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NIGHT FALLS ON THE GOLDEN AGE OF HUMANITY.
SONS SHALL TURN UPON THEIR FATHER,

AND HIS WORLDS SHALL DROWN IN BLOOD.

THE EYE SHALL OPEN,
AND THE GALAXY WILL BURN.
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IN MEMORIAM

I remember the Imperium as it was meant to be, as it could have been,
! and unlike the Emperor, I have no gilded wonder to keep me,
i and soon I shall pass.

Alan Bligh 1974 - 2017

1| We remember.
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Ien thousand years before the Cicatrix Maledictum would tear the galaxy asunder,
before the founding of this hollow Imperium of Man, the apocalyptic wars of the Horus
Heresy raged across the stars. Led by the arch-traitor Horus, first Warmaster of the
Imperium of Mankind, a full half of the
Space Marine Legions turned their backs upon their Emperor and made war upon the
very empire they had fought to create. In their rage and grief, both Loyalist and Traitor
would wreak untold havoc on the worlds of the nascent Imperium, each unleashing the
full measure of their hatred upon the foe, turning loose all the forgotten weapons of that
age that they might scour their foe from existence. They left only ruins in their wake and
shackled this Imperium of Mankind to its sterile destiny, the slow death which only now
do we see played out to its final act.

It was an age of legends and gods; of the ageless Primarchs, fel Daemons and the mortal

warriors who refused to bow before the storm. It was the apex of history, and in its tales
we remember the greatness of those who came before us and renew our hatred of those
who have brought us to such a bitter end.

It was an age of war from which we have had no respite and no forgiveness.

It was an Age of Darkness.
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‘Of all the conflicts that have beset this Imperium of Mankind, it is the rebellion of the Warmaster Horus, the Horus Heresy, which has left
the greatest scars upon its fabric. Even now, centuries after its end, when few save ancient and shrivelled creatures such as myself remember
the horror of those dark years, men speak of it with awe. For those were the last days of legend, when the Emperor and His sons, the mighty

A —

Primarchs, strode forth to war, when the dominion of Mankind spread across the galaxy and none could challenge our might, the last days

§ of a golden age long since consigned to dust by the actions of one man. It is the curse of history that few care to remember other than those

fragments that exalt them, to relive those glory days endlessly while the present crumbles about them!

From the final testament of Sulem Rei, historiarch of the Imperial Court, presented to the High Lords of Terra circa 098.M32

THE HORUS HERESY: AGE OF DARKNESS

Thebook you hold in your hands is the start of your journey into
games set in the 31* Millennium, during the wars of the Horus
Heresy that wracked the earliest years of the Imperium of Mankind
— a Dark Age of death, destruction and betrayal. The vast armies

of the Imperium are sundered by the betrayal of the Warmaster
Horus, who seeks to overthrow the Emperor and forge his own
dark empire. Under the banner of Imperial Loyalists or the Traitors
of Horus, the Space Marine Legions, Mechanicum Taghmata

and endless hosts of the Imperial Army clash in a war that will
reshape the galaxy.

The Horus Heresy: Age of Darkness is part of a vast and ever-
growing hobby, where the vast drama of Mankind’s civil war
provides endless opportunities for collecting, building, painting
and gaming with armies of Forge World and Citadel models.
From careful recreation of the detailed panoply and heraldry of
the Legiones Astartes, to the organisation of exciting scenarios
and campaigns for groups of like-minded friends or the creation
of dioramas displaying iconic moments, the hobby provides a
wealth of options.

Collecting Forge World & Citadel Models

By far the most common way to engage with the Horus Heresy
hobby is by collecting Forge World and Citadel Horus Heresy
models, both individual heroes and small units for display, as well
as grand armies for gaming. These detailed models are bought as
highly detailed resin or plastic pieces, and require assembly before
they can be used for gaming or display, and while basic assembly is
a simple matter, there are a number of more advanced techniques
and styles which can be applied. From magnetised weapons for
easy replacement to converting parts to create new poses for
figures, there are many ways to customise your collection and make
it unique. The Forge World Army List books and Campaign books
provide a wealth of information on the various factions of the
Horus Heresy and serve as the perfect inspiration for assembling

Painting Horus Heresy Armies

Though supplied as unpainted resin or plastic pieces, most
hobbyists will paint their model collections. A well-painted army,
whether a detailed reproduction of an iconic heraldry or a unique
creation, brings a collection to life. Just as with building your Forge
World and Citadel models, there is a vast wealth of techniques

and styles of painting, far more than can be addressed here. Forge
World produces a number of companion books which offer advice
and guidance on painting, the Imperial Armour Model Masterclass
series and The Horus Heresy Model Masterclass Volume One, which
can be used as reference for aspiring painters and modellers. A
variety of other resources can be found on both the Forge World
and Games Workshop websites.

The Legend of the Horus Heresy

As well as collecting and painting models, the Horus Heresy can
also be enjoyed through the interwoven saga that is told through
Forge World’s Campaign books as well as the various novels
published by Black Library. With an epic narrative that sets the
foundation of the Warhammer 40,000 universe and the dark
Imperium of later millennia, the Horus Heresy and the battles and
campaigns that make it up have entertained hobbyists for years.
There is much enjoyment to be found in tracing the entangled
threads of the various heroes and armies who fought to save or
damn the Imperium, and a great deal of secrets and surprises to be
discovered. These books are also a great source of inspiration for
modellers and painters, providing a wealth of material on which to
base heraldry, iconography and unique characters.

your collection.
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PLAYING GAMES SET IN THE AGE OF DARKNESS

The Horus Heresy: Age of Darkness is a tabletop game for two or more players, where you command an army of Forge World and Citadel

models which represent either those Loyalist forces who fight in the name of the Emperor or the Traitors who have chosen to side with

Warmaster Horus. Thisbook provides you with all of the core rules, diagrams and examples you will need to recreate and fight the wars of

the Horus Heresy.

As you read through the rules, you will notice some of the text is in bold, like this. This highlights the most important elements of the rule

in question and helps bring it to your attention when skimming a page. This should not be mistaken for representing the whole rule though,

as the surrounding text often confers context and relevant exceptions. Instead, it should be used as a quick solution to finding the essence

of a particular rule. If a rule is short and concise, or is in bullet points, there will rarely be any bold text as the rule is already easy to find.

Thisbook is, however, only the start of your journey. The Horus Heresy: Age of Darkness is a vast and ever-growing hobby, and there is a

host of Forge World publications which supplement and expand upon the rules in this book. These provide you with extra material you can

incorporate into your games — detailing additional units you can deploy and missions you can play — and alternative ways to experience the

conflicts of the Horus Heresy, exploring the depth and excitement of different battle zones and play styles.

This book contains the following sections:

Core Rules

This section explains how to fight battles with your army of Forge
World and Citadel models during the civil war that tore apart the
fledgling Imperium of Mankind. The core rules cover all of the
basic principles of playing a game of The Horus Heresy: Age of
Darkness, from moving your models across the battlefield and
blasting your enemies with a hail of firepower, to slaying your foes
in the brutal struggle of melee and obliterating your victims with
forbidden and arcane psychic powers.

Unit Types

This section explores all of the different unit types that describe
your models. From footslogging Infantry and rampaging
Monstrous Creatures to armoured battle tanks and supersonic
Flyers, it lists all of the special rules that apply to these models. This
section also includes rules to field the largest and most destructive
units waging war on the battlefields of the Horus Heresy — Super-
heavy Vehicles and Gargantuan Creatures — as well as detailing
how heroic characters can lead your troops to victory.

Battlefield Terrain

The Battlefield Terrain section describes how to incorporate
terrain into your games in order to recreate the battlefields of a
war-ravaged galaxy. In addition to the rules describing the different
terrain types, such as ruins, buildings and battlefield debris, this
section also enables you to use Fortifications — towering edifices
whose armoured battlements bristle with heavy weaponry.

Preparing for Battle

The Preparing for Battle section brings all the rules you have read
so far together and takes you through the steps of getting ready

for a game, beginning with a guide to forging a battle-ready army
from your collection of Forge World and Citadel models. It also
explains how to play a mission; from setting up the battlefield and
deploying your forces to defining how long the game will last and
determining who is the victor at the battle’s end. All of the special
rules that are used in games of The Horus Heresy: Age of Darkness

are also described in this section, including six different missions
which represent the vast scope of the wars that were fought during
the Horus Heresy.

Appendix

The Appendix contains a compendium of special rules, weapon
profiles and psychic powers that are frequently referred to
throughout this book, as well as in numerous other Forge World
publications, such as the Army List books or Campaign books.

Reference

The final section of this book contains a wealth of helpful quick
reference material, such as a summary of the turn sequence and
copies of various tables that can be found throughout this book,
as well as a comprehensive index for the book itself. This section
enables you to find the rule(s) you need during your games
quickly and simply.

Forge World has published a range of Campaign books and
Army List books that delve into the rich and evocative history
of the Horus Heresy, and provide you with rules to play out
this apocalyptic conflict in your games.

+ Campaign books focus on particular Age of Darkness
campaigns and battles, such as the Razing of Prospero
or the Betrayal at Calth. Included within these books is
detailed background on the various factions involved and
comprehensive rules to play out these pivotal engagements
in your own tabletop battles.

+ Army Lists are reference books that provide detailed
rules information for using armies of Space Marines, the
Mechanicum, the Imperial Army and more in The Horus
Heresy: Age of Darkness games.

For more information about these books, see page 205.
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The Forge World and Citadel models used
to play games of The Horus Heresy: Age of
Darkness are referred to as ‘models’ in the
rules that follow. Models represent a huge
variety of troops — from the massed forces
of the Legiones Astartes to the automata
and titanic constructs of the Mechanicum.
To reflect all of their differences, each model
has its own characteristics profile.

The Horus Heresy: Age of Darkness 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 exception is Armour
Save (Sv), which can range 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), subtracting from it (-1, -2, etc) or
even setting its value (1, 8, etc). Attacks and
Wounds are the only characteristics that
can be raised above 10. A model’s Initiative
cannot be modified below 1, and no other
characteristic can be modified below 0.

Multiple Modifiers

If a model has a combination of rules or
wargear which modify a characteristic,
first apply any multiples, 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 will be 9 (4x2=8,
8+1=9). If a model which has Strength 4
has both ‘+1 Strength’ and ‘Strength 8§

its final Strength is 8 (ignore +1 Strength
and set it at 8).
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MODELS AND UNITS

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. A Solar
Auxiliary of the Imperial Army has Weapon
Skill 3, whilst a genetically engineered Space
Marine Legionary might have Weapon

Skill 4 or higher.

Ballistic Skill (BS)

This shows how accurate a warrior is with
ranged weapons of all kinds, from bolt
pistols to titanic volcano cannon. The higher
this characteristic is, the easier it is for that
unit to hit targets with shooting attacks.
Trained soldiers, like the Solar Auxiliaries of
the Imperial Army, have a Ballistic Skill of

3, while more elite warriors, such a Veteran
Legion Space Marine, might have a Ballistic
Skill of 4 or even higher.

Strength (S)

Strength gives a measure of how physically
capable a warrior is. A Solar Auxiliary is only
Strength 3, while a titanic Questoris Knight
is Strength 10 and has a much greater
chance of inflicting wounds upon its enemy.

Toughness (T)

This is a measure of a model’s ability to resist
physical damage and pain. The tougher a
model is, the better it can withstand an
enemy’s blows. A humble Militia Auxiliary
is only Toughness 3, but a gene-enhanced
Space Marine Legionary is Toughness 4 and
thus better able to withstand the rigours of
the battlefield.

Wounds (W)

This characteristic represents how much
damage a model can take before it dies.
Most Infantry models have a Wounds
characteristic of 1, while some sergeants,
characters and larger models may have a
Wounds characteristic of 2 or more.

Initiative (I)

This represents the swiftness of a model’s
reactions. Models with a low Initiative
characteristic (such as Auxilia Ogryns, with
Initiative 3) are slower to react than models
with a high Initiative characteristic (such

as Roboute Guilliman, with Initiative 6). In
close combat, Initiative dictates the order in
which models strike.

Attacks (A)

This shows the number of times a model
attacks during close combat. Most warriors
have an Attacks characteristic of 1, so they
will normally make one attack each in
close combat, although some elite troops,
sergeants or characters 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.
The higher the value, the more reliable the
model is under pressure. Elite forces, such
as the Legiones Astartes, have a Leadership
characteristic of 8 or more, whilst less
disciplined troops, such as Auxilia Ogryns,
have a lower Leadership characteristic.

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 in some
cases, this characteristic may be improved

if they are equipped with better armour.
Unlike other characteristics, the lower an
Armour Save is, the better. A model can
never have an Armour Save better than 2+.



CHARACTERISTICS PROFILES

Every model in The Horus Heresy: Age of Darkness has a profile that lists the values of its

characteristics. You can find these profiles in a variety of Forge World publications.

WS  BS S
Solar Auxiliary 3 3

w

Legion Tactical Space Marine 4 4 4

T \4 I A Ld Sv
3 1 3 1 7 4+
4 1 4 1 8 3+

In the example profiles shown above, both the Solar Auxiliary and the Legion Tactical Space Marine

have 1 Wound and 1 Attack, which is common among line Infantry units.

The Legion Tactical Space Marine has a higher Weapon Skill and Ballistic Skill, meaning he will

hit his enemy more often during the battle. In melee combat, the Space Marine’s greater Strength

characteristic gives him a better chance of inflicting wounds compared to the Solar Auxiliary, and

he has a greater chance of surviving an enemy’s attacks with a higher Toughness characteristic and

a better Armour Save. The Space Marine also has a higher Initiative characteristic, representing his

enhanced reaction speed over the Solar Auxiliary, and his higher Leadership value makes him less

likely to panic under fire.

Zero-level Characteristics

Some models have been given a 0 for certain
characteristics, which means that they have no
ability whatsoever in that field (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
Vehicle, which will be discussed in more depth
on page 64. It might also have an additional

save of some kind, representing any special
protection it might have, it could be carrying one
or more shooting or Melee weapons (see page
176) or might have one or more special rules
(see page 156).

Vehicle Characteristics

The vast conflict known to history as the Horus
Heresy featured a huge number of fearsome war
machines, all far sturdier than even the vaunted
Legion Space Marines and capable of bearing

a far more destructive arsenal of weapons. To
reflect this disparity between the flesh and blood
warriors and lesser automata and the great steel
juggernauts that took to the field during this age
of war, vehicles have many different rules and their
own set of characteristics. Vehicle characteristics
are described in the Vehicles section (see page 70).

FORMING A UNIT

The models that make up your The Horus Heresy:
Age of Darkness army must be organised into ‘units’

Units

In The Horus Heresy: Age of Darkness, warriors
are grouped in squads, sections, or other similarly
named units. A unit usually consists of several
models, but a single, powerful model, such as a
character, a tank or a war engine, 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 warriors of the Imperium or
the traitorous followers of Horus 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. Thisis detailed fully in the Movement
section (see page 23).

Diagrams — Ultramarines & Death Guard
Throughout this book you will find explanatory
diagrams which are intended to help illustrate
key rules. In these diagrams we have used models
from two Legions, the proud warriors of the
Ultramarines (in blue) and the coldly efficient
killers of the Death Guard (in white and green).

In all cases, we will refer to them in the text
accompanying the diagrams simply as the
Ultramarines and the Death Guard in the
interests of both brevity and clarity.
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MODELS AND
BASE SIZES

Therules in this book
assume that models are
mounted on the base
they are supplied with.
Sometimes, a player may
have models in their
collection on unusually
modelled bases, and some
models aren’t supplied
with a base at all.

In these cases, 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.
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ANCIENT TYRENNIUS

8™ CHAPTER
DAINHOLD TERTIARY MUSTER

Ancient Tyrennius was born a Terran and was inducted from the Midafrik Hive levies towards the end of the Emperor’s

campaign to bring Unification to Terra in preparation for the Great Crusade. He served in the earliest decades of
the Great Crusade before being appointed to command his Legion’s commitment to the First Magellan Expedition.
Tyrennius was among the few to return from that doomed endeavour, though he had sustained such terrible wounds that
only interment within the armoured sarcophagus of a Dreadnought saved him from death.

The Calth Configuration was to be Tyrennius’ first campaign for over a decade, having been held in stasis for many years. Having
been restored to full potency a mere ten hours before the Word Bearers’ betrayal, he fought with bitter resolve throughout the
Battle of Calth and was instrumental in the defeat of a large Word Bearers force assaulting the gates of Arcology XVk.
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GENERAL PRINCIPLES ‘

Before detailing the turn sequence and main structure of the rules, there are some basic ideas

4 raipsy

and game mechanics that are worth discussing. These are common principles that often come

into question during a game. The Most Important Rule

In a game of the size and complexity of
MEASURING DISTANCES The Horus Heresy: Age of Darkness,
In games of The Horus Heresy: Age of Darkness, distances are measured in inches (") with there are bound to be occasions
a tape measure or measuring stick. You can always check any distance at any time. This where a situation is not covered by
allows you to check whether your units are in range of their target before they attack. the rules, or an interpretation of the

rules cannot be agreed upon. If this 5 '
Distances between models and all other objects (which can be other models, terrain features, happens, be prepared to come up with a §
and so on) are always measured from the closest point on one base to the closest point on the suitable solution.
other base. Distances between units are always measured to and from the bases of the closest H
models in each of the units (see the diagram below). If you find that you and your opponent ;j

cannot agree on a solution, roll a dice to !
For example, if any part of a model’s base is within 6" of the base of an enemy model, the two see whose interpretation will apply for 3 |
models are said to be within 6" of each other. the remainder of the game — on a result

of 1-3, player A gets to decide, on a 4-6, [
Sometimes the rules will call upon a unit to move directly towards another unit, or some other player B decides.

feature on the battlefield. Where this is the case, move each model in the unit directly towards

its destination a number of inches equal to the distance stated.

-
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MEASURING DISTANCES

Thedistance between the Ultramarines Legion Tactical Squad and the hull of the Death Guard Legion Rhino Armoured Transport is 5.
Normally, this would be referred to as being within 5" of the Ultramarines Legion Tactical Squad. Note that the distance to a vehicle is always
measured to its hull (see page 73).

AP RERSE MWRALY AsT) NEIRTIRA )
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Thedistance between the Ultramarines Legion Tactical Squad and the Death Guard Legion Veteran Squad is 3" — the distance between the
two closest models in each unit. Thetwo units are considered to be within 3" of each other.

Thedistance between the Death Guard Legion Rhino Armoured Transport and the furthest point on the most distant Ultramarines Space Marine
Legionaryis 8" The Ultramarines Legion Tactical Squad is therefore wholly within 8" of the Death Guard Legion Rhino Armoured Transport.
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DICE

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
of the dice rolls in The Horus Heresy: Age of
Darkness use six-sided dice, also known as

D6, but there are some exceptions as follows:

Rolling a D3
In some circumstances, you may be
instructed to roll a D3. To do this, simply

roll a D6 and halve the number, rounding up.

Thus,10or2=1,30r4=2,and5o0r 6 = 3.

Rolling a D66

In some circumstances, you may be
instructed to roll a D66. To do this, roll two
D6, one after the other, counting the first
dice as ‘tens’ and the second dice as ‘units.
For example, if you roll a 3 on the first dice
and a 5 on the second, you would get a
D66 result of 35.

Scatter Dice

The Horus Heresy: Age of Darkness 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

cannon and missile launchers (see page 158).

Dividing Results

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 D6 roll of 3, halved, would be a result
of 2 (ie, 1.5 rounded up). Similarly, 10% of
a unit of 21 models, rounded up, would

be three models.

Modifying Dice Rolls
Sometimes, you may have to modify the

number rolled on the dice (or ‘the roll’).
This is noted as D6 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
between 2 and 12.

Another method is to multiply the score of
a dice by a certain amount, such as D6x5 to
provide a result between 5 and 30.

Re-roll

In some situations, the rules allow you to re-
roll a dice. Thisis 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 2D6 or 3D6 roll, you must
re-roll all of the dice, not just some of them,
unless the rules specify otherwise. Any
modifiers that applied to the first roll also
apply to the re-roll.

o
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Cocked Dice
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Occasionally, a dice will end up in a crevice of 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, you
can make all of your rolls in a tray or box lid.

On a similar note, it is generally accepted that if a dice ends up on the floor, the result
does not count, and most gamers agree that a fallen dice can be re-rolled.

If two or more special rules combine to the
effect that both all failed and all successful
dice results would have to be re-rolled, do
not re-roll any dice; simply use the original
result(s) instead.

Roll-off

If the rules require players to roll off, each
player rolls a dice and the player who rolls
the highest result wins the roll-off. In the
result of a tie, roll again until one player wins
— any modifiers that applied to the first roll
also apply to further rolls.

Randomising

Sometimes you'll be called upon to
randomly select something — a model, 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.

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 the group
to determine the final selection.

Hervat
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BLAST 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
several different models or units. To better
represent these circumstances, The Horus
Heresy: Age of Darkness uses a series of
different Blast markers and templates:

+ A ‘Small’ Blast marker (3" in diameter).

+ A ‘Large’ Blast marker (5" in diameter).

+ A ‘template’ (a teardrop-shaped template
roughly 8" long).

A number of weapons are even more
powerful, able to obliterate entire squads
in a single shot. These apocalyptic
weapons use even bigger markers and
templates, which include:

« A ‘Massive’ Blast marker (7" in diameter).

+ An ‘Apocalyptic’ Blast marker
(10" in diameter).

+ An ‘Apocalyptic Barrage’ marker (a clover-
shaped set of 5 overlapping markers, each
5" in diameter).

+ A ‘Hellstorm’ (a teardrop-shaped template
roughly 16" long).

All of these templates and Blast markers can
be purchased separately to this book on the
Forge World website.

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 a blast radius. When an attack
uses a template or Blast marker, 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 or Blast marker 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 lie partially or completely
underneath. A unit takes a hit for each
model that is fully, or even partially,
underneath the template or Blast marker.
Remember that a model’s base is counted
as being part of the model itself, so all a
template or Blast marker has to do to cause a
hit is to cover any part of the target’s base.

SCATTER Some rules may specify a distance to be
Sometimes a rule will call for an object (a determined other than 2D6, in which case, “
template, counter, model or even a whole just replace the 2D6 in this procedure with x
unit) to be placed on the battlefield and the method listed in the rule. !
then scattered. When this occurs, follow
this procedure: $
+ Place the object on the battlefield as ] ‘
instructed by the rule. ~T

+ 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 the rule.

+ Ifan 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.

Apocalyptic Blast/Apocalyptic Mega-blast Markers

/72 72
@)

5" Inner/Large Blast

7"-10" Outer

7" Massive Blast 10" Apocalyptic Blast

The 10" Apocalyptic Blast marker has two rings marked on it (at 5" and 7"). Therings are
used when resolving attacks with a Large Blast, Massive Blast or Apocalyptic Mega-blast
marker, which uses the inner, middle and outer zones (as shown).
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CHARACTERISTICTESTS

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 what
characteristics 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 the model faces the consequences 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

If a rule states that a characteristic test
‘automatically passes’ then no dice roll is
needed; the test is passed. Similarly, if a rule
states that a characteristic test ‘automatically
fails, then no dice roll is needed; that test
fails. If the model has a characteristic of ‘-’ or
0, it automatically fails the test.

When rolling dice to take 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.

LEADERSHIP TESTS

At certain times, a 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 model’s
Leadership value.

+ 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, the test has been failed
and the model faces the consequences as
detailed in the rule that prompted the test.

+ If a unit has to take a Leadership test
and it includes models with different
Leadership values, always use the highest
Leadership from among them.

Automatic Pass and Fail

If a rule states that a Leadership test
‘automatically passes’ then no dice roll is
needed; the test is passed. Similarly, if a rule
states that a Leadership test ‘automatically
fails, then no dice roll is needed;

that test fails.

T o=

BASIC VS ADVANCED
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Basic rules apply to all the models in the game, unless stated otherwise. Theyinclude the
rules for movement, shooting and close combat as well as the rules for morale, which are
found on pages 23-61. These are all the rules needed for infantry models.

Advanced rules apply to specific types of models, whether because they wield special
kinds of weaponry (such as Graviton weapons), have advanced skillsets (such as
proficiency when fighting in duels), because they are different to their fellows (such as
a unit leader or character), or because they are not standard Infantry models (such as
Jetbikes, Artillery or Tanks). The advanced rules that apply to a unit are indicated in its
Army List entry in the relevant Forge World publication.

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 circumstances. If, however, that model has a special rule that makes it immune to
Morale checks, then it does not take such checks — the advanced rules take precedence.

On rare occasions, a conflict will arise between a rule in this rulebook, and one printed
in another Forge World publication, such as in army lists or campaign rules. Where this
occurs, those rules found in other Forge World publications take precedence.

‘When rolling dice to take a Leadership
test, a dice roll of 12 (a double 6) is always
a failure, and a dice roll of 2 (a double 1)
is always a success, regardless of any other
modifiers that apply.

REMOVED AS A CASUALTY
AND COMPLETELY DESTROYED

Models that are removed as casualties are
removed from the table and placed to one
side. When all of the models in a unit are
removed as casualties, the unit is said to
have been ‘completely destroyed:

Models that are ‘removed from play’ by
special rules or attacks are also considered
to have been removed as casualties, as far as
the game rules are concerned.

For game purposes, units that are Falling
Back at the end of the game (see page 59) or
are not on the table at the end of the game,
either because they have Fallen Back off a
table edge or because they are in Ongoing
Reserves (see page 147) are also counted as
completely destroyed.
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THE SPIRIT OF THE GAME

The Horus Heresy: Age of Darkness 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 game. What’s more, The Horus Heresy: Age of Darkness calls on a
lot from you, the player. Your responsibility isn't just to follow the rules, it’s 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 this allows; it is in this spirit that the rules have been written.

—f

OWNING PLAYER, OPPOSING PLAYER
AND CONTROLLING PLAYER

Sometimes, a rule will ask the owning,
opposing or controlling player to make an
action or decision of some kind. The owning
player is always the player who ‘owns’ the
model in question — the one who has the
model in their army. The opposing player
is always their opponent. The controlling
player is always the player in current
command of that model — there are some
special rules which can force models to
switch sides during the course of the game.

You and Yours

Some models have abilities which are
written as if speaking to the controller of the
model. When a model’s rule refers to ‘you’
or ‘yours, it refers to the player currently
controlling the model.

Friendly and Enemy Models

All models on the same side are friendly
models. Models controlled by the opposing
side are enemy models. If an opponent takes
control of one of your models or units during

play, it becomes an enemy model or unit

for as long as it is under your opponent’s
command. If you take control of one of your
opponent’s models or units, it is friendly for
as long as it is under your command.

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

a melee attack, a shooting attack 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).

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

Sometimes, all that will be visible of a model
is a weapon, banner, or other ornament
they are carrying. In these cases, the

MODELS EYE VIEW

The Horus Heresy: Age of Darkness uses what is referred to as ‘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 models have a

view to their targets.

By determining line of sight by looking from your model’s

perspective, there will be occasions 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.

model is not visible. Similarly, mechanical
appendages such as cables, probes and
ammo feeds are ignored, even though they
may be 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.

In many cases, what a model can ‘see’
will be obvious — if there’s a hill, building
or mechanical construct 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 models and checking 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 models shift their stances to open up
firing lanes in order to maximise their own
unit’s firepower.
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THE TURN

A Horus Heresy: Age of Darkness battle is a chaotic affair. To bring a modicum of order to the anarchy of battle, players alternate moving and

fighting with their units. So, one player will move and fight with their forces, and then their opponent will move and fight. This process is then
repeated, with the first player moving and fighting again, and so on, until the game is done.

During their turn, a player can usually move and fight with each of their units. For convenience and flow of game play, we divide a player’s turn

into four main phases: Movement, Psychic, Shooting and Assault.

This means that you move any units you want to first, then when you've completed moving all your units, your Psykers can invoke the power of

the Warp. Then you can shoot with your models, and finally, once your shooting is all completed, you can charge into assault and resolve any
melee combat that has broken out. 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 their opponent can start their turn.

GAME TURNS AND PLAYER TURNS

In a complete game turn, each player gets a player turn, divided
into Movement, Psychic, 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’

The Start and End of a Phase

During your game, you may encounter rules that say an action or
event happens at the start of a particular phase, such as ‘at the start
of your Movement phase’ or ‘at the start of your Shooting phase’
These are always resolved before anything else during that phase.
Likewise, any rule that says an action or event happens at the end of
a particular phase is always resolved after all other actions have been
performed during that phase, before the next phase (if any) starts.

The Start and End of a Turn

During your game, you may encounter rules that say an action or an
event happens ‘at the start of your turn. These are always resolved
before your Movement phase. Likewise, any rule which says an action
or event happens ‘at the end of your turn’ is always resolved after
your Assault phase has finished, but before your opponent’s next turn
(if any) starts.

‘Before the Game Begins’ and ‘At the End of the Game’
During your game, you may encounter rules that say an action or
event happens ‘before the game begins. Examples of such events
include generating Warlord Traits and psychic powers. These are
always resolved before either player deploys their army.

During your game, you may encounter rules that say an action or
event happens ‘at the end of the game! Examples of such events
include scoring Victory points for certain missions. The mission you
are playing will specify when your game ends; this will normally be
after a certain number of game turns. Any rule that says an action or
event happens ‘at the end of the game’ is always resolved after the last
game turn has ended.

SEQUENCING
While playing The Horus Heresy: Age of Darkness, you'll occasionally

find that two or more rules are to be resolved at the same time —
normally ‘at the start of the Movement phase’ or similar. When this
happens, and the wording is not explicit as to which rule is resolved
first, then the player whose turn it is chooses the order. If these things
occur before or after the game, or at the start or end of a game turn,
the players roll off and the winner decides in what turn the rules

are resolved in.

- =
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TURN SUMMARY

1. TheStart of your Turn. Resolve any rule described as happening at the start of your turn.

2. Movement Phase. Here, you move any of your units that are capable of doing so. See the movement rules on page 23 for more

details of how to do this.

Psychic Phase. In the Psychic phase, models known as Psykers can use any of the mysterious powers they have the ability to

manifest. See the psychic rules on page 26 for more details of how to do this.

Shooting Phase. You now shoot with any of your units that are capable of doing so. See the shooting rules on page 34 for more

details on how to resolve this.

Assault Phase. During the Assault phase, units may move into combat against enemy units in the Charge sub-phase and trade blows

with them in the Fight sub-phase. All units in close combat fight; this is an exception to the normal Turn sequence in that both sides

fight, not just the side whose turn it is. More information on fighting in close combat can be found in the assault rules on page 46.

The End of your Turn. Resolve any rule described as happening at the end of your turn.

o
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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.
The following rules explain how Infantry units move, as they are the most common units

in the game. Vehicles, Jump units, Bikes and certain other units move in different ways to
represent their greater mobility, and these will be discussed in full detail later in the book
(see pages 63-93).

In your turn, you can move each of your units up to their maximum Movement distance
(see diagram below). Once any one 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 — there are
several advantages to remaining stationary, as will be explained later. Once you've completed
a unit’s move, you cannot go back and change it, so think carefully before deciding to move
any of your units.

MOVEMENT DISTANCE

A common mistake is for the distance to be measured and the model placed on the far

side of the tape measure. Thisis incorrect, as it adds the entire length of the model’s

base to the distance moved. The diagram above shows the correct and incorrect ways of
measuring move distance. For an Infantry model on a relatively small base, this error isn’t
grave, but for larger models such as tanks or Knights, it can be game changing!

MOVEMENT DISTANCE

Models move up to 6" in the Movement phase. Thisrepresents the unit moving at a
pace reasonable enough to survey the surrounding terrain for enemies and potential traps,
communicate with their commanders and evaluate any further advance.

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 or not at all. As you move the models in a unit, they can
be turned to face in any direction, but if a model does move, no part of its base can finish the

move more than 6" away from where it started the Movement phase.

Models cannot voluntarily move off the board.

e
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Which Models are Moving

Whether or not a model moves can change
how effective it will be in the Psychic phase
or 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 all
models in the unit must still maintain unit
coherency (see page 24).

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 page 24).

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, and can never
move or pivot (as follows) through another
model (friend or foe) at any time. To move
past, they must go around.

Pivoting on the Spot

If you choose not to move a model in a unit,
you can instead choose to turn it on the
spot to face in any direction, provided that
the pivot does not bring the model within
1" of an enemy model. A model that only
pivots on the spot in the Movement phase
counts as being stationary for all purposes,
including subsequent shooting attacks.

Moving and Close Combat

Units already locked in close combat
with the enemy cannot move during the
Movement phase (see page 49).
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UNIT COHERENCY

When you are moving a unit, its individual models can each move
up to their maximum movement. However, models in a unit must
remain in close proximity with each other, otherwise individual
models become scattered and the unit loses cohesion as a fighting
force. Once a unit has finished moving, the models that comprise
it must be no more than 2" horizontally and 6" vertically away
from another model in the unit. Thisis what is referred to as

‘unit coherency’

During the course of a game, a unit can get broken up and lose unit
coherency, usually because it has sustained casualties from 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 as close to unit coherency as possible. 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 41).
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UNIT COHERENCY IN TERRAIN

As the Space Marine Legionaries 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.

UNIT COHERENCY
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MOVING THROUGH TERRAIN }
WOBBLY MODEL As part of their move, models can move é'
SYNDROME through, up or over any terrain they %
Sometimes, a particular piece encounter, unless the terrain is noted as H
of terrain may make it hard to being impassable (see page 100). %
place a model exactly where .E
you want. In cases like this, it Models can also use their move to ‘climb up’ ;
is perfectly acceptable to leave terrain, as long as the model is able to finish i
the model in a safer position, as the move on a location on which it can be ?!
long as both players have agreed stood. When measuring a move where a 1
and know its ‘actual’ location. model climbs terrain, add the distance the E ;
model moves horizontally to the distance it E
If your opponent is considering has moved vertically; the result is considered §
shooting at the model, you to be the distance the model has moved. l
will have to hold it back in the f i
proper place so they can check In addition to the rules presented in this <
line of sight. section, certain types of terrain can affect }I
M

how far your models can move. The rules
for how these different types of terrain affect
movement are on page 100.
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MOVING VERTICALLY F Ay
The Space Marine Legionary has a Move of 6". He moves 3" horizontally to get beneath =4

the first floor level of the ruined building, and then moves 3" vertically, ending the move
one floor up as shown.
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RS YCHICZPHASE

This section of The Horus Heresy: Age of Darkness rulebook describes the rules surrounding Psykers and the use of the proscribed powers
such individuals wield. This section also describes how to generate Warp Charge and manifest psychic powers in the Psychic phase, and gives

descriptions of the different types of powers Psykers can manifest.

PSYKERS AND PSYCHIC POWERS

Each Psyker knows one or more psychic powers, as detailed in

their Army List entry. These powers vary from army to army, and
sometimes from one individual Psyker to another. Sometimes, a
Psyker will have the option to know additional psychic powers. If
this is the case, this will also be clearly shown in the relevant Army
List entry. Sometimes, psychic powers might also be manifested by a
vehicle, or even entire squads.

For the purposes of all rules, the term ‘Psyker” and ‘Psyker unit’
refers to any unit with the Psyker (see page 170), Psychic Pilot
(see page 170) or Brotherhood of Psykers/Sorcerers (see page
161) special rules.

T

DESIGNER'S NOTE

Therules presented in this section assume that players are

already familiar with rules and concepts described in other
phases of The Horus Heresy: Age of Darkness — particularly the
Shooting phase. If this is the first time you are reading this book,
you might want to revisit the Psychic Phase section once you are
familiar with the rest of the core game rules.

Mastery Levels

The number of psychic powers a Psyker can use each turn
depends on their Mastery Level. Even a Psyker with a Mastery Level
of 1 is a fearsome enemy. Psykers with a Mastery Level of 4 or higher
are incredibly rare.

Establishing Mastery Levels

Psykers are assumed to be Mastery Level 1 unless it states
otherwise in their Army List entry. The Mastery Level is usually
shown in parentheses after the Psyker special rule. For example,
Psyker (Mastery Level 2).

Number of Psychic Powers

A Psyker’s entry will usually state how many psychic powers the
Psyker has. Where this is not the case, the Psyker knows a number
of psychic powers equal to their Mastery Level. Each of these
powers will need to be generated, as described opposite.

If a Psyker generates all of their psychic powers from the same
psychic discipline, that Psyker will automatically know that
discipline’s primaris power in addition to any other powers they
know, as described in Psychic Focus (see below).

If a Psyker has one or more weapons with the Force special rule, that
Psyker automatically knows the Force psychic power (see opposite) in
addition to any other powers they know.

PSYCHIC FOCUS

If a Psyker generates all of their powers from the same psychic
discipline (even if they can only generate one power), that Psyker
is said to have Psychic Focus, and gains that discipline’s primaris
power in addition to their other powers. If, during the course

of the game, that Psyker gains a psychic power from a different
psychic discipline, they immediately lose Psychic Focus (and the
associated primaris power).

If a Psyker has any psychic powers that are not part of a
discipline, such as Force, those powers are not considered when
determining whether the Psyker has Psychic Focus.
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FORCE WARP CHARGE 1

Thepsyker channels their powers through their weapon, transforming

it from a mere physical weapon into one that can rend reality.

Force is a blessing psychic power that targets the Psyker and
their unit. All of the targets’ weapons that have the Force special
rule gain the Instant Death special rule until the start of your
next Psychic phase.

Generating Psychic Powers

Psykers generate their psychic powers before the game begins.
This is done openly, so both players are aware of the power(s)
generated by each Psyker. If your army includes more than one
Psyker, you may choose the order in which you generate their powers.

In some Army List entries, a Psyker will have one or more specific
psychic powers listed — where this is the case, it will be clearly
stated. These Psykers always start the game with those psychic
powers. Otherwise, a Psyker generates random psychic powers
from amongst the psychic disciplines known to them.

To randomly generate a psychic power, choose one of the psychic
disciplines known to the Psyker. Then, roll a D6 and consult the
chosen psychic discipline, choosing the corresponding psychic power
to the result rolled.

If the Psyker needs to generate more than one psychic power, repeat
this process until the required number of psychic powers have been
generated. Note that second and subsequent psychic powers do not
have to be generated from the same psychic discipline as the Psyker’s
first power (but if a power is generated from a different psychic
discipline, the Psyker will not benefit from Psychic Focus). A Psyker
cannot know the same psychic power twice. If a Psyker generates
a power they already have, roll again on the same Psychic Discipline
table until a power is generated that they do not already know. It
should be noted that different Psykers in the same army can have the
same psychic power(s).

Primaris Powers

Immediately after generating a psychic power, a Psyker can
always choose to substitute the power generated for the
discipline’s primaris power. Note that a Psyker cannot have the
same power twice — if they choose to substitute their first power for
the primaris power, and then choose to generate another psychic
power from the same discipline, they cannot substitute any further
powers from that discipline. In addition, this means if a Psyker
has chosen all of their powers from the same psychic discipline
to gain Psychic Focus, they will already know that discipline’s
primaris power and so cannot substitute any of their randomly
generated powers.

Regardless of the psychic power(s) your Psykers generate, it’s worth
making a note on your army roster of which powers you are using for
the duration of the game.
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1 RESOLVING THE PSYCHIC PHASE Select Psyker and Psychic Power

To use their powers, Psykers need to generate, expend and harness Warp Charge points. To manifest a psychic power, select one of

your Psyker units, regardless of whether
{3 GENERATE WARP CHARGE the selected unit is Falling Back or has

: At the beginning of each Psychic phase, the player whose turn it is rolls a D6. Then, each Gone to Ground. Then, select a psychic
i ‘| player takes a number of dice equal to the result of the D6 roll; those dice are their Warp power known to the selected unit that it
| Charge pool. Each player then adds up the Mastery Levels of all the Psyker units they has not already attempted to manifest in
! currently have on the tabletop (including those embarked on Transports) and adds that this Psychic phase.
many dice to their Warp Charge pool.

§ Declare Target
1 The number of dice each player has in their Warp Charge pool equates to the total amount of If the psychic power requires a target,
[ Warp Charge points they have generated for this phase. If a rule tells you to add or subtract you must nominate it at this point. Unless

i Warp Charge points, you add or subtract the appropriate number of dice from your pool. otherwise stated, the Psyker must have line
of sight to the target.
i

If, after resolving a psychic action — such as manifesting a psychic power — the player
whose turn it is has 0 Warp Charge points remaining, the Psychic phase ends. The Psychic Psykers and Transports

To manifest a psychic power, you will need to declare a target (if the power in question
requires a target) and make a Psychic test (see opposite). If the Psychic test is successful, your

I phase also ends if you either cannot, or choose not to, resolve any more psychic actions. When Psykers embarked on Transports still

15 the Psychic phase ends, all remaining Warp Charge points belonging to both players (if any) generate their normal number of Warp

I" are lost and the Shooting phase begins. Charge points. Psykers embarked on a

| : Transport can only target enemy units with
MANIFESTING PSYCHIC POWERS Witchfire psychic powers, and only then if
!‘ The most common psychic action is the manifestation of psychic powers. Only the player the vehicle has a firing point that has line of
| whose turn it is can attempt to manifest psychic powers. If, after attempting to manifest sight to the target unit. Psykers embarked on
1;‘ a psychic power, you still have Warp Charge points left, you can attempt to manifest another a Transport cannot attempt to manifest any
e psychic power with the same unit, or select another of your Psyker units and attempt to other kind of psychic power.

:l manifest a power the new unit knows. Assuming you have enough Warp Charge points,

I : you can alternate back and forth between the same Psyker units in this way, but no unit can Psychic powers cannot target units that are
1_ attempt to manifest the same psychic power more than once per Psychic phase. embarked on a Transport.

I

f

opponent then has an opportunity to make a Deny the Witch test (see opposite). If this test is
i failed, or if your opponent chooses not to make a Deny the Witch test, the psychic power is
i manifested and its effects are immediately resolved.

!'_ Manifesting psychic powers can be summarised in five steps, as follows. Each step is explained
in greater detail later in this section.

MANIFESTING PSYCHIC POWERS SEQUENCE

1. Select Psyker and Psychic Power. Unless you have 0 Warp Charge points
: remaining, select one of your Psyker units, then nominate a psychic power known
I to that unit that you wish to manifest.

2. Declare Target. If the power requires a target, choose it at this point.

: 3. Take Psychic Test. The Psyker must now expend Warp Charge points and attempt

1' | to harness them by taking a Psychic test. If the test is failed, the psychic power fails

! and nothing further happens. If two or more 6s are rolled, the Psyker suffers Perils
of the Warp, which is resolved immediately.

o~ ——— e e —

4. Deny the Witch. If the Psychic test was passed, one of the enemy targets gets a

| chance to expend Warp Charge points to nullify the power by taking a Deny the

' Witch test. If the psychic power does not target an enemy unit, your opponent can
still attempt to Deny the Witch, but will not be able to use any bonuses. In either

i case, if the Deny the Witch test is passed, the psychic power does not manifest and
nothing further happens.

5. Resolve Psychic Power. Assuming the Psychic test was passed and the power was
not negated by a successful Deny the Witch test, it is now resolved.
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Take Psychic Test

A Psyker must pass a Psychic test to see if
they can harness the power of the Warp. To
make a Psychic test, you will first need

to expend a number of Warp Charge
points; declare how many points you are
spending and remove them from your
pool. Thenroll a number of D6 equal

to the number of Warp Charge points
you have expended.

For each individual result of 4+, the
Psyker has successfully harnessed one
Warp Charge point. If the total number of
harnessed Warp Charge points is greater
than or equal to the Warp Charge cost
stated in the psychic power’s description,
the Psychic test is successful. Otherwise,
the Psychic test has failed and the power
does not manifest. If the Psychic test

was successful, keep a note of how many
Warp Charge points were harnessed as
your opponent may attempt to nullify

them by performing a Deny the Witch

test (see page 30).

If, when making a Psychic test, two

or more dice rolls (before applying
modifiers) were rolls of a 6, the unit
attempting to manifest the psychic
power suffers Perils of the Warp as
follows, whether or not the manifestation
attempt failed.

Deny the Witch

If your opponent makes a successful Psychic
test, you can attempt to nullify the power
being manifested by making a Deny the
Witch test (see page 30). For a Deny the
Witch test to be successful, you need to
nullify all of the Warp Charge points that
were successfully harnessed by the Psyker
when they passed their Psychic test.

PERILS OF THE WARP
If a unit suffers Perils of the Warp, roll a D6 and consult the Perils of the Warp table

below. If the unit has the Brotherhood of Psykers/Sorcerers special rule (see page
161), the effects of the Perils of the Warp apply to a randomly determined model in

the unit with the Brotherhood of Psykers/Sorcerers special rule.

Note that suffering Perils of the Warp does not necessarily mean that a psychic
power fails to manifest. Assuming that the Psychic test was successful and any Deny
the Witch test failed, the psychic power still manifests, regardless of whether or not

the Psyker in question suffers a wound or is slain by Perils of the Warp.

D6 Result

1

Dragged into the Warp: The Psyker must take a Leadership test. If the test is
passed, the Psyker suffers 1 wound/glancing hit with no saves of any kind allowed. If
the test is failed, the Psyker is removed as a casualty and their unit suffers

D6 Strength 6 AP 1 hits. For wound allocation purposes, assume the attack is
coming from the Psyker who suffered Perils of the Warp.

Mental Purge: The Psyker suffers 1 wound/glancing hit with no saves of any kind
allowed. In addition, randomly select one psychic power known to the Psyker. That
power is immediately lost, and cannot be used by the Psyker for the rest of the battle.

Power Drain: The Psyker suffers 1 wound/glancing hit with no saves of any kind
allowed. In addition, if it is currently the Psychic phase, roll a D3; both players lose a
number of Warp Charge points equal to the result.

Psychic Backlash: The Psyker suffers 1 wound/glancing hit with no saves of
any kind allowed.

Empyric Feedback: The Psyker must take a Leadership test. If the test is failed, the
Psyker suffers 1 wound/glancing hit with no saves of any kind allowed. If the test is
passed, the Psyker suffers no ill effects.

Warp Surge: The Psyker must take a Leadership test. If the test is failed, the Psyker
suffers 1 wound/glancing hit with no saves of any kind allowed. If the test is passed,
the Psyker gains a 3+ invulnerable save as well as the Fleshbane (see page 164),
Armourbane (see page 157) and Smash (see page 172) special rules, until the start
of the next friendly Psychic phase.
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; To make a Deny the Witch test, first select one of your units that
was a target of the enemy’s psychic power. You will then need

. to expend a number of Warp Charge points; declare how many
points you will spend and remove them from your pool. Then
roll a number of D6 equal to the number of Warp Charge points
expended. Apply any of the following modifiers that apply to each
individual dice roll:

The target unit contains one or more models with: Modifier
] ﬂ The Psyker, Psychic Pilot or
E Brotherhood of Psykers/Sorcerers special rule +1
1 A Mastery Level higher than
hL the Psyker manifesting the power +1
2 The Adamantium Will special rule +1
tE For each individual result of 6+, one Warp Charge point has
z been successfully nullified. If the total number of nullified
§ Warp Charge points is equal to or greater than the number of
& harnessed Warp Charge points, the Deny the Witch test has been
E‘ . passed and the psychic power does not manifest.

Note that a successful Deny the Witch test simply nullifies the power
being manifested — it does not mean that the Psychic test changes from
a success into a failure (for some powers, such as Vortex of Doom, a
failed Psychic test can have dire consequences for the Psyker!).

If none of your units were the target of the enemy’s psychic power
(for instance, if the enemy manifested a blessing, a conjuration

or some other power that only affects units friendly to the Psyker),
you can still attempt to Deny the Witch. To do so, follow the

same process, but apply no modifiers to your dice rolls — you will

require rolls of 6 to nullify Warp Charge points.

PSYCHIC HOODS

Each time a unit (or model) is targeted by an enemy psychic
power and is within 12" of a friendly model with a psychic hood,
the wearer of the hood can attempt to Deny the Witch in their
stead, as if they were in the target unit. If the Deny the Witch
attempt is failed, the psychic power is resolved as normal, but
affects only the initial target, not the wearer of the hood.

If a model with a psychic hood is embarked in a vehicle or
building, they can only use the hood to nullify powers targeting
the vehicle or building they are embarked within.

A
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Resolve Psychic Power
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TYPES OF PSYCHIC POWERS
POWERS WITHOUT A TYPE

If a psychic power does not have a type, the rules for using it will
be clearly expressed within its entry.

Blessing

Blessings grant extra abilities to the Psyker’s allies, such as
characteristic boosts or additional special rules. Blessings target one
or more friendly units and, unless otherwise stated, last until the
start of the Psyker’s next Psychic phase. Blessings can affect units
that are locked in close combat and can affect the Psyker themselves.
The benefit of any one particular blessing can only be gained once per
unit per turn, but benefits from different blessings are cumulative.
Unless otherwise stated, blessings cannot modify characteristics
above 10 or below 1 (or below 2, in the case of Leadership).

Conjuration

Conjuration powers can summon units across great distances. Each
conjuration power specifies the type and number of models to be
conjured. Unless stated otherwise, the new unit cannot take any
additional options or upgrades. If you do not have enough models
to place the entire unit on the board, place as many as you can — the
excess is destroyed.

When the power is resolved, the new unit then arrives via Deep
Strike (see page 162), within the power’s maximum range; the
new unit is under your control and is treated as having arrived
from Reserves for all rules purposes. If the new unit suffers a Deep
Strike mishap and ends up in Ongoing Reserves, it can Deep Strike
anywhere on the board when it enters play.

If the new unit is a Psyker, generate its psychic power(s) as soon

as the conjuration is manifested; the new unit cannot attempt to
manifest conjuration powers on the same turn it was itself conjured.
If the new unit has any random powers/abilities that would
normally need to be generated before the start of the game, generate
them at the same time. Unless otherwise noted, conjured units

are scoring units.

Malediction

Maledictions weaken the Psyker’s enemies by reducing their
characteristics or inflicting special rules that penalise their abilities.
Maledictions target one or more enemy units and, unless
otherwise stated, last until the start of the Psyker’s next Psychic
phase. 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 (or below 2, in the case

Ml ol £ovlris

Assuming the Psychic test was passed and the enemy did not of Leadership).

negate it with a successful Deny the Witch test, the power has
been successfully manifested. Resolve its effects according to

s ole.

i the instructions in its entry. Unless otherwise stated, the effects of
|  multiple different psychic powers are cumulative. o
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Witchfire

Witchfire powers are shooting attacks, and many have profiles similar
to ranged weapons. As with shooting a weapon, a Psyker must be
able to see the target unit (or target point) and cannot be locked

in combat if they wish to manifest a Witchfire power. Similarly, a
Witchfire power must roll To Hit, unless it has the Blast special rule,
in which case it scatters as described on page 158, or it is a Template
weapon, which hit automatically. Psykers can make Snap Shots (see
page 36) in the Psychic phase with Witchfire powers in the same way
as with other shooting weapons. However, some Witchfire powers
do not have a weapon profile (such as the Telepathy power, Psychic
Shriek); where this is the case, no To Hit roll is required — the attack
hits automatically. Saves can be taken against wounds from Witchfire
in the same way as for any other shooting attack, and hits are
allocated to the closest target models to the Psyker.

Unlike firing a shooting weapon, a Psyker can manifest several
different Witchfire powers during the same phase (assuming they
have enough Warp Charge) and each can target a different unit if
you so choose. Manifesting Witchfire powers does not prevent the
Psyker (or their unit) from firing weapons in the following Shooting
phase, nor does it prevent the Psyker’s unit from Running, Turbo-
boosting or moving Flat Out. A Psyker who manifests a Witchfire
power can target a different unit with their other ranged weapons
in the Shooting phase. Witchfire powers cannot be used to make
Overwatch attacks.

There are several different sub-types of Witchfire, each applying
slightly different targeting restrictions. If the Witchfire does not list
a sub-type, 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 sub-type.

Beam
To use a Witchfire power with the Beam sub-type, target a point
within the power’s range and trace a line (about 1 mm thick) between
the chosen point and the centre of the Psyker’s base — this line cannot
be drawn over any unit that is locked in combat. All units under the
line (friend and foe) are hit, with the exception of Zooming Flyers,
Swooping Flying Monstrous Creatures and the Psyker themselves.
Each unit hit by the attack takes a number of hits equal to the
number of models from that unit that are under the line. Only
one unit that has a model under the line can attempt to Deny the
Witch (see page 29).

Focussed 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. When the Psychic

test is taken for a Focussed Witchfire, play close attention to the
number of Warp Charge points harnessed. If the total number of
Warp Charge points harnessed exceeds the Warp Charge cost
required to manifest the psychic power, the power is resolved
against the model you chose. If the cost to manifest the power is
met, but not exceeded, resolve the power against the closest model in
the target unit.

Nova

A Nova power automatically targets and hits all enemy units
(including Flyers and Flying Monstrous Creatures) 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 ranged weapon. Only one unit that is within the power’s
maximum range can attempt to Deny the Witch (see page 29).
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PSYCHIC DISCIPLINES

Although the powers of Psykers are many and varied, they usually
fall into one of several disciplines. The six most common psychic
disciplines are: Biomancy, Daemonology, Divination, Pyromancy,
Telekinesis and Telepathy. Each discipline has a particular character,
which is reflected by the powers within it. The Telepathy discipline,
for example, is grounded in mind control, and its powers act through
compelling and influencing the thoughts and actions of others.

In addition, some Legions and other factions have access to their
own, unique psychic disciplines. Where this is the case, the relevant
Army List will contain the necessary psychic power(s).

Some Psykers specialise in one discipline, while others manifest a
much broader range of psychic disciplines and abilities — in such
cases, the Psyker will be able to generate powers from several psychic
disciplines. Therelevant Army List entry will detail from which
psychic disciplines a Psyker can generate their powers.

THE DISCIPLINE OF DAEMONOLOGY

Unless it is specifically stated in their Army List entry, no Psyker
may generate powers from the Daemonology discipline (see page
189), its dangerous and forbidden secrets were purposefully hidden
from His servants by the Emperor Himself, and few are aware

of their true potential during the time of the Horus Heresy. The
Daemonology discipline has not one, but two different sets of powers:
Sanctic and Malefic. Each time a Psyker generates a power from the
Daemonology discipline, they can choose to generate it from either
the Sanctic or Malefic sets of powers. For the purposes of Psychic
Focus (see page 26), the Sanctic and Malefic sets of powers are
different psychic disciplines.

Sanctic and Malefic Powers

Psykers with the Daemon special rule can manifest Malefic powers
as they would any other psychic power, but they cannot generate
Sanctic powers at all.

All other Psykers that attempt to manifest a power either from
the Sanctic or Malefic discipline suffer Perils of the Warp (see
page 29) on a Psychic test that includes any result of a double,

whether the Psychic test was successful or not.
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THOUSAND SONS CASTELLAX-ACHEA BATTLE-AUTOMATA
DESIGNATION: ‘MAAB-DYATISIR’
BATTLE OF TIZCA, REF; ‘SLAUGHTER AT THE GARDEN OF NAUKRATIS' :
The development in secret of the Castellax-Achea class Battle-automata during the closing years of the Great Crusade was to have implications

little understood until the attack on Prospero and in the years beyond, as during the darkness of the Horus Heresy it was again to appear in the
ranks of the enemy. Unleashed during the Battle of Prospero as shock counter-assault units by the encircled Thousand Sons, their durability
and strength was enough to inflict severe losses where they were deployed and withstand, at least for a time, the onslaught of even the Legio 3
Custodes. The example of the war machine depicted here was one of a maniple of its kind which went berserk in the aftermath of the main
battle without direct control, eventually being destroyed by reserve forces from the Knight House of Malinax.
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THE SHOOTING PHASE

In a Horus Heresy: Age of Darkness battle, a player’s army fires in the
Shooting phase of their turn. During the Shooting phase, units armed
with ranged weapons can fire at the enemy. You can choose any order
for your units to shoot in, but you must complete all the firing by one
unit before you move on to the next.

The shooting process can be summarised in seven steps, described as
follows. Each step is explained in greater detail later in this section.
Once this sequence has been completed with one of your units,
select another and repeat the sequence. Once steps 1-7 have been
completed for each unit in your army you wish to make a shooting
attack, move on to the Assault phase.

Nominate a Unit to Shoot. Choose one of your units
that is able to shoot but has yet to do so this turn.

Choose a Target. The unit can shoot at an enemy unit
that it can see.

Select a Weapon. Select a weapon the firing unit is
equipped with. All models equipped with a weapon with the
same name can now shoot that weapon at the target. Every
model that wishes to shoot must be within range of at least
one visible model in the target unit. Models that cannot see
the target, or who are not in range, cannot shoot.

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.

Roll To Wound. For each shot that hit, roll again to see
if it wounds the target. The result needed is determined
by comparing the Strength of the firing weapon with the
majority Toughness of the target unit.

Allocate Wounds and Remove Casualties. Any wounds
caused by the firing unit must now be allocated, one at a

time, to the closest model in the target unit. A model with a
wound allocated to it can take a saving throw (if it has one)
to avoid being wounded. If a model is reduced to 0 Wounds,
it is 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.

Select another Weapon. After resolving all shots from
the currently selected weapon, if the firing unit is equipped
with differently named weapons that have yet to fire, select
another weapon and repeat steps 3 to 6.
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NOMINATE UNIT TO SHOOT

During the Shooting phase, a unit containing models armed with
ranged weapons can be nominated to make shooting attacks.

Who can Shoot?
Certain situations prevent a model from firing. The
most common are:

+ Theirunit is locked in close combat (see page 49).
+ Their unit is Running (see page 41).

This is not a comprehensive list. Other game rules or special rules
can sometimes affect a unit’s ability to shoot — this is explained
thoroughly when it occurs.

CHOOSE A TARGET

Once you have chosen the unit that you want to shoot with,
choose a single enemy unit 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,
declaring it to your opponent. You cannot target a unit that is locked
in combat (see page 49).

Line of Sight

To target an enemy unit, at least one model must have line of sight
(see page 35) to at least one model in the target unit. If no model has
line of sight, then a different target must be chosen.

SELECT A WEAPON

Whist some units are comprised entirely of models with the same
weaponry, many units are equipped with a variety of different
weapons or contain models that are themselves equipped with more
than one gun. When firing with a unit, completely resolve all attacks
from the same weapons at the same time before moving onto any
differently named weapons (see Select Another Weapon on page 39).

First, sel