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GENES’CEALER CULTS

Greetings Warhammer 40,000 players and welcome w0 a full
Warkammer 40,000 army list. We've had to listen to you lot
going on becanse Genestealer Colts weren't included in the
Latest edition of 40K and that you had an entire army left on the
shelf gathering dust. Well, as if in answer to your prayers, a
pleasantly mad American, Tim Huckelbery, has submitted this,
the first part of his Genestealer Cults army list for you to feast
your eyes upon and kaow doubt comment on in the next issue
of the Journal (you can look forward to part 11 in issne 41 which
will include special characters and tips on how to convert up

your army),

This list has been chopped and changed by the chaps from
Games Development and they are now satisficd that you can use
this armry list in your games without upsetting the divine
balance of all things! In other words you don't need your
opponent’s permission to use this list, but you should ask
permission if you wish to use it in a wnrnament {although only
sensible organisers will say ‘ves please!”). So, give it a try and
see how well you can infiltrate the Imperium with youor cult
before the forces of law and order attempt to bring you to

justice...

Genestealer Cults
Throughow the Imperium, an
imsidious threar has been
slowly spreading for many
centuries, From planet o
planet, system Lo system,
worlds are falling to a
subversive force guided nor by
miterial conguest or love of
battle, hur by inbred genetic
drives unfathomable to the
human mind. Spread by
scemingly random chance
throughout the galaxy like
seeds in the wind, the alien
Genestealers arrive quietly on
unsuspecting and worlcls, Cince
they get a foothold within the
unprepared populace their
drive to conguer asserts iiself,
and all oo often the planet is
doomed. Once the planet's
defenses are weakened the
Genestealers Tyranid masters
arrive o consume the living
biosphere of the planet, leaving
hehind a barren, lifeless rock.

The Way of the 'Stealers

Genestealer Cults represents

the torces commaonly
developed by the Genestealers
and their offspring The Cult
will slowly grow on a planet as
more and more natives are
infected with the Genestealer
implants, hinding them to the
Cult and insuring their future
children are also bound
genctically o the Cult. Each
Crenestes
nativies via small owipositors in
their long whip-like tongues,
forever corrupting their genctic
makeup. Parents are
hypnotcally conditioned o
cherish and care for their
inhuman children by the
strong HBrood Telepathy of the
Hive Mind, linking all those
who carry the Genestealer
mark together, These resulting
Genestealer Hybrid offspring
then po out 10 infect others,
Reproductive cyvcles move
along faster than the norm as
the new alien-human genetic
voding shortens gestation and
maturation; possible haeards oo

ler can infect scores of

By Tim Huckelbery

the hosts are ignored in the
overriding guest to infect as

many as possible. The hroods
miust grow larper and larger. Al
clse is secondary

Leading the Cult is small inner
circle cyndcally using the bulk
af the membership to tike over
cither a local area, or even the
entire planct and system
eventually, Under the commaon
guise of a religious calt, the
leaders know only that they
must remain free ol ourside
mterference and must grow
constantly, driven by
urwavering instinct, The
leaders have no hesitancy in
sending their followers off o
dic in order to preserve the
Brownd. They will send them off
tex battle,
maybe join them, but the
overriding goal 15 preservation
of the Cult hierirchy, This
especially holds troe for the
Magus, the most human and
most powerful leader of the
Cult. As long as one
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Genestealer, or the Magus
fespecially him, as he can more
easily hide in normal society)
can escape, then the Cult will
live on again. This is the
difficulty the Imperium fces in
dealing with these infestations
- if only one member escapes.
the entire Cult can re-emerge
gUNCrations later. more
powerful than betore

The Magus has a powerful
Hypnotic paychic power tha

he uses o control his followers
with. Fhis powers are @ part of
his alicn heritage, part of the
Hive Mindd mentality that flows
through all those in the Cult.
The more pure their
Genestealer makeup, the
stronger the mental link, such
that Culr forces can
communicate at vast distances
via Brood eleparhy. The Cult
forms a Rabble in Arms, bur a
fanancal rabhle. All are ready o
die for the cause, not knowing
thait the cause s a fraud. Bven
the Cult leaders are unaware of
their true nature. Genestealers
are merely following the
genetic instructions from their
Tvramid crearors: Infect Orhers.
Sow Confusion, Preserve the
Seed. Make all ready for the
Arrival

Cult weapons and equipment
are for the most part stolen,
hought via illegal means, or

home-made - resulting in quite
a range of armaments, They
usually have access 1o a very
widle varicty of weapons &
vehicles (via converted military
or government authorities), but
this comes a1 3 cost as they
often cannot keep them
adequately maintained,
Vehicles are limited o those
which are easy o steal or
build, thus the Cule lacks
specilised vehicles and must
rely on the more common
varietics. Attempts to gain
more esoterne and powerful
WA POns Can sometime hilpj'ﬂ_‘ﬂ
viit raids on weapons depots or
by converting higher ranking
authorities to the Calt, bt
time spent in such effores is at
the expense of gaining more
commonly avalable wems.

Cules must also rely on home-
made war machines,
converting many civilian
vehicles inco military use. The
Cult limousines that are used
o transport members around
without revealing their rrue
marures are adapred for use in
battle by adding extra armour -
turning @ ety vehicle into
lightly armoured combar
transport, Lacking any real
military docrrine or rraining,
the Cult prepares for bacde as a
hotch-potch sputtering
vehicles, members mounted on

GemMestealen Culls

horseback or hike or other
transport, and masses of
ground troops armed with
whatever weapons they can
fined or steal.

Once the Cult has grown wooa
large enough strength (and at
this podnt is usoally involved in
armed combat), their Hive
Mind signal becomes strong
enough o attract the Tyranid
Hive Fleers slowly roaming
between the stars. Like their
hidden puppet-masters, the
Cult is also driven o consume.
I will always be impelled wo
overthrow any local or
planetary forces, o ensure its
safery and continued growth,
Actual combats between the
Culr and other forces increases
the signal, creating a beacon
indicating that food s plentitul,
Once the Tvranids arrive, all is
Tost — any surviving Cult forces
are absorbed into the Hive
Ships, and the planer is
rendered down for bio-mass
and new genetic materials,
Even if the Tyranids are foughi
off, the planet usually lavs in
ruins or must be Yieus Bombed
to ensure no Genestealer
presence remins. One by one,
wirlds are being lost wo the
Imiperiom as the scemingly
unstoppable discase spreads
across the galay

USING FORCE ORGANISATION CHARTS & THE ARMY LISTS

We realise that most of yvou, well at least we hope you are, hoary old hardened veterans of many games and
campaigns and really don't need to be told how (o use the army lists or the force organisation charis.
However, just in case your mum/kid brother/visiting cousin has recently hit vou over the head with your
Thunderhawk gunship (40K scale), here's those rules again, in really teeny-weeny print of course!

The army lisas are used in conjunction with
the Force Organisation chart from a
scenario, Each Force Organisation chare is
split into five cutegories that correspond o
the sections in the army list, and each
eategory has one o more boxes, Hach hox
ndiewtes that you may make one choice
from that section of the wrmy list, while a
| dark toned box means that you must make 3
ehuice from that secrion.

T make a choice, look n e relevant
section in the armvy list and decide what unit
you wish to have in your army, how many
mielels there will be in the unit, and which
ipgrades that you want (if any). Remember
that you can not field models thar are
"qﬂpp:ﬂ with weapons and wargear thar is

il shovern o the model. Once this s done

subtract the points value of the unit from
your total points, and then go back and
make another chodce. Continue doing this
until you have spent all your poinis, Yiou're
then ready o lead your Genesteaber Cult.
Each army list entry consisss of the
folloraring:

Unit Name: The type of wnit, which may
also show o Hminden on the maximum
mumber of choices you can make of that unit
type (-1, for cxample)

Profile: These are the characteristics of that
unit type, Inchading iis poines cost, Where
the unit can have different warriors, there
may be more than one profile
NumberSquad: This shows the number of
models in the unit, or the nomber of models

you may take for one chiodce fram the Foroe
Crrganisation chan, Often this is a wariable”
amount, In which case It shows the
mirdmum and mmaximum undt sdee, :
Weapons: These are the unit's stundaed
L TITES

Opticeres: This lists the different wepon and
equipment opticns for the unit and any
additional points cost for mking  these
optioos, 18 may also include an option 0
upgrnde one squad member o o character. 8
o pguad is alkwed o have micdels with
upgraded weaponry  (stche an spe:::l-i i
wrapons), then these must be gleen 1
andinary souad members, not the character.
Special Rules: This 15 whene you'll find doy
special rules thar apply to the unit;




EEHESTEALEII CULT ARMOURY |

Genestealer characters may pick up to two single-handed weapons from the list below. In !
addition, each character may be given up to 25 points worth of items of wargear or 50 points
for the Magus, unless otherwise noted in their army list entry. You may not take duplicate items

of wargear for the same model.

Single Handed Weapons
Bolt Pistol 2 pis
Close Combat Wpn 1 pts
Laspistol 1 pts
Plasma Pistol* 15 pis
Power weapon 15 pts
Power Fist 2 pis
Double Handed Weapons
Autogun 2 pis
Boligun 3 pis
Combi-Weapon*
Bolter-Flamer 12 pts
Boher-Grenade Launcher 12 pis
Baolter-Plasma Gun 17 pts
Bolter-Meltagun 17 pts
Lasgun 2 pis
Shotgun 2 pts
Storm Bolver® 10 pis

{For details of the new items in this armoury
please see the Wargear section on page 15)

Wargear

Carapace Armour 12 pis

Frag Grenades 2 pts

Krak Grenades 3 pts

Master Crafted Wpn (Magus Only) 20 pts

Melta Bombs 7 pts

Patriarch Ichor Vial {one per cult) 40 pis

Cult Relic* 16 pis

(Relic Bearer only)

Scanner® 5 pts [

Targeter* 7T ps |
*Magus or Higrarch only

Vehicle Upgrades

Many cult vehicles may be fitted with the
following additional equipment. Any upgrades

must be represented on the model. '

Sacred Item 15 pis
Extra Armour 5 pts
Pintle Mid Storm Bolter 15 pis
Rough Terrain Modifications 5 pts
Searchlight 1 s
Smoke Launchers 3 pts

GENESTEALER CULT SPECIAL RULES

Genestealer Cults forces do not operate like
normal armies, as they represent the fanatical
members of the underground revolution
masking itself as a religion. They combine strong
hypnotic and genetic ties between the troops
and their leaders with a near total lack of
military training or properly malntained
weaponry. This results in several special rules for
Cults in baule.

THEY KILLED THE FATHER!

Genestealer Cults are very much driven by the
strong (if not hypnotic) leadership of its elders,
especially the Magus and Patriarch. Cult
members are instilled with a religious belief in
the divinity of these creatures from the start.
Obviously secing them die in battle is unsettling
at the least, but it can also lead the Cult to
insane acts of bravery in the name of vengeance,
If the Magus and Patriarch are both killed, at the
moment the last has died all Brood Brother
units and Hybrid Broods (but not Genestealer
Broods) must take @ Morale test with the

following (possibly cumulative) modifiers:
-1 if the unit is below 50% of starting strength

-1 if the wnit is Pinned or Falling Back.

If this special test is passed, the squad will
automatically pass any and all further Morale

tests required for the rest of the game. 1f failed,
the squad will Fall Back immediately, though

they can Regroup in later turns as normal using
their own normal Leadership. If the squad was |
engaged in an Assault at the tme, enemy units in
the Assault may not Advance (as the unexpected
retreat takes them by surprise), but may
Consolidare,

OUR FATHER WATCHES US, LET NDNE FAIL HiM! ,
As long as any member Dfa Brood Brother undt

is within 12" to either the Magus or the Patciarch, |
they count as having Leadership 10 for all Morale
checks and tests to Regroup after Falling Back.
This counts for Heavy Weapon teams as well as
regular units, but can be modified as nommal
{outnumbered, below 50%, etc). These units can
also test to Regroup even if they are below 50%

of starting strength or within 67 of an enemy

unit, but again only if they are within 12" of the
Magus or Patriarch. Note this does not effect any
other Leadership-based tests such as Pinning
checks.

Important Note: Genestealer Cults naﬁ&.nut be
lead into battle by the Magus or Patriarch. In the.
case of nelther of them in play, all of the above
rules would be ignored, Hierarchs will not give
any of the above special benefits, nor will their
deaths require any special tests to he made,
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GENESTEALER CULT SPECIAL RULES (CONT)

POOR MAINTENANGE (OR, 'VRODDDOMMMM ...
SPLUTTER, SPLUTTER, STALL...")

Cults usually have little time or expertise o
maintain any vehicles they may steal or eapuure,
This generally results in erratic performance on
the battlefield. To represent this, after moving a
Cult vehicle in the Movement Phase, roll 2D6
On a roll of a *2°, the vehicle has breathed its
last, and is Immobilised for the rest of the game.
Otherwise, it can continue to operate as normal,
This rules does not apply to the Cult Limousines
- as you can imagine, the Cult Leaders make
sure these vehicles are very well maintained!

PSYCHIC POWER: HYPNOTIC GAZE

Both the Magus and Patriarch are psykers, and
have the special power Hypnotic Gaze, This can
be used in any Assault Phase after all models
have moved but before any combat takes place.
The Magus or Patriarch locks eyes with one
enemy model in base contact with him,
attempting to take over his mind! 1f the Cult
psyker passes a Psychic Test, that enemy  will
need to roll 6's to strike his in that Assault
round. If the test was successful, and the roll is
also higher than the enemy's Leadership, then
the enemy cannot strike any blows at all - his
will has been completely overpowered by the
Hive Mind! The Cult psyker can still artack as
normal, even if the test is failed,

The power will only work on living creatures -
80 Viehicles, Demons, Necrons, Thousand Sons,

RENDING CLAWS

Genestealer Claws are razor sharp, able to shred
even Terminator Armour. Any attacks from
Genestealer which roll a 6 to hit will wound
automatically and ignore armour saving throws,
Orher attacks which hit on a roll other than 6
must roll i wound as normal and the victim
receives thelr normal armour saving throw,

When rolling to penetrate vehicle armour, ifa 6

is rolled then the user can add an additdonal D6
to the score (thus giving Strength + 6 + D6in
ally. Both Genestealers and the Patrigreh are
armed with Rending Claws as noted below. Nowe:
= having Rending Claws an any model
{Gienestealers, Parriarch, etc) does not give them
an additional attack, only what is listed inthe -
profile. W

HYBRID LEADERS e
Many Brood Brother units have the option to be:
lead by a Genestealer Hybrid, assigned by the
Magus to oversee the faithful and inspire them o
greater acts of bravery. This will be noted in the
unit description, along with which rypes of
Hybrids are allowed as a Leader for the unit and
the extra points cost for that model, A unit can-
be lead by only a single Hybrid Leader, and the
Leader can never leave the unit, Hybrid Leadeérs |

Avatars, Wraithguard, etc. are not effected.
Tyranids creatures of any type are not effected
by the power either. Note that it only lasts one
round — the user will have to test again each
new round, but he can test in the enemy's
Assault phase as well as his own,

are armed with a Laspistol or Autopistol, wear
Flak Armour (5+ Save), and can select items
from the Armoury as normal. Note that a Hybrd
Leader is not an upgrade of an existing model in

the unit = it is an additional model,

Why play a Genestealer
Cult Army?

Hmmm. good question
actually. You certainly won't
have the best troops in the
game, or the best weapons
You'll also need to make most
of the figures up yoursell. So
what do vou get?

If vou're a fellow bug plaver,
you'vie probably always been
envious of all those tanks and
guns the other side have, and

this is your chance o }.’J.'[ yor

hands on a tew of them. You
can essentially create an
Imperial Guard army in the
guise: of your Culr, Cults are a
nice blend of Imperial and
alien forces, with a little Crky
randomness mixed in

Your akso get the fun of custom
making vour arnmy. No two
Cules have looked the same in
my experience, while iU's premy
darn hard to tell say one Blood
Angel army from another. Make
no mistake - a Culr is a loo of
work! Hut you'll wind up with
a staggering mix of figures
from several different model
ranges. [t's a very visually
appealing force on the
tablerop, sure W impress vour
fellow gamers

In battle, you'll be constantly
frustrated by the poor shooting
and hghting of your Brood
Brothers, as well as how
quickly they can dreop like Hies.
But vou'll also be rewarded as
they stay stuck m the figha
when lesser armies would have

5

the sense to get out! Your
masses of vehicles will always
pick the worst times o fall
apart oo, of course, but
hopefully not before they 've
ripped up the enemy nicely

Genestealer Cules are
attermpting to overthrow the
liscal governmental authorities
(and anvone else in the way as
welll). There is a subwversive
delight in plotting the
revodurion, as the Culr rises
froom its hidden power base in
irs hid For conguest.
Undaunted, they Aght onwards
under the gare of the all-seeing
hvpnotic gaze of their inhuman
leaders. Let them sweep the
unbclicvers from the land. Any
not part of the Cult are against
i, and must die!




Genestealer Cults

Polints W5 BS 5 T W 1 A Ld Sv

Genestealer Magus | 40 3 3 3 3 2 4 1 9 5+
Initiate Bodyguard 5 2 2 k| a 1 a 1 1 [T

Weapons: The Magus is armed with a Laspistol or Autopistol and wears
Flak Armour {5+ Save),

Options: The Cult Magus may select from the Armoury as normal - he is
very willing to take the inest weapons found or captured Iy the Cule
teven if he probably isn't very good ar using them),

SPECIAL RULES

Independent Character: [nless accompanied by a bodyguard the
Genestealer Magus s an Independent Characrer and  follows  the
independent character special rules in the Warhammer 40,000 rulehook.

Psychic Power: Hypnotic Gare. See Special Rules section above for
dletails

‘He who runs away..." The Magus has the best chance o reform the
Cult if the barde goes badly, Thus the Magus can make a Yoluntary Fall-
Back by making a successtul Leadership Test, leaving behind his
Hodyguard 1o keep on fighting in an Assault and buying him time 1o
escape. He will automatically Regroup after this movement has endded,
or if he reaches the edge of the hoard, Note thar this rule cannot be
used unless the Magus is juined by a Bodvguard — no others are
sufficiently finatical enough w ensure his safe cetreat from the
hizardous melee.

BROOD BROTHER INITIATES BODYGUARD

Fanatical Cult defenders are utterly devored to the Magzus, these Brogsd
Hrothers are chosen for theie devotion. not necessarily their fighting skill
(o intellipence), While they do gain access 1o better coauipment, they
know they are there 1o primarily protect and die for their Magus = a duy
they are ready 1o perform without hesigation,

Squad: An Initiates Bodyguard unie consists of 5- 10 models, at 5 pes cach

Relic Bearer: One Bodvguard Initiate non carryimp o Heavy Weapon has
been honoured for his total devotion o the Cult and may be upgraded
o a Cult Relic Bearer and he may carry a Cult Relic chosen from the Cul
Armoury list.

Weapons: Bodyeuard Indtates are armed with either a Lasgun, Autogun,
or Shotgun and wear Flak Jackers (Armour Save 6+ b, Any member can
exchange his weapans for i Close combat weapon and cither a Laspisteol,
or Autopistol for free

Options: Any Bodyguard Indtiates may substitute their pistol fon a Bole
Fistol or Boltgun at +3 pts.

Up to 2 Boxlyguard [nitiates can also substiture their Close Combat
Weapon for a Power Weapon at + 15 s

Up to twi Bodygoard Initiates may upgrade o one of the following
wieapons at the points cost indicated: Flamer (+0 prs), Melagun (+134
pts), Gremade Lavncher (KrakFrag) (+ 13 pts), Plasma Gun {4+ 13 s
Mo more than one of the same weapon may be chosen for the unit
though.

[§]




Up 1o one Bodvguard Iniviare may upgrade o one of the following Heavy
Weapons at the points cost indicated: Lascannon {430 prs). Autocannon
{430 pus), Missile Launcher (+ 20 prs), Heavy Stubber (+ 10 prs), Heavy
Bolter |+ 20 prs)

The enore urmit may be armed with any of the following: Frag Grenades
{+1 point per model), Krak Grenades (42 points per maodel)

SPECIAL RULES

‘We fall so that He may live' Their absolute faith in the Cause
means they will never Fall Back for any reason, and thus prevent the
Magus from Falling Back too (unless Voluntarily, see above), When
the unit is hir by ranged tre, the Cult player may apply up to 3 hits
per Bodypuard Initiate belore having to allocate any hits on the
Magus, In an Assault. after all models have moved the Cult player
may swap the Magus with another Bodyvguard Initiate model 1o
represent the fananical defender rushing forward to protect his
Master from harm. The same thing may be done when the unit is hit
by anv template or arca affect weapons - after the template marker
is placed in final position, the Calt player may swap the Magus with
a Bowdypuard Initane.

Transport: [t a Bodvpuard s taken, they & the Magus may ride inoa Cule
Limousing isce below) for +15 points

ESTEALER PATRIARCH

Poinls W5 B85 5 T W I A Ld Sv

Patriarch 50 B o 5 5 a 5 2 1] 5+
Genestealer 16 B L] 4 4 1 [ 2 m [T

Weapons: Rending claws and a bad attitude,

SPECIAL RULES

Independent Character: 1inless accompanied by a bodvguard the
Cenestealer Patriarch is an Independent Character and  follows  the
independent charcter special rules in the Warhammer 40,000 rulebook.

Psychic Power: Hypnotic Caze, See Special Rules section above for
details

Unwavering Strength of Will: A Patriarch will never Fall Back, no
matter the reason. As long as he is alive. any anit he leads will never Fall
Back cither

Note: Due o increased bulk and age, the Patriarch cannot use any of
the special Cult Genestealer movement & reserve rules. This means that
none of the Genestealers in his Bodveuard (see below) can use them
either — their total devotion is to his safery

GENESTEALER BODYGUARID
The Patriarch may be accompanied by a small cadre of his proseny. This
unit of Genestealers can be from 3-12 models at 16 points each.

Transport: If 4 Bodveuard is taken, they & the Patriarch may ride in a
Cult Limousine {see below) for +15 points.

Gewnestealer Cults

A dhe o
ar 1hém




aler Culls

Palnts W5 BS 5 W | A Ld Sv
Genestealer Magus | 20 4 a a a 1 4 1 B 54
Initiate Bodyguard 4 2 2 a 1 3 1 3 6+

Weapons: The Hierarch is armed with a Laspistol or Autopistol and
wears Flak Armour (54 Save)

Options: Mav select from the Armaoury as normal

BROOIY BROTHER INITIATES BODYGUARD
See Genestealer Magus entry for details)

Transport: If a Bodvguard is ken, thev & the Hierarch may ride ina
Cult Limousing (sce below) for + 15 poinis.

Cums aftan comvert 2 few posh
urban vehicles it speial
tranaponts, fo carry Cult
mgmbers in searecy (especinlly
Ihinsa Thsy ta not Wt prying
fyes o see, Such &5 Purestrain
Gamitiealars). Whin the Calt is
reaiy 1o attack thess wmhicles
arn aquipped with armour
plating & canmibalisad tank
fittinga, to bacome usetul in the
fight. Whils slowed by the
acditiona! armoaur, Eheir unique
fittings allowing them 1o
transpart Mgh-ranking Cult
forces around the batelield or
to distant comibat pores
fislatively guickly.

(Next issue Tim wifl
tell you bow to make
these Limos! = Edl)

TRANSPORT COVEN LIMOUSINE

PraModel Fronl Armour  Side Armour BS
+15 1o 10 10 2

Rear Armour

Limousine

Type: Generic vehicle, may only move 12" in the movement ph&ﬁ&; cinnot
perform Tank Shock, counts as open-topped.

Crew: Brood Brother driver,

Transport: Magus/Hierarch and bodyguard (up 10 8 mﬂdels}, or th:,
Patriarch and up to 5 Genestealers, }

Weapons: None! Crew may shoot out of the windows etc.,

Options: To preserve their secrecy the Limos are never upgrxlnd wi:h
additional equipment.




Genestealenr Cults
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Points BS 5
Gengstealer 16 & o 4

Squad: A brood consists of 3-12 Purestrain Genestealers,

Weapons: Hending Claws

SPECIAL RULES

Master Predator: Like most Teranid bio-constructs bred as predagors,
Genestealers are incredibly fast and effective in battle, Calt Genestealers,
which have been rised as gods by their devoted worshippers, are even
more porent due w thewr careful numuring, A Genestealer brood can
choose to either move an additional D6" in the Showoting Phase (ignore
any terram modifiers), or remain stationary and gain a 5+ Cover Save
even if in open ground, unless they are in close combat, Note that if the
latter is chosen, they will count as being in cover (and thus sirike biese if
assaulted in the current or following wirm, ety Cult Genestealer broods
also riodl an exera IO when mowving through terrain

Hive Mind Link: Cult Genestealers are fully immersed in the toraline of

the Hive Mind thar guides all Cult actions. They need no direction in

battle. and are always at the forefront of any combat, In any game where

the Reserve rules are in use, the Cult player may bring on any
Goenestealer broods inany e desired after the it withour needing o

-l roll for them. Any broods not brought into play before the end of the

| game though count as being destroved for Victory Purposes

1 GENESTEALER HYBRIDS

Points W5 BS 5 T W | A Ld Sv
Hybrid Neophyle 12 4 2 3 3 1 5 2 B S+
Hybrid Acolyte 10 3 k| 3 3 1 L 1 ] 5+

Unit: A Hvbrid unit consists of 5-200 Genestealer Hybrids, Note thar these
can be any mix desired of Acolvies & Neophytes.

Weapons: Each Hybrid is armed with either a Lasgun, Autogun, or
Shotgun and wears Flak Armour - Any member can exchange his
weapons for a close combat weapon and either a Laspistol or Autopisuol
for free

Options: Any Hybrids may substitute their pistols for Bolt Pistols (4 2pis),

Up to 2 Hybrids in the unit may upgrade 1o one of the following:
Lascannon {+ 35 pts), Autocannon (+25 pts), Multi-Meloa (440 pts, only
one per unit), Missile Launcher {425 pis), Plasma Cannon {(+40 prs, §nene
only ane per unit), Heavy Stubber {(+15 pts), Heavy Bolter (420 pis), vors, GTRAD [BY
Flamer {+9 pts), Grenade Launcher with Krak Frag rounds (+12 pts),
Plasma Gun (+ 14 pts), Meltagun (+ 14 pts)

he entire unit may be armed with any of the lollowing: Frag Grenades
{+ 1 poant per model) or Krak Grenades (+ 2 poings per model).

Leader: One Hybrid may be upgraded 1o a unit leader and given
equipment from the Armoury,

Transport: The enure unit (if 12 models or less) may be transported in
a cult truck for +20pes
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5 T | A
Hybrid Neaphyle 12 4 2 3 3 1 5 2 a S+
Hybrid Acaolyte 10 3 3 3 3 1 q 1 5+
Comrade B k| 3 3 3 1 4 1 A LT

squad: The Squad consists of 510 models, and can e lead by o single
Hybrid Acolyte or Neophyte

Weapons: Comede units are armed with either a Lasgun, Autogun, or
shotggun and wear Flak Armour (Armour Save 5+ Any member can
exchange their original weapon for a close combar weapon and cither o
Laspistol or Autopistol Gt no exira cost.

Options: Any number ol models can upgrade wea Bolwer for + 3 points,
Ohve mocle] inthe unit may have one ol the following: Flamer (+3 s,
Meltagun (+8 pes), Plasma Gun {4+ Hoprsy, Grensde Launcher (Krak/Frag,
+H pis)

Two members can form a Heayy Weapons team, together also armed with
one of the folliwing: Lascannon {+20 pis}, Autocannon (+15 pis).
Missile Launcher (+15 prs), leay Bolter (+ 1 pis), Multi-Melta [+ 51
Py, Plasma Cannon (445 prs) See Codex: lovperial Guard for deails on
two-mian heavy weapon team rules.

The entire unit may be armed with any of the following: Frag Gremades
(+ 1 point per model), Krak Grenades (42 points per model).

Leader: If the wurmit has a Hvbrid leader he may be given cquipment from
the Armmoiry.,

Transport: The unit (and Leader) may be rransported inoa Cult Truck for
+20 pis. Sec below for descriptions. This will not count as a further
Troips selection,

Fanatical Brood Brothers advance lead by their Neophyte
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Polnts WS B85 5 T W | A Ld Swv
Hybrid Neophyte 12 ] 2 3 3 1 5 2 ] 5+
Hybrid Acolyle 10 3 3 3 a 1 4 1 B LT
Initiate 4 2 2 3 a 1 3 1 B .

Squad: The unit consists af T0-530 models, and can be fead by a single
Hyvhbrid Acolvie or Meophyee.

Weapons: Fach member is armed with either a Close Combar weapon,
Laspistol or Autopistol. Note you are free toomix weapons in the unit —
ity undes rarely if ever all have the same weapon, Also note thart
Initiates do not wear any armour. and thus do oot nommally get any
saving throws when wonded

Options: Each Initiare armed with a Close Combar Weapon may ke one
addiional Close Combat Weapon for + 1 point, If they are armed with a
Laspistol. or Auropistol they may also take o Close Combuat Weapon at + 2
posnts

Any number of models may upgrade o one of the following weapons for
+1 point: Lasgun, Autogun or Shotgun

One model in the unic may have one of the ollowing weapons: Flamer
{+6 prs), Grenade Laoncher (KrakFrag, +8 pts). Bolter (+3 pis).

One Initiate may have a Heavy Swubber ar +6 points per weapaon {see el '”!

ke
Comlex Armageddon) g

Instead of taking any Heavy Stubbers, units with a Hybrd Leader may
have @ single member armed with one of the following: Lascannon (+ 17
pra), Autocannon (+ 12 pts), Missile Launcher {(+ 12 pis)y, or Heavy Bolrer
{+ 1) pts)

The entire unit may be armed with Firebombes for +1 point per modde|

Relic Bearer: One Initiate not carrving a Heavy Weapon has been
honowred for bus dedication o the Cult and may be apgraded tooa Cult
Helic Bearer. He may carry into battle a Cult Relic chosen from the Culr
Armoury lise

Character: If the unit has a Hybrid leader he mav be given cquipmoent
from the Armoury.

SPECIAL RULES

Infiltrate: As the Imiuates closely resemble humans (or Orks or Eldar.
they can often approach the enemy withour the enemy forces actually
belicving them o be hostile. Many are actually skilled in this (ex-pang
membsers especially). OF course, if g Hyvbrid is leading the unit this can be
more difficult than normal, bur the heavy robes most Cules adopt can
keep him disguised until the unic 8 ready o act. One (and only one!)
Initiate unit may then fafiferate (F the scenario allows i), as long as the
unit does not have any Heavy Weapons or a Relic Bearer, contains 20 or
fewer models, and is not in a vehicle, Even the dimmese Ok might think
i very large group of humans scuttling  owards them would  look
suspiciouns!
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Armouar
Profile Points WS  BS 5 T |[Froant Side Rear | A
Sentine a5 - | 3 5 3 10 ] 1o 3 1

Squadron: 1-3 Sentinels per Squadeon
Type: Upen-topped. Walker
Croew; One Brood Brother Comrade

Weapon: Each Cult Sentinel must be armed with one of the following
weipons: Multi-laser at + 10 pts or Heavy Flamer ar +5 s,

Options: Sentinels can only take the following uperades: Extra Armour,
Searchlight, Smoke Launchers, Humer-Killer Missile, R wigh Terrain
Muodlilications

SPECIAL RULES

Scouts: Sentinel pilors are vswally at the forefroat of any fighting force,
scouting out the advance werrain and picking out good deplovment
locations. As such, they may use the special Sentine!l Scouting rules from
Cowlex: Imperial Guard

BHRUUL BHU Ha B

Points W5 BS 5 T W I A Ld Sv

Hybrid Acolyle 20 3 3 3 a(4) 1 4 2 a A+
Bike & Sidecar
Initiate Biker 10 2 2 k| 34 1 3 1 3 &+

Umit: 3-12 Cultist Bikers per unit

Weapons: Each member is armed with either a Laspistol or Autopistol
MNote you are free too mix weapons in the unic — Initiates rarely if ever all
have the same weapon, They wiear Flak Jackers (64 Save).

Options: Any number of models may exchange their weapons for cither

4 Shotgun, Lasgun, or Autogun for +1 point. One model in the unit may

have one of the following: Grenade Launcher (Krak/Frag, +8 pts), Flamer
(+8 prs), or Bolter (+3 pis),

The entire unit mav be armed with Fircbombs for +1 point per model.

Character: The unit can be lead by a Hybrid Acolyte. He rdes in a
special Sidecar, driven by an Initiane Calt Biker, Like all Hvbrid Leaders
this is an additional model added o the unit, not an apgede of an
existing member. The combination of bike & sidecar counts as a single
muodel and follows normal movement rules for Bikes, The model in the
sidecar derermines the prodile, with +1 Toughness {as per normal bikes)
as well as +1 Artack and + 1 to his regular Armour Save. The Hybrid may
bhe given equipment from the Armoury

Important Note: Cult Bikes do not have any weapons mounied on
them: they only have the weapons the riders carry

SPECIAL RULES

Cult Bikers ride Bikes (what, vou were thinking they were riding
Dreadnoughts?), and gain all regular special rules for them from page 94
of the 40K Rulebook.
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PlaModal Front Armour  Side Armour Rear Armour BS
Truck +20 k| 9 ] 2
Craw Points W5 BS 5 T W | A Ld S
Initiate 4 2 2 3 3 1 3 1 [
1 Baule Truck per Squadron f e ghia and. m

Type: Open-topped, Faso
Craw: Browel Brother Initiates

Transport: Each Cult Truck must carry 510 Brood Brother Initdates ar +4
poines each.

Weapons: Each transported Initiate is armed with either a Close Combat
weapon, Laspistol or Autopistol. Mote you are free too mix weapons — Dnitiae
units rarely if ever all have the same weapon.

Options: As Brood Brothers

R TR . S o TSR TTL e s

= T I R i

o

Points Ws  BS 5 T W I A Ld  Swv
Hybrid Heophyte 12 4 2 3 k| 1 5 2 3] LT
Hybrid Acolyle 10 3 3 3 E| 1 4 1 B 5+
Comrade ] a 3 3 3 1 4 1 -] 5+

Squad: The squad is formed from 1-3 Heavy Weapons teams, with each
team consisting of a crew of 2 Brood Brother Comrades. See Codex:
Imperial Guard for details on two-man heavy weapon team rules.

Fhe squad can be lead by a single Hybrid Acolyte or Neophyvte

Weapons: Each model is armed with either a Lasgun, Autogun, or Shotgun
and wears Flak Armour | and one Heavy Weapon per team: Autocanndon
(+25 pts), Lascannon (+ 307, Heanvy Bolter (+15), Missile Launcher (+ 200,
The weapon cost is added 1o the 15 points per crew paie tooarrive atl the
total weapon cost

Character: If the unit has a Hybrid leader he may be given equipment from
the Armoury

LEMAN RUSS

FaModel Front Armour  Side Armour Rear Armour BS
Leman Russ iali] 14 12 o 3
sWeapons

Type: Tank
Crew: Brood Brother Comrades

Weapons: The Leman Russ muost be armed with a single turret-mounted
weapon for the following cost: Battlecannon +40 points, or rtwin-linked
Autocannon  +20) points, You must also equip it with a single hull
mounted weapon: Heavy Bolter +5 points or Lascannon + 15 points

Options: You may upgrade the Leman Russ with a pair of sponson

weapons at + 10 points for either pair of weapons: Heavy Bolters or
Heavy Flamers.
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CAPTURED PREDATOR

Front Armour  Side Armour  Rear Armour
Fredataor 13 (A ] 10

Type: Tank
Crew: Brood Brother Comrades,

Weapons: Turrcr-mounted Autocannon. This can be upgraded o g twin-
linked Lascannon twrret ke + 200 points

Options: You may upgrade the Predator with o pair of sponson weapons;
Heavy Bolrers at + 10 poinds for the pair, or Lascannons at + 25 poins for the
prair.

CAPTURED RHINO

PtsModal Front Armour  Side Armour Rear Armour BS
Rhino 50 11 1 10 3

Type: lank

Crew: Brood Brother Comrades

Weapons: The Rhino is armed with Storm Bolrer
Options: Mone

Transport: Up to 100 Cultists from a single unit, plus up to 2 characters
attached o the w,

Cult Tank Options: All Cult Tanks listed above can tike any of the
vehicle upgrades from the Armaouary list

Transport: Any vehicles listed with Transport capability can anly carry
the Magus, Hicrarchs, Brood Brothers & Hybrids They cannot carry
Genestealers, or the Patriarch. And don't even think of transporting
Brood Brother Bikers!
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This section describes how all the Genestealer Cults specialised
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the WH 40K rulcbook.

Patriarch Ichor Vial {one
per Cult)

A small amount of ichor from
the Patriarch is mixed with rare
unholy herbs and forbidden
chemicals o form a potent
brew! Once per battle ar any
time in the Assault Phase the
bearer may shatter the vial,
releasing the fumes into the

air. All Cult members
{including Genestealers &
Hybrids) belonging to any
units with at least one model
or open-topped vehicles within
2D6" of the Cultist who
shattered the vial are filled with
fanatical zeal from the vapours,
Roll once on the table below o
see what effects ocour, After the
turn ends, the vapours disperse
and the effects are Iost. Nowe
that the Vial can be used in the

opponent's Assault Phase if
desired.

D6 Effects
1. + 1 Initintive
2. +1 Amack
3. +1 Strength
4, +1 Weapon Skill
. |1 May re-roll any misses
in the Assault
b 6. May re-roll any failed

rolls to wound or to
penetrate vehicle
armour

Flak Jacket

Most Cults simply do not have
the materiel access 1o ensure
all members get normal Flak
Armour, and thus many of the
lower members must make so
with cheaper substitutes

constructed from whatever is at
hand. While not as good as the
real thing, the heavy material
provides some modicum of
protection and gives the

wedrer a 64 Armour Save.

Heavy Stubber
(See Hive Militia in Codex
Armageddon)

See Codex Imperial Guard
for special rules for the
following wargear items and
special rules:

Carapace Armour, Combi-
Weapon, Master Crafted
Weapons, Scanner, Targeter,
Heavy Weapon Teams,

Firebombs

While many Cults lack the
expertise to make or the access
o steal large supplies of Frag
Grenades, it is very easy for
Brood Brothers to create their
own home-made incendiary
devices from small (usually
glass) conmainers of flammable
liquids. Hurling them at enemy
units in cover, the resulting
flames buy some time as the
Brood Brothers advance into
Assault. The Cult uprising on
Maoltov Prime saw these used
to great effect. The planer’s
maore famous fermented
products were urned into
thousands of lethal projectiles
in the bid 1o overthrow the
entrenched aristocratic
government, and the

battle cry of "Let them
Drink Maoltov Cocktails!”
was heard throughout the
capitol city,

Firebombs in game play
work exactly like Frag
Grenades, but the
resulting flames prevent
any assaulting Cultists
from Advancing; any Cult
units involved in that
Assault may only
Consolidate. Firebombs
are also more bulky and
unwieldy than regular
grenades, so they can only
be used once per game,

15

Sacred ltem

Before going into batle, mm'qr

Cults remove sacred items
from their covens to carry with
them to battle on theie
vehicles, displaying their
fanatical signs of devotion for |
the enemy 1o giee on and
despair. Commonly these are
huge bells, once used to call

the brood faithful to gather but

now used to reinforce their

faith in the Culr, Anyunit with
members within 6” of a vehicle

mounted with a Sacred Irem
can re-roll their Morale Test
after losing an Assault or after
taking casualties in the i
Shooting Phase. Note that any
given test can only be :e-mlled
once, no matter how many
Items are within 6" of the unil

Vehicle Upgrades

See Codex Imperial Guard and
the Warhammer 40,000 1
Rulebook for special rules for
the following vehicle upgrades

Extra Armour, Hurder-Killer gt
Missile, Pintle-Mounted Storm
Bolter, Rough Terraiw ;
Muodifications, Searchiight,
Smoke Launchers
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CULT RELICS
Most Cults have special icons
or relics that serve to inspire
the faithful. Before battle,
special Brood Brothers are
chosen to carry them as they
launch their holy crusades
against their oppressors. These
chosen are called Relic Bearers,
and only the most devored are
allowed this honour and dury,
Relics are usually affixed o
long poles for all too see, and
can either be carried in one
hand or strapped to the back
of the Bearer, or his mount or
bike. There can only be one
Relic Bearer per unit, and thus
only one Relic per unit. Note
that Relic Bearers count as

Character models as well, but
may only take a Relic from the
Armoury.

No matter what form the Relics
take (huge tomes bound in
human skin or preserved parts
of ancient Genestealers are
popular) they serve to
strengthen the resolve of the
Cult members by reminding
them of their past successes. If
the unit carrying this Relic has
just failed a Morale est and is
Falling Back, after it has
completed the Fall Back
movement (but before the
enemy decides to Consolidate
or Pursue) it can take another
Morale test to Regroup. They
must take the test using their

own Leadership = the Our
Father Watches Us rules cannot
be used, and normal
restrictions for Regrouping
apply. Note this does not apply
1o beginning of the urn
Regrouping attempts, but o
Falling Back from an Assault, as
a result of casualties from
enemy fire, et
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Scenario/Mission Special Rules
While Genestealer Cults are unlikely to ever gain access to Planetary or Strategic scale weapons,
they often engage in numerous acts of sabotage which can create the same types of effects before a
battle. Thus they can still use the Preliminary Bombardment rules if the scenario calls for them.

If Derachment rules are in use, the Cult force can still only have a single Magus and a single
Patriarch. You can never have more than one of each of these in the entire army, no matter how

Genestealer Cults have a Strategy Rating of 1D6-1, and a Vehicle Leadership Value of 7 for
campaign use. For Missions involving Sentries, Cults use 10 Brood Brocher Initiates (Initiative 33,

Fighting against Tyranid Forces — though not common, it is possible for the natural chemical or
electromagnetic peculiarities of a planet to produce a mutated Cult that is resistant or not-effected
by the Tyranid Hive Mind. Thus it is possible to have Cults fighting against their newly arriving
Tyranid masters! All normal rules apply for these combats (though the Hive Mind is probably very
puzzled by what is happening!). By the same token, Genestealer Cults can fight against each other
{each being sure it is the true Cult, and the other a fraud),

=+ Director, Divisio Ocular - EYES ONLY

The following are my personal comments to your Lordship only, Overall, while the sheer zeal of this new cult can feel diswirbicig it first, |
see little cause for worry, As neted sbove, they have high murks from the regional governor of their originiting provines ~ several af ik
higher ranking officials are openly strong members of the calt. but contimse of course to be Juyul o your Lordship, Their basic: lenes do
e conflict with the Tmperial Creed, though several members of the Ministorm locally hove differing opinions an thal matter a5 T qure

your Lordshap is aware.

Thsis *Brotherhood of the Faithful* preach honest toil, respect for elders, hamility, and sclf-reliance. | wiss allowed to visit aoe of their -
countryside resreats, and observed the membership in action, All were very properly subservient o me as 8 recognised ugent of yobr
Lordship, and no attempt was made 10 hide or conceal anything. 1 also viewed severl church servioes, snd while there were pol ensugil
specific praises to the Emgeror of Man for my personal tsbes, their more general calls to serve the *All-Father! were lentifal and
endhusizstie. When queried, | was told this was the overnll name they used in their faith for the Emperor or éven your Lovdship. They fesd
strongly in following the single leading figure in the culivre evidently. :

Many of the ranking officials wanted to press upon me their dedication to your Lordship: I got the feeling they were woeried they might be
targeted a4 heretics. During my meeting with Brother Bannto, the yourg lener of the movement {see transcript above), 1 got the sume.
feeling, but mose of o confident tone of the fundamental and rightesus aature of his faith, Very well spoken, as well us o strongly ;
charismatic fellow, This undercurrent of ahsolute and witer conviction is one of the things that has made this group grow. so well in my
apimine. As noted showe. it stared out some years ago ax an odd calt of re-birth s renewal through fuith, reprosented by the ‘smake
swalbowing its own tail’ symbol. [Again, "'m still not sure exactly bow loag ago: some archived reconds we have contain clues indicating.
this could be nn offshoat of an even alder religious following dating back several decades it least] Sorme ol the older members still cling o
those slder beliefs | would imagine, but has done much better since moving towards @ more mainstream beliel system, ;

Quij:hmnlty,Ilnlklhe_hmmb!lmmmnmwmmhmh&mmﬂmlhuplrhmmuin;uﬁ'php&m;

i the more Femon: sreas away from the eapitol, Since they follow the Imperial Creed, they cannot launch an over stack on the group
though. Ths my official recommendation for continued intensive montoring and possible infiltration, s we can Yeep them satisfied by
appearing (o be closely watching the shmation, But privately, | woild pscommend your Lordship not waste any more resources thim the:

hare minimum. This “Brotherhood" is just 2 passing funcy of the masses, and will fade on it swn soon gnough with time,
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