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INTRODUCTION

"Thr.:,.' are coming! I feel them Sl.'.n!l:hiug inside my mind.
scratching, screaming, roaring, so many - 50, 50 many vaices,
Thc:,-'rt coming for us - flesh and blood, bl::ld}' and soul!”

OVERVIEW
OF THE TYRANIDS

The Tyranids are without doubt the most alien race
encountered by humanity. They have been likened to
a galactic locust swarm, remorselessly hungry and
too numerous to stop. They are a nomadic, space-
dwelling race which has migrated from beyond our
galaxy in search of new resources to assimilate.
These they have discovered in abundance in the
Imperium of Man and the assorted alien races now in
their path. Tyranids only descend onto planets to
totally strip them of bio-mass before maoving on,
leaving nothing but a ball of scoured rock in their
wake.

The Tyranid hive fleets consist of millions of living
craft, each home to biliens of creatures, untold
thousands of monstrosities evolved from the bubbling
geno-organs of tHe ship’s reproductive chambers. All
of thesé creafires are bom to serve the single entity

that is the ship, and the ship itself exists ofly.as part * -

" of the entity

t is thefleet. All Tyranid c;eatu‘res.ag&
held in a gofm

on psychic: bond that enables them
& one organism. In‘d urd.ua‘r T}ﬂ,‘.&!’llﬂ&
mmds like hum ns and’ oth

creatures — a Tyranid simply fulfils the functions
assigned to it by the greater hive mind. The smaller
mindless creatures are unthinking and instinctive, but
larger more complex creatures can make decisions
appropriate to the situation.

The Tyranid race itself comprises many different
creatures which function together, perfectly
coordinated by the gestalt consciousness of the hive
mind. They do not use technology as it is understood
by humans. Instead of making weapons and starships
out of metal and plastic they use gene-splicing and
bio-engineering to grow them from living organic
material. The highest ferms of Tyranids, their
Dominatrixes and Morn Queens, are living bio-
factories which give birth fo an unending stream of
warriors, hive ships and symbiote weapons. At war
the Tyranids form a ferocious, unstoppable horde, an
avalanche of tooth and claw driven onward by the
racial imperative of the hive mind. Unrelenting and
unstoppable, the Tyranid race represents an
unimaginable threat to both Mankmd and fhe whole
galaxy.

Why collect a Tyranid arrﬁv"?

The Tyranids are among the most powerful armies i

Warhammer 40,000, with a unigué, J‘tghlmg style-
 dictated by their use of bio-technology to- engineer
flghtlngp creatures. The beasts of war available to the
. hive mind range from the simple Huppbr Swarms. and -

SPﬁJre Mines up Eﬂfﬂ"le Dreadnought -sized Carmfex: o

Ay '{.,—fﬁ.?



and Hive Tyrant. Even Tyranid tanks and Titans are
bio-engineered organisms; everything in the army is a
living creature that walks, crawls or flaps into battle
under its own power. This wide variety of creatures
makes the army extremely flexible, enabling you to
create swarms ranging from those which rely purely
on tooth and claw to rip the enemy apart in close
combat, to those which use symbiote weapons to
destroy them from a distance with corrosive acid or
envenomed missiles.

This flexibility is truly at the heart of what makes
Tyranids an interesting choice of army in game terms,
but the appeal (if | dare use that word) of Tyranids is
their visceral horror. No enemy fights Tyranids without
the ever-present fear that they will overwhelm and
slaughter his or her carefully chosen force of heroic
soldiery. Tyranids, on the other hand, don't have
heroes (except by chance), or hopes or fears; they
are cogs in a merciless alien Killing machine which
exists only to serve the god-like racial consciousness
of the hive mind. As such you can cheerfully expend
your creatures with no more angst than any other
general would have expending ammunition, or to put
it in the words of the famed Colonel Cockroach,
‘There’s plenty more where they came from!”. This
cinematic ‘alien terror’ effect makes Tyranid swarms
ideal opponents for new players (they can easily see
who are the bad guys and what they're fighting for —
usually their own survival).

conflict, win or lose.

. The other great plus of collecting a Tyranid army is the
modelling and' converting of them. The range of
~ Tyranid models are superbly adapted so that you can
. easily interchange different parts like claws and heads

It works well with
experienced players too, making for a dramatic

‘Genetic modification.

INTRODUCTION

to create unique creatures or mutations based on
existing ones. When it comes to painting Tyranids you
can make them as bright or as dark as you like, with
or without specific hive markings depending on your
ability. Some painters draw their inspiration from
insects, dinosaurs and the natural world, whilst olhers
aim to use deliberately ‘alien’ colours to make their
Tyranids especially jarring when placed alongside
more naturalistic miniatures. Whatever approach you
decide to take, the entire army can be given a
powerfully themed look which unifies the army an the
battlefield.

What’s in this book?

Codex: Tyranids is divided into the fellowing
segments, each of which details a different element of
using a Tyranid army in Warhammer 40,000:

The Army List. This section contains full rules for the
known creatures which can appear in a Tyranid
swarm. It also includes details on Tyranid big-
weapons, hive mind psychic powers and the spemat
rules which apply to Tyranid armies.

The Painting and Collecting Guide. Tyranids can be

incredibly diverse both in form and colouration. This

section of the book offers ideas arld suggestions & &

about how to assemble and paint your unstoppable
horde, as well as practical ‘advice on tactics and

“wgetfing starting. o
b

Far  experienced hive™
rnasters the next step in Tyramd evolution is to create’
your.own swarm! This section’ of the book describes
how {0 mutate and genettcal!y*mnmf}f ¢reatures so
thatiy@iican create your own yr Emt
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‘moment. | help Kronin's' platdon rig up some searchlights

L oY

P 1'3 : r i, F ¥ £ L Wi . - B o L. Wi, g '
The Colonel was figh; as.1 suspected he woukd be. He's always so damned right. Nightiall Corfies sharply and the Tyranids afe just waiting S out for the
| ! ‘scavenged from the Chimeras and get them set up on the wall. The constant hum of the portable
generators fills the air, but listening won't do s any good, 'cos those Tyranids can move as silent a‘?mey like when they wanl to. That's one of the scariest
things about them — the silence. No battlecries, no war chants, just waves of them sweeping on towards you. When they're fighting, they hiss a lot, but |
doubt if they've got any real language o speak of. They're just animals, bugs, but they're well organised for all that. They're like the wasps | saw on Antreides,
who seemed to know what each other were up to. When one of them found you, the, rest would soon come buzzing in, just like the Lictors finding the prey
for the rest of the swamm.

So 'mup on the wall checking everything is okay, when the searchlights blaze on. The stupid grunts start angling them far away from the wall, like they want
to get the earliest waming possible, which | can understand. Froblem is, the light doesn't hit the ground before it's too weak o show anything. | grab the
nearesl one and point it further down, about seventy yards out. | catch a glimmer of mevement and shout for the others to train on that point. What | see
makes my spine tingle with fear. A sensation, | might add, that I'm not all that familiar with, though far too familiar for my ewn liking, There's a big brood of
Termagants out there, crawling through the grass on their bellies, sneaking really close. Behind them are crouched the Warriors, big beasts twice as lall as
a man, their four upper limbs evolved into & variety of deadly ranged and close combat weapons. They're just creeping forward, bony joints and chitinous
plates shown up in the white glare of the searchlights. Tha light glitters off their eyes, countless shining orbs reflected back at me. Those eyes seem dead,
thera's no.emotion, nathing. Not even a touch of hunger, which is what you'd expect considering that this race devours wheole planats. No, the only eyes I've
aver sean calder than those white-fire stares are the Colonel's, and we all know he's not really human,

“Mark your largets! Open firel” | bellow. | see them opening up, first with the missile launchers and autocannons and then with valleys of lasgun fire as the
‘Nids realise the game's up and they rise oul of the grass and charge towards us, a wave of mulii-imbed monstrosities intent on our destruction. | take one
last look as they come streaming over the plain, blossoms of fire exploding in their mist, showing up their snarling faces in brief glimpses of helifire, before
jumping down the steps three al a lime to get back to my platoon.’

i

Excerpted from ‘Deliverance’ by Gav Thorpe
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This section of the book is given over to the Tyranid
army list, a listing of the differant creatures which the
Tyranids can use in games of Warhammer 40,000,
The army list allows you to fight baftles using the
scenarios included in the Warhammer 40,000
rulebook, but it also provides you with the basic
information you'll require to field a Tyranid army in
your own home-brewed battles, as part of a
campaign, or whatever else may take your fancy.

The list is split into five sections. All of the individual
creatures, broods and swarms in the army are placed
in ane of the five sections depending upon their role
on the battlefield. In addition, every model included in
the army list is given a points value, which varies
depending upon how effective that model is on the
battlefield.

Before you can choose an army for a game you will
need to agree with your opponent upon a scenario
and the total number of points each of you will spend
on your army. Having done this you can proceed to

~ pick an army as described below.

Using A Xorce Organisation Chart
The army lists are used in conjunction with the Force
Organisation chart from a scenario. Each Force
Organisation chart is split into five categories that
correspond to the sections in the army list, and each
category has one or more boxes. Each box indicates
that you may make cne choice from that section of the
army list, while a dark toned box means that you must
make a choeice from that section.

STANDARD MISSIONS

COMPULSORY OQPTIONAL
1 H 1 HQ
2 Trocps 4 Troops
3 ENlaz
3 Fast Altack
I Heaw
Suppaort

e

The Standard Missions Force Organisation chart is a
good example of how to choose an army. To begin with
you will need at least one HQ unit and two Troop units
(dark shaded boxes indicale units which must be taken
for the mission). This leaves the following for you fo
choose from to make up your army’s total points value:
up to 1 extra HQ wnit, 0-3 extra Elite unils, 0-4 exira
Treop units, 0-3 extra Fast Attack units and 0-3 exira

TYRANID ARMY LIST

s he column was moving along a road through

grassland dotted with groves of trees. We didn't sce
them watil we were right on top of them and then all the
warning we had was a sudden rustling in the long grass
before they broke over us like a wave of razor-cdged
death. | only escaped hecause | was on my hike at the
head of the column and got out of there in time The
rest of the company wis wiped cut within minutes by a
force no more than half their number”

'l'-.-&[imuu:f of Corporal Jarrae, late of the Blst Thessames Regiment,
now servisg with the Pesal Legios

Using The Army Lists

To make a choice, look in the relevant section in the
army list and decide what unit you wish to have in
your army, how many models there will be in the unit

and which upgrades you want (if any). Remember that

you cannot field models that are equipped with
bio-weapons and biomorphs that are not shown on
the model. Once this is done, subtract the points
value of the unit from your total points and then go
back and make another choice. Continue doing this
until you have spent all your paints. Then you can get
on with the serious business of unleashing your
deadly Tyranid swarm!

Army List Entries

Each army list entry consists of the following:

Unit Name: The type of unit (referred to as a brood
in a Tyranid swarm), which may also show a limitation
on the maximum number of choices you can make of
that unit type (0-1, for example).

Profile: These are the characteristics of that unit type,
including its points cost.

Number/Brood: This shows the number of models in
the unit, or the number of models you may take for
one choice from the Force Organisation chart. Often
this is a variable amount, in which case it shows the
minimum and maximum unit size.

Bio-Weapons: These are

hio-weapaons.

the unit's standard

Options: This lists the different bio-weapon and
biomorph options for the brood, and any additional
points costs for taking these options.

Special Rules: This is where you'll find any special
rules that apply‘ to lhe brood.

b
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- The Hive Mind

& Bynapse Creatures

~ All Tyranids are united by the potent
psychic imperatives of their shared
hive mind. Some of the larger, more
intelligent Tyranid creatures have
vastly expanded synapse networks
within their cortex that act as a psychic
conduit for the directives of the hive
mind, overruling the natural instincts of
nearby Tyranid creaturas.

Any Tyranid broods with a model within
12" of a creature with the Synapse
Creature hive mind power (including
the Synapse creature itself) never
have to fall back and are assumed to
automatically pass any Morale checks
they are required to take, even against
attacks which normally force their
target to fall back with no test taken.
Any Pinning lests and tests to regroup
it has to make are also passed

e - automatically. Note that regrouping

- only takes place at the start of the tum,
30 a Tyranid unit that falls back can be
destroyed by pursuers or crossfire.

Instinctive Behaviour
Beyond the immediate reach of the
hive mind, lesser Tyranid creatures will
often revert to their basic, often
animalistic instincts. To represent this,
at the start of the Tyranid tum any
broods outside Synapse contral range
must take a Morale chack for being AN
O Your Own (this being the equivalent
Tyranid situation). If failed, roll for the
brood's reaction on the table below.

D HIVE SPE(‘IAL RULES

Likewise, Tyranid creatures which fall a
normal Morale check or Pinning test
while beyond the range of a madel
with the Synapse Crealure hive mind
powar will revert to their basic instincts.
Rall on the table below to see how a
Tyranid unit responds fo failed Pinning
tests or Morale checks when out of
range of any Synapse crealures.

Fast and Deadly

Tyranid swarms move quickly across
even the maost inhospitable and broken
ground under the meantal lash of the
hive mind. In battle, Tyranids attack on
the run and often creatures are
trampled, forced over cliffs or drowned
by the animalistic stampede as the
swarm races forward,

To represent this, Tyranids always roll
one D6 more than normal when
checking to see how far they can move
through difficull ground (ie, three DG
instead of bwo D6 in jungles, and so
on). However, if a Tyranid brood of
eight or more models rolls two ar more
65 on the dice, it suffers one wound in
the stampade (saving throws apply as
nonmal).

Synapse creatures still get to roll the
extra dice but will not suffer wounds
when moving through difficult ground
due to their direct control of the
creaturas around tham.

“SBhoot the Big Ones!”

Enemies of the Tyranids have learned

many valuable lessens at a terrible
cost in lives lost and

Tyranid Instinctive Behaviour table

bloodshed. One of the
most important

= Tyranid player's closest fable edge,

per the nomal fall back rules,

charging in the next Assault phass,

Fall back: The broad will star to fall back towards the nearest
model with the Synapse Creature hive mind power. If none
are on the fabletop, the brood will fall back towards the

Pinned: The broad is pinned as per the nomal rules.

Lurk: The brood will lart falling back towards the nearest
terrain that will give them a cover save and is not closer to the
enemy. If no suitable terrain iz available (ie, it's all closer to
| tha enamy) the brocd will head back to is own table adge as

| Attack!: The brood snards and hisses in a tarrilying fashion
| befare charging off towards their attackers! Move the unit
206" towards the nearest encmy unit. I it makes contact with
- | enemy medels, count this move as a swesping advance. If
the Tyranid wnit is already in an assaull, they count as

D5 Maorale Check Pinning Test stratagems has been
1-2 Fall back Pinned teaching troops to
34 Lurk Lurk evaluate the threat
] Attack! Attack!

represented by different
creatures and pick the
right targets within the
swarm even in the heat
of battle.

Due to this, an opposing
player's line of fire is
only blocked by terrain,
vehicles and maodels in
Close combat. Other
than this he can fraely
choose to direct fire from
his units at any Tyranid
brood that is within
range during the
Shooting phase.

Tyranid

Monstrous Creatures
Tyranid monstrous creatures combine
some of the abilities of both
independent characters and monstrous
crealuras. As such the following rules
apply:

= Tyranid monstrous creatures can join
broods of other Tyranid creatures, but
they may always be picked out as a
separate target for enemy shooting
unless the unit consists of Tyrant
Guards. A Tyranid unit including a
Tyranid monstrous creature is limited
to moving and assaulting at the speed
of the slowest model in the unit.

= Tyranid monstrous creatures are
fearless. They never have to fall back
and are assumed to automatically pass
any Morale checks they are required to
take, even against attacks which
normally force their target to fall back
with ng test taken. Tyranid monstrous
creatures cannot be pinned,

* Tyranid monstrous creatures can
always choose to allocate their close
combal attacks against specific enemy
models that are in base to base
contact with them, or choose to shoot
at a different larget to the unit they
have joined.

= Tyranid monstrous creatures may
re-roll the dice for moving through
difficult terrain unlass they have joined
a unit. Combined with the Fast and
Deadly rule above, this means they will
generally be rolling 306 with a re-roll
when moving through difficult ground.

* Tyranid monstrous creatures ignore
enemy armour saves in close combat
and roll 3+206 for armour penetration
against vehicles in close combat,

= Tyranid menstrous creatures count as
a unit of troops for victory conditions,
so they can capture table quarters,
hold abjectives or count as surviving
troops in a Meat Grinder battle,

Spore Mines

Spore Mines are very basic, gano-
madified organisms which the Tyranids
use as 'living bombs’, most commanly
launched from living artillery pieces
called Biovores. The mines are
engorged sacs full of chemicals,
viruses, toxing and poisons that drift
slowly in the air currents, with nests of
sensitive feelers dangling below

; ; g ..é : 3




questing for the heat and vibration of
possible targets. Although it's possible
to avoid the attenfion of a Spore Mine
by moving carefully and quietly,
waapons discharges and other violant
noises will stimulate a detonation with
often fatal results.

Due to their unigue nature and mode
of attack, Spore Mines use a number
of special rules:

Movement: Spore Mines drift D6" in a
randem direction in each Tyranid
Movement phase, as determined by
rolling the Scatter dice. On a roll of a
‘HIT" symbol on the Scatter dice, the
Tyranid player may chocse the
direction of movement of the

Spore Mine, Unlike most models, a
Spore Mine can move within 1" of
eneny models and vehicles during its
movement and if it makes contact with
an enemy model it detonates. Spore
Mines, however, cannot make assault

1 g B s
Detonation: If a Spore Mine s
contact with an enemy; or-an enemy
unit or vehicle shoots while within 2® of
it, the mine explodes. Resolve the
detonation ence the unit'vehicle's firing
is complete. Place the appropriate
template or markers over the spot
where the mine explodes and resolve
the results according to its type as
described in the army list. If a mine is
reduced to 0 Wounds or otherwise
killed, it will explode as detfailed above.
An enermy unit may divide its fire
between all Spore Mine models within
6" of its members and treat them as a
single target for shooting purposes.
Spore Mines can also be detonated by
synaptic contrel (see pg 9 for details).

Morale: Being essentially mindless a
Spore Mine never hag ta fall back and
is assumed to automatically pass any
Morale checks it is required to take,
even against attacks which normally
torce their target to fall back with no

pinned. For the purposes of mission
objectives, Spore Mines cannot
capture lable quarters, hold objectives
or count as surviving troops in a

Meat Grinder battle.

Preliminary Barrage: Clusters of
Spore Mines are often scattered over
an area in tens of thousands as a kind
of Tyranid preliminary bombardment,
drifting down from the air currents
when altracted by weapons fire. To
reprasent this, the Preliminary Barrage
scenario special rule (see page 135 of
the Warhammer 40,000 rulebook) is
medified for Tyranids as follows.

Only roll to hit units, not obstacles. Any
units *hit’ on a roll of & have attracted
D3 Spore Mines. The Tyranid player
places these within 1° of the unit and
then rolls the Scatter dice lor each and
moves it 206" in the direction shown.
Roll a D6 for each mine to randomiy
determing its type: 1-2 Explosive.

Moves. test taken. Spore Mines cannot be 3-4 Poizon, 5-6 Bio-acid.
TYRANID SUMMARY
WS BS S T W | A Ld sy BIOMORPH EMHAMCEMENTS
:_”"ra Tyrant */*** R R B UGS 3 Implant Attack: Doubla wounds on enamy madels who Tail saving throws
rant Guard 10
1:‘ L R IO '3_* Flesh Hooks: Counts as frag grenaces in closs combat. Count “vedcally
;';l;f BECSH GRS 6 2 i 0l impassanle tarrain’ (clills, walls, 0ic) s difficwt e,
% L 4
Genezzesler E 0 i 4 f g g :g g+ Bio-plasma; Allows axira chose combal attack a8 dovble modal's Initiative. Hits
% ST s ﬁ‘ on a Dd roll of 4+, Creatwe's Strength +1.
Brmagant ** +
Ripper Swarm e T e i Y e R T HIVE MIND POWERS
Hormagaunt ** Pl e e [ 1 Synapse Creatura: Any Tg.-ram:l uril within 12" ignoras Morale n:hec!c.s. F‘iﬂnir!g
tosis, and regroups automatically. Model abla to datonate all Spore Mines within
Ravener L s T i L S o ) [ 1 24 in Shooting phase.
r 25 k| 1
g:”_ﬁf:’:i_ i’ i 10 2 4 : ‘1? :g g+ The Herrar: Enemy unils mist pass Movale cheeX to assault creature,
Zoanthrope R Psychic Scream: Enerry units within 12° sufer -1 o Leadership based 1os1s.
Biovore Gk A e s FR B EE P 0 - Catalyst: Affects a single Tyranid unil within 18°, Solecled unil can strike back
Spore Mina e e Rt in close combat even if Kiled belone attacking in Initiative order.
" Spnapse Creature  ** Fleef of ClawWing " Monstrous Creaturs Warp Blast: Use during Shooting phase. fng: 24°; Sie: 5 AP: 3 Assaut 1 Blast
of wilh péychic lest (Rng: 187 St 10; AP 2; Assaull 1),
RANGED BIO-WEAPONS Warp Field: Pravides 2+ Armouwr save.
Range _ Strength AP Type
Fleshborer 12°  As cregiure +1 = Asgault X WHMf”D SPECIAL RULES
inafist . A Instinctive Behaviour: Tyranld broods oulside Synagse control at tha start of
afil 12_ -3 U.Eﬂtlll'e =2 Assalt X the: urn must taka a Morale check. Ay creatuas which fail this or any other
Devourer 12 Ascreature -1 & Agsault 2 Woraln o Finning test must rol o the Tollewing tabl
D i 3 A 1
salfispitier Ao realRL IS Ml E AR L] Morala Chack Pinning Tast
Barbed Strangler 24°  As crealure -2 — Assault 1 Ond Blast {2 Fall Back Pinned
Venom Cannocn 36" Ascrealure +2 4 Assault X 34 Lurk Lurk
Spore Ming (Poison) 487 As target 4 Heavy 1 Ond Blast * 545 Aftack! Altack!
Spore Ming (Frag) 48" 4 5 Heavy 1 Ord Blest * Luvk: Faks back to neares! farrain that provides eover save. If enomy nearer fhan
Spore Mine (Bio Acid) 48° 3 3 Heawy 1 Templale * all such territin, broed falls Dack io own fable sdgs.
" Thase weagons have addiional special ries, See the Tpranid Bio-weapons Altackl: Brood ned in an assalt moves 206" lowards nearest snemy unil, Mava
sechion and tha amy spacial rules for datails, COUNTS 85 Swooping aovance | Brod makes comtac! wilh unil. If breod is in an
CLOSE COMBAT SYMBIOTES e S
Sewthing Talons: Counts a5 having two close combat weapons. +1 Aflack poe FAST AND DEADLY: Tyranid creatas abvays rll ong extra DE ‘-'\Ihﬁf'! |."|D'.:-i||g
sal Maximum of two Sel5 par modal ~"“='l=£ilh dlﬂmllﬁ*;t;md- IF iy bmg: of non-synapse wm:!ulﬂes :ur:b-e”;su Trghl
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Rending Claws: Each atlack which ralls 2 6 1o hit will wound automatically and ONE WoUNd (Ao saves aply a5 nomal).
::nnmsarrrmr saves. Foll anolher D6 vs vehiclos whan result of AP ol is & (add “SHOOT THE BIG ONESI™: In his Shocting phase, the apposing player may
& bwir rasulls logather). & ; e =
atways fire ol army Tyranid wnit within range. Line of sight is ondy blocked by
Lash Whip: Enermy modals in base conlact -1 Altack (ot cumidativa), tarrain, vehicles and close combats,
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Ranged Bio-weapons
ranid ranged bio-weapons are a part of
gir bodies, symbiote organisms melded

1o them from inception. To represent this,
thair rate of fire and strength depand on
- the creature carmying them as detailed

below. Ablo-weapon's range and AP
value characterislics are set by the type
of weapon. Acreature with two or more
ranged bio-weapons may only choose to
fire one of them per Shooting phase.

Strength: Ranged bio-weapons have a
Strangth equal to the creatura firing,
modified as shown in the bio-weapons
profiles below. The toxing 2acs
biomorphs {(+1 Strength, see later for
mare on biomorphs) does increase the
Strangth of ranged bio-weapons caried
bwihe creature. Bio-weapons are limited
to'a maximum of Strength 10

Rate of Fire: Many bio-weapons are

“Assault X wespons. These count as

assault weapons, get one shot per Attack
on the creature’s basic profile (ie, before
being madified by any other
bio-weapons). 2X weapons gat twica the
creature's Aftacks in shots, and so on.

For example, a Gaunt (T Altack) with a
Devourer (Assault 2X) fires two shofs. 4
Warrior (2 Attechs) would fire four shots.

Ranged Bio-weapon Symbiotes

Fleshborer: Despite its outward
appearance of a more conventional gun,
the fleshbarer is in lact a brood'nest for
sharp-fanged borer beetles. These are
normally passive until a massive electro-
chemical shock hurls them fonthila
expend their life energy frenziedly boring
through amour, Hesh and bone.
Ring Sir AF
12°  As creature +1 -

Type
Assault X

Spinefist: This'is a symbiote weapon-
creature carried by Tyranids for close-
guarterfighting. The spinefist launches a
salvo of diamond-hard spines coated with
a lethal neurg-toxin in a broad pattern
whean stimulated.

Rng Sir AP
12" As creature 5

Type
Assault X

Devourer: The aptly named devourer is
a conical lump of flash infestad by
writhing worme-like organisms with black,
shiny heads. When the weapon is
triggered, a bic-electrical joit hurs a
shower of flesh-worms at the target which
immediately start burrowing inside the
viclim's body. A creature infested by
flesh-worms is driven mad with agony as
they eat their way through its nenous
system to the brain and then devour it

Ang Str AP Type
12°  As creature -1 3] Assault 2X

BIO-WEAPONS

Deathspitter: Deathspitters are complex
mukti-creature symbiotes which launch a
highly corrosive maggot-like organism
with a powerful muscle spasm. Wherever
the creature strikes, gobbets of volatile
fluid are splatterad across a wide area,
searing exposed flash and melting
through armour with equal vigour.

Rng Str AP Type

18" As creature +1 & Assault 1 Blast

Barbed Strangler: The barbed strangler
is a seed fired from & simple launcher
which is litle more than a muscled tube.
The strangler seed-pod grows to malunty
in seconds, spreading and growing in all
directions with blinding speed, sending out
hooked tendrils to bind and thentear apar
its prey. Studies of the creature have
revealad it 1o be plant-like with similarities
o some terrestrial xenomorphs,

Rng Str AP
24" As creature -2 -

Type
Aszauit 1 Ord Blast

Yenom Cannon: The venom cannan is a
leng, powerful bio-weapon which fires
salvoes of highly corrosive poison crystals
encrusted with a metallic residue. The
symbiota fires using an electro-static
charge 1o accelerate itz  deadly
ammunition to supersonic speeds. A
farget struck by the venom cannon is
gither killed by the impact and blast of
glectrical  energy or by corrosive
fragments from the poison crystals when
they shatter. Even vehicle armour can be
panetrated by the cryslals, leading to
poisoned crew membears and shatterad
equipment, although the lack of explosive
impact reduces lethality.

Ring Stir AP
36" As creature +2 4

Type
Assaultx

Note: A venom cannon can only achigve
glancing hits against vehiclas; count any
peneatrating hits as glancing hits instead,

Close Combat Symbiotes

All close combat symbiotes count as
special close combat attacks and are
therafore only effective if the Tyranid
maodel is in base-to-base combat, ar within
2" and has the Leaping special rule (lash
whips are an exception to this, see
opposite for details). However, a Tyranid
creature can use all of its close combat
symbiotes in an assault and is not onby
limited to using one al a time like most
modals.

Scything Talons: Many Tyranid crealures
have |ong stabbing and slashing claws of
razor-edged bone or chitin, The reach and
sweep of such talons enables them to
attack murderously at close quarters,
eviscerating their viclims with a flury of
blows. = _':; %“

=t ldnn't care if they're twelve fect

high with cight arms and a
baboon's bottom. We'll hold this
ridge until we're dead or they are,
Wh}r? Beeauss were here lad, because
were here”

Sgt Artraxus of the Hse Kallisns Rifles

Tyranid creatures with scything talons
count as having two close combat
weapons in an assault and so gain
+1 Aftack. Creatures with two sets of
scything talons gain +2 Attacks in close
combat instead of +1. No more than +2
Attacks can be gained and the number of
shots with Assault X weapons 5 not
increased by scything talons. Note that
this is the only way that Tyranids gain
axtra Attacks in close combat for muktiple
weapons, their number of limbs is
accountad far in their basic profiles.

Rending Claws: Rending claws are short
and powerful, tipped with diamond-hard
spikes or talons. They are quite capable of
crushing plasteel and ripping through the
thickest armour with their vice-like grip.

Tyranid creatures with rending claws will
inflict a wound automatically and ignore
armour saves, just like a power weapon,
with close combat attacks which roll 2 & to
hit. Other attacks that hit on a roll other
than a 6 must roll to wound as normal and
the wvictim recaives their normal armour
saving throw,

If & creature with rending claws rolls a 6
for its Armour Penetration dice roll against
a vehicle, it rolls ancther D& and adds the
result to the total armour penetration
score, Eg, a Tyranid Warrior hits & vehicle
in close combat, The Tyranid player gets
Iucky and rolls a € for armour penetration,
=0 he rollz the dice again and gets a 4,
qiving him an armour penetration score of
15 — the Warrior's Strength 5 + 6 + 4 = 15,
Mote that if the second roll is alzo a 6 the
dice is not rolled again; the +12 already
heing added to the creature’s Strength
should be quite enaugh, thank youl

Lash Whip: Lash whips are living ropas of
muscle and sinew which writha and twist
with & will of their own. In combat they
strangle and bind, entangling creatures so
that thay are easy meat for the Tyranids.

All enemy models which are in base
contact with one or more creatures
equipped with lash whips reduce their
number of Attacks by 1, to a minimum of 1,
Lash whips may not be used by creatures
who are 2° away and using the
Leaping special rule to count their full
number of Aftacks.
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PBiomorph Enhancements
These are grafted or bic-engineered
s combat modifications appended to the

: beast’s throat, chest, tail, etc. They
enhanca the creature in combat without
inhibiting its ability 1o carry and use other
weapon-symbiotes.

Implant Attack: ldentifiable as a barbed
stinger attached fto a tail or tongue,
Implant attacks usually deliver cormosive
pathogens, parasitic infections, organic
acids or lathal toxins. Survivors of such
attacks are rare.

A model which fails its saving throw when
wounded by a creature with an Implant
attack biomorph enhancement sufiers two
wounds instead of one. Implant attacks do
not affect wounds inflicted by bio-plasma.

Flesh Hooks: These are formed out of
carbon-based chitin with a monomolecular
edge attached to lengths of exceptionally
fough muscle fibre siluated between a
creature’s ribs. The hooks are fired by a

e
L5

sharp, intercoslal muscle spasm, shooling
out to allow the crealure to snare s
victims from a distance. The flesh hooks
are dlso sometimes used as grapnels to
allow creatures to scale vertical surfaces
at great speed.

A creature with flesh hooks counts as
being equipped with frag grenades in
close combat. In addition, creatures with
flesh hooks count ‘verdically impassable’
pieces of terrain such as high walls or cliffs
as difficult terrain.

Bio-Plasma: Some Tyranids are able to
internally ensrgise a form of bio-plasma
that they vomit forth as a ball or bolt of
blinding green fire. The plasmic matenal is
hald in their gut and energised by rasping
plates in their cesophagus. This process
makes a high-pitched screaming which
precedes a bio-plasma attack.

Creafuras that use bio-plasma can make a
single extra close combat Attack, worked
out at double the model's [nitiative
(ie, Initiative 8 for a Gargoyle, 4 for a

: %W}xﬁz;&& P‘}T’ERB‘% '

Carnifex, etc). Bio-plasma can also be
used by models that are within 2° of um,:f
enamy as well as by models that are in
base contact.

Bio-plasma hits on a rmoll of 4+ on a
D6 regardless of the target's type on
Weapon Skill. It inflicts a single hit with a
Strength equal to the creature +1
{maximum of Strength 10). Normal armour
zaves are allowed. Remove models as
you would other close combal casualtias,

After bio-plasma attacks have been
resolved, Tyranid creatures make their
other close combat atiacks in sequence
with their normal Initiative value. Note that
since bio-plasma Kills count as close
combat casualties, a creature who stars
the combat in base contact will get its full
number of Attacks (including bensfits from
close combat bio-weapons), even if the
model it is in base contact with is removed
by bio-plasma.

Mote: Mare about biomarphs in genetic
modification on page 38.

HIVE MIND POWERS

Many Tyranid organisms exhibit psychic
powers because they act as a conduit for
fhe awesome energies of the hive mind.
Any Tyranid creatura with these powers is
considered to be a psyker so will, for
example, be vulnerable to the Dark Eldar
Crucible of Malediction. Hive mind powers
do not require a Psychic test to use unless
specifically staled in their description,
Only those powers which require a
Psychic test to use may be cancelled by
enemy psykears.

Synapse Creature: This power funclions
continucusly and does not require a
Psychic test to wse. Any Tyranid brocd
with a model within 12" of a creature with
this power [including the 3Synapse
craatura itself) never have o fall back and
are assumed fo automatically pass any
Morale checks they ara required to take,
even against attacks which nomally force
their target to fall back with no test taken.
Any Finning checks and tests o regroup it
has to make &are also passed
automatically. For example, if the brood is
below half strength or the enemy is within
6" it still regroups. MNote, however, that
regrouping only takes place at the
beginning of the fum, so a Tyranid unit
which falls back can be destroyed by
pursuers or crossfire.

In addition to these abilities, a creaturs
with the Synapse power is able o cause
all Spare Mines within 24° to detonate in
the Shooting phase. MNote that this counts

as the creature's shooling attack for the
tum, so it may not shoot or use other
payehic powers in the Shooting phase.
Other creatures from the same brood may
still fire at a different target if desired.

The Horror: This functions continuously
and does not require a Psychic testio use.
Any enemy unit that wishes to assaulf a
crealure with this power must take a
standard Morale check. If the check is
failed, the unit quails befora the horrifying
peychic presence of the Tyranid hive mind
and may not make an assault that fum.

Psychic Scream: This power functicns
continuouwsly and does not require a
Psychic test 1o use. Any enemy units with
madals within 12° of a crealurs with this
power suffer a -1 modifier to all
Leadership based tests, including Morale
checks and Pinning tests. If several
creatures with the Psychic Scream power
are within range of the unit, the modifiers
are cumulative. Enemy pavkers within
range suffer the modifier to their Ld when
testing to use psyehic powers, and any
failed Psychic test means they suffer an
aftack from the Perils of the Warp just as if
they had rolled a 2 or 12.

Catalyst: This power may be used once
par turn at the beginning of the Tyranid
player's Ascault phase and requires a
Psychic test o use.

Ii the test is successful, the Tyranid player
can nominate a single Tyranid unit that is

within 18° of the creature using the power,
Models in the affected unit will strike back
in close combat even if killed before their
turn to allack in the Initiative order. The
dead models are removed once they have
made thelr attacks. This power only works
for the duration of a single Assault phase.

Warp Blast: This power funclions
continuously and deoes not require a
Psychic test to use. The creature can
attack in the Shooling phase using a
focused blast of warp energy instead of a
ranged hio-weapon. This counts as a
weapon with the following characteristics.
A standard roll to hit is needed for the
creature to get the blast on target.

Rng: 24° Str: 5 AP: 3 Type: Assaull 1 Blast

Allematively the creature can opt to tap
into the energies of the hive mind to
unleash a more focused bolt. There is a
risk of the coruscaling power frying its
brains, so to use the high powered balt the
creature must take a Psychic test, If the
test iz successiul, the blast uses the
following stats.

Rng: 18" Str: 10 AP: 2 Type: Assault 1

Warp field: This power functions
confinuously and doss not require a
Psychic test 1o use. Defensive psychic
barriers give the crealure a 2+ armour
save. Mote that this is not an imulnarabla
save as the Warp Field can be
overwnelmed by particularly potent
WEapons.

°l know you may find the Tyranids physically repelleat to ook at but belicve me, you don’t want to let them out of your sight”
Hajae Stondl Tetbaomagen of the Adcpses Mochanicus
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The Hive Tyrant is a large Hive Tyrant ™*Mutable genus™*

and massively powerful jgasimiolel | WS BS S Ll LS L

R e Hive Tyrant | 90 Boe s TS e 4 AN TR
thing to a leader of a
battleficld swarm yer seen. Like Braod: 1 Hive Tyrant

many Tyranids they seem able Bio-weapons: A HiveTyrant must be equipped with two bio-weapons chosen from the
to mutate rapidly. and several faliowing list at the points cost indicatad.

dillferent physical characteristics .
have been reported. All Hive

L 4

Venam cannon - 40 pts Barbed strangler — 25 pts Deathspitter — 25 pts

Devourer — 20 pis i - 15 pt. thi -
Symte xRS ISR Lash wir M iﬁﬁlﬁﬁs*imwﬂi ts A RLALESE '
their relationship to the hive G Tl g 2
mind is closer than even that of & ImEddition. a Hive Tyrant may be equipped with Up to three biomorph enhancements
Tyranid Warriors. Little is known L Chosen fromthe following listat thepoints costindicated.
for certain about the complex Flesh hooks — 2 pts Implant attack— 8 pts Bio-plasma attack — 10 pts
relationships between these
cieninnes, ot s uliihe Hive Mind Powers* Synapse Creature, The Magror.
Imperial Techno-Magi believe Iy RUGIEIDH E.H!‘!-’B T'fp"l'ﬂnt maybs upgraded to Use Uplatwo furthar psychic powers chosen
that Hive Tyrants arc the e from the Eollmmng list atthe pl:ﬁlnts cost indicated.
copsort-minds of the Hive Psychlc Scream — 15 pm Warp Blast — 20 pis
Queen that form the repository g FUSEE o E PR SET Ty pts ﬁ'"_ = Warp Field — 25 pts
of the hive fleet’s own S T i
collective consciouspess. If 'SPECIAL RULES

Ly X i E £ i ; . ;
this is true, the Hive i Tyranid Monstrous Creattifes ThaHive Tyrant is a Tyranid monstrous creature and follows the

Tyrants cmbody the hive y | specialrulss detailedon page 6
mind completely. but - ' :

_' - MutableThe characteristics arbq '.véaponr;r of Hive Tyrants can be substantially altered by using
“ihe bic-genetic modification protedure on pages 36-40

»_;'gnant’s’ Badyguard. “The Hive Tyrant-may be accompanied by bodyguard of specially bio-

& PConatiieted Tyranid Warriors: TheTyrant's bodvouard does.not count as a separate HG choice
' However a.seeondiireotiof Tyrant Gliards can be chogen asafetond HG choice if desired.

their destruction does
pnot diminish it
in any way,

3 - . Ower time the enemies of
T}rrant Guard Brnnd ***Gcnuf:xcd spec.lcs the Tyranids have Jearned 1o

& Y Ptsimdnl | 4,%‘“‘"" S T W [ target the Synapse creatures

i = : ] ot "*3 o - in their swarms, denying them
" 'Mrantﬁuard ! 45~ i’ %:*_9 g5 N 5 & =2 5 Lous RS+ the critical infloence of the
i hive mind in battle The Tyram
Brood; Tha brood consasts gfbgmeen 2 and 3 Tyrant Guardb . Guard appear to have been
\ : Bin—weapuﬂs Lash Whlpﬁ‘ r‘é,?dmg claws and spinashield (counts as spinefists). bio-cagincered specifically to
‘_ 1 form bodyguards to protect
i Gptn:ms' The Tyrant” Guard Brood may be efuipped s With Up*1o two biomorph Yoo nariiares: and Cekeet
. Enhancements chosen from the following list af the points costindicated/per model, resistance to injury is
Flesh hogks - 1.pt implant attack — 6 pts amazing. Some among the

Magos Biologis even

=) he corushing basdesiol s Tyrinid swirm are o errible sight' to bebold. Scuttling Termugints rub shoulders with deadly Whisptl' that the
Genestealers, huge CaraifExec fumbee® forward braidc tall Tyrzned Warriors in 8- avalasche of rattling armour plares, T_"I'ﬂn.t Guard contain

glittering fings and gigantic claws Discipline is hard to maintain against such a horrilyisg for a5 many men are driven mad DMNA from SP:I'.‘.: ., [

with despair ¢ frozen with terros at their approsch Ch:pttrs tost to the

It s well koown hat destroying the more antelligent creaturcs is the swarm & cssentul to stop » Tyranid advancc Traming T}‘H.‘I:I;lis, :Itlmugh such

in recogaition and [ire :|1-:|-\-I|r~|: 15 of some help in ideotifying the best targets, bun the chaes spd confission of the batileficld hIEPI'M:m}I' is hard to

make it difficult for troops o pick out their targets amidst the swarming muss of creaturcs. Ultimately it has proven best

. . R h coonfenipce,
to darect fire a1 the lisgest Tynanids iz sight azd pray to the Emperor that somne of them are the feaders”

'\

Requisitss Agman Halting The Abomisitios
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0-1 Lictors ***Genofixed species™™™*

| Pisimodel | WS B S f W I A Ld sSv
Lictor | 80 |6 PEg=8 3 5 2.1 10 5+

Brood: You may include between 1 and 3 Lictofsias @ Single Elites choice, but only one
choice may be made per army, thus you canhave & maximum of three in an army. Lictors
are deployed as a single unit but do not aeed #otbel placed together, and they operate
independently during the game. ; '

Bio Weapons: Lictors are armed withieything #alons, rending claws and flesh hooks.

SPECIAL RULES

Secret Deployment: Before either side deploys theirarmies at the start of a battle, the Tyranid
player may deploy any of their Lictors secraffy to representthem ereeping into position. Lictars
may only be secretly deployed.inareas ol cover which ang outside the enemy’s deployment
zone. Write down which Lictors are’ secretlit deploying and exactly wheré they are (note that
it you are using the jungle fighting nuiles from Codex Catachans simplhy treatfi.lctms as units
that can use the Ambush rules). i

The Tyranid player can reveal the location of a Liclor at the start of any Tyran'td Shooling
pl‘a & and place the model on thetabletop. Once the Lictor has been placed on the tabletop
itis allowed W@ move, assault apd fight normally.

The apposing player caruse units to reveal hidden Lictors by searching for them. A unit can
declare it is searching at the start'of the Shooting phase; roll 2 D6 for it andion a8 any Lictors
within 6" of the:sguad are revealed and placed on the tabletop immedijately, Add +2to the roll
if the unit is armed with a weapen which uses a template’ (such as a flamer) as these are ideal
for flushing cut modals in cover. If the unit contains a psykeror a model equipped with an
auspex or scanner, that model may not shoot while-searching bul any Licters within 8% are
revealed automatically. A searching unit may.still fire (at any target, not'just Lictors) or move
using fleet of foct in the Shooting phase.

Stealth: The Lictor'schameleonic scales make it an extremely difficult target, A Lictor always
receives a 5+ cover save, even in the open.ifthe Lictor is agtually in cover, its dover saving'
throw is improved by +2, so for example it would receive a 3+ cover save in woodsar jungles.
Aibictor'dains no benelfits from.its stealth while in close combat, reverting to ifs natural 5+
armour save forits chitinous-armour. Sentries killed by a Lictor in close/combat will only raise
tne afarm on a D6:roll of 6 instead of 4 or more.

Fearless: Lictors are driven by the implacable alien will of the hive mind. A Lictor never
has to fall back and is assumed 1o autormnatically pass any Morale cheeks

it is required to take, even against attacks which normally
force their target to fall back with no test taken. Lictors
cannot be pinned.

Hit and Run: Lictors may choose to leave close combat.
Declare this at the end of any Assault phase, after all Morale
checks have been taken. The Lictor immediately falls back
306" and regroups at the end of its move. Enemy models
may not pursue the Lictor but may consolidate.

Independent: Mote that for the purposes of mission
objectives, Lictors cannot capture table quarters, hold
objectives or count as surviving troops in a Meat Grinder
batlle

Lictors rove ahead of Tyranid
ground swarms secking out pockets
of enemy resistance and native

lifeforms to be absorbed. Often
referred to by Imperial troops as
Spooks or Mantis Stalkers becanse of
their unnerving behavioural patterns
and combat techniques, they are
intelligent and possess highly
developed sensory organs so they can
sec, smell. hear and taste their prey
long before it becomes aware of their
presence. Lictors appear to be a
specialist mutation of Tyranid Warriors
and arc highly adapted to survival in
hostile environments and 2
stalker/predator role. Stalking Lictors
exude a pheromone trail which draws
other Tyranid creatures in their wake A
larger concentration of prey stimulates a
stronger pheromone response and brings
a larger group of trailing Tyranids.



Warrior Brood ***Mutable genus***
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The Tyranid Warriors are : Warrior | 22 I 5 3 5 4 2 5 2 10 5+
amongst the most important- {
Tyranids on the battleficld. Brood: The brood consists of between 3 and 9 Tyranid Warriors.
Mot only are they large and
powerlul fighters but they

also fulfil a pivotal role in
Tyranid swarms. The warriors

act as psychic resonators, Lash whips - 5 pts Scything talons - 2 pts Rending claws - 6 pis

ampkiyisg t-h: mchi:' Mgl Options: Up to one Warrior per brood may be armed with one of the following weapons
of the hive mind and g

TR instead of those shown above.
transmilting ils power to the ;
smaller, less receptive creatures Venom cannon — 20 pts Barbed strangler - 15 pis

Bio-weapons: Each Tyranid Warrior must be equippad with two bio-weapons chosen from
the following list at the points cost indicated. Each Warrior may be equipped differently,
Deathspitter = 10 pts Devourer — & pts Spinefists - 6 pts

around them. When the The Tyranid Warrior brood may be eguipped with up to two biomorph enhancements

Tyranids begin to swarm, the chosen from the following list at the points cost indicated/per model.
Tyranid Wasriors become the

focal points of the hive mind.
Like officers marshalling their :
armies, the Tyranid Warriors SPECIAL RULES
lead the lesser creatures into
battle, directing their troops
to their appointed stations in ; : :
the greater plan. Synapse Creature: Tyranid warriors have the Synapse hive mind power. They are the
most common form of Synapse creature and to represent this broofis of Tyranid
Warriors may be taken as both HQ and Elite choices.

Flesh hooks — 1 pt Implant attack — 4 pts Extended carapace (+1 Sv) - 3 pis

Mutable Genus: The characteristics and weaponry of Tyranid warriors can be substantially
altered by using the bie-genetic modification procedure on pages 36-40.

TROOPS

Cenestealer Brood ***Genofixed species™™™

| Pts/imodel | WS BS 5 T w | A Ld Sv
ﬁenestea!arl 16 | L3 0 4 4 1 [ 2 10 &+

Brood: The brood consists of between 6 and 12 Genestealers.

Bio-weapons: Genestealers have rending claws. Depending on the host species,
Genestealers show occasional mutability and the whole brood may be equipped with up
10 one bio-weapon or biomorph enhancement ehasen from the following fist at the points
cost indicated/per model.,

Scything talons (+ 14).— 6 pts  Flesh, hua,igs#:.’ pts Implant attack — 4 pts

Toxin sacs (+15) = 6 pts < A Extended carapace (+15v) — 3pts
r r{gf ¥
SPECI.{""'L RULES
The Imperium first encountered Genestealers on the - inﬂﬂ}a’i nestealers are intelligent and stBaEIh*_.f Theg.r 1.I.r|II take ad\ramaga of any
moons of Ymgarl long before they were alerted io oppurtuﬁ(y i op closenlo ey p!:% 8 shiiading fcouBhsigniale attack.
the approach of the hive flects Only with time has it 1 Ieﬁfem g &E Bﬁl%!m nﬁ“ﬂm‘m SR R0 ilosaagicre e Infilrals

scenario special rule s being ugz;ﬁ e mission dogs fot @liow, uriits to use
I

been learned that Genestealers are vanguard organisms Jthe Inl_l_i_l.[ale roles g.hm thg nges ITE-ISI set.up normally with the rest of the

for the Hive, created to seck ont and undermine o .al_m?_ 3

potential prey-worlds by infiltration. Genestealers are {08 A8 #

Icg:ndaril}' ferocious close combat opponcnts, ‘ Brood TﬁfﬂPﬂth‘:’ Gﬁnehtﬁﬁ'ﬁ'h hB"JB “:HEIF own brood telepathy which
with lightning fast reflexes and ; allows them to function independentiy without e influence of the hive mind.
PPN M T i T Because at, this, Genestealer broods#butside. the range of.any Synapse
s Wl o tipping _ creatures do fot use e Instinciive Behaviour rules. and mﬁﬂ take Morale
through adamantium. checks and Pinningltests _Eusilikll ordinary troops.




Tl:rmagant Brood ***Mutable genus™™"
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Termagant | 7 | 3 3 3 3 1 4 1 5 6+

Brood: The Brood consists of between 8 and 32 Termagants. Bio-weapons: Fleshborer.

SPECIAL RULES

Fleet of Claw: Termagants can race along extremely guickly by using all six limbs for
locomotion. To represent this, Termagant broods which do not shool'ean move ancther D" in
the Shooting phase, ignoring penalties for difficult terrain.

Mutable Genus: TermaganiSeare a specles of the highly adaptive Gaunt genus. The
characteristics and weaponry of the Gaunt spegies can be substantially altered by using the
bio-genetic modification procedure’en pages 36-40:

Ripper Swarm ***Mutable genus™™*™

| Pts/base | WS, BS . § T W I A Ld Sv

RipperSwarm | 10 - |. 3% ‘o 3 a3 3 1 3 10 6+

Brood: A Ripper swarm consists ofbetween 38 and 10 Ripper bases.

Blo-weapons: Ripper swarms have a hideous selection of wickedly sharp jaws, claws
and mandibles.

SPECIAL RULES

Mindless: Rippers are relantless eating machines. & Ripper swarm never has to fall back

and is assumed to automatically pass any. Morale"checks it is required to take, even against
attacks which normally force their target to fall back with no test taken. Rippers cannot be pinned.
For the purposes of mission objectives, Ripper swarms cannot capture table quarters, hold
objectives or count as surviving troops in a Meat Grinder battle.

Vulnerable to Blasts: Template and Blast marker weapons inflict two wounds. instead of one
on Ripper swarms.

Small Targets: Being extremely hard to hit in cover, a swam’s cover save is improved by +1,

Mutable Genus: The characteristics and weaponry of Ripper swarms can be substantially altered
by using the bio-genstic modification procedure on pages 36-40.

Hormagaunt Brood "*"Mutable genus™™™*

| Ptsimodel | WS BS S T W I A Ld Sv
Hormagaunt | 10 | 4 3 3 3 1 ] 1+1 5 6+

Brood: The Brood consists of between 8 and 32 Hormagaunts.
Bio-weapons: Scything talons.

SPECIAL RULES

Bounding Leap: Hormagaunts move 6° like other troops. However, in the Assault phase they may
assault up to 12° (or double the distance of the dice roll if they move through difficult terrain).
Hermagaunts advance and fall back 3D&". Also, they count their full number of attacks in close combat if
they are within 2° of an enemy model. Remember that when charging models must move into base to

base contact with-the enemy if they can reach them.

Fleet of Claw: Hormagaunis can race along extremely quickly by using all six limbs for locomotion.

Torepresent this, Hormagaunt broods can move another DB" in the Shooting phase, ignoring
penalties for difficult terrain.

Mutable Genus: Hormagaunts are a spegies of the highly adaptive .Gaunt genus. The
Gaunt‘species’ characteristics and weaponry can be altered using the bio-genetic
modification procedure on pages 36-400




FAST ATTACK

E—

Ravener ***Genofixed species™™™
ﬂ;\éﬁsfmodel | WS BS S T W 1 A Ld Sv

Havener 35 ! 5 3 4 4 2 5 3 10 5+

Raveners

ins hafiatnl, e Brond Th:%mud cgnslsts m‘ between 1 and 6 Raveners.
like creatures which

el T w ] Eia~weapan5 A Ra‘.‘.fener must chcpo*;e twe bio-weapons from the following list at the
clements of the Tyranid PDH’“S cost Iﬂﬂlﬁﬁted

Warriors' powerful b _Scythmg talons — 4 pts Hendr'ng claws — 6 pts Deathspitter — 10 pts
symbiote weapons with the i
unholy speed of Gargoyles : 5

and Hormagaunts. Raveners SPECYAL v&ylﬂhs

writhe across the battleficld Fast: Ravenars mova 2" in the Movement phaseland can make an Assault move of up to 9%
with frightening speed. often Wi*era rallingdor distance moved through difficult terrain, add +3 to the highest roll. Ravenars

overronning positions before '-_EL:-O roll 306 for fall back and pursuit distances,
the defender can fire more i

Davourer - 8 pts : Spinefists = 8 pis

than a single volley. While #

they bear a resemblance to the L Gargn}'lr: Brood ***Cenofixed SPCCiCS***

most common forms of

Rippers and the giant _ | Pisimodel | WS BS S T W 1 A Ld Sv
Tyranid organisms known Gargoyle | 10 E 3 3 3 3 1 4 1 10 6+
as Trygons. the origins of 3 .
Raveners are unknown . ' Bmud The Brood consists of between 8 and 32 Gargoyles.

Bun-wespons Fleshborer and bio-plasma attack.

QPEE.IAL RULES

s: @argoylestwings allow them to move 12% in the Movement phase and they advance
r fallfback 306" instead of 2D6". Gargoyles ignore terrain moved over but may not enter
cu]i'or Impassable terrain due to their vulnerable wing membranes. Gargovies farced to
' CUlt ordimpassable terrain for any reason are removed as casualties.

\ Fleet of Wing:'Gargoyles can fly faster if they don't shoot. To represent this, Gargoyles can
- hﬂue ﬁ'nﬁ_iher BE%in the Shooting phase if they do not shoot.

b Strike: In the right circumstances Gargoyles can swoop
peinto, battle; appearing almost anywhere on the
fleld: Toareprasent this, they may set up using the
; ﬁ.ﬁ anly if the mission allows for Deep

g f theanission doesipot allow units to
.St;ike rdles thenthe U?I‘gnyles must sat parts of Tyranid swarms &co in

: jﬂ.& rea%tha ambid ik battle. Their prime purpose seems
: to be secking out the enemy 2nd

Gargoyles are vicious winged
monsters that are often the first

sowing ferror and confusion
amongst them. Thus. firc and
the flap of the Gargoyles”
membranous wings precede the
Tyranid hordes, driving the
enemy out into the open to he
absorbed by the swarm.
Gargoyles physically resemble
Termagants, being derived from
the Gaunt geous. They have
wide, lesthery wings, raking
claws and barbed tails. Though
they have six limbs. the lower
pair have atrophied to litle

more than stumps.



HEAVY SUPPORT

Carnifex ***Mutable genus™**

« | Ptafmodel | WS EBS 8 T W I A 'Ld sv
Carnifex | 90 e o | S ia - Ay

Brood: 1 Camifex.
Bio-weapons: A Carnifex must choose two bic-weapons from the following list at the points cost

indicated.
Venom cannon — 45 pts Barbed strangler — 35 pts
Scything talons — 8 pts Rending claws — 2 pis

In addition, a Carnifex may be equipped with up to two biomorph enhancements chosen from
the following list at the points cost indicated.

Flesh hooks — 2 pis Bio-plasma attack — 15 pts Extended Carapace (+1 Sv) — 10 pts

SPECIAL RULES

Tyranid Monstrous Creature: The Camifex is a Tyranid monstrous creature and follows the special
rules detailed on page 6.

Mutable Genus: The characteristics and weaponry of Camifexes can be substantially altered by using
the bio-genetic modificalion procedure detailed later.

0-1 Zoanthropes ***Genofixed species™™ ™

| Pisimodel | WS BS S T w ] A Ld Sv
Zoanthrope | 34 | 3 3 [ 4 2 4 2 10 24

Brood: You may include between 1 and 3 Zoanthropes as a single Heavy Support choice, but The Carpifex iz a
only one choice may be made per army, thus you can have a maximum of three in an army. living engine of
Zoanthropes are deployed as a single unit but do not need to be placed together and operate destruction evolved for

independently during the game. wse in shock assaults, space
Bio-weapons: Zoanthropes have nothing but their basic claws and teeth (and awesome ship boarding Eﬂ'ﬂﬂ_‘ and
psychic powers) to fight with, massed battles where it can

smash through almost any
Hive mind powers: Zoanthropes always have the following psyechic power — Warp Field obstacle, whether it is a

In addition, a Zoanthrope must choose one further psychic power from the following defensive line, cocmy tanks or 2

list at the points cost indicated. ol me.o i T]?: = g
'|I'|.£5I.‘ Creatures is t-tl'l'l[}'ll]s 1[4}

Catalyst — 5 pts Synapse creature — 10 pts behold, a primeval force which
Psychic scream - 15 pts Warp blast — 25 pis smashes men and vehicles aside like
i children’s toys.
SPECIAL RULES y:
Living Artillery: For the purposes of mission cbjectives, Zoanthropes Zoanthropes are perhaps the strangest
cannot capture table quarters, holdobjectives or count as surviving of Tyranid creatures. They are powerful
troops in a Meat Grinder battle. psykers, apparently engincered from

harvested Eldar DNA to form living
conduits for the focussed power of the
\ hive mind. So extreme is their
development that their atrophicd bodies
and bulbous heads are entirely energised
by psychic force. They can move only
by psychically levitating themselves,
drifting across the battleficld to rain
bolts of incandescent power on the

encmy or relay the synapse commands
of the hive mind to its Jesser beasts.




0-1 Biovores ***Genofixed species™*

E Ptemodel [ WE. B8 PSS W DT PR A i oS
Biovore \ a0 TPy @ O
Spore mine - 0 0 1 4 1 1 o 10 -

Brood: You may include between 1 and 3 Biovores as a single Heavy Support choice, but enly one
choice may be made per army, thus you can 'have a max. of three in an army. Biovores are deployed
as a single unit but do not need to be placed together and cperate independently during the game.

Bio-weapons: Biovores store and fire Spore Mines as their main weapons, defending themselves with
tooth and claw if attacked. The Spore Mines available to each Biovore must be chosen from the
following list at the points costs indicated — multiple choices can be made. A Biovore carries enough
Spore Mines of the types chosen to last thé entire battle.
Poison — 12 pts. Area of effect: Ordnance Blast marker, Strength: Special AP 4
Poison Mines always count as having a Strength equal to the target’s Toughness. Therafore Poison Mings will
_normally wound on a DE roll of-4 or maze. Poison Mines gan only affect vehicles which are open-topped, but
against open-topped vehicles they infligha single glancing hit automatically.

2 i : g e
Frag — 10 pts. Area of effect: Ordnange Blast marker. Strength: 4 AP 5

Bio Acid — 16 pls.-Area of effect: Flamer template. Strength: JAP3

Use tha Scatter dice to determine which direction the template is placed in. Put the namow end of the template
in contact with the Spare Mine model.On a roll of a *hit’ the template is poirted towards the nearest enemy modal.
Acid Spore Mines roll 2D643 to penétrate vehicle armour.

SPECIAL RULES

; Spore Mine: The Biavora works by firing a deadly living bomb, called a Spore Mine, towards the enemy. To
e ; fire the Biovors, place a Spore Mine model anywhere on the table up to 48" from the Biovore. Roll the Scaller
~ dice and move the Sgore Mine 208" in the direction indicated. If a hit is rolled then the Spore Mineis bang

.on target and dogsn't scatter. Note that a line of sight is not needed to the targst spot, and that Spore Mines

*. dp not gause pinning. ; :

. 3 3 L
Once launched, Bpore mines follow the rules given in the Spore Mine rules on pages 6 & 7.
= - L= d . : )

- - Range Strength AP Type
Biovore : 4" : Varies Varigs Haawy 1

S

; :Liv.rim_:j Artillery: For the purposas of mission objectives, Biovores cannot capture table quarters, hold
* objectives or count as surviving troops in a Meat Grinder baltle.

i

In battle, Spore
Mincs are most
often vomited
from the maw of a i f ; 3 ] < :
genctically adapted : y.- | i f 0 ¥ 7 =
warbeast referred to by . i . . :
the Magos Biologis as the
Biovore. The creature purtores

a clutch of Spore Mines inside
its own body and Lunches them

by a powerful muscle spasm. The
Biologis point out that the Biovare j e ; ; 2
has ooly appeared relatively recently in 3 & . - : : -

actions fought against the hive flects. It Jr0 L A ; o
is postulated that this creature represents ' ! '
one of the first Tyranid creations using

hybridised DNA harvested in this galaxy.
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e of the greatest rewards in collecting a Tyranid swarm is watching as it evolves from
mpact force into a ravaging horde ready to devour entire armies. From this force you can

pick the most deadly organisms to complete any mission the hive mind assigns it.

- WHERE TO BEGIN?

of the great pleasures in gaming. A

yranid swarm is unlike any other army in Warharnmer

40,000 and it is worth taking the time to choose the

. swarm which suits you and how you like to fight. This

* section aims to give you some guidance on how to
assemble a battle ready force of Tyranid creaturas.

When you are choosing your army the first thing to keep
in mind is the For rganisation chart. This diclates
awhich types of cr res you may field in any given

game. To begin with you are best ing with the

Standard Mission chart. This is the most tactically flexible
' Force Organisation chart and allows you to easily
~ expand your force. This means you must have painted
Up at least one HQ choice and two Troops choices.

you have this ‘core’ of your army picked, you're
cto play a game, albeit a fairly small one. From here
pifean begin to think about how you will expand your
fce, fielding larger, more varied broods of creatures.
2laying bigger battles with more points on each side is a
Bgood way of trying out new unit ng what works
best for you. The Tyranids have lethal close combat
ffcops and the larger creatu bio-weapons are
 Gapable of destroying even the most heavily armoured
iank. Gombined with the monstr 1apse creatures,

e Tyranid swarm is a potent force indeed. To get the

out of the Tyranids each element must work

creatures 1o keep the link to the hive mind strang.

All other armies have sp
change, but for the Ty
doesn't apply. You can choose uni
stable, such as Genes
mutable genus to cre
genetic modi
army to suit your style of play and develop your own hive
fleet with its own disti

and preferred method o

c troop types that do
that are genetically

e brand new units using the

Before lo
wide enough
to lead your swarm to victory every time.

triction  simply E. :
or you can choose a more

tion rules. This allows you to tailor the 88

ge force built up, and:a=
able to enable you

-
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%8 ere you can see the various types of creature that make up a Tyranid swarm. Every creature,
\ from the largest bio-construct to the smallest Gaunt, has a distinct role in the swarm and has
e,

Tyrants and Warriors act as links to the hive mind and their syn

fram nown as Tyrant Guards form th

ZF i : Zeanthope Lictor %
'i-_m % Every Tyranid creature evolves to fulfil a specific role within the swarm, such as the infiltrating Lictors who are deadly
B Gnents.in an ult, or Zoanthrepesywhich apable of unleashing psychic blasts powerful enough o
: sarmoured vehicles. Raveners are__tgnfy!hgly fast and powerful in an assault, combining the feracity of Tyranid V
and can wreak havoc against an

W ﬁ'lhrle speed of Gargoyles. Each;_ﬁﬁé of these creatures is extremely dangero
ing a hole in his battle line which the remainder of }rnuq.-.? arm : hrough

| 4 q y :



h powerful
creaturas

Genestealers are the shock
troops of a Tyranid S8we
deadly four-armed mopst

imbat, Fnllmmﬁ_

B WE he broods cc-m‘é___ e
Ripper Swarms, consuming =
w.everything in their path™ ?_;_,..# v A

absorption by the Nom Qusens




hen you have yrour ’rwa Troops choices and your HQ, you're ready to begm expandlng your
swarm. A good way to do this is to add a creature or brood from each section of the army list.
'{qu’r preferred style of play and battle experience will also help shape the final look of your swarm.

THE SWARM GROWS

Dnce you have the core units of your fg , you'll no
N doubt want to start playing bigger battles with a larger
warm. The sheer number and varied types of Tyranid
creatures can seem a little daunting at first and this par
of the book will e you through the selection of a

bigger and more terrifying swarm.,

It's & good idea to take another choice from h entry in
the Force Organisation chart as you can b e that it
will prove to be useful on the battlefield. As you play more
games you'll soon learn how best to use each type of
creature or brood. The Tyranids attack in unstoppable
waves, supported by powerful synapse creatures. As the
. sWarm advances, in ng creatures burst from hiding
d the sky dark with hordes of hat-winged
i “Gargoyles. The Tyranids do not have the armoured tanks
; he Imperial Guard or the all-round toughness of the
h ) pace Marines, so to function effectively, every unit in
the Tyranid swarm needs to work together, coordinating

" their attacks to hit in a devastating hammer blow.

-~-_-:rnp|p -|dd|r1q a Lictor or a unit of Genastealers

3 ing a nasty surprise on your opponant.

258 umtg can infiltrate and the enemy will be terrified
near every bit of cover for fear that these

= g it. Another choice w
dering is the Camifex. T

nightmare of raz dged chitin and armaour. IT can e

tear a tank to pie and the poor infantry will find it

extremely difficult to kill in close combat.

Zoanthropes with their de ting psychic powers a
powerful addition to any swarm and will complement
your Hive Tyrant's already considerable powerful psychic
pOWers,

You'll find that you will begin to develop your own style of
play and this will also shape your swarm's growth. You
might prefer to « with the enemy in a a flurry of
scything claws and rippling armour plates, or perhaps
you would rather blast them apart with long ranged bio-
weapons. Either option is fzasible with a Tyranic

and it's completely up to you which you choose.
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he core of your swarm will be made up of plas

ic models. Here we show you how to build the

Tyranids and get the most from your models. Tyranids can also be mutated and this is simple

to represent in plastic. Modelling plastic couldn’t be easier, and over the next few pages we’'ll show
you practical examples of some simple conversions you can make with just a little effort.

BASIC GAUNT CONSTRUCTION

A A

First of all, glue the lwo halves  Glue the head in place before the

Finally giue the model's arms to the -rﬂrﬁ).' =

of the torso fogether. Then arms. You can begin to add  Once again, by varying the position of the arms
glue the complete body lo ils  variely to your model's poses by you can easily change the look and feel of the

slottabase. changing the angle of the head. model - stalking, attacking and so on.

HINTS
AND TIPS

When you're assembling your models
it's betfer to lsave the pisges on the
frargr unlil you're ready to glue them
Together in caso they go missing. Cut
the partz you need from the frame
with a8 pair of clippers and use a
madeling knife or file o gently scrape
away any mowld lines (remember fo
always cul away from yourself when
using & knife and vse a culling marl lo
auvaid nasty marks on fables), Don't
forged that you'll need to clean up the
base in the same way I's a good idea
fo use Blu-tac to check the position of
the arms and the head before you
Qlue themn in place, to make sure they
fit and look the way you wan! them fo.
When you come to glue plastic
models together, it's betler lo use .

TYRANID WARRIORS

"

liquid polyshyrens glue rather than
suparglue since it mells the plashic
and thus creales a skronger bond,

- - S rending claws laok best ralsed up aggressively.

Altering the pose of your Gaunls can really change the feel of esch Even something s altering the position of the head ¢
I Faising the claws of the Gaunt an the left makes the model far make a difference. q the night Termagant's fead
 dynamic, as though i 1 il eombal witl its enamy { 4\ foons as?rh
- . A Ll z X 3 el 1. e
'iﬁ = AT E . y ’:5:’5;’;
T o o /

i 3

Tyranid Warriors are among the mos! importan! creatures in a Tyranid swamm and it's wonth while aking kv
your fime making sure they are posed dynamicall: The weapons your Warrions are carying will usug T y
help diclale the best pose; iry aiming guns fowand the enemy for example. Likewize scything lafons and




iﬁg biomorphs is a great way to personalise your swarm and evolve it to suit your exact
requirements. This page shows you how you can model the different biomorphs with those
ailable on the Tyranid Biomorph frame. As well as naming each part, we've included the part

b J

Gaurl wilh leaping legs and foxin Sacs.

MODELLING TYRANID WARRIORS

SThis Tyranid Warrior has been modelled with bolh plastic and metal parts
ot to give i leaping legs, scything talons and &
lash whip. The modeal’s legs were
convarted by culling and pinning
them info the fght pose and
sculpling Green Stuff into
the gaps. Finally we
added a plaslic
oW . Hormagaunt arm and &
Tyrant Guard’s lash
whip arm io ihe model,
Remembar when you'ra
gluing the melal parts of the
model together that you need
to use supengiue.

T

5,

gl cegssovies from the
plashic Tyranid arrm

1; Devaurer right arm 7-9. Spinefist right arm
2. Davourer left arm 10-12. Spinefist left arm
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B

metal parts.

AN

iomorphed and mutated creatures are simpl‘é to model and on this page we show some
examples of Tyranids with common biomorphs that are not available on the Tyranid Biomorph
frame. To model these biomorphs we've used parts from the Tyranids Monster frame plus a few

-

e A

L A

Termagan! with spinefizts from the Tyranid
Biomorph frame and an implant allack made from

a Gargople's tai.

Termagant
with acid biood, The
drips were made by
healing up a clear
fiying stand pole and  venom cannen from the

Mutant

slralching the plastic Tyraniad Manster frame.

Termagant Mutant  with

Hormagaunt Mutant with exceptional size
shown wsing Tpranid Warror's scything talons.

Genestealer with scything lalons and fash -
hocks from the Tyranid Warriors frame.

Gaunfs with enhanced senses, one made from
cul-down flash hooks, the other wilth Green
Skt

Bio-plasma altack
madg from

Grean Siuff,

Hormagaunt  Mutant  wilh hive' nods;
repregsented by a Tyranid Wamior's head,

You get a single Rippar on each Tyranid frame;
you can buld up a Ripper Swarm from these,
five modeis o 8 baze Iz good. You can also
vse a vanely of diferent models to reprasent 4
bigmerphed creaturss in the Tyranid swamn.
Necromunds Rippenacks make excellant fiying
Ripper swarms and Milliasaurs are perfect for
representing mutant, mulli-fimbed Rippers.

Keith Robertson's winged Hive Tyramt shows
hal no fwo creatures need be the same in a
Tyranid swarm. The Tyrants carapace has
been extended by moulding Green Sluff fo its
back and head. The back was built up 1o
accommodate the dragon wings which ware
thern pinned and glted in place. An exira sef of
Scyihing anms was added fo make s créature
w@hg apponent in close combat.




E ‘Here we'll show you a few other technigues you can use
I\»t'::: paint your Tyranids and quickly get them ready for
battle. These techniques are simple to master and you
- can achieve excellent results very easily.

There are any number of different painting styles you can
use on your Tyranids and each one is an equally valid
method. There's no right or wrong way to paint your
maodels so use whichever method you find works best for
you. You can paint your models using spray cans,

b I Here we usad a technique known ag drybrushing. To diybrush & model,

L dip the brirsh in the colour you're going to highlight with and use a cioth fo
B Wipe away most of the paint on the tristies. Then fightly draw the brush
facross the raized areas and edges of the model, 1. We undercoaled this
Ut with Besbial Brown. 2. Highighted if with Bubenic Brown. 3. Final
lights were drybnished on using Bieached Bone.

" his section of the book guides you through each stage of painting plastic Gaunts and Tyranid
Warriors. Using these simple techniques you can quickly and easily have your army ready for
e. Remember there’s no right or wrong way to paint; choose whichever method suits you best.

PAINTING TECHNIQUES

drybrushing or ink
washes 1o achieve
different, but egually
impressive results,

We'll also show you how
to paint flying models
and how to apply colour
schemes to a variety of
different models.

Wity Bive ink wash

An ink wash is an easy way lo shade
your models, Brush a light ink wash
over tha model, alfowing the ink fo
saltle into the recesses.

Another method your can use lo quickly paint Tranids is by using light
dustings from spray cans. 1. We sprayed this Gaunt with the base coal
of Bestial Brown first, 2. Then used a lighter, quicker spray of Bubonic
Brown ta fighten the raised areas of the mode!

Thiz is how the 'Eavy
Metal Team painted our
armmy. This method is
time consuming byt
lagks sturning. We've
chosen fo undercogt
this Gaunt with Bubomic
Brown spray, which will
then form the base
colour for the entire
model. Alfematively you
can undercoal  the 1

PAINTING A TYRANID THE ’EA‘U’Y METAL WAY

>

model with Skl White
spray and paint an all-
over base colour of
Bubonic Brown.

- J

Onee you've applied the undercoal, use Flesh Wash fo
darken the recesses of the madel and give a shading effect,
Alzo paint the armoured plates of the creafure Chaos Black.

Hightight the madel by painting the edges of its armour with
Scal Aed, Then pain! the raised areas of Mesh with a mix of
Bubonic Brown and Bestial Brown.

Apply PVA glue to the base of
the model and sprnkie its
surface with some sand. Once
Ihe sand has dred on, paint if
Beslial Brown and drybrush
willh Bleached Bome. To ady
Static Grass blab some PUA
glue onfo the bass, dip i fnfo
the Stafic Grass and the grass
will sfick fo the PVA. Then all
you nesd to do is painf the

Continue highlighting the raized areas of the model’s flesh
with a 50450 mix of Bubonic Brown and Bleached Bome.
Lighten the edges of the amour plates wilth Red Gore.

7{(' Y2

'lr o

Finish hightighting the flash with Bleached Bone, and
the armour with Blood Red. Add details like the while
fegth and red ery\as

edges of the base with Gobiin
Green and you're done.




ollecting a Tyranid swarm offers you the chance to 'élly'r. go to town when painting your army.
The simple techniques on the following pages will allow you to paint alien features such as
markings on Tyranid skin and chitinous bone that will help add extra character to your swarm.

Whan you begin lo paint
yvowr Tyramid swarm il's a
good idea [0 decide upon a
colour scheme before you
starl painting large Numbers
of modals. By using a Mmited
paletle of colours you will e
able to quickly paint & variely
of dgifferent Gaunt broods
and create  a  visual
cohergncy befween all the
members of the brood.

By using Iwo contrasting
colours for these Gaunls
we've soparated the skin
from the armour. Tha Sinpes
painhed on the chitin armour
plates give a loxluee o this
athenwize flal sudface.

PAINTING
BIOMORPHS

You might find it eazier fo paint flying
models fike this Gargople by altaching
them to a palating base made from a
cark with some wirg pressed info il
Thiz affows you to reach every part of
the mods!l with your brush and keep "
the base the modal will aclusly sit on  fike extra armour can be painted lo malch the colour of the amour on your models. Howswver, painfing e s

free from painl. Once you've faished  Blomorphs on your models with a strong conlrasting colour is an excellent way of making them realy visible s
the craature and it's dried off, you can  on the model so you remember hem when you're fighting a geme. The toxin sacs on the Tyranid Warrior on J
pull the painted mode! free and ghee (f the might have been painted with Scorpion Green and its implant attack tongue with Uitramarines Blue,
o thve Mying base.

By applying the @ bazic colours acrozs a vanely.of b
can.creale a &@k&m t0 your swanm, Grealines Spa
< e same hive lleal can bear similar markings and shal

imilarities in caiou.m\'ﬂaﬂ - P Wk,
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G LARCE TYRANIDS
The largest creatures in a Tyranid swarm are spectacular models that will really benefit from

some extra attention when you are painting them. This section shows you some additional

painting techniques that suit larger models and make them stand out from the smaller creatures in
your swarm.

Hive Tyrant with venom cannon Mive Tyrant with seything fafons

The farger Tyramids alow you fo add detalls thal are no! only time To add exira depth and texture fo chitinous armour plates, paint siraigh!
Bansuming but would get fost on a smaller model, such as the spols and  fines running along the length of the carapace, namowing the lines as you
3 mﬂrkmgs on '-' 11 J'yrd s 'Eqi tail and ven.:\ i {,<"r new. Y._;-L. can also near the edge of the bony plates
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examples of more elaborale colour
your own anes. The sheer numbwer an

anything goes; you can painl pour
any king of marking

Your imag
COMEs up with,

On the larger Tyranid modals
you can uwse more elaborate

colour schemes by using
confrasling colours and

this just for the larger
Tyranids and not the smaller
moedels in your swam, since
youll nmeed to paint lots of
thern and showd Iy o keep
their colour schemes simple.

Tyranid weapons are blological extensions of the craalures that carry tham. We've chosen o painl them in the same colour scheme as the rest

model in a way that makes il ook like the weapon (s a pan of the creature, gro

This Zoanthrope and Iyr.,].-:n:.“ Wamor are good
You can use e rﬂﬁrﬁ'lﬂgﬁ shown herg ar invent

Tyranid creatures and hive flests means that

Rawvanear with

schemas.

o variety of

wodels with

. v,
Grgen dofs have been palnted onfo this Liclor fo create'a
camouflage effect. By kesping the markings small the
overall colour schames sn't overmpowened.

e

CAEVEAre.

Biowvare

wn from the monster's flesh.
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Carnifex
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Camifex with barbed sira
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ranlds don’t wear umfnrms like other armies but, by using a limited palette of mluurs you can
still unify the look of your army. Here you can see a selection of varied colour schemes which
e 'Eavy Metal Team experimented with. You can paint your swarm in many different ways, using
natural colour themes, bright and dark colours or contrasting colours. gick unersst on al modsls unless othenviss noled

BRIGHT COLOURS . “5- Pt e

@ Snot Green
= 4y ﬁ e
SN Painling your swarm in bright colours is an excellent way of giving
it & distinctive appearance on the battlefield. For all the Gaunts © Sunburst Yellow
here, wa've shown the Citade! colours we used to paint them. Two . Blood Red
f’j COVOLITS aver.'app_l'ng megns we mxad those colanrs !Dg:]lE!l":El’. Vehite undarcoat

T

@ Shadow Grey T+ 7 4

() Skull White -
© Bronzed Flesh  gfRi5s “:mﬁ? 3

White wundercoal

W Lightning Boit
' Blug

Snakebits Scorched

Leather ' Brown

() Falid Flash

@ Liche Purpls

Camo G
@ amo Green While undercodal

(D) Sunburst Yellow
* @ Regal Blue

@ Liche Purple

\CONTRASTING
COLOURS

We've found that one of the best approaches to
S lereating a two colour paletfe for your swarm is
fo use strong contrasting colours on the skin of
the Tyranids and their anmour. This easiy
sl,_qo.nraras the twe areas on the modals fo
ﬁap& a striking visual effeck

Gobiin
Green’

@ Codex Grey Diark Angels Green
@ Foriress Grey LC} Bleached Bone

’Brewched Bong/
X Dark Angels Green
() Bleached Bone 1.\

@ Hawk Turquoise
@ 5lood Red

@ Shadow Grey
@ Asd Gore

. Scorched Brown

@ Shadow Grey
() Bleached Bone

LO Forlress Gray




@ Chaos Black
(D) Goldan Yelow

&

Black

Bronzed
Flash

Skl White!

D Vomit Brown
@ Snakebite Loather
-

. Chaos Black
(O Bleached Bone
.

B : . Wi IR
TURAL COLOURS
Tyrankd Gatnls painted in a varialy of colours Dasag
on real animals and lizards will help fo give yourds
SWarm a naluralistic, organic feel fo it. You cah

inspiralion from reference books,
sic. |

@ scorched Brown
@ Bestial Brown

8 Skuil White!
Camo Green

Midnight Blue

@ Goblin Green
" (@) Codex Grey

o

@ Feo Gore
@ Bubonic Brown |
L

@ Scab Red

Codex Gre
L 1) ex rr‘!.:l

. Drark Angels
Green

Camo Green

@ cChaos Black
@ Scab Feo
f:l' Tentacle Fink

b

. Dark Angeils
@ Imperial Pupis Green @ Codex Gray
@ scab Aed @ sesiial Brown @ Bestial Brown
. _y .

DARK COLOURS

Theze Gaunts have been painted in a varely of
muled, dark colours. This gives the swarm a
darker, more menacing appearance and senves
o underscore the danger of the Tyranid
broods. These colours are alse easy o apply
amd can be paimted extromaly quickly, making it
anotfier good reason for choosing a dark colour
o ﬂama for your swam,

@ Scorched

Brown

D Camo Groen
e

T T

Chaos
Biack!
Camo Gregn

‘) Fortress Grey'
Hawk Turqualse
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"TERRAIN

When the Tyranids invade a world, it begins to mutate under the malign genetic influence of the
. alien swarm. Here we’ll show you how you can build and paint Tyranid themed terrain to make
new battlefields or combine it with your own regular terrain. The Hobby Project website on the
Games Workshop website (www.games-workshop.co.uk) is an excellent source of material and will

__help you to relate the terrain to your own army and background.

' battlefield and it's
ain for your swarm.
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This Citadel Terrain piece has been broken up and combingd with Tyranid parts fo make it fook ke it's being slowly absorbed by the Mive Siwaml




3\,‘ he Tyranids are an excellent army for showing off your painting and converting skills. On this -
b8 page are some examples of what you can do with the Tyrran:d mmiels While it may beg

g Eye painted
Pertin Foolitl

F‘ Martin uzed a

Beeile as inspiration 3 . Hive Tyrant by Franz Sander,
L for O One Eye's f 0 Ard place Warh 1r 40,000 Manst
8 -lEpsce markings ey % B Golden Deman "985,
This older Hive Tyran! moedel is available from the Mall Qrder
arcitive sendoe; IIs enlirel
modals in your anmies as Ty

Lictar by Chiis Bigir
£ p.l‘.a'ce Large Warhamimer 40, ﬂﬂﬂ m-sdc.' Goiden Deman 33,




Daglan, an Imperial i
pave been reported 4

it a g Ll
cragature or its like

Fringe. Although no sigila
2 that in other engagements in
T no survivors.

mining world
since, it is entife
there have si

A Tyranid &
include;

at least 1,500 points may ifelud
unts as one of the Fast Attack SfioicaSHEs
b S

The Red Tr:rrc;

| Pisimodel | WS BS S
jed Terror i 104 | 6 - 5
Bie-weapons: The Red Terror is armed with two sets
i which have been included in the profile above. T,
[ @ith different bio-weapons nor modified or mutateg

i/ SPECIAL RULES

|| Deep Strike: The Red Terror brokegitiog

i compound at Devlan by smashing™t

| underground service tunnels.
impassable, the Terror dug |
get to the defenders. To#
Terror can.deploy using fi
special rule, but only if i
allows the Deep Strike o
mission does not permit ul
the Terror must be set up
army.

e sceng
eing play
be used.
Deep Strike n
rest of the Tyl

in the Moverment
it move of up to 9",
ioved through difficult
:~' The Red Terror also
lit distances.

Fast: The Red Terror m
phase and can make an A
When rolling for distange
terrain add +3 to the highes
rolls 3D6 for fall back and g

Tyranid Monstrous Creatu F__ i g . R
was a Tyranid mc}nstru_til 1 and J ;
follows the special rules detailed on page 6.

Swallow Whole: The Red{
of swallowing men whole
unfortunate Lieutenant BBEEles and Captain
Lowe, If the Red Terror hits With four or more of its
Attacks in the Assault phase, ifican choose a single

or was capable
occourred to the

enemy model in base-to-base d‘t_:nntaci and swallow it e A - A ¥ 66 T mpcror knows what hellish
whole! (no need to declare beforehand, this is an L v 1 Epil spawned the hideous
option you can elect to use if you roll encugh hits). : AL L % appatition we came to keow as the
The Terror scores no other hits if it swallows an ' ; : Red Terror. It first antacked the

auter bastion and twenty fowr men

enemy, it is entirely engaged in cramming the i i ‘
died before we drove it swyy with

unfortunate victim into its maw. The swallowed Dbt s e el e

model is removed as a casualty, no roll to wound is ! " Bodies of Licsicmant Bosiks ind
made. Armour and invulnerable saving throws do Captain Lowe, jast 3 trail. of scidic
not apply and wargear such as bionics cannot save : k oF slime which led away from the
the wictim. : il command post and into the tusnels
4 It returncd the following might and
The following models cannot be swallowed whole: - ; i the slasghter began anew, but this

* Models with & Strength andior Toughness value of 5 or : time we were ready for it Or-s0
mare (including increases for Chaos marks, elc) . f ; we thoaght”

® Sikes or cavalry models / 3 Excerpted (zom Tweasy | Hill. 1he
ectient Brom Frimgs

* Anything that has an Ammour value = for example,
vehicles, Dreadnoughts, ele.



OLD ONE EYE

It must have heen buried in the ice for centuries. perhups since Hive Flect
Behemoth crashed on the shores of Macragge. perhaps longer. The thing was
hideaus 1o ook vpon, and obviously dead as Savlar. Some hero of the Imperivm
must have stuck a plasma pistel in its cyc before being torn apart, feaving a
scorched crater s big as my hesd. We burned it out of the it and secured it 1o
our trans-crawler, back ot Cannis there was an amnesty oo Tyranid specimens for the
Adeptus Mechanicts and we reckoned we could get 3 mammoth bounty for it,
Halfway back the ‘erawler started rocking and horrible cracking, SCEAMing noIScs Came
from the back. Mow T'm no Space Marine, neither were Jax or Kaedre, and T'm not
stupid cither. We just jamped out and ran. The thing was quick though, T was the
ofly. onc that made if back:

I A Ld
2 D&+1 10
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dfd f.‘irﬁe Eye wgg a Tyran‘id craature u:-f ihe Darnlfex ganus recovered from the ice-
e packs of Calth in L mpLe of Uitramar its telease from the ice heralded a series
: of Tyranid raids onﬂxabw ‘A _-]egeuds persist that the creatyre had sﬂmehow
] =
summoned the hive mind
of Oid One Eye is unknowr; but there ha ve been several Dther ;epom of I{}n{.
injured Camlf&ﬁes-igﬁ ' '
5 H\%x s
e s Tyrrs_md swﬂrm"ﬁf ’I'I,
- nclude Old One E{‘
_ Support choices fo

o ."'{I .

: e dD rEﬁFE}L megn lessl) may
_ _e ":lifnﬁu 5 as one of the Heavy

o : Zod
Ei‘c:--waapuns. Old One E ad t;&t{Scyihmg Ta]{ﬁs and specially
< mutated gigantic crushing claws. Old Qe i mhy m:rT be ar-mﬂei_ !s"{_llh different

‘bio-weapons nor modn‘lad E-r"l'nutata?’i‘g‘@’fw'ﬁ{aﬁf
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.-_, L

LR "'7:2‘;"
o SPECIAL RULES : G 1‘*‘ ; -
Tyranid Monstrous Greature DEr;l Gne Eye was a Tyranld monstrous creature -3

and follows the special mres detaifed on page 6.

Gigantic crushmg claws, Old One Eye wés armed with' a pair uf huge,
crab-like claws capable of ripping even tha hardiest foe to picces. To
reprasent the effect of its deadly claws Old One Eye has D6 aftacks in

close combat (+1 attack if ch;:"gmg] This |3<mcreased by its scythmq
talons to DE+1 {E} 2 if chal:g arl;acks

Regenerate: Op _ mn“'& Dne Eya manuested the’
disturbing ability o m 1te@u,ging cumtrat This has-

d One Eye is da
&;é.destmyed ;







g 'CREATING YOUR OWN HIVE FLEET

e T!u T]rnmds are without doubt the most rapidly evolving
" creatures ol the galaxy. The Mages Biologis of Mars have

* ohserved developmental DNA leaps between broods originating
from  different hive fleets which would take tersestrial beasts
mi]]inusih‘[ years to achieve. It appears that the Tyranid "WNorn
Quucens’ ‘or primogenitor organisms aboard the Hiveships are
capable of modifying their progeny in response to the
environment and lifeforms they epcounter. Newly harvested
genetic codes are assimilated. the prey’s defensive measures are
examined apd improved creatures arc bio-engincered. to
overcome resistance. Owver time, the myriad improvements to
the hive fleet's gene pool are exchinged with others,
strengthening the entirc race.

A cisc in point is to observe the degree of integration of the
'['}rrm':ds' symbiote weapons. At first these were relatively crude
and were carried and employed. however distastelully. by the
creatures which used them like 3 gun or sword In later
hatchings Tjrnniu:[s have exhibited weaponry meshed  directly
into the creatures carrying it more and more frequently. Now
it has become difficult 1o fell where the Tyranid Warrior ends
and its weaponry symbiotes begin. | think we can be assured
that the Norn Qucens will continue to work tirclessly towards
forms morc and more perfectly adapted for killing the
inhabitants of this galaxy just as they have in others before
ours. Simply put. ever the coming centuries we may be out-

evolved 1o the point of extinction”,
Magas Biologis Alder Carrick at the Cootlave of Har

The higgest advantage of the Tyranids in their war on all
other life is their ability to adapt. This section of the book
is dedicated to giving you the capability to adapt by
creating your very own hive fleet's Tyranid army list. You
don't have to create your own hive fleet list in order to
use a Tyranid swarm in games of Warhammer 40,000,
the list in this book is perfectly usable as it stands and
reproduces what can be thought of as a ‘standard’ hive
fleet's swarm. However, as a way of creating your own
special theme for a Tyranid swarm, creating your own
hive flest list can't be beat.

Creating your own hive fleet list is no small undertaking;
you're liable to spend a long time working out all sorts of
different permutaticns. In the main, the idea is to create
a swarm that both looks and parforms in the manner you
like best on the battlefield.

Coming up with a theme

The best way to start out is with a wvision of whal your
awarm should look like. For example, you might want a
swarm of big, heavily armoured Killing machines as the
heart of your forces, or a scuttling tide oflesser creatures
which beats the enemy by weight of numbers. You may
even want to have an army predominated by winged
creatures, swooping down to deliver death from above.

Once you have an idea of what you want to achieve, start
thinking in terms of what sort of creatures you want.

Selecting Your Species

A hive fleet will contain a number of different species
gene-spliced in guantity by its Dominatrix and Morn
Queens. Each species is a kind of creature chosen from
the basic Tyranid list in this book. By selecting it you are
deciding to have that creature available.on your hive fleet
list. Because only $0 many eggs can be laid in a day, you
are limited in the total number of different species you
can include. You can choose to have up to a maximum of
twelve different species in your hive fleet list.

For example, | decide to seleet the following species for
my awn swarm, hailing from Hive Fleet Arachnia.

Hive Tyranis

Tiramid Warrors

Ligtors

Homagaunts

Termagants

Ripper Swarms

Bigvores

Carmnifexes

This makes a tatal of eight different species. When | pick
an army to represent a swarm from Hive Fleet Arachnia
| can only use species in the army from the list above. If
you are asking yourself why would 1 limit my species,
read Mutant Creatures below.

Force organisation

The force organisation charts for the scenarios in
Warhammer 40,000 often require specific units to be
used, most commeoenly HQ and Troops. [n order to satisfy
this, your hive fleet species list must include at least one
each of the following types: HQ, Troops, Elites and
Heavy Support. Any swarm chosen from your hive fleet
list must obey the force organisation requirements for the
mission you are playing (ie, one HQ and two Troops in a
Standard Mission).

Sentries

In missions where the Sentries scenario special rules are
used, Tyranids usually gel eight Termagants o deploy as
sentries. Mow it is possible that your hive fleet list won't
include Termagans, or even Gaunts of any description.
Instead, when you have to deploy sentries, use a maximum
of 60 points worth of creatures picked from your hive fleet
list. All the creatures must be of the same type and must be
from either the Troops or Elites sections. Ripper swarms
may not be chosen as sentries.

Mutant Creatures

One of the big advantages of creating your own hive fleet
list is that you can also include one-off ‘mutant’ creatures
in your broods which exhibit unusual capabilities or
weaponry. Each brood may include mutants. Howeaver,
the more diverse the species you employ in your hive
fleat list, the less opportunity there is to create mutants.



To represent this, the total number of models in a brood
must equal or exceed the number of different species in
your hive fleet list before one of them may be a upgraded
to become a mutant. If the creatures in the brood have
multiple Wounds, count the number of Wounds rather
than number of models.

For example: Hive Fleet Arachnia has eight species,
therefore a brood must comprise eight models (or
Wounds) or more in order to include a mulant, A brood
with 16 models or more could include two mutants, and
so forth.

Mutation Types

Mutant creatures may be given one (and only one)
mutation frem the following list at the points cost
indicated. A brood including multiple mutants can include
different types. Mutations must be shown by an
appropriate conversion.

Hive Node: The mutant is exceptionally receptive to the
imperatives of the hive mind, such that it can sense
commands even if Synapse creatures are not nearby.
This increases its Leadership characteristic to 10. This
benefit extends to the entire brood the mutant is part of
as long as the mutant is still alive.

Cost: 10 points

Weapon-beast: The mutant replaces its normal bio-
weapon with any of the bio-weapons listed at no eﬂra'f?/:'; ]
cost. It is not limited to just the weapons in the army list. &
entry or on its biomorph table. If a creature which
normally carries more than one bio-weapon is mutated ‘"
into a weapon-beast only one of its original bio-weapons 0 |
is replaced. :
Cost: Close combat bio-weapon: 2 points per point of y
Strength the mulant has. 4
Cost: Ranged blo-weapon: 10 points + 3 points per =
point of Strength the mutant has. e
Exceptlonal Size: The mutant is a giant amongst its %%l
kind, the dominant beast of the brood. The mutant's :
Strength and Toughness are increased by +1 each to a
maximum of 10.

Cost: The crealure's Strength multiplied by its
Toughness (after the additional +1s have been added).

Acid Blood: The mutant has a powerful and unpleasant
bio-acid instead of normal ichor. If the mutant is killed in
close combat it will inflict 2 wound on all non-Tyranid
models in base contact automatically. Armour saves
apply as normal. Vehicles (including Dreadnoughts)
suffer a hit with an armour penetration value equal to the
creature’s Strength + D&.

Cost: 10 points
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FLEET

Just as some creatures in a brood may be mutants,
“_ entire broods of creatures are often mutated into different
£ species by the Tyranids' rapid evolution. Crealures in the
Tyranid army list are either a mutable genus or a
* genofixed species. A genofixed species is one which has
been stabilised as part of the Tyranids’ genetic reperaire
and are nomally creatures bio-engineered with a very
specific purpose in mind, such as Tyrant Guard,
Zoanthropes and so forth. In terms of evolution, the
genofixed species are set and cannot be changed.

s
oV 4

Mutable genus creatures are capable of being bio-
engineered into new species in accord with the needs of
the hive leet. This means that the creature’s weaponry
and characteristics can be altered lo create a new
species different to that portrayed in the army list. By
using the genetic modification procedure of adding
biomorphs and weaponny you can creale your own
unique species for your hive fleet list. Mote: When
creating your own species, all biomorphs and
bio-weapons must be shown on the model.

Mutable Genus List

. The following creatures are mutable genus:

WSBS S T W | A Ld Sv
Hive Tyrant F Edieain 45§ 3 10 48¢
Tyranid Warrlor 5 3 5 4 2 5 2 10 5+
{ Gaunt o sEmElHEe it 1 4 1 586E
RipperSwarm 3 0 3 3 3 1 3 10 6+
Carnifex 4.3 10 6 4 2 2 10 3+

So, for example, | could decide to create a new hive fleet
species list for Hive Fleet Arachnia using mutable genus
to create new species as follows:

Swarm Tyrants (Mew species created from Tyrant genus)
Harpies (New species created from the Warrior genus)
Tyranid Warriors

Lictors

Termagants

Deathgaunts (New species created from Gaunt genus)
Nightgaunts (Mew species created from Gaunt genus)
Scythe Swarms (Mew species created from Ripper genus)
Biovores

Razorfax (New species created from Camifex genus)

. This brings my Hive Fleet Arachnia swarm to a total of
0 species, four taken straight from the army list and six
reated from mutable genus stock. Mote that although
h Deathgaunts and Mightgaunts are created from the
aunt genus they are still two separate species.

TYRANID GENETIC MODIFICATION PROCEDURE
- Creating a new Tyranid species is undertaken via the
_following the steps.

1. Select genus type. Genus which can be adapted
are noted as being mutable as opposed to geno-
fixed. Once a genus has been chosen, turn to the
appropriate Genus Biomerph table.

2. Adapt the genus characteristics and weaponry.
. Each mutable genus has a list of possible

MUTABLE GENUS CREATURES

biomorphs and bio-weapons available; you can
choose up to the maximum number of biomorphs
and bic-weapons indicated for the genus to create
YOUr New species.

3. Total the points cost of the biomorphs &
big-weapons and add it to the genus' basic cost to
find the cost of your new species,

4, Fill in the new species on your hive fleet list and
come up with a groovy name for it. When creating
broods they must contain identically biomorphed
creatures of the same species; the only way to get
creatures with different characteristics into the
brood is to include mutants. Whether or not the
broods' bio-weapons must be identical is detailed
in the Genus Biomarph tables.

It's important to note that although different creatures
may be developed from a single mutable genus, each
new creature is an extra species that will need to be
added to the hive fleet's total number of species. Eg,
Hive Fleet Arachnia includes two different sorts of
Gaunts created using the medification procedure. The
two different Gaunts are counted as two different species
when it comes to totalling up the number of species in the
swarm for the purposes of including mutants.

HIVE FLEET LIST

FORCE ORGANISATION

Species derived from a mutable genus fit into the force
organisation as follows.

Hive Tyrants HQ

Tyranid Warriors  HQ and Elite
Gaunts Troops

Ripper Swarms Troops
Carnifexes Heavy Support

Certain heavy genetic modifications to a species will
change what category it occupies in the army list as
shown below.

TypeafClass
Warriors/HO and Elite

Warriors! MO and Elite
Warriors! HQ and Elite

Mew Class
HC or Fast Attack

Modification
Wings

Heavy Weapons  HO or Heawy Support

Heavy Weapons Heavy Support
& Wings
Wings

GauntTroops Fast Attack

Ripper Swarm/Troops

MOVEMENT BIOMORI'HS

Leaping: 2x assault move. Always count full attacks in
close combat even when 2" away. 3D6" fall back and
advance distances.

Wings or Leaping Fast Attack

Winged: 2x move. Ignore terrain moved over, may not
enter difficult or impassable terrain (if forced to enter,
model suffers one wound with no armour save). 306" fall
back and advance distances.



GAUNT BIOMORPH TABLE
Max: 4 Biemorphs Basic cost: 4 pt=
Brood Size: & 10 32 Type: Troops

BASIC RULES

Fleet of Claw: All Gaunt species are exceedingly fast on their claws.
To represent this all Gaunts benefit from being fleet of claw {or flest
of wing if winged), so Gaunl models may move an extra D6” in the
Shooting phase if they don't shoot. This movement is unaffected by
difficult growund.

Characteristic | Biomorph Cost
Movement; = Leaping (See Generic Traits) +3 pts
Winged (Sea Generic Trails) +4 pls
Weapon Sklll: 3 | Adrenal glands: +1 WS +1 pt
Ballistic Skill: 3 | Enhanced Senses: +1 BS +2 pls
Strangth: 3 Toxin Sacs: +1 5 +2 pls
Toughness: 3 MNone -
Wounds: 1 Mons -
Initiative: 4 Adrenal glands: +1 Inil. +1 pt
Attacks: 1 See Big-weapons i
Leadership: 5 Mo .
Save: 6+ Extended Carapace: 5+ Sv +1 pt

Blemorph Enhancements: Flesh hooks: 1 pt; Implant attack: 2 pis;
Bio-plasma altack: 4 pis

Ble-weapons (choose one): Spinefist: 1/2 pis; Devourer: 204 pis;
Fleshbarer: 3/5 pts; Scything talons: 2 pts

Notes: A maximum of one biomorph may be chosen for each
characleristic (Move, Weagon skill stc) Any number of biomomh
enhancements may be chosen subfsct to the maximum total number of
blgmorphs. One bio-weapon mus! be chasen. Bio-weapons cosls are
shawn separately for 5354 Gaunts, Al creatures in the same brood mus!
have the same bic-weapons and blomerphs. Winged broods count as
Fast Aftack choices and gain the ability fo use the Deep Stike scenario
special rules.

Example 1: Termagani species
4 pts basic + Fleshborer +3 pis = 7 pls

W5 BS 5 T W 1 A Ld Sv
Termagant 3. St 3 1 4 1 5 Bs

Example 2: Mightgaunt species
4 pls basic + Winged +4 pis, Scything talons +2 pis,
Implant Attack +2 pte= 12 pls

Ws B 35 T W | A Ld Sv
Mightgaunt a 3 3 3 1 4 1+1 5 6+

Example 3: Deathgaun! species

4 pts basic + Leaping +3 pts, toxin sacs +2 pis, Scylhing talons
+2 pls = 11 pls

Ld Sv

WS BE & T W |1 A
1 5 B+

Deathgaunt 3 -3 4 3 4 14

& o

RIOR BIOMORPH TABLE
Max: 6 Biomarphs Basic cost: 14 pts
Brood Size: 310 9 Type: HQ or Elite

BAEIC RULES

Synapse Creature: Tyranid warriors have the Synapse Creature
hive mind power and are the most common form of Synapse
creature. To represent this brocds of Tyranid warriors may be taken
as both HG and Elite choices.

Characteristic
Movement: -

Blomorph Cost
Leaping (See Generic Traits) +10 pls
Winged {See Generg Trails) +14 pls
Adrenal glands; +1 W5 +2 pis
Ballistic Skill: 2 | Enhanced Senses: +1 BS +2 pls
Strength: 4 Towin Sacs: +1 S +3 pts
Toughness: 4 MNone =
Wounds: 2 MNone =
Initiative: 4 Adrenal glands: +1 Init. +1 pt
Attacks: 2 See Bic-weapons -
Leadership: 10 Mone -
Save: 5+ Extended Carapace: 4+ Sv +3 pis

Weapon Skill: 4

Biomorph Enhancements: Flesh hooks: 1 pt; Implant attack: 4 pts;
Bic-plasma attack: & pig

Bio-weapons (choose two): Spinefists: 46 ps; Devourer: 6/8 pts;
Fleshborer: 7/8 pis; Deathspitier: 810 pls; Barbed strangler: 10M15 pls;
Venom cannon: 1520 pis*; Seything talons: 2 pts; Lash whips: 5 pts;
Rending claws: & pts

Notes: A maximum of one biomomh may be chosen for each
characteristic (Move, WS, etc). Any number of bismorph enhancements
rmay be chosen sulbject fo the maximum tetal numbar of bigmonhs, AN
crealures in the same brood mus! have the same biomomphs but may
have different big-weapons. Bio-weapons cosls are shown separately for
F4/55 Warniors, two bio-weapons mus! be chossn, If more than one
warrior in the trood is armed with 8 bic-weapon marked * the brood
counts as a MHeavy Suppart cholpe, Winged broods count as Fast Atack
choices and gain the abilily to use the Deap Strike scenano spacial rules,

Example 1: Tyranid Warrior ‘Hunisman' Species

14 pls basic + Adrenal glands - W5 +2, Enhenced senses +2, Toxin sacs +3,

Adrenal glands - | +1, Rending Claws +6 Deathspitter +10 = 38 i
Ws BS S5 T W | A Ld sSyue

Huntsmam 5 3 5 4 2 5 2 10 5+

Example 2: Tyranid Warricr ‘Lasher’ Species

14 pts basic+ Adrenal glands - W3S +2, Enhanced sonses +2, Toxin sacs +3,

Adrenal glands - | +1, Spinslists +8, Lash whips +5, = 33
Wws BS 5 T W 1 A

Lasher 5 3 5 4 el e

Example 3: Tyranid Warrior 'Harpy' Species

14 pts basic, Winged +14, Toxin sacs +3, Davaurer +8 Scything talons +2 = 41
w5 BS 5 T W | A Ld Sv

Harpy 4 2 5 4 2 4 241 10 5+

Ld Sv
10 5+

space conspire to hold the galaxics apart with iscopceivable distinces.

men know as the Tyranid race.

eyord the humun galaxy, beyond the fange of spacccraft and astrotelcpathy lics the unspeakable cold of the intergalactic gulf. Few men have
ventured into this empty realm and none have cver retumncd. Tt is the great barrier that divides galaxy from palaxy, 2 plice where time and

That void is oo losger empty. An immeasurably ancient and implicable mtelligence moves theough it its many eyes fixed on the glittering stars

of cur galaxy. The Grest Devourcr moves between the stars and hungers for all that lies before it This great organism. this moestrous entity

Even by naming the Great Devourer. men betray their ignorasce. Every thought and sctios. every spark of life in the Tyranid race iz bound and
interlinked into a single great organism stretching over light years of space and controlled by the immortal hive mind. A billion times a billion
Tyranids staed at the rim of the galaxy, cach one no more than single cell in the living body of the hive mind, the devourer of worlds




Af_msa the heavens the flatilla of bin-ships stretched oot impelled by

could Be plundered Tn their wake was left a bare rock orbitiog a star.

instinct to hibcrnate again until pew prey was fousd mew resources

scoured of every organic partiche. stripped of all but the most basic
clements. Mothing was beft of the farming world of Langesta 1L there were
o festaments 1o the humans whe had osec lived there Mow all that was
left was an airbess asteroid, the uamarked deathplice of three million people.

“Camifexes where approprate. Two bio-weapons must be chosen.

RIPPER SWARM BIOMORT’'H TABLE

Basic cost: 10 pis
Type: Troops

Max: 2 biomorphs
Brood Size: 5 to 10

BASIC RULES

Mindless: Rippar swarms never fall back and are assumed to pass
all Morale checks.

Vulnerable to blasts: Template and Blast marker weapons inflict
2 wounds instead of 1 on Ripper swarms.

Small targets: Rippar swarms in cover are extramely hard 10 hit so
thair cover save is improved by +1.

Blo-weapons (up to one): Spinefist: 4 pts

Characteristic Blomorph Cost
Movement: — Leaping (Sea Gengric Traits) +4 pls
Winged (See Genenc Trails) +10 pts
Weapon Skill: 3 | Adrenal glands: +1 WS +2 pls
Ballistic Skill; 0 | Enhenced Senses: B5 2 +2 pis
Strength: 3 Toxin Sacs: +1 5 +3 pts
Toughness: 3 Mane =
Wounds: 3 More -
Initiative: 1 Adrenal glands: +2 Init. +2 pls
Attacks: 3 Mong =
Leadership: 10 None =
Save: 6+ Extended Carapace: 5+ S +2 pls

Notes: A maximum of one blomorph may be chosen for each
charactaristic (Move, Weapon Skill elcl. Any number of biomorph
enhancemants may be chosen subject fa the maximum fotal number of
bipmarphs, ANl cregtures In the same brood must have the zame big-
weapon and biomorphs, Aippers are an exception to e normal rwles in
that they do not have fo be given a big-weapon.

Example 1: Scylhe Swarms 10 pis basic + Leaping +4, Adrenzl glands -
| +2 = 16 pis

HIVE TYRANT BIOMORT’H TABLE

Basic cost: 74 pis
Type: HQ

Max: 8 biomorphs
Brood Size: 1

BASIC RULES

Tyranld Monstrous Creature: The Hive Tyrant is a Tyranid
manslrous creature and follows the special rules on pages 5 & 7.
Hive Mind powers: Hive Tyranls always have the following psychic
powars: Synapse Creafure; The Horror

In addition, a Hive Tyrant may be upgraded to use furher psychic
powers chasen from the following list:

Catalyst: 10 pls Payehic Scream: 15 pls

Warp Blast: 25 pls Warp figld: 25 pls

Biomorph Enhancements: Flesh hooks: 2 pls; Implant attack: 8 pts;
Bio-plasma attack: 10 pis

Bin-weapans (Choose two): Spinafists: 1215 pts; Devourer: 15020 pls;
Fleshharer: 1520 pte; Deathspitter: 20025 pls; Barbed strangler: 20125 pls;
Venom cannon: 30/40 pts; Rending claws: 4 pls; Lash whips: & pls;
Scything talons: 3 pls

Characteristic Biomorph Cost
Movement: — Winged (See Generic Traits) +40 pls
Weapon Skill: 5 | Adrenal glands: +1 W35 +4 pls
Ballistic Skill: 3 Enhanced Senses: +1 BS v pis
Strength: 5 Toxin Sacs: +1 5 +8 pls
Toughness: & Mone -
Wounds: 4 MNone -
Initiative: 4 Adrenal glands: +1 Init. +d pts
Attacks: 3 See Bio-weapons -
Leadership: 10 MNons
Save: 3+ Extended Carapace: 2+ Sv +15 pts

Nofes: A maximum of one biomorph may be chosen for each
characteristic (Maove, Weapon Skill, etch Any number of bismonph
enhancements may be chosan subyect o the maximum fotal aumber of
biomaorphs. Bio-weapons cosfs are shown separately for 5556 Hive
Tyrants. Two big-weapons must be chosen. Winged Hive Tyrants gair the
ability fo use the Deep Sthke scenario special rules.

Example 1: Swarm Tyrant

74 pts basic + Psychic scream +15 Adrenal glands — WS +4, Enhancad
senses +8, Flesh hooks +2, Implant attack +3, bic-plasma +10,
Flashborer +15, Scything Talons +8 = 144 pls

WS BS 5 T W | A Ld S5v Wws BS 5 T W 1 A Ld Sv
Scythe Swarm 3 [} e R e g Swearrn Tyrant 6 0 E B 4 4 31 10 3+
1
CARNIFEX BIOMORI’H TABLE Characteristic | Blomorph Cost
Max: & biomorphs Basic cost: 70 pts Mavement: — Mone -
Brood Size: 1 Type: Heavy Support Weapon Sklil: 3 | Adrenal glands: +1 WS +4 pts
: Ballistic Skill: 2 Enhanced Senzes: +1 BS +4 pis
BASIC RULES ; Strength: 8 Toxin Sacs: +1 5 46 ps
Tyranid Monstrous Creature: The Camnifex is a Tyrankd monstrous T 5
7 : oughness: 6 Mene
creature and follows the special rules detailed on pags 8. e .
Biomorph Enhancements: Flesh hooks: 2 pts; Implant attack: & pts; el e =
Bio-plasma atack: 15 pis Initiative: 1 Adrenal glands: +1 Inil, +6 pts
Attacks: 2 Seq Bio-wes =
Bio-weapons (Choose two): Devouren: 20/25 pis; Deathspitter: 30 pla T S .
Barbed strangler: 30435  pls;  Venom  camnom: 45 pls; H F 3
Seything falons: & pis: Lash whips: 5 pis; Rending claws: 2 pts Save: 3+ Extended carapace 2+ sv 10/pts

Notes: A maximum of one biomorph may be chosen for each
characteristic (Move, Weapan Skill, elc). Any number of biomonmh
enhancements may be chosen subjsct fo the maximum fotal number of
biomarphs. Bio-weapons cosls are shown separately for S2510

e

Example 1: Aazodfex 70 pts basic Adrenal glands — WS +d4, Adrenal
glands — | +6, Extended Carapace +10, Flesh hooks +2, bio-plasma +15, &
Seything talons +8, Rending claws +2 = 117 pls

wWs 85 5 T W | A Ld Sv

.%&vz 4 & ] 2 241 10 2+
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STUDY OF ALIEN STRATEGY
CXII; TYRANID HIVE FLEETS.
THREAT EVALUATION:
FRIMUS/TRIFLE ALFHA
MUNITORUM STRATEGIC
INTELLIGENCE COLLECTIVE
8/

OVERVIEW
This stody has been one of the most difficalt e
i expeticnce of the sirsegec collective, The
pemary problem of sararegic examisation of the
Tyramid
oxgrodered by their mobility and methods of

sy dexigoased 2z the rate . B
stk Hive fleets of varying sizes have been
tgooaatzrad }':r the I:t-.p:n-_m asd <|r||:|' e
paiying fcaturc of their meibods has been
otablished. to whit that the Tyrasds mantain so
permasest cstiblishment on Bubitable worlds once
they have been subdwed [k appesss thar hive
leets siop in cee plice anly loag estugh 1o d1ep
the - warlds
dimppaaning into decp space watil they strike

they  have copquered  befoac
g In strategic terms the hive {leets” armicks
ippras io be primarily cpporroaistic As wodkds
with desinble sesources age ducoversd the noaresy
bive flect will move 4o ¢omswme’ them Thos.
mhentlessly, ibe  Tyrasads  are  draws  towards
hibaied spuce and the most dessely populited
weas of e Emperium As such this dacuscat
will confine itschl 1o the koown capabilitics and
wticas of the Tyrands Addcoda shall be added
i and when overall sirategic objectives for the
Tyriasd hive fleets can be desermined

achicve 2 vangward of hybridised sloves which
will also aftract the atteatiom of 2 Bive fleer The
success of this spproach can be giwgsd by the
that Geneatcalers
abcard spatc balks in cvery Scgmestum of the
Likewize, Genestealer
commosplace enough that the High Lards huve

Eaca baove boco  cesountered

galixy. inlestations  are
waed go less rhan -:ig‘.".l:r decrzes E-rrn.iniag o
thesr ¢heansiag by Extciminatus o the last decade.
10 all ks faals it is belicved that the Biveships
perlorm some form of spectrographic analysis of
the mdistion from ihe searest stirs 1o stlect &
demizition This hes besa Borne oua h:r she fact
that T23% aof cotounters with hiveships (i
opposcd 1o the smaller drones) bave taken place
is systems contiinimg cliss FAV-K9Y s
PHASE 1l: APPROACH

The arrival of the hive flzet is preceded by whas
the .‘l.d:F:s term The Shadow Ia the 'A."-'a:p'. i
pm:hﬂ: disturbasce  which  readess .-‘.--.rup.-:llni-:
blats: owt ahc
Astroacanicon and reoders warp travel extremely

commenication  impassible
wapredictable. Hoth the relanvistic distamce and
size of the hive fleer wifect the inbensity of rhe
WAL shadaw, bur in scveral r:?u.—r{:| rdanios
entire setlon: have diappeared “boncath it As
swch the shadow i the warp forms an uncertain
compuss of the Tyrsids" movemests sll too
oftes ihe tsger of their sitsck becomes apparest
ealy after it has becs covehoped and rendiored
waupproathable.

The bic-ships whicth compriss the [ect may
cither cxnt the warp simsltancously at the edge
of the system or, in muny reported insteeces, exi

lileforms isto the path of prousd swirms P
existing Vinguard ongaisms will move fo join
the advance. prommably sharing thoer imfcrmation
of local DMA. topogrphy aad resistance with
bagher symaptic receptors of the Tyranid hive
mind. Crousd swerms ase 1:.-[;«'.:;'-I:r saifr mwiug
ia akie period comprising lirgely of Gawst
spocacs and Tyranid Warriors goined by vanguard
Lictors and Gesestealers.

The primary weapon of the Tyranids at this time
i fervod, their obgective the cacieclement of all
matile  lifeforms on  the. planct’ prior to
consumplion. Resistance 15 attecked | and cvermun
as quickly as possible. regardless of cismlties 1o

the Tyrnids themselves Banles are Teemently

n
reinforced sod expuaded by the dircet droppiag
of additional myectic sporcs from the hiveships
in orbit.

The growed swarms are continuously remforced
wih increasingly powerlel contingeats of Tyranid
Warriors, Bio-artillesy asd specislised orgssisms
like the Camnifex ssaubi=Bessts and Hive Tyraats
As resistance fines stabilise they arc infiltrted or
smashed - with coosdinated  wave attacks  aad
mytetic spore dmps. Ceptres of resistapce age
surrounded,  Besigged by the  pathering of
inceeskingly lige and powerfu] swarms watil they
AIS O¥ErTED
PHASE V: CONSUMPTION

Sanctly speaking 1he coosumption of the plinct
woder atfack 1= coatinucws from the moment the

hiveskaps achicve bow orbit ssd relesss orgenisms

inta the atmosphere. Howover, the point upon
which the hiveships began to replenish their
reserves of Bio-mass from the phusst s 0 discrens
ph..u which foema the  culminion of ks
Tyrazdd asasle

feeder
spring wp in the wake of the grousd swarm’s

Isitislly, cancrgisg  Tytanid

OTRANLSE

advance. modile ones lolbowing Burd ar ite Beeels
whils sessale waris

5 qnu:i azd |||'.'|ri|’,‘.'|.!r al-a

Feeocious mae. hy sing or absoshing native
the battlelickds is quickly

coazemed and used by several species o pupare

life. Carrics from

apd metamorphose imie liger lifeforma Bio

Escrcey  argeni Burvest  and  trasamusc  the

temaining feeders info outrient gels which are
employed 1o feed the lightisg  swarms  and
droseship-baulers which repleaish the hiveships
im orbie. Dug 2 this pc::.u:i climate and !|uu:i:i||]-

is subgecn B fication a8 mmcrcasing oumbers
of Tyfanids organisms manipulate weather patterns
to achicvr maximum growth. carbos dioxide and
nitroges.  are  leached  sway, leiding 1o aa
rich

pesmlisce 8 overcame more and more of the

iL-::us:.n.ﬁI,. CXYRED saviroasenl  As
plinct’s susface i3 stmpped bare by continbous
harvestiag wotil the hive [lest coacludes s
acisons by dnining the plinets stmosphere and
At th

adding 10 1he flect's mwmbers of drosc-—vessels

SEIE 5 poial  any h:.mhip\ will cabve

and immature bic-ships. The attack complete, the
have fleet wll thes move isto deep spuce apiia
o seek @ new Tirger

TRANSCRIFT ENDS [14435]

PARTHCULARS in deep spece aad drift towards their obpctive Sirs, having receetly eetursed [rom  rom their Borge worlds? Do they  Sege white At current mates
The fwvasion of @ system by Tyrsids can be This laerer  apprasch  gepders the hive fheat the froar m ke Dhana Sewtor 1 belmwe they caa stand alon d of loss the Imperinm’s hold ar the
R S T .T-'h-m: Discovery, | Wally imasible 10 loog-range awgury and lindd m_n'\-.:il meved to seed this seek uj-. 1o pratedt their cwa eastern cxtent of 1he Astiopomicos
Appevach, Attack, Subdusl sed Cosssmpticn Astrodclepathsc  detection. "ll'_:n: has  been :::m-.:mli-.::::: u:lr.r:;-:d I:1 :1:.::::;-; ‘l:'.l-.;n:{ ¥ lmF.‘\-lur.: 4
comlatioa , il 1 ; o b d pestions which demaed iaswers
PHASE I DISCOYERY ;t::l Iil:jr::é’:“r::i::::““;-: ::s ::L ‘::u':::; Stedock  have  ceavinced :‘r..- highest lovel apd, in my
Dwcovery of patentisl nrgsts & wadertben | R et sl witcrly that owr cenent sirdegic e the pasishmest the Bellisgs wos  with  puch
pimanily. by warp-capublc stowt-dmecs which MRS G tileas] conshein i Rty polecies sre fialing 10 By ven difficalty by coustbess  Rogue
disperse among the star systoms close to a hive s L L T e R slow it Tyroid ada Time ceniader sed pmiges o
fleez. Ower the comrse of decades these living 3'__11 X J aed pgain we buve | ! at
ships methodically svestegrte plances xed, wpoa FHASE [l ATTACK work with whit =¢ have. %0 strike al /
dumcovery of likely candidites, sced worlds with The Tyraned svasson i begun by the hiveships aed  then escipe  befoese  the s [t momesi you
'ﬂnguar;r :lrgrr-i'hms ek ot ELiekor - and rebeasing  sposes  imio  the  marger  plamer’s Tyraesdy €an overehelm v bwi he conn, thur 5 ke
Cenestealer iafiltraters and various Gasnt specics stmosphere The mix rypically iscludes myceric maspower is ceivically shoer eed w fail
It 15 believed 1kt the paychic sigmture of these spoged’ for - lindieg “angUard and 'main forec” i) ~kl-m:“h Zaa b all
e in'n.-e flees i them | Zroved amaslt swarms. spore ‘miecs’ of 2 dearly as the alieas, every 1 oead this mewuge sow
peapaticaally o their ssmbera If the Tyrapid | ©OT0eTve- potsooous and for explosiee capability. kil et » ar comiag is of 3 hive ’
sorts arc frontful and melnply quackly the hive | Zo0merphic  symbiotes and  pasiten  plus J:_j_ I:-:-:'l_:l'nc positicet F e with my ows flier sightisg ot Ansis asd 1 ga
[kt 1= sooa dreen fo the apparently rick [lt:‘l:‘lﬂ_ r':l'lii“.hdlinn. u.:n:h:.: rfm-dif:{:l:ilm s mecrotic Cmal | Con 3 eyes l-‘='=. hi af ssch folly | -|,:' ﬂ ng [orces.
gronnds, less wmccessful colosies appesr 1o be | MaTCHER [ 5oz ash fil L5/Sporc sbase broakdown] e St e -’;‘- :l::-. it i .In-:-: >-.-.ui-.d the sid of |.:.-
; 3 eteeat. we fall Back, we sude of Haly Terma w Chapters of 1he Ad Asturees
pves o Jower pricany Flymsg trcaturcs arc also  dispatched in great strategic withdrawals, s il e i R ey
This method i also employed by the wee of | mombers primunily searms of winged Gamnt || ki e scune W iy 11| ol e A ek
wiccked spacc belks 1oy pockes of | PSR tended to by the dropship-sized Harridia the nams of sl 1Bat’s boly arc e e S |
Gescstealers abcad of the hive flect oa . the | Preed cepmnims goirg to fight buck sgains the
sscertun - currents of the Empyreas I the PFHASE 1Y: SUBDUAL Tytaedd thaeat? Eveats st lehas TV I
creaberes arrive at an ishabited world they cas | In the initial phases of sewsion the flying swarms and Macragge have pr thar the &
isfect its populece with 3 genctic cofruptica sad’ | make costestric attecks inoaa effort 1 hend bave fleets can be L Emtize plasetary populioas are L
whare ase the armies 3 bezsg copmumed by the Tyraaids.
to stop them apuaa® Why buve e gpd the cagoisg los of agn X
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Dawn broke clear and bright over the world of Tethris, Flesh-plants waved delicate fronds in the first glowing rays of the sun,
screw—grass writhed as it sank its roofs deeper into the hard carth. Strangle-vines tightened their grip on the ruins of an Imperial
outpost, rendering stecl and plastic down to their constituent parts ready for absorption On the horizon the upright cones of
spore chimneys gouted dark smoke into the skies. readying the clouds which would bring the afterncon’s fertilizing rain. In
response to the distant stimulus of the hive mind, millions of sharp-fanged Rippers tore free of their hatching mats. obediently
writhing forth to consume the abundant fruits of the mass of alien vegetation which had sprung up over the precceding night.

As they gorged themsclves to bursting. the simple lifeforms swarmed to digestion poals clustered around twisting capillary
towers, their short lives ending as they gave up their harvest in the searing acids and enzymes of the pools. Fluids rose through
the translucent veins of the organic towers, flushing them with colour as the bounty of the planet was conveyed up [ilaments
which reached up into the sky until they were lost to sight. In the icy void of space the vast, stony skinned hive ships clostered
at the filaments, suckling up the nourishment of the planet helow.

There was a ripple of excitement in the hive consciousness, an undercurrent of anticipation. Thiz world was almost drained now,
within 2 few more revolutions the last of its biomass would be consumed and the hive ships would cluster in tighter. Ti‘u:]r'
would strip away its atmosphere and drink its occans, covering their mile-long bodies with frozen sheaths of oxygen and
hydrogen, nitrogen and chlorine in preparation for the journey ahead. When all was dooe. when Tethris had been reduced to an
infertile ball of rock. the hive fleet would move on and begin its hunt again, searching for a new prr.:,'--wnr]d ta feed wpon
New lifeforms would be absorhed, new codes added to the vast genetic knowledge of the fleer.

Without warning a change swept through the hive consciousncss. Rippers ceased their harvesting, these about to enter the digestion
pools turned aside, digging down and pupating instead. The smoke from the distant Ehjﬂ]ﬂt}'s reddened as they released necrotising
spores, the flesh-forests came alive with the sereams and roars of denizens roused to fury. High in space the hive ships sensed
the approach of otherlife. Prey-that-fought had come to challenge the hive for its prize

A storm of light and heat burst through rhn.: atmosphere, bathing the land with man-made fire.

FEEER R




The cell was small, no more than three paces from onc iron wall to another. The presence of the Space Marine. even stripped
of his armour, reduced it to nothing, Brass and stezl chirugeon-machines were hooked into the giant's black carapace, labouring
to repair the dccp burns scared across it Inquisitor Kryptman viewed the hulking Space Marine imp;ssivd}r. w:ighjng his ability
to report against his evident pain. The warrior’s heavy-jawed face was stoic, and he spoke first.

I am fit to report, Inquisitor. I've suffered worse”

“You led the Cobra squadron to Tethris and participated in the Exterminatus”

“Aye. though there was little honour in dropping out of the warp to launch cyclonic torpedocs and then flecing.”
“Tyranids are creatures without any concept of honour. You had to fight anyway by all accounts”

_Th.t:,' had a double ring of pursuit drones and deep space mines stationed around the ]J].i:l]:t_ We covered the
ather ships’ retreat and_I'm sure you know the rest”

"Precisely, but you were best positioned to observe the planct itself and the impact of the warheads. What
did you see?”

“Tethris was completely changed. Tt looked verdant like a jungle planet but with strange coloured clouds
in the atmosphere. There were_spines which projected up from the surface into space which some of
the Tyranid ships were connected to. They actually managed to block a third of our torpedocs but

the rest hit cleanly. T-saw the fire vortexes spread and multiply. The planet burned.”

EEEh TRk

On Tethris, an endless ash-plain subtly shifted and then cracked apart as the first of the

newly pupated Rippers burrowed its way up to the surface and hissed its defiance at
an empty sky.:



IMPERIAL ORDER 5.393/UE/73947U. CITIZEN INFORMATION DOCUMENT.
IN CASE OF ALIEN SPORE ATTACK FOLLOW THESE RULES:

11 DO NOT PANIC. UPON HEARING THE WARNING SIREN PROCEED IN A CALM AND ORDERLY FASHION TO THE NEAREST SHELTERS AND
EEMAIN THERE UNTIL THE ALL-CLEAR IS SOUNDED.

2] DO NOT ATTEMPT TO RESCUE FRIENDS, PETS OR LOVED ONES; YOU WILL ONLY ENDANGER THEM AND YOURSELF

3] ONCE WITHIN A SHELTER YOU ARE SAFE. 0 NOT LEAYE THE SHELTER UNTIL THE ALL-CLEAR IS SOUNDED.

41 IF YOU SEE AN ALIEN SPORE AND NO WARNING SIREN IS OPERATING OR THE ALL-CLEAR HAS ALREADY SOUNDED CONTACT YOUR
DMSTRICT SUPERVISOR IMMEDIATELY.

IF YOU ARE TOO FAR FROM A SHELTER TO REACH ONE EASILY DO NOT PANIC. SPORES ARE ATTRACTED PRIMARILY
BY MOVEMENT AND DETONATED BY EITHER PHYSICAL CONTACT OR SONIC, HEAT AND PRESSURE CHANGES WHICH
INDICATE A LIVING CREATURE IS NEAKBY. AS SUCH THEY ARE EASILY AVOIDED BY THE FOLLOWING MEANS:

11 REMAIN INDOORS. SEAL ALL DOORS AND WINDOWS. IF THERE IS A CELLAR, BASEMENT OR UNDERGROUND REFUGE OF ANY KIND
PROCEED THERE AND WAIT FOR THE ALL-CLEAR. |

2] DO NOT ATTEMPT TO USE VEHICULAR TRANSPORT, TRANSPORT TUBES OR GRAV RISERS TO LEAVE THE AREA, THIS WILL ONLY
ATTRACT MORE SPORES.

3] IF SPORES ARE IN SIGHT D0 NOT MOVE. MAKE NO SOUND. IF SPORES ARE GOING TO MAKE PHYSICAL CONTACT MOVE SLOWLY AND
CALMLY AWAY. ;

4] THE MINISTORUM RECOMMEND HYMNAL XXIV ‘IMPERATOR WE ABJURE THEE' AS INSPIRATIONAL LITERATURE UNDER THESE

CONDITIONS.
REMEMBER CONTACT WITH ALIENS IS A CRIME
AS AN IMPERIAL CITIZEN IT IS YOUR DUTY TO OBEY THESE RULES.

FAILURE TO COMPLY 15 PUXISHABLE BY SUMMARY EXECUTION (AD.ORDER 4320 0W.5568).
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| KNOW YOUR FOE!

Soldiers of the Imperium take heed! Failure to comply with

“these directives: puts you and your comrades at risk!
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Sim:c our first sporadic contacts with Genestealers there have
been many misconceptions associated with them. We first
thought they were indigenous to the moons of Ymgarl. later this
was determined to be in err and subsequently 2 xenocide campaign
was conducted on sad moons. [ref. CWTCY] When the Tyranid
hiveflects came wpen the Imperivm, the ereatures were named in
relation to the first notable planer te fall before their advance, the
Explorator station of Tyran. [ref. GWTCH]L Subscquent studies
after the Bartle of Macragge proved there to be a direct
r:|xT':-::-n5hiF| between and -~ the

Tyranids so~called  Ymgarl

Genestealers,

Initial scicntific and intelligence reports indicated both Tyrapids
and- Genestealers —were akin to- hive -insects and that they were
basically all of the same race. with significant bioengincering
accounting for the diverse forms Recent cocounters with the
hivefleet designated Harbinger have caused us to reassess our
position. Through the activities of the Adeptus Mechanicus and
the Apothecarian conclave we have been able to examine and

report in depth on the physical and mental characteristics of many

creaturcs from this hive fleet. Subjects were captured by the
Honoured Ist Cohort Wyverns, under Diragon Priest Tanner, using
stasis ficld  gencrators produced by Grand - Artificer  Keplars'
factories. This allowed for some of the first living cxamipations
of mapy Tyrapid orgapisms. The results are pothing short of
astounding.

Preliminary attempts to classify the biology of the creatures met
with considerable difficulty due to the existence of multiple
redundant systems for respiration and circulation. Skeletal systems
were internal as well as external thos allowing for little internal,
space but providing exceptional resilicnce and strength. It was
determined by examination of twenty seven different creatures
with twenty two different morphologies that the creatures are not
in fact the same ‘race’. They do have many similar characteristics,

which lcads us to our next point.

Mates All-of the lirge specimens carried a1 least three very small parasites or
symhiats. [rel MBLIZSTS-12577] Two varictics of thess carricd Bacterium. [cthal
to-humass - [ref | MBEEZREA] Radistion in -high —dosss - proves - fatal —to- these
particular sirains

Recommend: Lvl 6 bombing of any cleansed arcas to prevent outbreak.

+ Adresal Clands: Masy Tyransd orgunisms

T}'Fi.l::l.l phj.':i:n':ngl,‘
within Ty‘l’ll‘lid‘i mg:nisms fesrare oversized suc-lke growrhs which

Skeletal | structure:

appedd 1 be cultivared up:r:lfh azd

d Focal Caisac thatkaci et implanted aftes gertatios. Thess simple
cxponcatially -vnl- intrcasod :.‘-:!Uv. 5,77 symbsote organisme, {ced ofl the creatures’
5 bodily flusds and metasize them into 2
hi-@,‘.l:. enriched seun of edrepaling-buased
ds o

herghtened setivity the symbictes pump

Internal Skeleton density likewise increases

with body mass

. : - . compousds o combut asd pes
! Substantial mass percentige sllocated 1o P i

struciural suppart ig 1
rociunillsvpgort W Jaych opyakitag. tbe adrenaliac by-produces into the host
[Leads| 10 significant satunal armowr and !

e T ceeatuse. sagrilicanily heightening
[rel AMA/MES2E] Link i

earget/ sk - point- thesi-panf

sggressica sed reflex speeds

Tyranid Phage Cell - Callo Specimen

Circulatory Systom:

bload vessels &

ymp bathes dnrercellullsr SpatEs
T Closed System: closed. anc systemit | &
two branchial hearts

Phage Cells: Most of the Tynasds
examired Bud amoebae-like cells wnbin

Respiration System:
* Galld —- spegialised partions of
appendages.

their hlsad, which Jili‘:::.-:-\.‘i b s2Eve B
o Class cxamspateon af these lager

brosght -thereabisationthat- thesscelbs st 5 PP A [ B ¥ LT T Y

cagypuce [reE METIZRRE], venrilised by

staphognathste. also tracheal gills

1z digestive systems. [1 i 1k

Tyeanids [s1 lesss the edviec

o8 3 preprocciscd

g whak y .
. - cxtessions of body surlace w/incheae
abearhed I-‘lna:gh oemoss wihan the 8 ] ]

+ Ctanecms diffwsion oo secklike -semple

wegs [ref MEM2599] with muny sy,

bacieris. [Allows sdipastica

larger hive vessels. [Anomaly. relrippergy]

These very active cells serve many

fuscrions sad ere the st dengetous

atmmisphers]

componeat of Tyrnid vesam Jbuirnr

Sgace’ Maines [sdditioaal information will

Nose [ses Phage Cells]

be forwarded 3= tests coacludc] Thas ; P
|sddendwm: ripper wwarmfarnc]

reeders many. il mot-all stiederd- poisoas

dncllicienn and lessens the effece of asy

steuciens] dimuge Ocular organs

* Mo pa'.r.-bur Haurd sutessar

* Meihomian glinds: Modilicd scbaceous
glasds,

* lysogyme —— antibacterial enzyme [gEmilas
o misy keown crenmsed)

* Schera: bk, cornca also Black. Vertical
pupals visable wnder LIV light

[l BINAL 12565

Tyransd Phage Cell §
Subject-test- el 150
Mosphid strain

' Wulgershle 1o high intznsity light over the <cntral nervous system- 15 severely

campensaticn respoass Tlash blisding dimaged  Please see attached report on
quick rotavery. wulberable locaticns for Tynsid cegiazims
[ref AMASMEZER

NargenSweak

) Ligk iusctive key

File 472/-437 Occulis Organ

1hexis noa-Tusctional

Addendum. Subtext -
[sebgecr. Sanectural durability of Tyraneds]
Evolution a5 we defise ir requ

i many

yn:mi::.—n al l;u:im'. :.:h:;v‘.:rll,;n Tramads

mem - to-cvolve i noeded’ maintainig - all
wdaptations that are deemed wseful and
addiag sedundiar syssems withia. ilready
Mlany

=0

Reproductive: Cepeseealers, Hormagazers,

Gargoyles and Termagasts have been kecwn a1 apes to Balster the argassm
et } 1V B bb Ak

1o reproduce. b is -uakeown a1-this time difine_this as bio—reginconing. but 1k

arc mingled 13 =ech 2 way as to be

whther Warriors, Licrors and Loanthropes
kre able to de so Hive Tyresis ae |I::|ug.‘-|

1o be waiverually “male” while the femnalc

couperpatt may be the mossimes

Dominatriz It has been found that the

ripper swarms commos on faviged worlds

are the larval fosms of m dilferear

Tynasds The Ia-.g: & 1 el coergy

requined e campling 1 mctamorphiodis is
rapidly accomslated to excess when the
swarms begin strippisg the bicamass frean o

plmn Rippers feed wenl they became

satisted asd

exirets a basie rendeeed form ol

wipds, protoins, sugars. carbobydrates and

basic’ mincrals were excreved in s greasy

liguid. Presumubly 1his i Tor use by

ceeinnies, [qv. Mais-Clucent], which oald
pat ar did not guin nourshment dircctly

fram the biomass. Ripper swarms seem 1o
be the Liest stage of 1 symbdoric digesai

system - which. encompasses the- entire

Hiver,

Organs: The lack of aay disceen

kidpc

. digestove tratt and other glands

allows 1he trcaturcs to wso thas valwable
binlogical space fo Bouse additicsa] defenses,
musche and redundane systems. o is wery
diff

significanr damage o ssvenal systoms wnles

ubt 1o kil o Tyraasd wark inilicting

insepanable when discussing Tynsids Also,
when ancestors or peot

‘BJHI.'\-'.:Il e
discussed, |-.:;~E.'a'.|-. 1hs 4 ofganidn i3 pa
I::.-g:: atcand but i ke caec of Tyraneds.
creatures which ovolve almost cortaialy seill
have existing ancestors. The Tymasd Nor

Queens prescess g

ic mateduil gﬂ.hm:{ Ery
e swarm aad leak for cvaluticeary Hops
ar Bismarphs whith could prowde uselsl
results withan the hive [ref WDI43.3738)
Tyraids muy be described as 1 coas
ruiber thas ﬂiula:nl Farm af Iz DMNAL

RMNA- asd ather tosts show that there arc

several ercatures that hinve ovalutiozary

apiesioes within the group, Bowever others

show no connectice. Cosvergent life ukes o

form aed only sdipes it By removing others

fram the etemysie

wigrping their place,

sbsorbisg them. and mimicking thosc aspocts
deomed uselul for continued survival. As
Ibeese - creatores-eier o- biogphere they

systematicslly insne all Beamass, :'r.'||.r.d

8ol oaly the swintional contont but
1bs cvolwiionary history as well Wiihin the

Hive ships

there exis great bracd chambsers,

the sheeping wad mursring

vefleet. As pow | gracii

d. thiz in turn i rclayed
mectimorphosing crestres i3 process



similer 1o thut of the Space Murine

phages) Ta this way akey e
abdc o 1||JJ'|I o pow nu.-.!.pl::-.n
and poisces very quickly by
mukirg medifications to their own

scrshol while srill is the

tal wlage, 'I-h-:.—us:unh_

developm
whith wore thowght to be 2 retent
wduptiison, scem to be narly as
secicet a all the oher Termagant
specict. Perhaps there are’ crearnres
witkin the Bive fleets which hawe
pot awakened o coet. whith when
we do see them we will mistakeady
believe 10 be mew crearmres, rather
than ::|J_:|I|.|rr killesa I-mugh! abour
by a millcasia of sporadic

evolalion

Agenber mauter of coasidersble
smpar s that of the so-called
‘Hive Mind”  With the help of the
Epistolary Drukba = wore able 1o
determize which cresiures had tme
intelbigence and which seemed 1o

rely oaly o iemistr when ialied
[rom-the-Hive-dind

and comparzson of bostial grcaturcs

versus_higher coganisms soted 2
sig

within the ¢reatures’ Brases

ficaar bicdogical diffesence

Hivezode croatures [Tyrasiges

Tyragicii, Tyrsnicii Prealeceta] were found 10
hushour 2 complex truacated orgis wrkin
the bran which seema 1o be the sonece of
pepehie activiry and comeol of bower
coganisms. Zoanthropes have the most
proacsnced use. allowing thom- o hurl bales
of payehic force capable of destroying battle
tanks

Syoaplic
Cartex
Bundle
Xenos lab
Fearis £}

Thize Iypes of AIyLEE Were Fousd, Misier,
'In:iu;p.-n:i:.-.l azd Slave. Migner arykas
constistly radiate thowghts and comsunds as
well as raad stimelus from other argins
lodependent orgins reccive but do oot
Bwcudcasy any sliver signal | Slive orgiss
require stumubas - Erom- mastes- orgas - and
many trealwes with thia argsn fuscnics
oely oca instiedt whea removed from Baster
influeece

Example: Whes placed wizhis "contect’ range
al a T:rr:rm:il Piealecera, a1l (Gauarn Speries

wulgs wis

betined simulurly. When rhe s
removed the Gargaylisai asd Termagauntia
beah exhibised diminisked facubises whibe
the Harmugauatii-heceme completely

anismalisric

Thus i could ke F.m:}-!e 1o pm rhese
cmanations and disrupt the |anchatitation af
the eotire atteck. We are dpmemly workisg
ca developing 3 modulator. which wll can=
excezsive feedback 1o the source

[ TFEITE]

Note: Indivadal creatures arc unable ta
manifest the warp disturbances. whach
blinker worlds arncked-by the fleet.oven ot
migte levels Thus ikis phenomenon bas
cither the Flive Misd
cercuid- overbosding the warp with pivchic

been attsshuted 3

mexsgon, or 3 constnl flux af
overeliclming power from as as yet
unkacwn Soarce.

The

CEasysIcm

¢ fleet & quize literally 2 mobile
o mugt be copable of sustsisieg

piszdl for u-r.uug:y'.'-l:r !<|r.3 F:-.:.::k af rime

il it drossed the intergaladide voed ALl the
ndividual. crcatwres. have betome symbintic
with oat another. masy depending oe otbers
Withis

the hive ships. individual [crevtuzes” huve

far fond ar deferce or guidisce

been scen to aed hike bloadeslls but
examination of ihese mdicates boy arc an

Fecp parn of nhe hiveskip, not a sepanite
creafure al all Thus eheir szl dssrraceive
bebumiowr is waderstindible in- proscction of
the -body -whele:

Addendume Tynaid Toxis

File 34/ 3945738 M40
.

Toxin Sac

Tynanid toxins are astonishingly lethal
capuble of everwhelming even 3 Spoce
Marine's angenented physislogy. This appars
to b achagved by taking 3 hangus’

approach. The toxin 1 2 maxture of highly
reactive inorganic - potsons. hacmotoxm

+ 5

sfleicxing, pemzcioxins, sedic podules asd

phige cells

Wishin 1h: SFJR Mg
these arc dealt with quackly Bsa

Ay et of

| appeati
that-the phage cells are wery destroctive
very quickly, seemingly-being excited to
action By the bodys stiemprs 1o destroy
tham. They- mimsc -the auter sugfhce. of
eative cells azd sct abost | destroying
anyibing that they encounter. They do thes
by locking onte receptors on the | cutside of
the cells spd thes relessing o mutchisg

permusent block onto them: shutting dosn

ihe el Tumnics

This demage in eificct ssods 1he Larnamans
tells into overdrive causiag blocked blood
vessels on 2 bodily scald We have beca
usabde to creste b systemic defesce oiber
than tresrmest with PAR o doubl: marmal

leviliw

in minEnes af EX [ Thi is

pow standard mnoall Marthecium

Durabilicy

The =urprismg hiological denbibity | of

Tyramidsis ol “directinterest” o thic Torces

of ke Imperinm, What follows i analysis

ol T1_m_-ni |'v.n||:¥:{:|- defopics o pchml:

and dirccted cotrgy woaponry:

Subeet [imperial armoury]

L Muscolar: The muscokr sheath wnikin all
1he coebtures of the hive fleats [kacwn)
cxbibit a crogs-threaded febrons sarore
which s as sifccnive as standasd issue
bi43. Flak Armowr. Primarily defcosios
igainst [projectides. this 45 3 magor [ector
within the orginism. csce primary

defensive: chitia sed rissuz have bBeza

breached
Skeletal: The thick cxternal chitin’ shells.

conpled with the internal dense sibicate-

rich skelerca affer o Righ depree of
peodcilion Erom both ensigy asd projeciile
weapans. The outer carspace s huflled
with intersal cysts coatammg - Tyrgel s
viscose forganic liquid (I2987 cps) wnh
stcasding thesmal capaciry.

Digecred encrgy wespors are uslikely 1o
canae Jetbal duu:g: |}-.u-_‘5ln phese apeas
wribovt beeg ol an aati-armour naturs
The proscction alforded by the chitin
iesell is pacporriceal 1o the density aad

thickneds neging from 5-14 Maoh. The
Tyrgel’| abso depletes the inertial energy
[rom prajectile] and [ragmentition weapoas.
All Tynazzcus Tyranicii Tyraakus
Coruenreses 1ad -derivatives 10e
:l(:?l:qu"v durabls apd coariin the

haghest | percentage of these gyt Overall

bio-muss density gradsent L65Y with
significian proportions dlocated fo

skeliton. [husman<LIT5]

1 Enzeanits Fhage cells sewinlise any
poisons andor biclogecal attacks: They
are also capable of relesing an cazyme
that will palymerize the TTyrgel [qu]
upan. exposade This- occurs - whesever - the
tysts are ruptured and seals the breech
with_remarkable cfficiensy ta avaid ths
Boss of essential bodidy flwids.

4 Hsological functice: as described elsewhere
the redeades AyElems af m-.pi:niu: e |
cistuliticn. coupled wib 1he bk of
digestive systems withm most Tyranids
sllows 1hem 1o sestiin exicnsive poa-
Teabal " disuge. Termagauaius Tesmagauntii
have Beea scen 1o supvave: the Joss of all
limbe {withowt expiing doc 1o Tlued | fous
|scc cnzemic entry] Many may [untison
Lor.hdwrs-or-days =ih-severs-shonsi
damuge snd may fully secover from
seemingly Berhal woupds
[ref subfile® harrep Tyranid Rivener]
lntenss Radttion frefi Cabalrbomb] i
effective in plisctary applicatioas but hive
fleer saruciuges are-bdologically-defeaded
by an yel peknows meies Thus it is
within 1he cvolutionary sops of the
Tynansds to copr with ihis|threas.

A thos

creatnees  with

itempting | 1o sy Tyrannidic

nipged  weapons  should
condides - his islormation. - Caripate | —sreas
sheald BNOT be -.arg:l::ui_ EXCEpT t-_-, T
armowr weaposd Eyes, ook, asd joints arc
the wrakest arcas ol poarky 3l Tyrannidse
organisens.  However —extrematy — damage iz
ualikely 1o ever prove lethal excepr

exlrome apslasdes.

Dvace Legios Miomedical Research- sumices
MewHallelus






