rebuilt
itself many times over during its history, which stretches
beyond record. Save for their mutual worship of the God-
Emperor and payment of Imperial Tithes, the people of the two
planets would share little in common. From wild frontiers full
of lawless savagery and the unexplored, to ancient civilisations
with cultures so refined that every nuance of speech carries
meaning beyond translation — all are part of the Imperium.

There are many branches of the Adeptus Administratum tasked
with classifying the colonised planets. Some use numeric
systems, others simplify worlds into broad environmental
categories, or base ratings on history, level of industry,
accessibility through Warp space, percentages of psykers or
other endless variables. By cross referencing such data, it should
be possible to gain an accurate portrait of a planet, but the
Administratum offices are large and disconnected, most not even
realising that the others exist. There are few who can navigate
such labyrinthine complexities to access the data and so, often,
decisions are made with what scant information can be gathered.
Entire armies have been sent to war zones not knowing the
climate of their assigned planet, or even if it has breathable air,
yet the political history, religious cults or mutation rates of their
target might be exhaustively detailed in long datascrolls.










UNIMAGINABLE SCALE

The scale of the Imperium and the grandeur of its enormity is

unmatched by the realms of any other race in the galaxy. Due to
its vast magnitude, the Imperium can afford for entire worlds to
become specialised places where a majority, perhaps even the
entirety, of the population is devoted to a single task. This could
be heavy industry, military training, manufacturing, mining or
agriculture. Planet-wide dedication serves to simplify logistics
and increase outputs. On one of these so-called agri-worlds, for
example, the whole population toils to produce crops or breed
creatures for food. Without the fertile plains of Delphenia, the

‘ beslimed leech fields of Grianah or a thousand others like them,

whole sectors of the Imperium would suffer starvation.

Nowhere is the enormous scale of the Imperium better seen
than in its monuments. Entire planets have been dedicated to
commemorating great battles — the surfaces of these worlds are
covered in statues, tombs for the fallen and triumphal arches. It
is possible to see the Great Column, a titanic memorial on the
planet Ultima Macharius, from a high orbit. It is a monumental
site dedicated to the high point of Lord Solar Macharius’
crusade — at the time of its capture from xenos, the planet was
the Imperial holding most distant from Holy Terra.

(T

G

One of the most widely known planetary classifications is
that of hive world. These long-settled planets have become

so built up and populated that they are marked by vast,
continent-spanning cities that reach high into the skies, with
levels literally built atop previous foundations. These building
practices have gone on for so long that lower levels are no
longer recognisable, with architecture and technology from g
eras long forgotten, sometimes even proving to be of xenos-
build. The fact that their own hive was built atop ancient ruins
overtaken by their ancestors has passed out of knowledge. Not
all hive worlds go upwards; others descend many dozens of
miles into the ground, the surface world remaining unseen
for so long it is considered legend. Some hive worlds, such

as Armageddon, have many different urban conglomerations [
separated by swathes of polluted wastelands, while others, like
Megheim, have the entire surface encased in towering edifices.

The massive populations of hive worlds periodically become
unmanageable, as the masses boil over against their constant
repression. Such bustling mega-cities are always rife with
anarchic and destructive forces that ensure only the hardiest
can survive. Yet this too works for the Imperium, for their tithes
supply rich sources of fighting men for the Imperial Guard.
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ForGe WORLDS
Forge worlds are the domain of the Adeptus Mechanicus, planets
dedicated to heavy industry and the superstitious religion of science.
Known as the Priesthood of Mars, the Adeptus Mechanicus arose from
the original factory hive built upon Mars, and the heart of their order,
as well as the Fabricator General, still reside there. Over long millennia
of expansions, other forge worlds have been established, such as Goethe
Majoris and Lucius, and all such planets are wonders of the galaxy.
Wreathed in pollution, they are places where the technological secrets
of Terra's past are hoarded. They are covered in thousands of years of
built-up progress, continent-sized machirie factories, volcanic furnaces
and the workshop-fortresses of the Titan Legions.

The Adeptus Mechanicus supply print outs of STCs, or Standard
Template Constructs, so lesser factory worlds can churn out the
standard weaponry for the Imperium, yet none of them can match the
quality and quantity of a forge world’s output. There, revered designs
have survived since the Age of Technology and are followed, using
proscribed mystic rites and invocations, to craft wondrous weapons
and the most advanced equipment used by the Imperium. They

are responsible for crafting tanks, fleets of battleships and even the
mechanical behemoths known as Titans.

Every machine on a forge world is watched over and repaired by
Tech-Priests who intone the blessings of the Omnissiah — the Machine
God — with every strike of their hammers or turn of their wrenches.

Notoriously secretive, the Adeptus Mechanicus rarely permit outsiders
upon its coveted forge worlds, although Tech-Priests do venture out to

provide the Imperium with technical expertise, as well as to explore
for themselves, forever seeking lost technology, forgotten since the
dreadful Age of Strife.




The majority of the Imperium’s planets are self-sufficient, as
they are so regularly cut off by the vagaries of Warp travel

that they have to be. Many of these defy broad categorisation,
such as Cyclopean Prime — a colossal planet a hundred times
the size of Terra. It is so vast that its full rotation takes over

12 Terran years, creating extreme climatic circumstances that
change from frozen plains of ice to blazing arid deserts over the
course of a rotation. Scattered across its hundreds of enormous
continents are hive cities, industrial zones and grainfields,

all configured against the inevitable changes in weather. Or
consider how the planet of Ferroxian wauld be listed - itis a
mining world full of the purest ores, yet its environment is so
harsh that it also serves as a penal planet; working in its deadly
confines is a cruel torture considered worse than death.

Some planets aren’t classified by their environs, but rather

by their technology. It is not uncommon to enter zones once
cut off by Warp storms to discover badly regressed Imperial
planets — so-called feral worlds — which have, through warfare,
long isolation or disaster, reverted to barbarism. Most people of
such planets have forgotten the Imperium, or if they remember,
have reduced it to an apocryphal tale or legend of warriors

who came from the skies. On the most deteriorated planets,

DEeATH WORLDS

Death worlds are planets deemed by the Adeptus Administratum
classification system as too dangerous to support conventional human
settlements. The death world label could be applied for many reasons,
most likely because of atmospheric reasons, the landscape, or the
ecosystem. One of the best known of all death worlds is Catachan, a
planet infamous for its continent-spanning jungles and myriad forms of
particularly ferocious carnivorous life. It is almost as if all the biomass
of the planet has turned into some sort of man-eating creature. Amidst
the countless predators, some have attained legendary status across the
galaxy, such as the Catachan Devil, a monstrous insectoid whose savage
exploits are the stuff of nightmare. Yet anyone who has seen a brain
leaf in action, or witnessed the venus mantrap, knows that it is not just
the fauna on the planet that is deadly, for even the flora eagerly hunts
the human population. The death world known as Praxeti, however,

is not infested with maneaters; its danger takes a different form. Itis a
blasted rockscape riven with ion storms so powerful that they that can
shatter metal. Other death world threats are stranger still - the living
planet of Croatoa, the psychic storms of Sycorax, or Cesstium'’s vampiric
condensation, to name but a few.

Many death worlds have some intrinsic value — either strategic or
mineral — that necessitates the provisioning of outposts or other
exploratory facilities. Thus, despite the name, many death worlds
support at least some measure of human population. However, living
in such harsh environments is inevitably harsh and dangerous, and

life expectancies are notoriously short. Those humans who do manage

to eke out an existence on a death world are natural born survivors,
hardened to the cruelty of the galaxy at a young age, and because of this,
they make ideal recruits for any number of the branches of the armed
forces of the Imperium.

¢ Among the Stars

Mankind is at its most primitive, using stone-tipped spears,
whilst other worlds have perhaps advanced to medieval levels.
Decline is common, although there are a few bright points, such
as the progressive electro-societies of Zaxxis or the chem-savvy
founders of Prassium. Regardless of how backwards a planet
might be, it is still assigned a planetary governor. Often, in such
cases, these rulers prefer to live in seclusion, although some
stride their realms like living gods, cowing the superstitious |
natives with their technology and weaponry. So long as the
tithes are paid, the Imperium cares not.

Sometimes a world is too dangerous to colonise, but its

potential for exploitation is too high for the Imperium to

ignore. This is true of the hollow world of Haxan Prime and the
plague-ridden planet of Gonomondium. For now, the resources

and mysterious secrets of those planets are out of reach, either
wreathed in acidic vapours or contaminated by virulent disease,
which prevents planetfall. These quarantined worlds, of which

there are no small number, are placed under surveillance or

even blockaded to prevent any intruders getting in, or any of

their secrets getting out, until such a time as the Imperium can
properly utilise them. Naturally, such information has a way of i
getting lost, resulting in horrible colonisation accidents. '




IN THE DEPTHS OF SPACE DRIFTING MENACE
The Imperium is not made solely of planets and star systems. The airless vacuum of outer space is an unforgiving
Defensive emplacements and man-made stations of all sorts are environment. Malfunctions, mutiny, pirate raids, or mishap
scattered about the galaxy, floating freely in space and guarding can leave a ship adrift, its crew slain. For ships that utilise
against alien onslaught. Most often, these bases are in close Warp space, the risks are multiplied a hundredfold. As the
proximity to Imperial planets, although some protect the more vastness of space and the perils of the Warp preclude most
commonly used routes between them. There are ancient and salvage operations, these lifeless vessels are often just left ‘
complex bases, artificial moons and doomsday bastions, as well to float aimlessly. Over long millennia, the derelicts are ;\
as simple hazard zones made of asteroids chained together and moved by natural eddies until they are swallowed by Warp
kept in place by occasional thruster bursts. storms — the colossal furies that periodically erupt out of the
Immaterium. The energies of those titanic tempests crush
In deep space, the Imperium also maintains battle stations everything together and the resultant mangle of ships, space
| —planetsized ports that tether ships of the line. At various stations, asteroids and detritus is known in the Imperium as
| strategic points can be found larger starforts — the lynchpins of a space hulk. Some space hulks are small, perhaps only a few ’
“ Imperial expansion since the days of the Great Crusade. Even ships compacted together, while others are vast conglomerates
further into the wilderness of the void drift an array of listening larger than many moons. Space hulks wander on unpredictable
probes and exploratory stations. Across the galaxy, as far as currents, sometimes dropping out of the Warp to materialise
| the beam of the Astronomican can be seen, great exploratory in realspace for a short time, before winking away once more.
i fleets can be found, whole flotillas plumbing the dark depths, Such drifting derelicts are hard sought after, for they can be
\ seeking to stake claims for the Imperium. To reap the mineral- treasure troves — rich bounties whose cores might date from the
\ rich nebula clouds and asteroids of new-found metals, mining Age of Technology, or perhaps contain cargo holds full of xenos
{ stations are launched. Far from the light of any star, these space- mechanisms from long lost civilisations. The lure is strong,
| faring rigs siphon off the great dust clouds for wealth or bolt but not for the unwary, for many space hulks have picked up
| themselves onto asteroids for dangerous mining operations. unwanted passengers, becoming lairs for monstrous things.
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EXTERMINATUS
The order for Exterminatus is a death knell for a world, a last resort for
the direst of situations. It calls for the complete eradication of all life on
aplanet. Such acommand can only come from the highest ranks of the
Imperium —a Space Marine Chapter Master, Lord High Admiral of the
Imperial Navy, Lord Commander of the Imperial Guard or an Inquisitor.

It is a grim measure, and the orders unleashing such catastrophic
destruction are only issued when the threat is so prevalent that no
solution or redemption can be seen. It has been used to combat planet-
wide heresy, rampant, uncontrollable mutation or disease, to prevent the
opening or widening of Warp rifts, or when xenos are so entrenched that
the resources (population included) are beyond salvation.

The methods of delivering this ultimate sanction vary depending on
the source of the order and the organisation that delivers the sentence,
but all are equally uncompromising. The Adeptus Astartes tend towards
delivering an Exterminatus device to the planet's surface. Such a
mission takes the carefully picked kill team right to the heart of the foe,
where they can ensure the absolute death of the world. By contrast, the
Imperial Navy prefer sustained bombardments, using battleships to
hammer the world until its very structure collapses. The grim corvettes
of the Inquisition favour esoteric weapons such as cyclonic torpedoes
and atmospheric incinerators.
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"Some may question your right to destroy ten
billion people. Those who understand realise
that you have no right to let them live.”
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- Exterminatus Extremis
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THE ECCLESIARCHY
Necessity and fear alone cannot bind a million planets together,
and from the earliest days of the Imperium, many have tried
to unite mankind through faith. From a small cult full of
superstitious and zealous disciples, the organisation known as
( the Ecclesiarchy has grown to provide the state religion for the
‘[ whole of the Imperium. A force unto itself, the Ecclesiarchy has
| now spread into nearly every facet of Imperial life.

{ It was recognised long ago that the man known as the Emperor
| was something extraordinary, and as he led humanity back

| to the stars, he was much venerated as a leader and visionary.
On the most regressive planets rediscovered during the Great
Crusade, no few of the primitive peoples considered the

Emperor to be a living god —a fiery saviour that came from
the skies. On others, his coming heralded the fulfilment of
ancient prophecies. After his battle with Horus and subsequent

|| incarceration atop the Golden Throne, the Emperor became the

object of open worship even on so-called civilised planets.

The culmination of the civil war known as the Horus
Heresy not only robbed Mankind of the Emperor’s physical
guidance, it brought about other changes as well. In addition
to the devastation brought about by so many years of war,
there was general panic in the newborn Imperium, a fear of
traitors within humanity’s midst and growing trepidation
for the warping powers of beyond. Suddenly, the bright
light that the leader of Mankind had worked so hard to
rekindle was replaced with worry, suspicion and dread.
Once again, the far-flung empire felt vulnerable. Into this
vacuum came a new reassurance of faith.

Over the tumultuous decades following the Horus Heresy,
many prophets rose up throughout the Imperium citing
visions and revelations regarding the Emperor, and cults
dedicated to his worship began appearing everywhere.
|| These sects differed in practice, interpreting the now-silent
( Emperor’s will in myriad ways, but they were all united by
| their deification of the Emperor and the proliferation of the
: principles of human survival that he had instigated in the
|, creation of the Imperium. Concerning mutants, psykers and
b' aliens, anything that stood in the way of humanity's future

was to be destroyed without mercy or hesitation.

) Asthe vengeance campaign known as the Scouring swept back

I over the human-controlled parts of the galaxy, these new sects
followed closely behind. Within a few hundred years of the
Emperor’s sacrifice, the multitude of smaller cults had been
absorbed into the largest and strongest sects, the most powerful
of which was known as the Ecclesiarchy, after its elected
leader, the Ecclesiarch. This aggressive body grew so large and

dominant over the years that, early in the 32nd Millennium, it
gained the status of official religion of the Imperium and the
concomitant title of Adeptus Ministorum.

L
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THE OFFICIAL FOUNDING

The first official step of the Adeptus Ministorum was to tighten
its control over the practices of the masses by persecuting any
remaining cults that refused to amalgamate beneath its broad
banner. Those who refused to join were declared unbelievers
and the population was stirred to violence against them. The
might of the Ecclesiarchy was such that it could call for vast
Wars of Faith — military campaigns capable of overturning
planets or whole systems. Often, this was done to further the
Imperium’s goals, ridding it of heretics, seditious unbelievers or
alien subversion, but history is equally replete with examples of
the Ecclesiarchy instigating bloody wars for its own gain. There
have been many instances like the Grommoden Massacre, or
the War of the Three Treasons that secured enough wealth to
build the first of the shrine worlds. Lavish cathedrals, massive
statues and monolithic triumphal arches heaped praise upon
the almighty Emperor but, more importantly to many, these
pivotal hub planets granted vast political sway and rich mineral
resources. The Ecclesiarchy’s influence spread throughout the
Imperium and few dared to question its motives.

With the backing of the Adeptus Terra, the growing
Ecclesiarchy increased its hold on Imperial citizens until,
by the end of 33rd Millennium, there was no open worship
in the Imperium save for that condoned by the Adeptus
Ministorum. The only exceptions were planets controlled
by the Space Marines and the Adeptus Mechanicus, who
were begrudgingly allowed to keep their unique traditions.
This is still the case in the 41st Millennium, although in
the long ages since, this has led to some distrust, strife and
occasionally even open war between the differing parties.

THE HOLY MISSION

The servants of the Ecclesiarchy are fanatical in their quest to
spread their religion. Given the size of the galaxy, the random
nature of Warp storm isolation and the widely varied levels of
cultural and technological advancement within the Imperium,
the Adeptus Ministorum finds many belief systems already
established on planets they visit for the first time. This is not an
impediment for the Ecclesiarchy, for they have become adept
at assimilating all manner of creeds into the Cult Imperialis —
the worship of the Emperor. This might mean erecting great
cathedrals to impress hardened hive-dwellers, or teaching the
hunting tribes on feral worlds that the sun-god they worship is,
in fact, the glorious light of the Emperor. The nuance of how
the people bow before the Master of Mankind is not nearly

as important as the act itself, and in this the Ecclesiarchy is
content to play the long game. Their strategy, over time, reins
in the more barbaric customs and gradually usurps complete
religious control for themselves. Any local religions that

resist bending before the might of the Ecclesiarchy are ruled
heretical and are actively crushed by political or military
means, whichever proves the most prudent.
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ORGANISATION

The incumbent leader of the Adeptus Ministorum and
spiritual head of humanity is called the Ecclesiarch and,
since the middle of the 32nd Millennium, he has had

a seat as one of the High Lords of Terra. Below thisisa
convoluted chain of hierarchal positions that fluctuate
based on political influence and wealth. The Ecclesiarch

is elected from amongst the Cardinals, spiritual leaders of
which there are many thousands, divided into various ranks.
All of the Cardinals are invited to join the Holy Synod, the
ruling council of the Adeptus Ministorum chaired by the
Ecclesiarch. Otherwise, a Cardinal oversees a diocese, a

district that can be as large as an entire star system.

A diocese is divided into parishes, each of which is centred on
an Imperial shrine and run by a Preacher. Especially vigorous
Preachers are anointed as Confessors, free-roaming zealots who
use their evangelical platform to agitate the crowds that turn up
to hear them. Under the spell of an Arch-Confessor, swathes of
citizens will rush forwards to confess their personal heresies,
reveal their hideous mutations and betray their comrades as
psykers or other untrustworthy deviants. In addition, there

are Pontifices, Deacons, Relic-keepers, Shrouded Cenobites,

Chapel-masters and more. There is a strict hierarchy, but the

reality is not necessarily straightforward, as lesser titles in a

larger diocese can outweigh loftier positions elsewhere.

A Missionary is a particularly fervent individual who finds
himself at the forefront of Imperial expansion. Sent to
rediscovered worlds or to accompany a crusading army; it

is his task to bring the Emperor’s light to lost civilisations.
Once settled upon a new world, Missionaries often open and
run an institution, typically a hospital or school, in places
where such things are rare or unknown. Such good deeds
are not done without an ulterior purpose. Missionaries are
excellent recruiters and ideally positioned to observe a local
population, granting them the ability to keep watch for signs
of genetic deviation, cultural pollution, alien influence or
witcheraft. Perhaps the most famous Missions are the Schola
Progenium, orphanages established to train the children of
those Imperial officials who have given their lives in service.
Their orthodox teachings create particularly loyal citizens,
and many go on to have careers as officers or Commissars

in the Imperial Guard. Some will drift towards becoming
Preachers or Missionaries themselves, and a few will even

rise to the rank of Inquisitor.

Since the upheaval caused during the Age of Apostasy, the
Adeptus Ministorum’s military wing has been the Adepta
Sororitas, also known as the Sisters of Battle. It is these fiery
and zealous female warriors who form the spearhead of the
Wars of Faith, and are the frontline of defence for the many

shrine worlds of the Adeptus Ministorum.
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EGINNING OF THE END
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During the time now regarded as the Age of Strife, the far-flung colonies of the human race were isolated by Warp

storms of unprecedented ferocity. Thousands of years passed in which limited or no Warp travel was possible,

causing Mankind to become hopelessly fragmented. Many planets fell to alien predators and outlying worlds sank

to the levels of base barbarism. As the Warp storms finally abated, many changes were set in motion that rippled

When the Warp finally settled enough to once again allow
travel, the time was right for one to rise up and lift Mankind
from out of the anarchy of a bleak and regressive age. The
man who came to be known as the Emperor had long
foreseen and prepared for this moment and he emerged to
unify the warring factions of Terra, the cradle of humanity.
Next, the Emperor stretched out his hand to reconcile with
the estranged Tech Priests of Mars. With their help, he
rearmed his newly created Space Marine Legions, and they
strove outwards to bring order again across the galaxy. Known
as the Great Crusade, the Emperor’s troops spread out from
Terra, relentlessly reuniting old territories, expunging aliens
and claiming new systems. It was they who once again united
Mankind, laying claim to the largest empire in the galaxy.
Thus began a new epoch for the race of Man, setting the stage
for what would become the Age of the Imperium.

Tuae Horus HERESY

This new dawn for Mankind, this expansive new era, was
only just beginning when great sacrifice was demanded.
Turning his back on the teachings of the Emperor, it was

the Warmaster, Horus, the Emperor’s most trusted and
gifted commander, who committed the ultimate betrayal.
Embracing the will of the Dark Gods and infused by their
ruinous powers, the traitor Horus led a great rebellion that
set the galaxy aflame with bitter civil war. A full third of the
Imperium’s forces joined Horus, including half of the Space
Marine Legions. So it was that brother fought against brother,
creating myths and grudges that exist to this day, for on both
sides there strode warriors out of legend, and the very planets
cracked apart beneath their titanic struggles. Seeking to slay
the Emperor, the traitors carved their bloody way to Terra
itself, investing the Emperor’s Palace, howling their rage in
an orgy of slaughter and war. Yet finally, heroically, the tables
were turned and, at last, Horus was struck down — but not
before he dealt the Emperor a mortal blow. The shattered
body of the Emperor remained intact, however, held strong
by his indomitable spirit until it could be interred within the
recently-forged machinery of the Golden Throne.

There, deep within the Imperial Palace, towering banks of

arcane technology sustain the Emperor’s spirit to this day
so that it can continue to watch over humanity. Although

across both realspace and the Immaterium. A new era was beginning...

his withered form is bound, the Emperor’s psychic powers
are unfettered and he is still the Master of Mankind and
custodian of the human race.

No Vicrory WirHout TorL

Only the Emperor’s mind is powerful enough to survive
directing the raw forces supplied by the servants of the Adeptus
Astronomica to shape the psychic beacon of the Astronomican.
The same survivability does not hold true for those members of
the Adeptus Astronomica themselves, for their fate is a sad one.
The efforts of generating so much mental energy soon destroys
them, leeching their souls and reducing them to empty husks.
Many die every day, but they are not the only psykers who are
asked to make the ultimate sacrifice, for the Emperor cannot eat
as men eat, or drink or breathe air. His life has long since passed
beyond the point where such things can sustain him and the
only viable sustenance for the Emperor is human life force —
souls —and he has an insatiable appetite.

Not just any human will suffice for the Emperor's table, for the
donor must have psychic powers. Therefore, the Imperium is
scoured by the vast flotillas of the Black Ships in a tireless search
for emergent psykers. During their long, crowded journey back
to Terra, some of the psykers will be found to have the strength
of mind to be recruited into the Adeptus Astra Telepathica

or become trained by the Adeptus Astronomica, but many
more will serve their Emperor in a more gruesome way. They
are given wholly to the weird machinery that surrounds the
Master of Mankind and their souls are siphoned, slowly and
agonisingly, to feed his mighty spirit. Many hundreds, even
thousands, must die in this way every day for the Emperor, the
Imperium, and all of Humanity to survive.

The Emperor's dream of a new age of enlightenment, a time
when Mankind was freed from superstition and ignorance,
has turned into something far different. His Imperium

has long endured, but only by virtue of an oppressive and
necessarily harsh rule carried on his name. It is an age of
tyrants and of unreason, an era of stagnation and intolerance.
His people have regressed into religious obfuscation while
the Emperor sits immobile, his thoughts unknown; the
creature whose will extends over a million worlds is unable
to lift a shrivelled finger.
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THE AGE OF THE IMPERIUM
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THE SCOURING

The bitter fighting of the Horus Heresy was only the
beginning of a new age founded in blood, battle and the

living enshrinement of the Emperor. After the death of their
leader, Horus, the traitors splintered and dispersed, but many
hard battles remained. It was the time of the Scouring and it
demanded countless victories before the fledgling Imperium
was wrested back from the brink of destruction. Eventually, the
traitors and heretics that weren’t destroyed outright fled before
the vengeful wrath of the loyalist forces. Many made good their
escape into unexplored space or disappeared into the Eye of
Terror or other, lesser-known Warp rifts. In bitter exile, those
who had turned to Chaos licked their wounds and cursed the
Emperor, vowing one day to finish what they had started. Yet
there was no time to rebuild the devastated Imperium, for in
the wake of the devastation wrought by the Horus Heresy and
the Scouring, Mankind found itself weakened and vulnerable.
With so much of the its strength siphoned off fighting heretics,
many colonised planets were ripe for invasion. Sensing this,
predatory aliens closed in on all sides until, on every frontier,
worlds burned and were lost. Not even systems once thought
unassailable were safe from the rapacious xenos threat.

—F

In the midst of this turmoil, the hierarchy of the Imperium was

also undergoing fundamental alterations, morphing from the
direct rule of the Emperor to a realm ruled in his name. Many
of the changes came from the rising suspicion that was growing
from within. During the long fighting of the Scouring, it was
gradually uncovered that far more planets than first thought
had been lulled into treacheries of one form or another. The
roots of these betrayals ran deep and were often hidden, hard to
flush into the light and harder still to trace back to those who
had instigated the heresies. Distrust and paranoia were rampant
in the wake of such sedition and a new era of unease, fear and
mistrust grew into being — for the seed of doubt was planted.

Changes swept both the military and the offices of government.
The Space Marine Legions, the vast fighting formations so
instrumental in Mankind’s victories during the Great Crusade,
were broken down into many smaller Chapters. Overseen by
Roboute Guilliman, the Primarch of the Ultramarines Legion,
this transition allowed for greater tactical flexibility without
placing the command of an entire Space Marine Legion into
the hands of one individual — never again would the awesome
power of one hundred thousand Space Marines be misused.
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Beginning of the End ~*

Another vast change wrought upon the Imperium’s mighty
military redefined the nature of the Imperial Army. Once
including both the great battleships that plied the stars and the
countless soldiers that landed to fight planetside, now the two
were divided into the Imperial Fleet and Imperial Guard. Across
all the agencies of the Imperium, offices and institutions were
split, their previous responsibilities fractionalised into separate
functions and departments. Many of the countless branches
within the sprawling Adeptus Administratum were spawned

at this time. With the instigation of these changes, it was not
unusual for two separate organisations, each unaware of the
other, to be tasked with the same jobs, such as verificator scribes
and tithe enumerators poring over the same data, each producing
the same reports. These byzantine systems were put in place

as fail-safe measures, which have since spiralled out of control
into administrative excess. Beyond any such bureaucracies, and
standing watch over all, was the newly formed Inquisition, a
secretive organisation outside the established hierarchies. Ever
vigilant, their role was to question everything in their constant
search for threats to humanity. None save the Emperor himself
escape their uncompromising and watchful gaze.

Facts are chains that bind perception and fetter truth.
For a man can remake the world if he has a dread and no
facts to cloud his mtind.
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THE IMPERIUM ENDURES

Since those mythic days, the Imperium has churned onwards,
managing to survive all the threats that have been thrown
against it. As explorator fleets burrow deeper into the black void
of space, the Imperium grows further still. New inhabitable
planets are found and colonised, and long-lost worlds are
brought again into the Emperor’s light. But always the victories
are short lived, tempered by some newly emerging crisis.

Throughout the long years, the alien menace has not abated —
manifesting as countless flare-ups along the frontiers as well as
sudden attacks on territories deep in the midst of Imperium-
controlled space. Old enemies continue their onslaught and
more races of hostile xenos are discovered with alarming
regularity. The Imperium has displaced, repulsed and ground
over aliens across the galaxy, but also watched their own planets
and star systems fall victim to inhuman attackers. In a few
desperate instances, Mankind has had to call upon all their
sprawling might to defend against the largest xenos invasions
recorded in human history. Not a single segmentum has been
spared and even Holy Terra itself has come close to falling into

inhuman hands several times.

The Warp storms, which had quieted during the rise of the
Emperor and the Great Crusade, began to stir more frequently
in the post-Heresy period. Once more, tempests burst forth
unpredictably from the Immaterium to cut off portions of the
galaxy, thwarting attempts at stability. The unsettled Warp
space reflected the rising strife within the realm of men.
Without the Emperor to physically guide them, the High Lords
of Terra have often disagreed on the direction of the Imperium,
quarrelling amongst themselves. Internecine politics, petty
jealousies and personal ambitions have boiled over many times,
pitting man against his brethren time and again. And always,
looming over all other threats, has been the growing menace
that lurks inside the Warp. Rising seemingly from nowhere,
sprouting up as if from a buried hydra’s teeth out of fables,
Chaos has repeatedly emerged in new and hideous forms.
Constantly growing in magnitude, the havoc wrought by the
Dark Gods has driven humanity nearer and nearer to its doom.

The Age of the Imperium, the present age, has lasted for ten
thousand years — a vast gulf of time. It is an age unlike any
other, an era of bloodshed and doubt, a time that combines
both progress-defying stagnation and ever-evolving change.

In many respects, it is a time of superstition in which great
and unfathomable technology has been enslaved to the forces
of mysticism and madness. To the ordinary humans of these
times, the peasants in the fields and the warriors amongst the
stars, scientific thought represents an abhorrent perversity, a
corruption of honour and religious virtue. Even to those few
humans who deal with the material of technology, science and
magic have become largely inseparable; the Warp engine must
have runes upon its side and the lasgun requires the blessings of
the Emperor or the Omnissiah.




There is a tower in the Emperor’s Palace called the Tower of Heroes:
a black tower which rises high into the sky like a spike. At the summit
of that tower hangs the Bell of Lost Souls. It is an ancient thing,
massive as a building and adorned with dark runes, its peal like the
scream of an anguished god. It is tolled but once when a great hero of
the Imperium dies. Its wailing moan of grief lasts long and reaches the
ears of millions, and its tones penetrate the unifying ether of humanity. -

turning the thoughts of countless billions towards mankind’s loss.
i
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Despite the changes in belief and the replacement of logic with
faith, or perhaps because of such unorthodox implementations,
humanity has not just survived the many disasters, heresies,
and invasions that have plagued it over the millennia; it has
managed to grow amidst the ruins. The realm of Mankind has
never been larger, its borders never wider. Yet the Imperium
has never been so beset by such a multitude of threats as it is
now: incessant alien attacks, the proliferation of psykers, the
growing rips in the veil separating Warp space from reality and
the daily corruption of its own citizens take their toll.

To maintain control over an empire constantly poised to be
shattered, the Adeptus Terra has grown progressively harsher,
their rule has grown ever more iron-fisted and tyrannical. Now is

not the time for half-measures, for the fate of humanity is at stake.

Besieged and assailed, the Imperium has transformed into an
increasingly oppressive realm, a place where rules trump reason
and where scale and remoteness removes objectivity. Even death
is no certain escape from service to the Imperium, for the fallen
often continue their work as servo-skulls, data slaves or flickering
bio-luminas; every resource is required.

At its worst, what the Imperium has become is an uncaring
bureaucracy gone mad — entire planets are turned into factory
worlds, their immense populations enslaved and literally worked
to death to produce materials no longer needed. Unending

rows of scribes record statistics, following procedures as
sacrosanct, although their recorded truths go unread, archived
into continent-sized data banks that are filled, scrubbed blank
and filled again. Lives, untold billions in number, are wasted

out of ignorance, inertia or uncaring neglect. But what does it
matter? The populace of planets, nay, entire star systems, are not
even drops in an ocean compared to the staggering weight of
humanity’s masses. Losses, no matter how senseless or enormous,
are acceptable so long as the Imperium continues.

ON THE PRECIPICE

Mankind stands on the verge of an evolutionary change tens

of thousands of years in the making. If humanity can survive
the trauma of change, it can cast off the mundane shackles of
its current form to begin a new epoch of psionic mastery, an era
of wonderment and the dawning of a hitherto unseen golden
age. Throughout the Imperium, the tide of psychically active
humans continues to rise on a daily basis, yet that Mankind will
survive this deluge at all is by no means certain.

Against this backdrop of a galaxy at war, the Imperium faces
an unrelenting doom. If the ever-increasing numbers of rogue
psykers are not controlled, what they unwittingly unleash will
further strain the fabric that holds the Warp at bay. Should too
many holes be punctured through reality, should that gap ever
be too widely bridged, then the powers within the Warp will
burst forth to consume the galaxy.

A time of endless night presses in and, everywhere, the enemies
of Mankind gather like eaters of carrion. Only the Emperor’s
foresight and preparations stand a chance of seeing humanity
through such end times...

Shrouded in billowing alchemical gases, connected by miles
of wires and tubes, the Emperor understands and faces the
dangers that threaten to engulf Mankind. Utterly cut off and
alone, he has assumed the role preordained for him as guardian
of humanity and protector of its metamorphosis. The Master
of Mankind knows that he must survive, must live forever if
necessary, or until such a time as psychic humans have evolved
sufficient strength to withstand the dangers they face from the
Warp without him.

o

Bringers of Doom; Avenging Angels of
Death; they are the Space Marines.
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ADLY EVOLUTION
Most humans do not have the conscious ability to manipulate
psychic energy, yet almost all have the potential. Since the great
Warp storms of the Age of Strife ended, the rate at which humans
develop tangible powers has been steadily increasing. These
untrained psychic minds can manifest a wide range of abilities,
but the Adeptus Terra recognises them all as psykers, and each
is subject to the demands of the Imperial Tithe. This obliges the
rulers of every Imperial planet to set aside a levy of young psykers
for transport aboard the Black Ships to Terra.

Every day, the vast armada of the League of Black Ships plies
the void, either racing to collect their precious cargo across

the galaxy-wide Imperium, or rushing homeward to Terra,

their holds crammed full of frightened and raging psykers.

In addition to the Black Ship captains, each a high ranking
member of the Adeptus Astra Telepathica, Inquisitors often
travel aboard the ships, as they provide a good opportunity to
investigate planets’ potentials for corruption. Even with psychic
dampeners and vigorous checks, such journeys are fraught with
danger, for all on board must be evaluated and their powers
contained. The threats are constant and ever-changing, as

Warp travel has a way of jarring or unhinging unwary minds,
sometimes causing psykers to collapse, releasing untold horrors.

An untrained psyker’s only chance of surviving the threats of
the Warp is to go unnoticed by the powers that stalk there. This
is very difficult to do, even with training; the minds of psykers
appear as bright flames in the murky realm of the Immaterium,
ripe sweetmeats for the pandemonium of planeshifters and
Enslavers, and the worst of the astral predators, Daemons.
Without the rigours and disciplines taught by the Adeptus
Astra Telepathica and its Scholastia Psykana, a psyker has no
chance to defend himself against a hungry Warp presence. The
dangers of new tears in the veil that separates reality from the
Warp are omnipresent.

Many psykers are innocent of the scope and malign implication
of their abilities, although this doesn’t necessarily make them
less dangerous. Others, far fewer in number, are not only aware
of what hunts them, but actively court the dreadful attentions of
Warp entities, tempting a terrible fate for morsels of knowledge
or power. Those psykers whose minds are tainted — or worse
yet, already harbouring Daemons — must be quickly eliminated.

THE SouL BINDING

No ordinary psyker can transmit a message through the Warp,
nor receive a telepathic message over such distances. Only
those called Astropaths learn this ability, and they only do so
after many years of training at the Scholastica Psykana. Such
teachings mould their powers and strengthen their minds
against psychic dangers, culminating in a special ritual known
as the Soul Binding. Taking place inside the Imperial Palace,
the psykers are led before the Emperor one hundred at a time.
There, they kneel before the Golden Throne and are briefly
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subjected to the full-spectrumed greatness of the Emperor’s
boundless mental energies. In the midst of this agonising
process, the tiniest mote of the Emperor’s boundless power is
transferred to the Astropath.

Despite the long years of preparation, not all psykers survive
the painful blessing bestowed by the Emperor. Even those that
manage to maintain their sanity often sustain some type of loss
from their brief exposure to purest power. In particular, the
sensitive nerves of the eyes tend to suffer catastrophic damage,
often melting entirely away, leaving nearly all Astropaths blind.
Additionally, after their experience, many lack any sense of
smell, touch or hearing and become increasingly frail of body.

Soul Binding is said to affect Astropaths in other ways as

well, and it is commonly claimed that once his mind has
touched that of the Emperor’s, an Astropath may gain a new
understanding and insight into the nature of the universe.
Certainly, their increased psychic skills and fortitude make up
for their sensory losses and, indeed, most Astropaths are able

to function as well as if they had full sight. Indeed, they would
not seem blind at all were it not for their distinctively distorted,
sunken and empty eye sockets.

0




THE AGES OF MANKI
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Knowledge of the long ages of human history has been wreathed in shadow, buried beneath the aeons or simply lost

il over the expanse of time. Some Historitors continue to seek knowledge, but their work is like holding a candle against
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the dark abyss. Be that as it may, presented here are the ages of Mankind’s history as currently termed and understood.

§ Throughout the ages of Mankind, there have been many

A cataclysmic events of such magnitude that the human race

\ has been brought to its knees. Ork Waaaghs! have threatened

% Holy Terra itself before being defeated, Space Marine Chapters

b

have been destroyed only to be restored to glory thousands of
years later, and entire sectors have been overthrown by xenos
and daemonic threats only to be reclaimed in the Emperor’s
name. Many times has the Imperium suffered a blow thought
dolorous and yet recovered. Each time, the storied histories
have been lost, corrupted or rewritten by the victors of great
campaigns. This leaves the majority of the Imperium’s people
unaware of the galaxy-spanning wars that have been fought to

secure their humble place amongst the stars.

The historitors of the Adeptus Administratum seek, gather
and dutifully collect the history of each planet within the

Imperium. Once, perhaps, this was done with purpose. Now,

however, it is most often an indiscriminate compilation of

data, a process where scribes unthinkingly copy content onto
scrolls, preserving complete records in constant fear of missing [
a single inconsequential letter. The ability, or even desire, to
translate what these facts mean in any larger sense is almost
entirely absent, found only in a few individuals who are eyed

suspiciously, or perhaps punished for their enthusiasm.

The largest and most complete collection exists beneath the
surface of Terra. There, the colossal under-halls stretch out

of sight — endless vistas of datascrolls tower upwards like
mountains. With flickering candlelight provided by floating
servo-skulls, long processions of curators, scriveners, and
ciphers wind through the valleys, attempting to illuminate that
which was. Over the years, there have been many adjustments,
by revisionists from the Adeptus Ministorum, the Inquisition

and some say the High Lords of Terra themselves.
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AGE oF TERRA: M1 — M15

Little is known of this period save that Mankind had begun taking its first forays into space. Mars became the first planet to
be terraformed when it was settled by industrial cartels. The red planet soon became synonymous with technical expertise
and scientific advancement. Colonies had to be self-sufficient, as many were isolated from Terra by long, dangerous journeys.

AGE oF TEcHNOLOGY: M15 — M25

This era is referred to as the ‘Dark Age of Technology’ so often that its original title might seem incomplete. There are few
reliable records and even they seem to contradict themselves with regularity. What is known is that from roughly M18
onwards, Mankind discovered the Warp and how to enter it. Slowly, through many disasters, humanity learned to use the
Warp to make faster than light journeys out of their own star system. During this time, the first alien races were encountered.

Soon after, Mankind embarked upon the discovery, development and cultivation of the human Navigator gene, a
controlled mutation that allowed human pilots to make longer Warp jumps than previously thought possible. Navigator
families, initially controlled by industrial and trade cartels, became individual forces in their own right by M19. By M20,

humanity had proliferated and settled many of the countless star systems.

It was a golden age for scientific achievement; technology provided all the answers. Thinking machines aided civilian
and military production, allowing enormous labours to be accomplished at a frenetic pace. Perfection of the STC system
permitted an explosion of colonisation that reached the furthest limits of the galaxy.

For the rest of the age, Mankind spread across the stars, becoming widely dispersed and divergent. There is evidence of
many wars, but none that threatened the stability of human space. The existing records list xenos enemies long since
extinct, along with more familiar names such as Eldar and Orks. Interplanetary trade was established and great fleets

carried goods to and from the ends of the galaxy. As planets became overpopulated, the recently invented construction

mediums of plasteel, plascrete, ferrocrete and rockcrete were used to build colossal cities: the proto-hives.

As quick as Mankind’s expansion had been, it was eclipsed by the speed of its collapse. The decline was so rapid, so utter
and so nearly complete that little of those colonies or the civilisations they spawned remain. Speculation is rampant, but
there are few facts. What is known is that human psykers were first mentioned towards the end of M22, making a sudden
appearance on almost every human world within a relatively short span of time. By the end of M23 there was widespread
anarchy, descriptions of what must be Daemonic possessions and great turbulence in the Warp. Some records also cite
betrayal by the machines and a great war with robotic armies. Whether factual or allegorical, the histories leave no doubt
on one point: the golden age had come to a spectacularly swift and brutal end.

AGE OF STRIFE: M25 — M30

Marked by terrible wars and massive invasions that tore humanity apart, this age was a time of collapse. Warp storms of
unprecedented ferocity isolated Mankind’s colonies. The great distances prevented contact with other colonised planets,

and those who remained in communication often became embroiled in internal battles for control.

The separated human cultures rapidly diversified. Humanity itself began to evolve, with mutations regularly appearing

| on most planets and, on some worlds, altering into something new altogether: the first of the abhuman races. Civilisations
that persecuted the recently developed psykers fared the best. Worlds where such abilities were encouraged were

A destroyed altogether. Some of the wonders of the Age of Technology were lost or destroyed in the flames of conflict while
others fell into neglect. Mankind was brought to its knees and this horrific state continued for nearly six millennia.

somethmg to be feared. As the legends go, late in the Age of Strife a force united the warring factions of Terra and the long war
with Mars was ended. This new leader was known only as the Emperor, and even as he prepared to reclaim the galaxy, a final
mighty surge of the Warp storms lit up the skies. When the scintillating burst died down, it left behind the Eye of Terror.

J With the sudden quelling of the Warp storms that had raged unabated for nearly the whole of the Age, the Emperor
l and his newly formed Legions of Space Marines turned their attentions to the stars, beginning the Great Crusade. This
defining moment brought an end to the dismal despair of the Age of Strife and began a new period of human history.



AGE oF THE IMPERTUM: M30 — PRESENT

From out of the ruin of the Age of Strife rises a new era. Humanity becomes bound within the organisations and
institutions of the Imperial administration. After the betrayal of the Horus Heresy, the Emperor reaches the end
of his natural life; his existence is now maintained by the artificial means of the Golden Throne and continual
human sacrifice. Psykers continue to emerge in ever growing numbers and are barely controlled through constant
suppression and vigilance. It is an era of war and constant battle, and the menace from the Warp looms ever larger.

H C. M31
§ CREATION OF THE SPACE MARINE LEGIONS Tue Horus HERESY .
The Emperor forges his greatest weapons — genetically H| The Emperor's most trusted servant, the Warmaster Horus, turns traitor. f{}
engineering the superhuman Primarchs. Then, from their 4 il With half of the Space Marine Legions, four Titan Legions and an untold

gene-seed, the 20 First Founding Space Marine Legions. H number of formations from the Imperial Army, Horus makes for Terra,
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BIRTH OF THE ASTRONOMICAN

- E
The Emperor creates the great psychic beacon

that allows Navigators to steer within the Warp
and travel great distances. Originally powered
solely by the Emperor, that duty is eventually
shifted to a great choir of 10,000 psykers instead,

H heralding the birth of the organisation that

would become the Adeptus Astronomica.

C. 800.M30

THE GREAT CRUSADE

The Emperor emerges from the anarchy of
sundered Terra and leads the campaign to reunite
Mankind. The Great Crusade is spearheaded by
the newly formed Space Marine Legions, who
are armed by the recently allied factories of Mars.
Battles unnumbered are fought and the Space
Marines, supported by the new Imperial Army,
prove unstoppable. Aliens and Warp creatures
are driven back, planets are reclaimed and the
missing Primarchs are found. The Emperor
preaches three great truths in his reconquest of
the galaxy: genetic corruption must be sought
out and eradicated; psykers are to be rooted out,
kept in control, and handed over to Imperial

i agents for evaluation; and destructive aliens are

i to be rendered powerless.
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As the Primarchs take control of their Legions,
the Great Crusade separates, moving in many
directions and reaching far across the galaxy. The
Emperor returns to Terra, leaving Horus, foremost
amongst the Primarchs, to finish off the great
drives of human expansion. It is these deeds and
countless battles that create the Imperium of Man.

H aiming to take the Emperor’s place as ruler of Mankind. It is a bitter
| civil war; across space and upon many planets, brother fights brother.
§ Immortalised by many legends the Battle of Terra and Siege of the

Imperial Palace mark the epic finale of the Heresy, with countless heroic
actions and notorious deeds. In the end, Horus is slain, but not before
the Emperor is mortally wounded, forcing him to retire for evermore to
the life-sustaining Golden Throne.

C.M31

THE SCOURING

This is a campaign of vengeance fought against the heretic traitors

still found across the galaxy. Loyalist forces, led by the Ultramarines

and Space Wolves Legions, drive back those traitors who survived

Horus' fall. The corrupted forces find refuge within the swirling Eye

of Terror. This time period also marks the grim realisation of just

how many planets were lured into helping the traitors. Some are

corrupted, others merely misled or beguiled. Guilt and recrimination
| henceforth become rife in the new Imperium of Man.

C.M31
Seconp FounbiNG
In the midst of the Scouring campaign, the remaining loyal
Space Marine Legions are disbanded to form the far smaller
1,000-man organisations known as Chapters. A portion of
the Space Marines maintain their parent Legions’ original
names, badges and colours while the remaining Chapters

il take on new names and heraldry. The majority of these

§ Second Founding Chapters still serve the Imperium today. .

544.M32

THE BEAST ARISES

The Orks rampage across the Imperium on a massive scale. The
number of attacks grow until it becomes the greatest greenskin
invasion that the galaxy has ever known, eclipsing even the
one defeated by Horus upon the world of Ullanor, which
earned him the title of Warmaster. Nothing is safe from the
Orks' primal desire to conquer the galaxy, and their widespread
advances are only halted when the Imperium resorts to the
most extreme of measures, at great cost to the Adeptus Astartes.

THE TIME OF REBIRTH
e This is the dawning of the galaxy-spanning Imperium and the rebirth of the
B domain of Mankind. Almost immediately following its inception, the newborn

Imperium must rise from the ashes of the Horus Heresy. Now shorn of the
Emperor’s leadership, nearly everything is reorganised and many fail-safes are
put into place. Countless doctrines, the most famous of which is the Codex
Astartes, are drawn up and implemented in the hope of ensuring that large-
scale military rebellion is never again possible.
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THE BEHEADING h
| The internecine politics of the Imperium take a calamitous *

4 turn when the High Lords of Terra are slain to a man at the

! orders of Drakan Vangorich, the Grand Master of the Officio

i Assassinorum. This marks the beginning of a hundred year

period of anarchy. At great loss, a Space Marine retribution

force delivers the Emperor’s justice to Vangorich. ]
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646.M32

REUNITED

Agnathio, Chapter Master of the Ultramarines, unites over
fifty leaders from other Chapters of Space Marines and
arrives upon Terra. Such a show of power and faith puts an
end to the squabbling for the contentious seats of the High
Lords of Terra that has consumed the differing factions
since the Beheading. In locked council with the mightiest
of Mankind's warriors, such matters were quickly sorted.
None know exactly what was done or said, but when the

H Space Marines departed back to their far-scattered missions,

there once again sat twelve High Lords of Terra. If there
was further dissension, none dared speak it aloud.

313.M33

il S1ECE OF ETERNITY'S GATE
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THE BLADE OF INFINITY
The Blade of Infinity, a pre-Heresy cruiser, emerges from
the Warp, its re-entry signature suggesting that it had
left realspace over twenty thousand years previously.
This predates the Warp-drive’s invention in the Age of
Technology and suggests radical time stream disorders.
Transmissions picked up suggest the Blade of Infinity

is trying to communicate some type of warning, but
before much can be deciphered, it once again disappears
into the Warp. In its wake comes an invasion fleet of
Chaos Space Marine Legions, fell foes that wreak much
havoc. The ship Blade of Infinity re-emerges several more
times in subsequent years, always as a harbinger of
further Warp incursions.

RISE OF THE ADEPTUS MINISTORUM

The Emperor, always an object of veneration,
only increases his following after being joined
to the Golden Throne. Many Imperial cults
arise over the following centuries, the majority
of which are united into a larger body known
as the Ecclesiarchy. This powerful body

gains momentum until, in the thirty-second
millennium, it is granted the status of official
religion of the Imperium and the title of Adeptus
Ministorum. It is only a few centuries later that

High Lords of Terra, and after 300 years, the seat
reserved for the Ecclesiarch is made permanent.

IO
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Ecclesiarch Veneris 11 receives a seat amongst the §°
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4 TuE WAR OF THE CONFESSOR
In a particularly violent display, the Adeptus
Ministorum exerts its newfound strength.
Many key shrine worlds are added to their
holdings during this holy war.
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THE FORGING
The Imperium expands and binds its most important star systems under ever tighter control. Astropath choirs are set in
relay positions across the galaxy, with major hubs on the best-garrisoned worlds such as Armageddon, Bakka and Macragge.
The Adeptus Ministorum becomes the official religion of the Imperium, adding new measures of control over the masses.
A few long-lost STCs are rediscovered, and for a time, the technological decline is stabilised. Without the Emperor’s
guidance, there is much room for interpreting the best direction for the Imperium. To avoid prolonged dissension, strict
rules are put in place and punishments for disobedience are swift and brutal. Fear rules the highest levels of authority, and
ignorance rules the lower menials. The established rule becomes harsher and more widespread than ever.

THE YEAR OF THE GHOSTS
In the Segmentum Solar, the honoured dead
rise up to drive back the terrors of the Warp.

il THE PALE WASTING

In the early years of M34 a great threat
arises beyond the Ghoul Stars. Even today

§ its true nature remains suppressed. The
i ravages are said to cause the extermination

of a score of Space Marine Chapters and
souls unnumbered.

Toe HowLING
Black Templars Space Marines end
the Catelexis Heresy by executing the
Cacodominus, an alien cyborg whose
formidable psychic presence allowed
it to control the populace of thirteen
hundred planetary systems. Alas, the
Cacodominus’ death scream echoes
and amplifies through the Warp,
burning out the minds of a billion
astropaths and distorting the signal of
the Astronomican. Millions of ships
are lost in the resulting upheaval and
entire sub-sectors slide once more
into barbarism without the dictates
of the Adeptus Terra to keep them in
line. Tt is a steep cost for victory.

|




WARP STARS

Following a fierce storm bursting from the Eye of Terror,
the first of many Warp Stars are sighted. The tendrils

of their power pull any ships or small planets that fall
within their reach to a grisly, if spectacular, doom.

1 MOIRAE ScHISM

During the dark days of the Nova Terra Interregnum, this

conflict tears apart the Adeptus Mechanicus, dividing the
Machine Cult in 2 way unseen since the Horus Heresy.

{ with close ties to the Adeptus Mechanicus. Over two
thousand years of bloody strife pass before the baleful
doctrine is considered fully purged.

.

4 THE CATACLYSM OF SOULS
# The Ecclesiarchy begins to rebind the sundered
i Imperium as a religious state that transcends
political differences. Billions die in the religious
§ wars when the Ur-council of Nova Terra rejects
{ the Ecclesiarchy’s teachings.

t4 9080.M35
4 Hrup RisING

TuEe Cursep FOUNDING
The notorious 21st Founding of Space Marines
goes horribly wrong and the Grey Knights are

THE WAR OF RECOVERY
Patchy reports cite technological wonders
on the planets of the Mortuam Chain.
Hoping STCs can be recovered, the Adeptus
M Mechanicus Jaunch an expedition, which
4 begins an escalating war lasting over a
century. Aided by the weaponry they recover,
they free the human colonies from xenos
occupation and several first generation copies
of STCs are returned triumphantly to Mars.

C.200.M36

THE REIGN OF BLOOD

Goge Vandire, Ecclesiarch and High Lord of the Adeptus
Administratum, falls from the Emperor's light and sparks

a civil war that lasts for seven decades. Only when loyal
citizens rally to the banner of the preacher Sebastian Thor is
the strife ended. Though Vandire's blood has long since been
washed away, his memory stains the Emperor’s Palace still.
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989.M36

i THE GOoLDEN THRONE HUNGERS
As the Eye of Terror and other Warp rifts visibly
expand, the Tech-Priests servicing the Golden
Throne demand an increase in the number of
psykers needed to fuel the Emperor’s growing
appetite. The Black Ships increase in number
and frequency of voyages. According to some
records, four times the number of psykers are
sacrificed daily to maintain optimal levels of
power to the Golden Throne.
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It oxo.M37
WRATH OF THE CHAOS SUN

4 called in by the Inquisition to expunge the threat.

The red giant star at the heart of the Maxil Beta system
explodes in an expanding cloud of Warpflame. The
inhabitants of every world for hundreds of light years
are either mutated beyond recognition or possessed
by the denizens of the Warp. In response, the High
Lords order the mobilisation of whatever forces are

# close at hand. So it is that the Grey Knights are joined

# by a dozen other Chapters, countless Imperial Guard
regiments, and the nascent Orders Militant of the
Sisters of Battle. The resulting battle does much to

# heal the wounds opened by Vandire’s treachery.

020.M37

THE GrEAT CULL

In their mercy, the High Lords of Terra begin a
systematic extermination to ensure that such a
corruption of faith can never occur again.
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321x.M37

THE ABYssAL CRUSADE

The judgement of Saint Basillius finds thirty
Space Marine Chapters wanting in faith. The
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NOVA TERRA INTERREGNUM
The time of the twin Empires. The Ur-council of
Nova Terra denounces the High Lords of Terra
and claims rule of the Segmentum Pacificus. For
nine centuries the Imperium becomes a realm
split in twain. The Age is marked by ongoing
civil wars for reunification and disputes over old
trade terms, tithes and wavering allegiances.

guilty are given a choice between instant death
or embarking upon a crusade into the Eye of
Terror. All choose the latter mission.
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THE AGE OF APOSTASY
Foreshadowed by the split of the Nova Terra
Interregnum, a new age of dissent and power

struggles follows. Zeal eclipses reason, and

is subverted wholesale by corrupt ideologues, each
struggling to usurp total control for themselves.
The strong prey upon the weak.
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550.M37

Tue OccLusiap

The northwestern fringe is ravaged by the Apostles of the Blind
| King, rogue Tech-Priests who view humanity as an affront to the
1§ Machine God. The Apostles uncover artefacts lost in the Dark
Age of Technology that allow the creation of supernovae from
the hearts of living suns. Constellations are forever changed as
the Apostles purge the outer sectors of Segmentum Obscurus.
War rages for a decade, until Navigator Joyre Macran discovers
the palace-warship of the Blind King hidden in a fold of Warp
space. Macran guides the Emperor-class battleship Dominus

i Astra to the palace’s location and the Blind King is slain.
Without his prescience, the Apostles are quickly overcome.

TuE REDEMPTION CRUSADES
In each of the segmentums of the Imperium a great hero
emerges. Like unto the Primarchs of old are these warriors, and
the combined efforts of their crusades push back the borders

of the Imperium further than they have been for nearly five
hundred years. And then, fifty years later, the five heroes vanish
without a trace, spurring Ecclesiarch Inovian I1I to declare them
saints returned to the Emperor’s side.
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754.M37
DissipeNcE DrREaMS (THE Lost CRUSADE)

On thousands of planets, menials rebel against their
dreary drudge with wild-eyed leaders espousing a better
way of life — a galaxy of tolerance. The movement is

@ especially popular amongst the youth, earning it the

title of Children’s Crusade. Billions of earnest pilgrims

are lured to seek transport to Terra; some are waylaid by

pirates, but the majority disappear into the Warp.
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956.M37
HEAVENFALL MASSACRES
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034.M38
THE BLOODTIDE AWAKENS
0 it i S
112.M38
JUDGEMENT OF BASILLIUS
Having purged more than four hundred worlds within the
Eye of Terror, the survivors of the Abyssal Crusade return to
Imperial space. Without pausing to claim the honours due
for such a successful and protracted crusade, Chapter Master
Konvak Lann of the Vorpal Swords declares the now ancient
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of the false saint is destroyed. After his execution, his bones,
along with countless relics, books of doctrine and thousands

launched directly into a nearby star.
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¢ P4 GRiM HARVEST

near Terra. Some of the twisted and fused ships can still
be identified as transports carrying pilgrims from the

up the fleet’s existence and its cargo of abominations.
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THE AGE OF REDEMPTION
The sins of apostasy are purged in blood and the Imperial
cult grows in power. Heretics burn on a thousand worlds

as the populace of the Imperium mortify their sins.

Crusade after crusade is launched, and as the fervour peaks,

thousands of worlds are left with inadequate defences as
sector fleets, Space Marine Chapters and Imperial Guard
regiments are drawn into long and terrible campaigns.

Saint Basillius a false idol and adoration of him tantamountto
betrayal. In less than a year, every known sepulchre and shrine

living worshippers are placed on a derelict bulk-freighter and

A great armada of misshapen hulks drifts out of the Warp

Lost Crusade. The Inquisition works feverishly to cover

THE CONFLICT OF HELICA

is launched by Abaddon the Despoiler. It involves many
sprawling battles across dozens of star systems, most of
which are in the Gothic Sector of Segmentum Obscurus.
Lasting over twenty years, it involves large naval conflicts

| and hundreds of planetary invasions. On the Imperial side,
dozens of Space Marine Chapters, nearly a hundred Imperial
Guard regiments and the better part of three Titan Legions
take part, along with every naval vessel the segmentum can
muster. The forces of Chaos, made up of Traitor Legions,
renegade Chapters, Daemonic hosts and rebellious cults

are eventually pressured by an endless stream of Imperial
reinforcements to fall back into the Warp.

4 T MACHARIAN CONQUESTS
Lord Commander Solar Macharius musters the greatest
army the galaxy has seen since the Emperor united all his
Primarchs beneath him in the Great Crusades. In seven

§ vears, Macharius reconquers a thousand worlds on the

4 western reaches, and his glory carries him into the darkest
sectors, places where the Emperor’s light had never before
been seen. Upon his death, the whole Imperium weeps
for the fallen commander, but Macharius' territories soon
collapse into rivalry and war. The Macharian Heresy, as
this time has come to be known, lasts for seventy years
and is only ended through the combined efforts of one
hundred Space Marine Chapters.
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Tue TeARS OF THE EMPEROR

The Imperium is swept by visions of the Emperor’s
tears. From backwards planets to hive worlds, a
million versions of the same story are told by holy &
men, street agitators, shamans, priests, and mystics. ‘
Primitives point to storm-filled skies, claiming that
the drops falling from them are the tears of their
mighty god. Upon cardinal worlds, Arch-Deacons
to lowly pilgrims claim to have seen statues of the
divine Emperor shed tears. Chapter Masters and
hive city urchins alike have visions of the Emperor
stirring upon his throne, tears running from his
empty sockets. Although the dreams take myriad
forms, all know that the Emperor weeps not for
himself, but for Mankind.
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E GorHic WAR
g Known by some as the 12th Black Crusade, a vast attack
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THE WANING \

With the Imperium’s armies exhausted by the Redemption’ |
Crusades, many worlds and systems fall to Ork invasions, Chaos
insurgencies, or new alien menaces while internal strife embroils
countless star systems across the galaxy. To combat the spreading
anarchy, the Adeptus Terra imposes ever-stricter rules and doles
out ever-harsher punishments. Many systems are turned over to
direct governance by Space Marine Chapters to preserve stability.
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Tue TiME oF ENDING

The days close in and Mankind stands before the precipice. Now, say the priests, is the time of judgement, where faith
shall be tested in fire, and courage pushed to its very limits. Secession and rebellion are rife, for only the strong of will can
maintain order against such pressures. Sensing weakness, alien empires close in on all sides. Zealots rant that the xenos are

but Man's punishment, his just consequences for straying from the Emperor’s guidance. The rise of mutants and witches is

yet another sign of the unworthiness of humanity.

Desperate messages from across the galaxy echo through the Warp. Astropaths work feverishly to pull the transmissions

from the Immaterium and translate them, to sift the meaning from the garble. The messages are dire: planetary governors

. plea for aid, Imperial Guard officers call for reinforcements, fleet commanders issue ominous warnings. Thus are the forces

of the Imperium put into motion. They fight with the valour of heroes, defending humanity from within, without, and

from beyond — but they cannot be everywhere at once.

Daily, the news grows worse, the attacks steadily rising. Most portentous of all, the prescient foretell of great ripples of
movement in the Warp, like a swell in the water disturbed by some colossal, but unseen, menace below. Fell things are

gathering in that dread realm, straining as never before to push through the unseen borders.

This is Mankind’s darkest hour...

744-M4x

IrL OMENS

Taggarth, the Seer of Corrinto, proclaims the approach of the
End Times. He prophesies a time of unprecedented upheaval, in
which even the light of the Emperor is swallowed in darkness.
Taggarth is swiftly executed for heresy, but the doomsayer's cry
is picked up by others on planets beyond count.

-

745-M41
il THE GREAT DEVOURER
il The Tyranids enter the galaxy and the Tyrannic Wars begin.
§ Hive Fleet Behemoth destroys the Imperium-held Tyran
and Thandros systems. Later that year, the alien horde
§ descends upon the Realm of Ultramar, laying waste to several
Hl planets and devastating the Ultramarines Chapter. The bold
§ deeds done during the Battle of Macragge are one of the
most enduring of the many legends of the Ultramarines.
| The immediate threat of Hive Fleet Behemoth is finally
ended under the guns of two entire Imperial battlefleets.
i Still reeling from their wounds, many across the Ultima

Segmentum look to their borders with increasing unease, =
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748 M4x

F§ THE BLOOD STAR CAMPAIGN

d When the star Ares turns blood red, it heralds
increased daemonic activity in the Scarus Sector.
Before the brutal campaign ends, it claims untold
lives, including three Chapter Masters and the
Fleet Admiral of Segmentum Obscurus.
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i billions of Imperial citizens to neighbouring systems, in what

s e
750.M4x

b THe GREAT EXoDUS

A strange swirling phenomenon in the Argos system is only a
curiosity until the sudden appearance of six Eldar craftworlds.
By the time the Imperial Fleet arrives, both the switling mass
and the Eldar are gone, yet in their passing all prime suns
within sixty light years are extinguished. The Imperial Fleet
and innumerable transports attempt to ferry the countless

is the largest exodus ever attempted by the Imperium. It is
estimated that nearly 12% of the population and 32% of the
heavy industry are safely removed. The ring of dead planets
and suns is now known as the Deadhenge, a salvager’s paradise
and refuge of pirates. b
.|
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# The first recorded incidence of the Zombie Plague occurs
# on Hydra Minoris. Quarantine is imposed, trapping 23

4 billion uninfected Imperial citizens alongside a rising tide
4 of contagious and carnivorous undead.

Many Imperial watch stations and listening posts in
the Catachan and Ryza systems are attacked by Eldar
pirates under the command of Prince Yriel. Without
their early warning ‘eyes and ears’, this leaves both
$ystems vulnerable for decades to come.
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783.M41
RISE OF THE ANCIENTS

H Eldar from the Ulthwé Craftworld destroy an

§ Explorator fleet above the dead world of Maedrax, but
not before several probes have been released. Space
Marines from the Blood Angels Chapter are dispatched
to investigate the loss of the fleet and instead become

o embroiled in a battle between the Eldar and the

) ,'F Necrons that had awakened on Maedrax.

795.-M4x
KRANDOR REBELLION
§ An uprising in the Krandor system is harshly put
1 down by the Cadian 23rd. Several of the cults, notably
the followers of the Shining Deity, the Cult of Many
i Tentacles, and the red robed Brotherhood, had not been t’
i scen since the Fourth Quadrant Rebellion. Although
both military and civilian losses are high, their quick
subjugation is vital. The Imperium can ill-afford to lose
the resource-rich Krandor system, which holds planets
key to the whole of Segmentum Obscurus.
— . - -y
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797-M41
GREEN T1pE OVER ULTIMA
Throughout Segmentum Ultima, countless Ork
invasions threaten to mass into a single colossal
Waaagh! The forces of the Imperium are stretched
to their utmost to contain each individual war zone.

| Notable actions include Marneus Calgar, Chapter
Master of the Ultramarines, holding the gate alone for
anight and a day against the greenskin hordes in the
Siege of Zalathras and the Second Company's utter

devastation of Warboss Brug’s planet stronghold.

8o0x1.M41

'] GUIDELESS IN THE STORM
A brief flicker in the Astronomican throws
thousands of ships off course, dooming

H them to destruction in the Warp.

i THE S1EGE OF VRAKS
The Apostate-Cardinal Xaphan leads the arsenal

(§ world of Vraks into the service of the Dark

| Powers. As the forces of the Imperium arrive to
quell the rebellion, they are immediately met in §
battle, followed by a rapid escalation of forces

4 on both sides. The seventeen-year campaign
ends in a full-scale Daemonic incursion and,
finally, the intervention of the Ordo Malleus
and the Grey Knights. By the end, Vraks is

—

ABADDON’s QUEST

Chaos Warmaster Abaddon raids the Maiden world of Ildanira,

§ seeking a long-lost artefact. He is driven off by forces of the
d Alaitoc Craftworld. Such an action is minor compared to the
 many ongoing wars, but its portents loom large.
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. 853.M41

4 Roors OF CORRUPTION
The uprising on Krandor 111, thought to have been suppressed
over fifty years previously, has once more grown strong. Mutants, §;
psykers and all manner of outcasts have been nurtured in
darkness and corrupted by the whispers of cowled cultists. Even
as the surging rebellion takes over the planet’s surface, hive
by hive, the orbital sentinel stations and moon-based defence
lasers are captured by Chaos Space Marines accompanied by
loathsome things, neither man nor mutant. Three Space Marine
Chapters, led by the Imperial Fists, secure resources, artefacts
and a few Adeptus Administratum officials before Exterminatus
is mercifully delivered. Some 42 Imperial Guard regiments from
Krandor I1T still exist, surviving only because they had been
shipped out to distant war zones before the rebellion.
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863.M41x
THE SAINT CYLLIA MASSACRE i
The Adamant Fury Titan Legion betrays the Emperor and falfs
to Chaos. They turn their guns upon loyalist regiments of the
planetary defence force before making good their escape. The
i loss of a full Titan Legion sends ripples of concern through the
 Imperium and great effort is exerted to find and destroy them.
876. M4x
THE BLOODTIDE RETURNS
Chaos comes to the world of Van Horne. The Bloodthirster
Kajagganath, Lord of the Bloodtide, breaks free of his
i bonds and unleashes a tide of gore that corrupts everything
H it touches. For eight days and nights, the orgies of blood
continue, each fresh death luring yet more Daemons
to the mortal world. Only when the Grey Knights’ 4th
Brotherhood arrives can the Bloodtide be abated, and then
only at great cost. Kajagganath is cast back into the Warp.
The psychic backlash also banishes the Bloodtide and the
“ Daemons it had drawn forth.
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4 ARMOURED ASSAULT
The Cadian 423rd spearhead, led by Knight

8Y since the Battle for Tallarn. Over eight thousand

4 Imperial tank companies and thirty-five super-

# heavy detachments are annihilated during the
nearly total destruction of the renegade Adamant
Fury Titan Legion upon the Planus Steppes.
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Commander Pask, is the largest armoured assault |




f Mankind
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bl 888.M4x B 907.M 41
tf THE CRUSADE OF WRATH | if GREEN INFESTATIONS
t The Black Templars Chapter inflict heavy losses on the Word Ork Waaagh! activity rises throughout all five segmentums of
Bearers Chaos Space Marine Legion, reclaiming several star the Imperium, forcing the Novamarines, Raptors and Howling
systems previously lost in the Maelstrom. | Griffons to be redeployed away from the Badab War to counter
the growing greenskin threat.
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913.M41
KNOoWLEDGE UNBOUND
4 Disciples of the Chaos Sorcerer Ahriman
A& sack the Librarium on Jollana.
s
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THE LoNG MIDNIGHT

The worlds of Persya suffer attacks from Eldar pirates
who swathe their targets in utter darkness before
pillaging and slaughtering at will. The vicious raids only
cease upon the arrival of the Praxion Patrol.

920.M41
Loss oF THE FAITHFUL
Eldar pirates attack the advance escort of a fleet of Black
Ships as they exit Warp space in the Thanos system.
Destroying three frigates and capturing<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>