elcome to the sweltering green hell of

Codex: Catachans, a book dedicated
not only to the famed Catachan Jungle
Fighters but to Deathword regiments from
across the Warhammer 40,000 galaxy.

AN OVERVIEW OF CATACHAN

Catachan is a deathworld, a planet so
inimical to life that every day there is a
battie for survival. The hardy people of
Catachan are descendants of the very first
settlers  who colonised the planet
generations ago. By necessity, they are a
tough breed well versed in survival amidst
planet-wide jungles that swarm with
voracious predators, flesh-eating plants,
poisonous insects and virulent diseases,

The people of Catachan have but one
resource of value to the Imperium, their
superb regiments of Jungle Fighters. Once
recruited they are dispatched to warzones
all across the galaxy where their skills in
jungle warfare are at a premium. Catachan
warriors readily accept the call to arms and
in exchange for their loyalty their families
and settlements receive technologies and
medicines that would normally be
impossible for them to obtain.

DEATHWORLD VETERAN ARMIES

Catachan is the most infamous deathworld
in the galaxy, but it is by no means the anly
ong, Deathworld troops are also recruited
from Cthelle, Luther Mcintyre, Canak, Lost
Hope, Miral and dozens of other such hell
holes. The army list which follows is
referred to as a Deathworld Veterans army
list so that players can also use Deathworld
ragimants of their own invention. This
allows you to devise your own colour
schemes, history and background for a
Deathworld Veterans army. You may wish
tfo adapt the rules for the |ungle
enviranment in this book to create a
different type of deathworld for your
regiment, such as the polar deserts of
Luther Mcintyre or the methane swamps of
Miral.

WHY COLLECT A
CATACHAN ARMY?

The Deathworld army list can be used in
two ways. Firstly to add units of Deathworld
Veterans to a standard Imperal Guard
force. This represents a Deathworld
Veterans army that has been at war for a
considerable period of time and has been

moved from one war zone to another, being
combined with elements of other Imperial
Guard regiments along the way.

Secondly the list can be used to field a
‘pure’ Deathworld army, representing a
force that has been recruited more recently.
It i5 a relatively lightly armed force which
uses its skills In jungle warfare to balance
its lack of big guns or tanks.

While Deathword troopers are better than
the average Imperial Guardsmen, their
greatast strength lies in their ability to move
through jungles unhindered and lay booby
traps and ambushes to confound their foes,
Deathworid troops can use the dense
terrain of the jungle to cover them as they
strike and then fade back into the terrain
before the enemy can muster a response.

Visually, a Deathworld Veterans army Is
great for players who like a hard-bitten elite
force made up of rugged individuals. With
no tanks or complex uniforms to worry
about, all you have to master are the basic
technigues of painting tanned flesh and
combat fatigues. For the more advanced
hobbyist there are lots of opporunities for
creating different camoutiage schemes and
converting miniatures as part of the
Deathworld Veterans force.

WHAT’'S IN THIS BOOK?

Codex: Catachans s split into the following
sections, each of which deals with a
different aspect of collecting and gaming
with a Deathworld Veterans army.

The Army List. The army list in this book is
supplamantary to the army list in Codex;
Imperial Guard. It gives the special rules,
weapons and unigue troops available to a
Deathworld Veterans forca.

Collecting and Modelling a Catachans
Army. This section is packed with advice
and tips on how to set about collecting a
force of Deathworld Veterans, tactics to use
in battle and how to paint your miniatures
and create jungle terrain for your battlefield.

The Catachans. The final section tells you
how to set up terrain for a jungle battlefield.
It also contains additional information about
the world of Catachan, specialist jungle
fighting techniques and Imperial reports on
Catachan eguipment, Two Catachan
special characters, Sly Marbo and Colonel
‘Iron Hand" Straken are also included for
you to use in your battles.
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he following rules allow you to create a 'pure’
Deathworld Veterans ammy or include Deathworld
Veteran units as part of an Imperial Guard army.

CATACHAN UNITS IN
IMPERIAL GUARD ARMIES

The following rules apply to Catachan units in a standard
Imperial Guard army:

1. Any Catachan unit or character may be upgraded to a
Deathworld Veteran at a cost of +3 pls per model,
Deathworld Veterans have +1 Weapon Skill and also receive
the abilities described in the special rules that follow.

2. Catachan Command platoons may include 0-2 Assault
teams (see the army list lor details) as part of the platoon's
complement of heavy weapon squads

3. The army may include Deathworld Sentinel squadrons as
Fast Attack choices (see the army list for details).

4. The army may include Catachan Devils sguads andior
Deathworld Veterans Snipers as Elites choices.
IMPORTANT: When included in an Imperal Guard army
these units are not allowed 1o set up in ambush (though they
can infiltrate in scenarios which does allow for infiltrators o
be used).

SPECIAL RULES

Deathworld Veterans

Some Catachan units can be upgraded to Deathworld
Veterans. The following rules apply to these units:

+« Deathworld Veterans count woods or jungle tarrain as clear
terrain for the purposes of movement, including for
advancing after an assault or falling back

* Deathworld Veterans receive a 4+ cover save for being in
woods of jungle terrain.

* Deathword Veterans who dont move in the movement
phase may see and shoot through 12° of woods or jungle
terrain, rather than 6" as would usually be the case.

+ Deathworld Veteran units may infiltrate as described on
page 134 of the Warhammer 40,000 rulebook. They may
only do this in missions that allow infiltration and only if they
use their ability 1o infiltrate to set up or move into woods or
jungle. They may only use this ability if on foot; players that
have Catachan Rough Riders or Armoured Fist squads may
not use them to infiltrate.

DEATHWORLD VETERAN ARMIES

The following army list can be used to create a Deathworld
Veterans army. All units in this army have the Deathworld
Veterans skills described opposite, The army is not allowed
to take any wvehicles other than Sentinels and can only
consist of units from the following army list.

JUNGLE TERRAIN

The Deathworld Veterans army list has been designed for
when troops fight in jungle terrain, It has a number of
advantages over other armies in such terrain which have
been taken into account in the points values charged for the
modeis in the army. In particular you will find that the cost of
flamers and heavy flamers is very high, as these are deadly
weapons in the hands of Catachans in such terrain. This
doesn't stop the Catachans fighting in normal terrain (after
all, sometimeas they do have to leave the jungle!l) but you will
find they are at a disadvantage when they do so.

The rules for Warhammer 40,000 battles in jungle terrain are
included after the army list. Due to the special rules and
conditions that apply, you should let any opponents know in
advance that the jungle rules will be used and let them read
through the rules so they know what to expect. If you don't
then the battle is fought in normal terrain.

CATACHAN WARGEAR

Catachans may use the wargear described below. Any
equipment not covered here uses the rules in Codex:
Imperial Guard and the Warhammer 40,000 rulebook.

Demolition Charges
A model armed with a demolition charge may use it in tha
shooting phase instead of making its normal shooting attack.

IMPORTANT: Only one model per unit per tum may use a
demolition charge; if a unit has two or more models with
charges, only one demolition charge may be used per turn,

Demolition charges have a range of 6", The attack is treated
the same way as for an ordnance attack, except that the
model throwing the charge can move on the turn that it
throws. Place the large Ordnance Blast marker as you would
nermally and then roll to see if the charge scatters (due to its
extremely short range a demolition charge is almost as
dangerous for the user as it is for the target!),

Demalition charges are one-shot weapons. If a model uses
his demolition charge and survives, replace him with a
Catachan model armed with a lasgun. If such a model is
unavailable, the model is removed instead (he dusts himself
down and heads home for a well-earned grox burger!).

Weapon Range Str AP Notes

Demolition Charge &" 8 2

Ordnance
May move and fire, one shot only.




Points/Model

Colonel

Captain 5 4 3 5+
Deathworld Vet.

Squad: The Command HQ consists of one Officer and between two and four
Deathworld Veterans,

Weapons: Lasgun, or laspistol and close combat weapon,

Options: Up to four Deathworld Veterans may be armed with one of the following
each: flamer at +12 pts; plasma gun at +12 pts; meltagun at +12 pts;
grenade launcher at +6 pts. Two of the Deathworld Veterans may be formed into a
weapons team armed with one of the following heavy weapons: heavy bolter at
+10 pts; missile launcher at +15 pts; heavy flamer at +15 pts; mortar at +15 pts.

The entire squad may be equipped with frag grenades at +1 pt per model

Officer: The Command HQ is led by a Captain or Colonel. The Officer is a character .
and may be given additional equipment from the Imperial Guard Armoury. 4 The leader of a

; Deathworld Company
Medic: One Deathworld Veteran may be upgraded to a Medic at an additional cost of ¥ or regiment s usually
J i : \ f o elected by his men. He
+10 pts The Medic receives a medi-pack (see the Wargear section in B Ay G s tanswned Hater oF
Codex: Imperial Guard, page 8). A kwarrior, the headman of the

sattlernant from which tha
Comm-Link: One Deathworld Veteran may be given a comm-link at +15 pis. Company was recruited or
perhaps the patriarch of an
extended family which has sent

SPECIAL RULES y " many of its men-falk to join the
ranks. Discipline is maintained
Deathworld Veterans: All models in this unit are Deathworld Veterans as i through trust and respect rather

described in the Special Rules section at the start of this army list (points for the SN ik s Ewadnead

Vaterans take pride In the fact

upgrade have already been included above). that their officers share with
i ] : ham every danger and
Leadership: Any unit from this army within 12" of a model in the Command HQ “, hardship.

may use the Command HQ Officer's Leadership for all Morale and Pinning tests.

k!

The inhabitants of
. deathworlds are
N fiercely independent.

Outsiders have

SPECIAL RULE 3 difficulty sarning their respect,

COMMISSARS - SEE CODEX:

IMPERIAL GUARD

particularly Commissars who
Oops, Sorry Sir: Deathworld Veterans resent strangers telling them what to do #. = ©ome on all high an' mighty",
or threatening their friends so Commissars have a very difficult time maintaining Deathworld Veterans are
: i , very unsubtle in demomn
control, They also suffer a disproportionally high number of ‘accidents’ when & gisapproval and for this
serving with Deathworid troops. Roll a D6 for each Commissar before setting :5“':1 rﬂg;"?ff"'f' IE'””E' am
ttritional rate of
them up (roll for models in reserve when they deploy onto the table). On a roll cfmf,:izsﬂr:,ft?,:nrfﬁfe s
of 1, the Commissar has met with an unfortunate accident and cannot be used. ~ other, more civilised worlds.

.

_.t\'ﬂ: m @ Wﬂi the size u{ bﬂth‘.mh. thn:: men dmd Imm E}rcmt Jast w:::k I've sweat
v ! m ﬂnkws ?nﬂ the trees arc s0 t!utk in

pcht,:!




Deathworld Veteran
regiments include
B % of Warriors
ional even by
the exacting standards of thair
birth world. In Catachan
regiments these are called
'Catachan Devils' in reference 9
to their famous kill-knives and &
the voracious predators of their 4
world.

5

Designer’s Note
We have included
Catachan Devils to
allow players to practize

PointsModel | WS BS S T W | A Ld Sv
Catachan Devil 13 4 q 3 3 1 3 1 B 5+
Veteran Sergeant 23 4 4 3 3 1 3 2 B 5+
Veteran Officer +18 5 4 3 3 3 4 3 8 5+

Squad: The squad consists of one Veteran Sergeant and between four and nine
Catachan Devils.

Weapons: Lasgun and frag grenades.

Options: Any model may have one of the following weapons in addition to, or instead
of, his lasgun: autogun at no additional cost; close combat weapon and laspistol or
autopistol at +1 pt; shotgun at +1 pt. Up to three models may have one of the following
weapons each: flamer at +16 pts; plasma gun at +12 pts; meltagun at +16 pts;
grenade launcher at +6 pts. The squad may be armed with krak grenades at an extra
cost of +2 pis per model.

Character: The Veteran Sergeant may be given extra eguipment from the
Imperial Guard Armoury. He can choose equipment usually only available to Officers.

Veteran Officer: The squad may include one Catachan Devil Officer at an additional
cost of +48 pts. He carmes a lasgun, or a laspistol and a close combat weapon, and
may be given additional equipment from the Imperial Guard Armoury.

thair skilis at making a
really unigue and
individual unit. We won't
be making modsls to
reprasent many of the
options allowed fo a
Devils squad — it's up fo
you to convart the

SPECIAL RULES

Deathworld Veterans: All models in this unit are Deathworld Veterans. See the
Special Rules section (points for the upgrade have been included above),

Ambush: Catachan Devil squads can set ambushes as described on page 20.

Hardened Veterans: The squad has the Hardened Fighters and Steadfast Battle
Honours. See page 163 of the Warhammer 40,000 rulebook for details.

DEATHWORLD YETERAN ASSAULT TEAM

Points/Model | WS BS S T W | A Ld Sv
Deathworld Vet. 10 4 3 3 3 1 3 1 7 5+
Veteran Sergeant +10 [ ) 3 3 3 1 3 2 8 5+

Formead from the
bravest of the

PI'

Squad: The squad consists of a Sergeant and three to six Deathworld Veterans.
Weapons: Lasgun and frag grenades.

Options: Any model can have a shotgun, or laspistol & close combat weapon, instead
of a lasgun at no extra cost. Up to three models can have one of the following each:
flamer at +12 pts; meltagun at +12 pts; plasma gun at +12 pts; demolition charge at
+10 pts. Two models may form a weapons team armed with a heavy flamer at +15 pts.

Character: The Sergeant may be upgraded to a Veteran Sergeant at a cost of
+10 pts. He may choose extra equipment from the Imperial Guard Armoury.

dHr‘H |t||:|n charges, flamefs,
meltas and plasma guns.

SPECIAL RULES

Deathworld Veterans: All models in this unit are Deathworld Veterans. See the
Special Rules section (points for the upgrade have been included above),

Gung Ho: Deathworld Veteran Assault teams fear nothing. They may re-roll
failed Morale and Pinning tests and can try to regroup even if below half strength.




ATHWOI
Points/Model
20

LD VETERAN SNIPERS
WS BS S T W I A
4 3 3 3 1 8% 1

Ld Sv
7 5+

Sniper

ELITES

Loners: You may include up to three Deathworld Veteran Snipers as a single Elites

choice. They da not form units and are set up separately (see Special Rules below).
Weapons: Sniper rifles,

SPECIAL RULES

Deathworld Toxins: Deathworld Veteran Snipers use the deadly toxins found on
their homeworld. They may re-roll a failed roll to wound when using their rifles,

Deathworld Veterans: Deathworld Veteran Snipers are Deathworld Veterans as
described in the Special Rules section at the start of this army list (points for the
upgrade have been included above).

Ambush: Deathworld Veteran Snipers may be set up in ambush as described in
the Special Rules section at the start of the army list.

Camouflage: Deathworld Veteran Snipers have a 3+ cover save in woods
or jungle terrain.

Disappear: You may never move a Deathworld Veteran Sniper model. During
your movement phase you may remove the model, representing the Sniper
merging back into the shadows so he can fight another day. Once ramoved, a
Sniper may not retumn to the battlefield but doesn't count as having been killed
for victory point purposes. Deathworld Veteran Snipers can't claim table quarters
or other objectives and don't have to be killed for an attacker to win Meat Grinder.

Deathworld Veterans
racruit ther own
snipars from amongst
: their finest marksmen.
e &alhw-::rld sniper will take
4p position hours, or even
pitwdays, before a battle to find the
“eiZbest spot in trees or among
roots and wil conceal himsel
“e=fully before the enemy draws
near. Cancentrated sniper fire
can throw enemy units into
complete confusion, the snipers
being almost impossible to spot
in the dense jungle canopy.

5 )

DEATHWORLD INFANTRY PLATOON

Infantry Platoon: 1 Platoon Commander
2-5 Deathworld Veteran Infantry Squads

0-1 Fire Support Heavy Weapons Squad

Platoon Commander

Points/Model WS BS S T W I A Ld Sv
Lieutenant 20 4 3 3 3 1 3 2 B 5+
Captain 35 5 4 3 3 2 3 3 8 5+

Weapons: Lasgun, or laspistol and close combat weapon,

Options: The Commander may be equipped from the Imperial Guard Armoury.

Deathworld Veteran
platoons are
organised differently
to mormal Imperial
Guard platoons. They don'
have a Command Sectlon but

SPECIAL RULES

Independent Character: The Platoon Commander is an independent character.
He may only join units from his own platoon.

Leadership: Any Imperial Guard squad within 12" of a Platoon Commander may
use the Commander’s Leadership value for all Leadership tests,

Comm-Links: Once per tumn the Platoon Commander may use the comme-link of
a squad he has joined to communicate with one other squad equipped with a
comm-link. This squad may use the Commander's Leadership value, even if it is
maore than 12" away from him.

instead the Platoon Commander
fights alongside the infantry
squads in the C
“Hdglition, it's
" possible to k
et hment strength of ten
ch. This is because
Reathweorld Veterans operate
_alone for extended periods of
" time-and so casualties cannot
be replaced very often.

e

5
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TROOPS

Deathworld Veteran Infantry Squad
Points/Model WS BS 5 T w [ A Ld Sv

Deathworld Vet. 9 4 3 3 3 1 3 1 7 5+
Vet. Sergeant +10 4 3 3 3 1 3 2 8 5+

Squad: The squad consists of one Sergeant and between five and nine Deathworld
Veterans.

Weapons: Lasguns. The Sergeant may exchange his lasgun for a laspistol and close
combat weapon at no extra cost.

E':E:;:”;E;::L"ﬂ“ﬁ‘e Options: Up to one model may be armad with one of the following: flamer at +8 pts:
bulk of a jungle - = - plasma gun at +8 pts; meltagun at +8 pts; grenade launcher at +4 pts. Two of the
= _ fighting force. They Guardsmen may be formed into a weapons team armed with one of the following
are lightly equipped so they can has I bolt i+ 10 Dbe: misslie | har at +1 & fl
move quickly through thick eavy weapons: heavy bolter at +10 pts; missile launcher at +15 pts; heavy flamer at

vegetation but still make use of / 15 pts.The entire squad may be equipped with frag grenades at +1 pt per model.
heavy weapons when the d : 3
situation demands, & One model may be equipped with a comm-link at +5 pts.

- : Character: The Sergeant may be upgraded to a Veteran Sergeant for
an extra +10 pts. A Veteran Sergeant may choose additicnal egquipment from the
Imperial Guard Armoury.

Fire Support Heavy Weapons Squad
Points/Model WS BS ] T w I A Ld Sv
Deathworld Vet. 9 4 3 3 3 1 3 1 7 5+

Squad: The sgquad consists of between one and three weapons teams, each
consisting of two Deathworld Veterans.

Weapons: Lasguns.
Compared to a ; .
s.anj_,rd Imperial 3 Options: Each weapon team must have one of the following heavy weapons each:
Guard force, heavy bolter at +15 pts; autocannon at +25 pts each.
deathworld heavy
wWeapons Equ:i-ﬂﬁ. Are rarg,

The weapons’ bulk and weight 17 4
of thelr ammunition F SPEE]AL nmn

L

them difficult ta transpe : Deathworld Veterans: All models in the platoon are Deathworld Veterans as

across a whdern - " » b i x
e o i described in the Special Rules section at the start of this army list (paints for the
ol heavy bolters and auto- - upgrade have been included above).

cannons can be decisive in -

close foughl jungle battles.

0-1 OGRYN SQUAD - SEE CODEX: IMPERIAL GUARD

Note: Ogryns don’t count as Deathworld Veterans for the purposes of the rules,
and therefore can’t infiltrate, move through jungle as if it were clear terrain, etc.

r&p:bﬁ 11 “Swamprats’ i i
| The ‘Swampuats” of 762- -TTIMA0, led bf%@m A5,
T e o i s
i of VIL Teams of ﬁiﬂi:q; t}:@nmr.d
n:’trin\-i- ;ﬂg-rj{;;‘:l‘:ha-:::ﬂﬂs o ‘nid hw"w‘ﬂé}:‘t}f bodies in hf]ﬂfm
but where they are not, i B glair to build # II- !
certain Deathworld ] [y . )

regiments will ‘acquire’ squads
of Ihl:l'r'l- often without |r1ft:r|'||lr‘lg

¥ ¥
rnulqhnr‘“ and ;Ir'n:rmlnanc-rl asha
they do themselves, so the two
groups get on famously well




DEATHWORLD SENTINEL SQUADRON

Points/Model | WS BS S Front Side Rear |
Deathworld Sentinel 50 4 3 5 10 10 10

Type: Walker, open-topped
Squadron: The squadron consists of between one and three Deathworld Sentinels.
Weapons: Each Deathworld Sentinel is armed with a heavy flamer,

Options: A Deathworld Sentinel may have any of the following: armoured crew
compartment, camo netting, extra armour, hunter-killer missile, improved comms,
searchlight, smoke launchers. Each Sentinel is fitted with rough terrain modifications.

SPECIAL RULES

Rough Terrain Modification: All Deathworld Sentinels are fitted with rough
terrain modifications. These allow them to re-roll the dice for how far they move
through difficult terrain.

Chainsaw Warriors: The mast common type of rough terrain medification used
by Deathworld Sentinels is the chainsaw attachment. Deathworld Sentinel
crewmen quickly leam how useful the chainsaw is in close combat. This is
represented by a +1 attack bonus (this is included in the Sentinel's profile above).

Note: Deathworld Sentinels don't count as Deathworld Velerans for the purposes
of the rules and therefore can't infiltrate, move through jungle as if it were clear
tarrain, etc. Also note that the Scout rule from Codex: Iimperial Guard does not

apply to Deathworld Sentinals.

ATHWORLD VETERANS PATROL

PointsModel | WS BS S T W 1 A Ld Sv
Deathworld Vet. 10 4 3 3 3 1 3 1 7 5+
Veteran Sergeant +10 4 3 3 3 1 3 2 8 5+

Squad: The squad consists of one Sergeant and three to five Deathworld Veterans.

Weapons: Lasguns. The Sergeant may exchange his lasgun for a laspistol and close
combat weapon at no extra cost.

Options: Up to one model may be armed with one of the following: flamer +16 pts;
plasma gun at +8 pts; meltagun at +8 pts; grenade launcher at +4 pts.

The entire squad may be armed with frag grenades for an additional +1 pt per model.

Character: The Sergeant may be upgraded to a Veteran Sergeant for an additional
cost of +10 pts. The Veteran Sergeant may choose extra equipment from the Imperial
Guard Armoury,

SPECIAL RULES

Deathworld Veterans: All models in this unit are Deathworld Veterans as
described in the Special Rules section at the start of this army list (points for the
upgrade have been included abova),

Ambush: Deathworld Vieteran patrols are able to set ambushes as described on
page 20.

use no vehicles othar
entinel scout

roving hunter-killer units,
utllizing heavy flamers and
& to obliterate knots of

e, Deathworld
Sentinels are heavily modified,
boasting extra armour,
camouflage and other
innovations.

¥, penatration raids
bdhind enemy lines, Th
out the terrain and locate 1
precise position of the enemy,
Before the main fo
in battie, patrols will Lup
ambushe ] b',' trap
where they can do the most
harm,

A Deathworld Veteran
patrols are formed to
i maka long range
- & -
L ]
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Martars are greathy
favoured for use in
jungle fighting. They

hawve the abllity to rain
fire upon the foe while the
Mortar crew stays far back@
among the enshrouding jrees,
This makes them an l'n'-laluaﬁf:;
weapon because, unlike hoaw S
bolters and autocannons,
maorlars can support the widely-
spriead Deathworld Veteran
squads despite the close
terrain. Barrages of mortars are-wy
also useful for pinning down
enemy units and enabling
Deathworld Veteran squads to
outmanoeuvre them,

In the jungle, even the

slightest scratch can # ©

prove to be fatal as

necrotic bacteria
swarm in lo putrefy it
Deathworld Veterans take
advantage of these harah
conditions by rigging traps
from natural materials on the
battiefield such as vines and
tree branches. They also use a
variely of specially built devices
to creale "Davil's gardens” -
argas where the most
Innocuous looking mound of

leaves or free root can conceal |

a shredder mine or plasma
charge.
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Points/Model | WS BS S T W
Deathworld Vet. | ] 3 3 3

Squad: The squad consists of between one and three weapons teams, sach made
up of two Deathworld Veterans.

Weapons: Each member of the squad carries a lasgun. Each weapon team is armad
with a mortar at +40 pts each.

SPECIAL RULE

Deathworld Veterans: All models in this unit are Deathworld Veterans as
described in the Special Rules section at the start of this army list (points for the
upgrade have been included above),

Paints Str AP MNotes
Plasma Charge 20 7 2 See below
Shredder Mine 20 3 5 See below
Spring Mine 25 4 6 See below
Trap 10 3 6 See below

Placement: You may include up to three booby traps as a single Heavy Support
choice. Each booby trap you take allows you to booby trap a 1' square area. The
booby traps you take may be set up in the same area or split between different areas,

SPECIAL RULES

Set-Up: Booby fraps are set up using the special rules that can be found on
page 21.

Ignore Cover Saves: All booby traps ignore cover saves.

Pinning: Any unit that suffers one or more casualties from a booby trap
must test for pinning.

Plasma Charge: The model that triggered the charge is hit automatically.

Shredder Mine: The mine is located D&" away from the model that triggered it
in the direction indicated by the arrow on the Scatter dice (note that the ‘hit’ face
has an arrow on it for this purpose as well). The player who laid the mine may
place the Flamer template with the narrow end at the location of the mine and
position it in such a manner that the model who triggered the shredder mine is at
least partially under the template. Any models touched by the template are hit
automatically.

Spring Mine: Place the large Ordnance Blast marker so that the central hole is
aver the model which triggered the booby frap. Then roll for scatter in the same
way as you would for ordnance. Any models that are fully under the Ordnance
Blast marker are hit automatically, and any that are parially under the Blast
marker are hit on a 4+,

Trap: Place the small Blast marker so that the central hole is over the model that
triggered the device. Any models fully under the Blast marker are hit
automatically and any partially under are hit on a 4+,
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WHERE TO BEGIN?

here are two approaches you can

take to collecting an army of
Catachans. Firstly, you can field an
Infantry Company army chosen using the
army list in Codex: Imperial Guard,
without any special rules at all. This is a
‘normal’ Imperial Guard army which
includes Catachan Jungle Fighters
miniatures. In addition to this, you can
add some Deathworld Veterans units
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from this Codex to creale a combined
force. Alternatively, you could field a
Deathworld Veterans army using just the
army list given earlier without any tanks
or the more specialised Infantry
Company units, However, it does include
booby traps, ambushers, etc. In time,
your collection of models will probably be
large enough, with enough diversity of
units, to allow you to field any of these
differant army types.




There are a number of specialised units available to a Deathworld Veterans army.
For the greatest chance of victory, it's worthwhile learning to use these highly
trained fighters to the best of their ability.

Daathword

ahily armed foas
Guardsm

Eldar

L]

¢ Agsaul team and Sentinel

red support 8 Deathworld Vatarans ammy has and
fham, AR




r

\§ -~

| PAINTING AND MODELLING JUNGLE FIGHTERS

>

Painting skin is an important part of putting together a Catachan army and there
are lots of different ways you can do it. Here are two examples of painting skin
for you to try. Adding camouflage really helps to link your models to your terrain.

2 tn bath of the examplas shown here Dwarf Flesh and Chestout fnk have been used

ovir & different undercoal. The colowr of undarcoal graally affects the fane of the
Skin colour, T o
Top Tig: You can easfly add
Painting over a white undercoat Vit tiar f o’ model's shin

by s

1. Fairt the skin Dwarf Flesh all over the undencoarl,
2, Wash complately over the top with Chesinud ink

)

U g

X : A wiiile undercoal makes for 8 fghter skin colour

L Painting over a black undercoat
1. Faint the skin Dwarl Flash over the undarcoal, leaving the deepest receases of
] the musche black. This highlights the detail of the muscles

2, If you wan! o, you can make the back shadows appear lass harsh by painting
& filtlg Chastrut Ink inlo the recessas
Lising black as the undarcoat creates & darkar skin fone

PAINTING AND MODELLING CAMOUFLAGE

Camouflage is an important element of a jungle colour scheme. Start to paint a basic
camouflage scheme with a light colour and overpaint with a darker camouflage pattern on
top (you can paint progressively darker colours on top for multiple colour camouflage
schemes it you want). As well as painting camouflage onto cloth, you can also paint
camouflage onto skin as well.

Another way of camouflaging your miniatures is to stick foliage onto them. These examples
show how to create the effect of twigs and leaves wrapped around guns or stuck into
bandanas.

Alurmiaium mesh was cut and wrapped round the asgun Door matting was cuf and gived into holes drilled info the
Once painted brown, amas of the mesh wer painled minigture's bandana. The strands wera cul cdown and
with PVA and then dipped in flock, flocked. The leaves were washed over with Graen Ink,

Model folfage was comivned

Cut foliage from Fing sponge called A gmall Si0me Was Lsed with gand, gravel and slatic

i maodal trea Coarze Turf was soaked to create the trunk of a grags, avallable from model
rn PVA and focked ‘Coarse Turl" bush, shops,



CA T AﬂllAN COMPANY ORGANISATION

ﬁhﬂugh mlaud as regiments, most armies from Catachan operate on a company-level basis. They

fight aimost 8s autonomous formations, with only occasional guldanr:a from hlghar mmmandimln
Thp Culumﬂ 5 Gnnlpnm.r is ;ulnrred to as lhu ﬂummand Compaﬂn
ﬁé?f‘f.-tsaw. birors mmu'-mw s,
Dattadt bortiers indicate bational s,

—_———= - -

3 r
i PLA rooN 11 I‘LA'I'I'HH\
- bl by

e &umﬂmnrs smdsmmmmmrw
i elerdty Fiatoon Gamm&nmmm & Command Section, bul faln Individusd sgtads an dir mdapmdanmaam

’ ‘Smphi'm m.il'r‘m'frl ahcaitd Par.-nf aqua::u, witille mast will bréai up mfantny squads info patrls as and w.lgeq ng .wa nudpd

CONVERTING DEATHWORLD VET EllANS

Al the Gamas Warkshop studie (ofs of people have bean painting
fing their own Deathworkd Veterans L
aal for remodalling, parkicuiady wiltt pars from
wodals. Whanaver yow pul fogether paur models
should alwaps save unused pleces. Most exparenced
5 hawve a bils box full of these parta, Altematively pou
can always order spacific ts pou need frorm Mail Order,

el

Haavy famer convarsions by Andy Chambars and Gav Thorpa

1 Davidsan | N
His troops and officers with

Darts fram hs bits box

Gaw made a dermoiifion charge by
cutting the asral off 8 comm-link

Dave Thomas has
modaited a squad of
Catachan Devils
LSRG Wanouws axtra
bits, fncluding
Necromunoa
weapons and
Maordhaim heads




MAKING JUNGLE TERRAIN

So far we've talked about the Deathworld Veterans themselves, but now we're
going to look at the terrain they'll be fighting through. On the following
pages you'll find a selection of ideas and technigues for making jungles.

Grean Flock Brown Flock

58 fo be
i terrain —

woods  and

tha less room for minfatures. Whea
but there varal suggestions on these pages
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TiAlaF Sl f

o
as they can be cwt o
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MAKING JUNGLE TREES i 1

e

Nigel loves to build all his
own terrain to fight battles
over and makes his trees out
of all sorts of everyday items,
junk and rubbish. He's got
lots of ideas about how to
make trees look a little
different which you can use
to add special touches to
your own jungle.

Once he's twisted together
s0me wire to make his basic
tree shape Nigel decides how he wants it to look. For instance, he might just paint straight
over the twisted wire it he is in a hurry or wind bandage, wire, tape or string around the
trunk te create a different texture. Nigel says, "If you want to use bandage to texture your
trees, you will need some narrow lint bandage. You can soak the strip of

bandage in a variety of mixtures, including PVA, plaster or watered down

filler, Whatever mixture you use, it needs to be fairly watery. When the

bandage is soaked, wrap it round the wire trunk and leave it to dry.” Nigel

likes to glue the root wires of his tree onto a base of some kind: stiff

card, cork liles or sheets of polystyrene. When the tree is securely

stuck on its base, Nigel spreads the ‘leal’ wires and bends them so

that the leaves curve over realistically. "To make the leaves draw a

series of rough ovals onto paper about the same length as the

branches and cut these out. If you want, cut a series of diagonal lines

fl0d into the leaves (be careful not to cut the leaf in halfl}. Paint the . ;
leaves Dark Angels Green and highlight with Sunburst Yellow. The A7y Chambers uses

i mitiput fo mode the bark
leaves are glued onto the tree branches using superglue. L,, his Wiie. Hreas.




' JUNGLE BATTLEFIELDS

Balow are just two examples of the many different ways you can represent
and arrange jungle terrain on the tabletop. Also included are some brief
tactical notes on how to use the jungle to make the most of the unique skills and
weapons of your Deathworld Veterans.

An Assaull feam Vs in waill, If the
anamy attermpts fo cross the
clearing, thay can Wow tham soat
with thair dermaliion charges

Jungle Hil — Linits an the bl can see down into the clearing
This makes # & good spot io place Fire Support squads, so
they can use thair long range weapons o blast the anamy;

Lichan has been used to show
wiarg e jJLrtgie ands and wharg
clear lerrain sfarts.

Owergrown Ruing —
Thase are difficult
farrain

This Martar squad is
deplioyed far back,
bacause If neads no
lire of aight to fire on

Tranls - Sand and hchen
has bean usad o show
wheve the lrails lead,

L—h

I 1
Thia sgquad’s heavy weapan has Jungle Stream - Lichan RO
Clearing - Units irt the clearing can been sited 1o fire down the length of shows whera the jungls
targed the jungle hill the opposite trail I stops an e banks.
]
Semtlemant — A clearing has been added Sattiprmartls make pood strongooints for
fo tha seftismeant to create a 6" ring of the anamy. Squads with heavy flamears are
open ground around the bulldings good for negaiing el cover
Barran Hil = You could use

a focked hill without any
juryre tevrain on fop

Thesa tralls are represantad i
by commencially avaiable
rubbear sirips | [ "
‘"
L4

Thiz sniper is using the
trall fo make the most of
the long range of his
| sniper rffe.

Ogryns move mova swifily
alomg fraia than through
the fungle.

| Muiti-coioured fock known as scaiter
has bean used fo delineate jungpla
and clear tevrain

For convervance wa've shown 4 'xd'

Marsh = Only a foothardy
Commander would nigk
sanding units through hare.

tabigs but & jungle battlefiald can be any siza

Ambusting squads armad with
Mammars are ideal for attacking
the enemy as Ity Mmova i
namow formaftion along a trail,



SHOWCASE
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Bo Tolstrup has madd a greal Catachan Rough Riger

usirg a8 Dark EY Cold One.

Here are some more great examples of modelling
and painting Deathworld Veterans.

Deathwordd Vieterans Caprain
by Anthony Bath

Deathworld Velerans Snipar
by Bo Tolstrup

Michaal Parmy's large scale Catachan Jungle
Fighter painted by Mike Mcley. Michas!
scuiphed this special model for the Opar

Category of Golden Deman 1596




his section of Codex: Catachans contains additional

information about the fearsome Jungle Fighters. You
will find rules for using ambushes and deadly booby
traps to make your opponent regret ever stepping into
the bush, along with a set of jungle terrain rules,
including a new random terrain generator.

CATACHAN KNIVES
(see also XXVIF56 Catichan & CCVIMIZ2 Catachun rifles)

A knife s oot oaly o ool and wespon of o Catschan fighser bus abo
1 mark of his status. The steel alloy waed for these knives o caly {oand
on plsct Catachin. A well-honed Catachen blade will sot rust and o
edge will be keen even after continuous wse

Canichan kmives are highly valued aad sought after theoughout the
Imperium, Many counterfert copies are sold by roammsg rogie traders,
bat the only sure way to get an asthentic Catachun knife s to take it
lmrnlc.md'LaTlﬁlummr,n!h:Caﬁhu plice & tremendous
wiluz om their knmves [t is said that @ Catachan will rather give up his
pight arm than bis koife

Each Catschan Juagle Fightes lesrms the cradt of making ksives from
his parents asd making your own knife o conmdered ane of the tests
af sdulthood While the basic design of the Kmives remuin the same
there are subrle varists berween family groups asd individuale depeadany
an the height and prefecences of the user.

CATACHAN FANG

Messuring wp to M inches of gleaming weel, the Catachan
Fisg i the most commos type of the hnife wscd by the
Catachan reguments. Equally wieful for curting  your way
through  qungle or & deviast Eldar, the Canchan Fang s

ek ST b

leﬁnw. fthousands of star systems. ; |
This knile is also vied for serling disputes hetween Catachans,
Usually, one kil in placed in the centre of 2 fighting pit sud L
the combutunts must each strive to get hold of the knile The |
duel ends when ane fighter draws blood, thowgh the can eftca ,:f
mesn desth-as well. _

NIGHT REAPER

Smaller than ather typical designs, the blackesed blade of the
Might Reaper o copecially suitable for infiltranion and might
missions when light reflecting from 2 blade can meus the
differeace between fife asd desth,  The blade maell is
trisngular, so any woumnd caumed by the Might Reiper is
unlikely to clot o heal. Catachans are alsn known fo paisos
these knives using one of the muny venoms native to their
inhospitable planet.

‘I DEVIL'S CLAW

Mamed alter the fearsome precator of the Catachas jungles.
this fn the largert type of the mriditiieal knives of Catachan,
Asywhere betwees three sod four feee long, the Devil's Clow
it closer to & wward than o knife It s weed muinly en the
buttlefield i close quariers and it hes even achisved o
fesrsome. repuitation smoogst Crks whe call o D Corea’
The blade itself o bollow iad half filled with mercary to
give i grester wwinging power. Power swords' wielded by
mnior members of the Catachan regiments are alien indentical
in dewagn 1o the Dhevil's Clow

{Excerpt from the Anms and Wespoary
o the Dmperial Gaard by Atk Sarasing)

Also contained in these pages are numerous pieces of
background information about the Catachans: their
homeworld, thelr weapons and their fighting abilties, Two
famous individuals from Catachan history, Sly Marbo
and Colonel ‘lron Hand' Straken, are detailed later,
including rules to allow you to use them in your games,

CATACHANS SUMMARY

WE BS S T W | & Ld Sv
Captain ] 4 3 | 2 3 K| & 5+
Catachan Dol 4 S e 1 3 1 8. 5+
Cat. Dowvil Officer 5 4 3 k| 3 4 3 8 G5+
Cat. Devil Sgt. 4 i 3 3 1 3 2 B B+
Coloneal 5 4 3 3 3 4 3 8 B+
Commissar 4 4 3 F g 4 3 0 5
Deathworld Vel 4 3 a 3 1 3 1 L.
Deathworkd V. 851, 4 3 3 3 1 3 2 8. 5+
Lisutenant 4 3 a 3 1 3 2 A 5+
Ogryn 4 3 5 4 a 3 2 B 5+
Sniper i 3 3 3 1 3 1 7T B+

Armour
WS BS & Front Side Rear | A

Sentinal L 3 5 10 10 A [+] 3 12
Booby Traps S5tr. AP Motes
Plasma Charge T 2 Hits automatically
Shreddar Ming 3 B Uses Flamer lemplate
Spring Mine 4 (51 Uses Ordnance Biast marker
Trap 3 &  Usessmall Blast' markar

The rules for the differant types of booby rap can be found on page 8§
of this Codéx
Catachan Wargear Range S AP  HNotes

Demaolition Charge Lh a 2 Ordnance. May move
and fire. Cne ahof only.

Weapons Summary
Refer ta the Impenal Guard surmmary, page 7, Codex: Imparlal
Guand for weapons datais,

“As swilt as a2 lash mamba, as sharp as a sp
s 2 wild

Caolorel Panecat m pi



JUNGLE TERRAIN

Heavily forested or jungle terrain is one of the most common
terain types on habitable planets in the galaxy and the
Imperial Guard is often called upon to fight in it This section
contains rules for fighting in jungle terrain. Thaey can be used
for any game and do not exclusively have to be used for
battles involving Deathworld Veterans. With a little adjustment
these rules work for any type of heavily forested battlefield, as
well as alien emvironments such as Craftworld forest domes,
sulphate mineral forests or the famous Greal Petnfied Forest
of Brandon's Landing

Most games are fought on clear, open battlefields. In jungle
battles the majority of the ground is covered with jungle. 11 isn't
necessary 1o cover the whole table with jungle terrain. All you
have to do is place a few trees and pieces of terrain to
represent areas of dense jungle

The important thing to show is where the jungle stops. This
can be done in a number of ways: you can use lichen to mark
the boundary or you can mark the jungle edge with pebbles,
string or chalk marks, Aiternatively, you can show which areas
are covered with jungle by laying down pieces of green cloth
or paper. See the section Collecting and Maodealling a
Catachans Army for more ideas,

Whatever method you decide to use, vou should aim to cover
betwesn 50% and 90% of the tabla in jungle, The remainder
of the terrain will be made up of clearings, settlements, paths,
streams and rivers, as well as any other more exclic features
you decide 1o come up with, We've included a Jungle Terrain
Generator below which you can use if you wish, or you may
prefer to use some of the other (less random) methods
described on page 124 of the Warhammer 40,000 rules

JUNGLE TERRAIN GENERATOR (ROLL 2D6)

Roll once on the Terrain Generator for each 12" along your table’s longest edge. The feature generated can be
placed anywhere on the table. Take it in turns to roll on the Generator and place a terrain featurs,

2 Dangerous Terrain

RAcll 106 on the chart below. Refer o the Deathwarkd Terrain
Genarator on p.128 of the Warhammar 40,000 rule-book for
datails. Features can be up to 12" in diamater.

Terrain

Marshes

Thermotropic Vines

Vanus Mantrap

Spitting Cactus / Strangle Vines
Camivora Lair

Boiling Musd / Tar Pits

3 Settlement

A small group of 2-4 buildings that can have up to 12° of
adjoining walls or fences. 03 trads run from the settlament

4 Stream

A stream is placed so that it flows onlo the battlefiald from
one table edge and flows aul from anather adge. The stream
must have at least one ford positicned across its length
which can be crossed as though It were normal ground, with
a traél running in both directions from it.

Clearing

1

A clearing 12° in diameters. D3 trails run from |1 Altermatively,
instead of placing a clearing you can add a 6 area clear of
jungle arcund an exlisting setlement.

G H

The hill i covered in jungle. See the naxt page for rules on
how hills affect a game fought in jungle terrain

Clearing

A cleanng 12° in diameter. 03 traits run from it. Alternatively,
instead of placing a clearing you can add a 6" area clear o
jungle arcund an existing setilement.

a Barren Hill

The hill iz devold of vegetation and so is clear of jungle. Sea
the next page for rules on how hills affect a game fought in
jungle teerain

9 Clearing

A clearing 12" In diamatar. D3 trails run from it. Alternativaly,
instead of placing a clearing you can add a 6* area chear of
|ungle arcund an existing satbement,

100 Road

Tha road is about 4" wide and must be placed so that it
entars the batilefield from cne table edge and either leaves
from another table edge or ends at a setlament or clearing.
If & stream or ravine has been placed on the batlefield then
the road can cross it via a bridge or ford

l l Ravine

The raving must start from a table edge. It can be from
between 12" o 24° long and batween 1" fo 6" wide, The
raving counis as impassable tarrain. Halbway along it thare
i= a single fallen free that can be used as a brdge. This
counts as difficull tarrain. Aoll 1046 for each mode! that
crosges 10 on oa roll of 1 thay fall o their doom and are
removed from play. A trall runs in both directions from the
crossing

l 2 Overgrown Ruins

Thesa ruins may be the remalns of a kst civilisation, an
abandoned Imperial firebase or whatever you can think of,
Tha ruined area can have up 1o 12° of adjoining dilapidated
walls or fences, 1 counts as difficult termin fo move through
this area.

JUNGLE TRAILS

Afer all features have been placed you need to link them
with trails, The Terrain Ganerator talls you which ones have
trafls running from them, Take It in tum to pick a terrain
feature and 1o place any tralls running fram it Trails are 2°
wida and count as clear terrain, They run from the feature to
a table adge or to another lerrain leature, or to ancther trall,
Each trail should be 12°-36" long and must run 1o a diferent
locatian,

Tralls are covered by the junge canopy so can't be seen inta
by modals on hills. Modals on the same level as a trail can
trace a line of sight along it {ie, you can see alang a frail but
nol dawn into it). After you have placed all leaturas and trails,
Ihe rest of the fable is assumed to be covered in jungle




JUNGLE FIGHTING

NEW RULES

Mast of the Warhammer 40,000 rules have been written
on the assumption that the battlefield consists of a number
of separate pieces of terrain. However, when you are
fighting with a Deathworld Veterans army the entire
battlefield Is usually covered in jungle or similar terrain,
Because of this, a couple of rules need to be modified for
when you fight battles in jungle terrajn.

GETTING SPOOKED

Units moving through difficult terrain usually roll two D&
and pick the dice with the highest score fo ses how far
they can move. This works well for small patches of densa
forest or jungle but is less appropriate for large swathes of
jungle which may hide all manner of menaces. To
represant this, roll two D& for the unit's movement
distance as nommal but if you roll double 1 on the dice the
unit has been ‘spooked’ as described below, Units that get
spooked in a booby trapped square are both spooked and
booby trapped. Units that roll extra dice when moving
through difficult terrain are spooked if they roll two or more
15 on any of the dice they roll. A unit may always roll less
than its permitted number of dice, to show that it is moving
carafully. Units that can re-roll Difficult Terrain rolis use the
final result of the dice,

A unit that has been spooked has either been surprised by
some sort of deadly creature which they immediately
blaze away al in a panic ("What's that moving In the
bushes?") or they have run into an unexpected obstacle,
such as clinging vines or a camnivorous plant. The unit
may not move, shool or assault this turn,

SEEING THROUGH JUNGLE

Models can normally see through up to 6° of woods or
jungle terrain, If the line of sight goes through jungle, then
into a clearing or path and then back info jungle, your
model can see a target as long as its line of sight doesn't
pass through more than 8" of jungle, (see diagram below).

REGROUPING IN COVER

A unit which falls back into cover may attermpt fo regroup
again as it does so. When fighting in jungle temrain, the
unit is only allowed to regroup at the end of the fall back
rmove if it is in jungle, rather than as soon as it falls back
through the cover.

VEHICLES

Vehicles must take Difficult Terrain tests for each &° (or
fraction of 8°) of jungle terrain that they move through. For
example, a vehicle moving 6° through jungle would take
one Difficult Terrain test, while a wehicle moving
7=12" would take two tests, etc.

SKIMMERS

Skimmers may end a move hovering above the jungle
canopy. The vehicle doesn't have to take a Difficult Terrain
test at the end of the move bul is considered to ba in the
open on a hill for the purposes of tracing lines of sight (see
Hills in Jungle Terrain, balow).

GROTS

As explained in Codex: Orks, Gretchin allow Ork units in
the same area of terrain to re-roll their Difficult Terrain test.
When fighting in jungle, the whole unit of Orks must be
within 6" of a Gretchin model for this rule to apply.

HILLS IN JUNGLE TERRAIN

Models positioned on a hill can see over the jungle
canopy and onto other hills or into areas clear of jungle,
and can be seen themselves by enamy models located in
such terrain. In this case, the model has a line of sight as
long as it doesn't pass through more than 6" of jungle
terrain that is on the same leval as it (eg, on another hill).
Although it can see into clearings, it can’l see models
located in jungle, so it can't see into a clearing then
through 6° of jungle on the far side of the clearing (see the
diagram below),

Although the Ork is more than 6 from the Catachan if can still be seen
as the Wne of 2ight does not pass through move than 67 of jungle.

The maodel on the hill can see Info the clearng and info the jungle on
the apposite hill. It cannot sae inte e jungle beow or the fral




Certain Deathworld Veterans units are
able to set up ambushes. Only units in
Deathworld Veterans armies may do
this; Deathworld Veterans in a
standard Imperial Guard army may
not set up ambushes.

You must decide if a unit will set up in
ambush before you deploy your
troops. If you decide to do so, you
must inform your opponent that you
are using the Ambush rules and let
him read these rules, if he wants to

Designer's note: I's important that
your opponent knows these rules
rather than having them ‘sprung’ upon
him during the game, as otherwise he
won't know lo use his scanners or
auspex fo try and find an ambush
Assume that the enemy has run into
several ambushes aiready and s
therefore being cautious!

Once your opponant has read these
rules you may set up the ambush,
Divide your gaming table into 1'
squares and give each a grid
refarenca, Then write down the
squares wheare your ambushing units
are hiding (see the diagram below).

AMBUSHES

Mo maore than one ambushing  unit
may be hidden in each square and
ambushes may not be set in squares
within the enemy's deployment zone,
You must record where  your
ambushes are hidden before you and
your opponent set up each of your
armies but after table edges and
deployment areas have been decided.

The unit stays hidden until you reveal
it at the beginning of one of your own
turns. It remains hidden, even il
anamy units move through the square
that it is hiding inl The unil can be
spotted by an enemy model in the
same square as it which is equipped
with an auspex, scanner or some
other similar device (see the Scanning
Devices list below). The model scans
at the start of the shooting phase and
any ambushers that are detected
must be placed on the tabletop
immediately. This model cannot fire in
the shooting phase If it scans for
ambushers. Once the unit is revealed,
either by yourself or because of a
detecting device, set up one model in
the square you recorded, at least 1"
away from any enemy models. This

Right is the grid for 2 3 x 5' A

model must be
B C D E

table. The orders for an

set up in jungle
or woodland

ambush in the marked square
would be: "Fatrol led by Sgt. 2

terrain. The
other models in

X

Graw setling up ambush in
square D2".

the unit are set
up so that:

a} they are in squad coherency,

b) they are all in jungle or woods,

c) they are at least 1" away from
any enemy models and

d) at least half the unit is in the
square recorded.

Any models which cannot be sat up
are removed as casualties.

Units can't mave on the fum that they
are revealad. If revealed in their own
turm they may shoot and do not count
as moving for the purposes of firing
heavy and rapid fire weapons, If they
do not choose to remain stationary to
fire heawvy weapons efc, then the
ambushing unit may make assault
moves as normal.

SCANNING DEVICES

Races that don't have scanners or auspexes
include the following models which have the
ability to detect ambushes and booby traps.

Models that can detect

Race ambushes/booby traps
Tyranids Lictor, Hive Tyrant
Eldar Farseers, Rangers
Orks Mekboyz, Orks with
Squig hounds ar
Attack Squigs
Dark Eldar Mandrakes, Wamp Beasts
Chaos Marines  Sorcerer, Veleran squads
Necrons Mecron Lord

Sisters of Battle Auspex: +3 pts per unit

V777 m\\\vr@"m“"{g R
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BOOBY TRAPS

Setting Off Booby Traps A booby trap remains effective in the
off whan an uare it has been placed in for the

enemy unit moving through a booby duration of the battle.
g0 L ; trapped square rolls a double for 2  Boghy Traps and Vehicles
units in a nom Difficult Terrain test, fall back or : : HEN :
B traps affect vehi that roll &

cannot IEI.'," P XS, F'-"-“f"“” v 5 1 far PR i
or a Difficult Terrain tu.,T in a squara
where a booby trap h an set. This
is in addition to the vehicle oming
r doubles on am yof  immaobilised, Vehicles that have dozer
s may ch : blades or rough terrain modifications
It Terrain tests, can re-roll to see if they manage to

ilisation but the vehi

ﬂt-ctcnd by the booby trap
5

the vehicle's rear armour.

anating Booby Tra ps

; trdp_. anky
off. This is >
I:Il'u'E.‘I'I in the army I|LI

ile: Adeptum 273 - THE HOSTILE BATTLEFIELD - A BEGINNER'S GUIDE TO
THE ART OF LAYING TRAPS, MINES AND OTHER UNPLEASANT SURPRISES

Mamy mew recruits mustakenly believe that the object of mines and traps 15 1o kill or mam the enemy. This, of courss, is only their secondary

fosction. theer premary valse 15 s disrupting and slowing am enemy's advapce into certuin ancas Alter several cocounters with bhaoky traps most

enemies are liable to become demoralised, overly castsous and spread out, leaving them vulnersble 1o 0 well-placed smibush

There are three main types of mine: shredders, spring & plasma mines Circumstances may  sometimcs preclude the coploymest of porposc-hudt
(] ¥
R i b munitsony for booby traps. However, it 5 relatively simple to improvise a
e P A e T variety of basic traps from natural matersals and  commonly  wvailable
w expandung coor of desrocton filled wath ammipition. Some common examples are shown below
whitz-hot Iragments of metal ldeal lor covening trasls | Canichun Variamd
; Lashing Branch: Locate a springy briach &1

sRaey e Beadl, waist or knee beight Shaspen asy
Commen mises of the “sh type: Traplex Phall twpe XII iwigs along the branch Bend the branch
Repudiaior” susa-mms, A ddon “Hanm wespem, Mecramunds bick and wse & liae [the thinner the beter)
pattem T Widowmaler” pensoeacl savagor o im it off wiih o dip-Knot so that the y 3
brasch is dmder fen Sirmg the line a4 2 =

fed because thess devices spring anin | yingie helow whese the branch was origimlly positicoed When oo ewemy trips the

fovansting Speeay mescs are purticalaely ling ihe braach should ke arrsaged so thai in will lssh {owerd and smpale them

deperscd targeta However & wary sjuad
Spake Po {or Devils Mk Dig 2 small pit

— leader will advance with @ warnior moving ahesd om pmt’ L .
1 - ! to about kKnee—d: i s b h
f reduce the eflectivesess of spring mines ; : s e e L L T o
- 2 ik .||-::-.:i spikes and the place Turther apiles

A - FacE S e pciem Tyt Pesmey Lo | P2 T srousd the cdyes w0 they point duen tasards

nersemnel leaper. Cearion tvpe XTIV wernacil i 4
st S AT Rt g T it base. Camouflage the pat using leaver,

Bel: M/ MK
Mlartmn Typs CXI Frepmosision mim T =
i L . i gramses aad whatever else 15 availsble When an

ms charges: Mosi anti-personnel mines employ hliss waves and shrapeel w0 cocmy sieps inta the pit their toot wall be impaled
© Kill rhew wictams, bur this resders thes relatively meflecive s by the spikes at the boriom, As they wtzmpi to puoll
s waaring thek prscasl srmewt such b powsr wmous. Lasges their foen fres the downwards pointing spikes will inflice Terther ingury. A common
st akeell: sl - ats shet Hialy o B ceth: & thE: BriRs varlant of this w to plice dangesosd Jocal Lfclarms st the bet of the pu, 1k

shredder mine When such oppoaesis ar expecied

This fires' & blst of super-heated plisma a1

eacouriges an eves Laster extmcation of the limb aed facreased chasce of inpry [assd

letonstion [rom & spring oo
14 can mdhct)

plisms charges are mest wseful [rom whatever buies. stings et ke Lilefc

and mvarishly (sl inperies. The' grestesn ) L
Buried ballets [ Toe-pappers}t These consest ol 2 basic bolt round

whitrier trggers 1l
drrwiuck to phsms chargs m their small d

mafe comventional muasisons ! eoed wpike and the tip of the shell is just below ke

stemutean pariera comgured to : ol :
or shorgen shell buried so that its basz s resting co & mil, rock

Commes rypes charge includ: | wupon f 2 ¢ of salt ground When sn enemy sicps on the 1p of the rousd sheir weigh

uel [lehs, Neer chope™ =i st sphere, Godgoths pariees H\'d. shes it haek oaso the strker, triggering the rannd direcily un




A Catachan Deathworld Veterans army may be
jeined by Colonel 'lron Hand' Straken (note that he
cannct lead Deathworld Veterans armies raised
on worlds other than Catachan). If you take him

COLONEL ‘IRON HAND' STRAKEN

Points WS BS 5§ T W | A Ld Sy
Straken 130 5 4 3 4 3 4 3 10 5+

SPECIAL RULES

Unique Bionics: Straken was sevarely injured by a Miral Land Shark. He
survived and killed the shark, but is now fitted with a bionic arm and chest
unit, The arm mimics the effect of a power fist but devices in the chest
unit allow him to strike using his Initiative value instead of golng last. In
addition he counts as having bionics as described in the Wargear section
of Codex: Imperial Guard, If Straken ever makes his special ‘bionics
saving roll’, then it's assumed his bionic arm had been disabled and ha
can no longer use it.

then he replaces the Officer in command of the
army and takes over the Command HO. He must
be used exactly as described here and may not be
given any extra equipment. In addition, ha may
only be used in a battle where both players have
agreed to the use of special charactars.

Gung Ho: Straken is indifferent 1o all danger. Straken, the unit he is with
and any friendly units with a model within 6" of him may re-rall failed
Marale & Pinning tests. In addition, they may always attempt to regroup.

Catachan Devil Force: The 2nd Catachan Regiment is unigue in having
a very high proportion of Catachan Devil units, so a Deathworld army that
includes Straken may count Catachan Devils as Troops choices rather
than as Elites choicas. Mote that they can't count as both Troops and
Elites in the same army, it's either one or tha other.

Wargear: Flasma pistol, shotgun, unique bionics
(see Special Rules)

WS BS S T W | A Ld Sv
5§ 4 3 3 3 4 3 10 5+

Sly Marbo is a one-man army, He operates alone, striking from ambush
belore disappearing back into the jungle. A Deathworld Veterans army may
include Sly Marbo. If you take him, he counts as one of the Sniper choices
for his army. He must be taken on his own and be used exactly as described below. He may not be given extra equipment and
may only ba usaed in a battle if both players have agreed to the use of special characters,

Wargear: Ripper pistol, envenomed blade, demalition charge, frag grenades, krak grenades,

SPECIAL RULES
Sniper: All of the special rules that apply to Snipers also apply to Sly, excepl where modified below.

May Move: Unlike other Snipers, Sly may move after he has been revealad. You may remove him in your movemant phase
as if he was a normal Sniper; write down the coordinates for a square adjacent to the one he disappeared from. He may
reappear there using the Ambush rules from the stant of his next turn. You cannct reveal and remove Sly in the sama turn.
Whilst on the table, he may move and make assaults like any othar moceal,

Ripper Pistol: Sly is armed with a ripper pistol which fires a hail of poisoned metal shards at the target. It follows the same

special rules for wounding as a sniper rifie. The ripper pistol uses deathworld toxins and may re-roll any failed rolls to wound.
Rng Str- AP  Notes

Ripper Pistol - &1 Pistol (see above)

Envenomed Blade: Sly carries a Catachan knife with a monofilament blade coated with deadly toxins. It is treated as a power
weapon and the deathworld toxins allow Shy to re-roll any failed rolls to wound in close combat,

Always Operates Alone: Sly is treated as an independent character. He may not join another unit,
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Emperor him

stand aromnd

L'Huraxi wp

Calonel stepped wp 1o Teaoper Marbo.

Marbo's cyes were empty again, Jike they
shways wore when be wasa't sulkisy though
the qungle o carving his name in some
enemy’s iferaal organs. lewardly the Colonel
sighed = there was somcthing wiong with this

boy: blood snd death bad wacped him 1o the

poist where he could only be pormal with o
Hihhﬂi
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Calemel complered the dedication in 3 single
breath belore pisning the ribbon oato Marbo's
chest.

m*'.-h'ﬁlauﬂ.lfhﬂkﬂlld

killing their commander and
| ‘lh-rmn-d post single-handed

“Suinking, fly-ridden. pox-laden, Empetos—cursed maglel 1 hate ul”
Licueenans Castor Hlusg his machete st the grousd

“Bure isn't like the forests of home” agreed Trooper Hawen, tumiag to look at the Lievicnnt while he
used his buyose! fo sew theough o viec s thick a8 & mans arm.

“Cant wnderitend how smyabe can E:g'l:r in this,” added 'I'|nuP:| Brea, n-.-iug hiv aigm an ghe: deasc
undergrowth that all but bovied oui the light in every dirsciion

Just thes, » movemest msthed the purple leaves of o buash 2o thoir coght and the squad spes round,
Lupm a the ready. For o momest it waa impnndl:lr to soe what bed coosed the disturkbaser, then a
buzly Eu!_l.u: II':FP:ﬂ '|h:un5h. his. body covesed e swirls of unmd.ﬂ:l‘r p-iul:d onta his nppl:n.s ke
Five oiber sidiers followed him catn the trail where Castor's squed were: snadiog

“Been listening to you boys for hall an bour, You surc make ooc hell of 3 rcker,” sheir boader deawded
“Lacky there sint no Eddar nexrhy. they'd hove becn on you quickl as o bloadwasp on 3 corpee”
“Thanks for the advice, Sergeant..” Custor said sourdy

Mo, Captsin. Captam Stose. Fourth Company, Catschan Twenty-Thied,” 1he newcamer replied his eyes
puse whitz an Ilbr:r wtaged oul fresn the casn paint on bds Tace “You trying i link up witk the uppl‘p
coalumn’

“Yesair! Secms like this damn pengle doesa’t want us to- get there thowgh,” Castar answered quickly.
Caprain Seone gestwred 10 his squad wha staresd 1o sfficiemly tur sy 1he creepers blocking the trail
“How does smyone survive in this hellhols™ Bren ssked hall o himaell. Stone squatied down beside the
ksseling Guardsman sad laid Bis massive arm scross hi shoulders

“Thas s’ nothing. boyl” laughed Sioac. his pearly: seoth shining throwgh the dask cameallage in 3 big
pr=

“Weah, that's mght You Catichass come from the decpest helthole in the galaxy.” Riveo sud micasticably,
rolling his syes dramatscally

“Thai's u!.Jn boy!” Sioae excluimed, Iurniu! his gare 1o Raven b Iw.e_ping Beens ahealder in o vice- ks
grp We're from the worst Fl.u:t vou coubd emagise, worse than u,.‘llu'ug tha lirtle ba al gr{tntﬂ_r'l gt
no affer”

TYeah yesh Two-hundred foe Catachan Dievids, mantrip plasts iha swallow you whole, giant lzerds that
destroy buddiega We heard the smedies already,” Roven  grumbled.

“That's yust what you ollworlders kaow, boy. Let me tebl you sbout the real Catachan,” Stone drowled
back with o Jop-seded smile. "You boys beon here for sk months bt §owouldes gie you more than
thies duys on Criachas You doa’t have 1o worry showt the bag St pan've heard abait Yoo can hear
em \.llrhinu mik ey and '|h::,"rt gy 0 avaid: Brw dhe Litike l.hw hat's the sesl d.-pger. Thein
Blosdwanps; abaut the size of your thumb, ind they dos’s wait ‘6l you'es desd 10 st feeding Sees
them stnp & mun to the bose in as hous, Thes there's shese tioy little bugs. We call “em - heretic-ants ca
sceonnt of the [scr that they go for your fee after your soles ap to speakl Ohe bite from them and
poull be in the infirmary for o mosth Twa of 'em et you sod you've shout o day to ger ‘voorsell
trestment. Theee bites and you'd better get ready to say helbo 0 the Emprrod The vain woros ae had as
well They secsete this oake tha nussbs you where 1}4:\- bite; a8 o dea't feel o 'J‘i“H. then ‘ﬁk thezt
wiy uadsr your akin apd inis your blaod-streasm to Iar, their s The e et :Pnt.d all soend yoasr
body and then thes lurvae hasch oud, eating st your brain, your heart, yous beas. Ain't nothing soont can
do to save you from wein worme i they get in”

'i.mp:ru:'u pecth.” ih.up:rtd [ |h.d.ing hig head

“That ain’t the woess” Seane told the Cuardsmen. terning to Jock each of them i the eve "Even a
besetic-ant you can ser squash him quack. The dsscaes. that's ancther matter. There's all kinds of poxes
sted fevers can kil & mas in o few house Theres sume swamgn where ane beesth of the fag will busn
walif '.uuun. five houes later yous thraa's all gwallea .y can’t hreesthe and yow choke 1o dearh Fom
rot will get you after & few wecks in the bush, your feet dropping off ypour lega the stink. making ok
winma heave. Gotta Jook after your feet in the juagle, boya”

Ths asmeembicd men Hhm.':d down a8 their trovel worn Boots with droibled loaks Seons qu‘hr.-d ind
stood up

“This place w jest jungle, oothiag special” o tald them

“Ber you waa really Bj.ud e gl alfwarld, (‘..puin.‘ Taen -u“mud with o monle.

“Hell so™ Spone exclaimed "Us Catachany Jove our wordd, bowv Ain't sowhere else [d choose o be
brought wp Catschan’s got but cae thing for the Emperar - us. Aw't oo minerads, cant build 3 hoe
world there. But you want some seal tough men for your Gghting. Catachan's the placz s go 1o You
lve on Catachan, you'rs 3 born survivor. Hall the kids dee before they Tesrn o walke Half of 1Bass that
wilk wor) sec tea yoars, But you cekebease your wenth birthdey, you're ganns B s real man Everyons
warks together, see Can't go ingo the hush without spane resl good ‘men vo wach out Tor yow To. pick
off the desthilies from your bk to chap the hesd off o big old Catschun ¥i iper whes its snaking
towards your arm. We Jook afeer cach ather, we doo't backstab oo onc We o't out for cemsches. we'ne
there lor sach other. And Catschan’s indepeadent, dond cely on a0 voc 1o loak afier us Mow and thes
you gt name officil came iato the village Wy fo tell v what to de They dea't List long, Hell, 1
shat me three al thes mwsell”

Seane Jooked to where his men had chopped through the ohstructing frees and bushes

TBetier get moving, boys,” Be told them pointiog slang the wow clar traid "Yoo don't wam s be ot
bere after dark. with them Filar wcend. See vl

As Lueueenaat Castor seitled ha
pack oot his shomlders and
et all along the trail be
ghivied baek He
sow Captain Seonz
g 1 frendly
wave with 3 wade
mmile belore
disappearing,
inerying with the
mgh OOCE mOre.
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FLOEA AND EAUNA OF EXOTIC CATACHAN
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serilement.

qlﬂlﬂi'ﬁ‘h‘h—ﬁn’lhﬂ.-&
ante A verritery, of whach nane
e retusned These have beza s
sninher of privetz vemsees over the
Tani few ceatiiricn and ok us
some time bo oishish the orgin of
this docamess.
l-mﬂﬁﬂwlﬁmd
the expeditioa has heen recovered at
all snd tha page ealy ausvived
becuse it hud become entngled in
the sppre soote of one of the locl
plant forms It was whilst o hunting
party wes collecting the toxs seed
pods of ihe plaar that fe was faund,
Anadyain beads us 1o helizee that the
Dowhliis, who made sevezal pubilic
cliis thin b wn the e
buszer @ fhe galaxy and vowed 1o
bring down o Catachan Diewil
Sources ghow that he gachered
emoagk mes Ao he comidered o
winall sy and i shows =
mbihing oa dhe supply Tt
Sturmadeesr =AM

Upnn arriving o Catuchan. be hired
o number af lncals a6 yusdes,
alshoagh the anly ases he found
willing: o 1ok him iase the Drath
Villey were uabinged indieickaale.
ke 3 “Hesh Crines” This =
I’ﬂhl’d‘}hﬁ‘qhm
thar offwarlders should pevey be
llerwed te visit desthwnelis

ours Gishduily,
Adept Shisslay Devikya

Catachan XXIV 'W:f:ﬁng Death’

- i
y The "Waiting Death’ became famed for their almost .
exchusive and highly successful, cmplu}'mnm of
4 booby tsaps. They would spend days, cven wecks,
preparing a lagge ‘ares with mancs, improvised spike
. pits, Jog falls Mm}.cr deadly traps before their
dy ‘Barter’ squads would Jure the enemy into the deathiraps
awsiting them, Most potable of their achievements was the almost
complete destruction of Warlord Krakskull's Ork horde. by
completély covering the mule-deep Hellsmouth Gorge on Arandra
Five, o perfect was the trap’s construction that almost all of the
grecp-skinned horde had started to cross the hidden ravine before
the fake floor of hrm:hﬂ and leaves gave way wnder their
ﬂ':m duu.l weight:




