


"I am vigilance.

I am the hunter's
patience and

the castellan's
fortitude. I am the
burning brand

that banishes

the shadows, the
shield that holds
the monsters at bay
and the sword that
pierces their foul
black hearts. I am
oath, duty, victory. I
am the Deathwatch,
and my vigil shall
never end."

- Watch Master
Utorian Denash
of Fort Pykaman




"Come you aliens, show me what passes for
fury amongst your misbegotten kind!"

- Brother Sergeant Avitus




Infiltrator

Infiltrator Heli

Infiltrator Sergeant

Incursor
Suppressor

Eliminator

6” 3+ 3+ 4 4 2

x Adept 6” 3+ 3+ 4 4 2
6” 3+ 3+ 4 4 2

6” 3+ 3+ 4 4 2

12”7 2+ 2+ 4 4 2

6” 3+ 3+ 4 4 2

2 7 3+
2 7 3+
3 8 3+
2 7 3+
2 7 3+
2 7 3+

This unit contains 1 Infiltrator Sergeant and 4 Infilitrators. It can include up to 5 additional models in any combination of Infiltrators,
Incursors, Suppressors and Eliminators. 1 Infiltrator Helix Adept may be chosen as one of these 5 additional models.

e Each Infiltrator (including Helix Adept and Sergeant) is armed with a Marksman Bolt Carbine, Bolt Pistol, Frag & Krak Grenades.
e Each Incursor is armed with an Occulus Bolt Carbine, Bolt Pistol, Frag & Krak Grenades.

e Each Suppressor is armed with an Accelerator Autocannon, Bolt Pistol, Frag & Krak Grenades.

¢ Each Eliminator is armed with a Bolt Sniper Rifle, Bolt Pistol, Frag & Krak Grenades.

Marksman Bolt Carbine
Occulus Bolt Carbine
Accelerator Autocannon

Bolt Sniper Rifle. When firing this weapon, choose one of the profiles below. All profiles can target a CHARACTER model even if it not the closest enemy unit.

24" Rapid Fire 1 4 0
24" Rapid Fire 1 4 0
48" Heavy 2 7 2

- Executioner Round 36" Heavy 1 5 -1
- Hyperfrag Round 36" Heavy D3 5 0
- Mortis Round 36" Heavy 1 5 2
Las Fusil 36" Heavy 1 8 -3
Instigator Bolt Carbine 24" Assault 1 4 -1
Bolt Pistol 12" Pistol 1 4 0
Frag Grenades 6" Grenade D6 3 0
Krak Grenades 6" Grenade 1 6 -1

* The Infiltrator Sergeant may replace a Marksman Bolt

Carbine with a Chainsword, Power Sword or Power Fist.

Angels of Death, Combat Squads,
Special Issue Ammunition

Mixed Unit: A Noctis Kill Team unit may contain models
with different keywords or types. For the purposes

of determining what models a vehicle can transport,
Suppressors have the JUMP PACK keyword.

Concealed Positions: When you set up this unit during
deployment, it can be set up anywhere on the battlefield
that is more than 9” away from the enemy deployment
zone and any enemy models.

Smoke Grenades: Once per battle, instead of shooting
in your Shooting phase, one model in this unit may use
its Smoke Grenades. Until the start of your next shooting
phase, when resolving an attack made with a ranged
weapon against this unit, subtract 1 from the hit roll.

Omni-scramblers: Enemy units set up on the battlefield as
reinforcements cannot be set up within 12”of this unit.

1 Unmodified hit rolls of 6 automatically hit and wound.
1 Negates the benefits of cover.
2 -
1 Add 2 to the hit roll. Negates the benefits of cover.
1 -
D3 Wound rolls of 6+ inflict a mortal wound in addition.
3 -
2 Can target an enemy CHARACTER models even if not the closest unit.
1 -
1 -
D3 -

* Any Eliminator may replace their Bolt Sniper Rifle with
a Las Fusil or an Instigator Bolt Carbine

Suppressing Fire: If this unit includes any Suppressors,
when an enemy model is destroyed as a result of an attack
made with an by a model in this unit, that enemy model’s
unit cannot fire Overwatch this turn.

Multi-spectrum Array: If this unit includes any Incursors,
when resolving an attack made with a ranged weapon

by a model in this unit, you may ignore negative hit roll
modifiers and Ballistic Skill modifiers.

Helix Adept: At the end of your movement phase, this
unit’s Infiltrator Helix Adept can provide medical attention
to this unit. If this unit contains a model that has lost any
wounds, that model regains 1 lost wound. Otherwise, if
any models from this unit have been destroyed, roll one
D6; on a 5+ you can return one destroyed model from this
unit to the battlefield with 1 wound remaining, placing it
within 3”of the Helix Adept and in unit coherency. On a 4
or less the Helix Adept cannot shoot this turn as it recovers
the gene-seed of the fallen warrior. Each unit can only be
provided medical attention once per turn.

PRIMARIS, PHOBOS, NOCTIS KILL TEAM









"In the Emperor's
name I have fought
across burning
plains and admist
lightning-wreathed
peaks, in the cold
void of space and
through the ruins
of cities laid low.

I have done battle
with the mutant,
the heretic, and the
alien, and I have
become their bane."

- Veteran Brother
Lauraedian




OATHSWORN PSYKER

Deathwatch Stratagem
This Librarian has not forgotten his
roots; and he wields the unbridled
psychic fury of his home chapter
against the Xenos hordes.

When determining Psychic
Powers fora DEATHWATCH
LIBRARIAN, you may select one
power from the relevant Psychic
Power chart from any one of the
following publications:

Codex: Space Marines
Codex: Blood Angels
Codex: Dark Angels

Codex: Space Wolves
Supplement: Ultramarines
Supplement: White Scars
Supplement: Salamanders
Supplement: Imperial Fists
Supplement: Raven Guard
Supplement: Iron Hands

You may only use this stratagem
once per battle. Note: This unit
should be modelled appropriately!

EXTREMIS WARHEADS

Deathwatch Stratagem
The Corvus Blackstar’s Cluster
Launchers can be primed with lethal
Extremis Warheads, savaging the foe.

Use this stratagem when a
CORVUS BLACKSTAR model
uses its Blackstar Cluster
Launcher. When rolling to
determine mortal wounds,

the enemy unit suffers mortal
wounds on a D6 roll of 4+,
and on a D6 roll of 6 it instead
suffers D3 mortal wounds.

GRITIGAL MISSION

Deathwatch Stratagem
The Kill-Teams of the Deathwatch are
tasked with one solemn goal; destruction
of the most dangerous Xenos creatures.

Use this stratagem at the start
of the first battle round. Select
one unit in the enemy army that
does not have the CHAOS or
IMPERIUM faction keywords.
When that unit is destroyed,
you immediately gain D3
Command Points. This not
restricted by the Tactical
Restraint rule (Sep. '19 FAQ).

SAGRED AMMUNITION

Deathwatch Stratagem
These thrice-blessed rounds are crafted
by the finest artificers in the Ordo Xenos.

Use this stratagem when a
DEATHWATCH INFANTRY
unit fires a ranged attack with
Special Issue Ammunition. You
may select two effects from the
chart instead of one.

TEMPEST BOLTS

Deathwatch Stratagem
These bolts contain a plasma shock
generator that cripples machinery.

Use this stratagem when a unit
selects Special Issue Ammuniton.
Instead of choosing from the
chart, this unit may choose to use
Tempest Bolts, in which case they
wound VEHICLES on a 2+.




At battle's end,
speak the Liturgy
in a clear voice.
Respect the bravery
of the living. Give
the Rite of Passage
to the fallen.
Honour the battle
gear of the dead.

To do all this with
reverence, even
when exhausted by
battle and weary
from the field, is the
duty of a Chaplain.
It is his burden and
satisfaction.

- Adeptus Astartes
Book of Faith




WARHAMMER 40,000
PSYCHIC AWAKENING: WARDENS OF THE WATCH

FAQ & Designers' Commentary

FAQs Designers Note: If you actually decide to use these rules, or
Q. Why? have any ideas on how to make them more balanced, please let me
A: Like many Warhammer 40,000 players I was know! I'd love to hear your thoughts and constructive criticism.

disappointed by GW's decision to relegate Deathwatch
and Harlequins to a White Dwarf article rather than a full
Psychic Awakening release. But, I held onto hope that the
rules could still be comprehensive and fun. Alas, hope is
the first step on the road to disappointment.

When it was clear that the Deathwatch would not be
receiving any of the fun new stuff afforded to everyone
else in the Psychic Awakening series —new models, new
psychic powers, new subfactions, new datasheets, new
relics, new warlord traits, new doctrines, new custom
subfactions, etc—and instead received merely a copy &
pasted set of generic rules that every other Space Marine
army had already received in addition to their own unique
rules, my disappointment turned to anger at what can only
be described as extreme laziness on the part of GW.

But, rather than complain about it online I took heed

of that old adage, "be the change you want to see in the
grim darkness of the 41st millenium", and decided to do
something about it. Hence, Psychic Awakening: Wardens of
the Watch came to be.

So I set out to prove that one graphic designer with a love
for penning custom Warhammer rules can do in one week
what GW decided was too hard for a multi-million-dollar
company's rules team to do over the space of an 18-month
release window. In essence, this is a protest book, and I
challenge GW to do better by their players.

Q. You sound pretty salty over plastic army men. Are you okay?
A: Look man, this whole lockdown thing has been super
boring and I needed an outlet.

Q. You realise a lot of this stuff is hideously overpowered right?
A: Yeah probably, but you should have seen the stuff I
removed! While I admit some of it might not be super
balanced (maybe I have more in common with the GW
rules team than I thought), bear in mind I wrote and
designed all this it within the space of a few days to prove
that I could do so on my own. If this was a real release we
would talk about playtesting and balancing.

Q. The weapons profile chart on the Noctis Kill Team looks a
wee bit screwy.
A: Yeah, oh well.

Q. Can you do one of these for Harlequins?

A: Sorry but I have no intention of doing a Harlequins
equivalent—I'm a Deathwatch player, I'm here to slay the
Aeldari, not write supplements for them!
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