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In this dark and terrible age, the Imperium of Mankind is
beset upon all sides by threats beyond counting. It is the
duty of the Imperial Guard to hold back this endless tide of
foes. No matter how many lives victory may cost, an Imperial
Guard army will eventually grind their foe to a bloody pulp
“This book recounts the history of the Imperial Guard,

from their brutal inception amid the blood and horror of
the Horus Heresy, through ten thousand years of selfless
sacrifice and constant warfare. Take command of this mighty
multtude, and you fight in defence of the Imperium itself

— but remember, victory in the Emperor’s name justifics any
sacrifice, for a dutiful death is its own reward,

™t WARHAMMER 40,000
I 1 you are reading this codex, then you have already taken your
T first steps into the Warhammer 40,000 hobly. The Warhammer
i 40,000 rulcbook contains all the rules you need to fight battles

" with your Citadel miniatures, and every army has ifs own codex:
that acts as a definsteve guide to collocting and unleashing

it upon the tabletop battlefields of the Warhammer 40,000

" unverse. This codex allows you to turn your Astra Militarum
| Collection into the unstoppable Hammer of the Emperor,

INTRODUCTION
————c e ————

Though they are but mortals in a galaxy of gods and monsters, the Imperial Guard combine vast numbers, mighty armoured:
vehicles and good honest human courage to win bloody victory in the Emperor’s countless wars.
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ASTRA MILITARUM

An Imperial Guard army presents a grand spectacle. With
huge numbers, overwhelming firepower, and enough tanks
(o crush any opposition, the Imperial Guard appeal to those
who want to ficld a glorious sledgehammer of an army in
defence of the Emperor’s realm

HOW THIS CODEX WORKS

Codex: Astra Militarum provides all the information you need
10 collect a proud force of Imperial Guard and use them

to crush your foes in games of Warhammer 40,000, The

first section of this codex introduces the Imperial Guard,
explaining their bloady origins, logistical organisation

and brutal, grinding way of war. After this you will find
descriptions of all the characters, units and vehicles available
(o the Imperial Guard. Each unit’s entry covers its role on
the battlefield, its rules and unique skills. Furthermore, you
will find full details and rules for the weapons, armour and
cquipment authorised by the Departmento Munitorum,
army hist that enables you to organise your
Imperial Guard collection into a deadly tabletop army,
Finally, this book contains a showcase of stunning Citadel
mintatures from the Astra Militarum range. From single
madls (0 vast armics, this

as well a

s sure to inspire your collection










The Astra Militarum, also known as the Imperial Guard, e
supported by legions of heayy armour and thundering arifict

of Mankind. It i by their sacrifice that the Imperium has endure

The Imperium is vast on a scale incomprehensible (o mortal
man, Communication and travel between the glinting motes
of this far-lung empire are laden with risk. The inimical
realm of the Warp provides the only conduit for interstellar
movement or messages vet it also taints or temporally
displaces much of that which plunges into its depths,
confounding the Imperium'’s attempts at centralised control
or unified strategy. On every border and every battlefront
Humanity's worst nightmares press ever inwards, and are
held at bay anly through vast and constant sacrifice. In these
dark times, warfare on a galacuc scale is a matter of soulless,
grinding logistics. Only the Astra Militarum can marshal the
manpower to fight such a war

The Imperial Guard fights punishing battles of attrition in
which incalculable lives may he expended for cach objective
achieved. An Imperial Guard army must utilise the tin
advantages of vast numbers and overwhelming firepower o
annihilate its foes. Where xenos aircraft dance and weave
with impossible grace, the Imperial Guard simply fills the sky
with a thunderstorm of munitions from which no amount
of acrobatic skill can save the foc. Where heretical bastions
stand defiant, Imperial Guard commanders call down
artillery bombardments that reducc all to rubble with their
apocalyptic fury The greatest enemy threats are tor apart
in the crossfire of thousands of heavy weapons, or smashed
aside by the gallant charge of hundreds of Imperial tanks
The enemies of Mankind may cmploy dark sciences or alien
weapons beyond Humanity's ken, but such deviance comes
to naught in the face of honest human mtolerance backed
by a sulficient number of guns

THE SHIELD oF HUMANITY

is the largest coherent fighting force in the galaxy. Billi

the Tmperial Guard fight a never-ending war for the
d for ten thousand years

For all the might of its armour and artllery, the iy
backbone of the Astra Militarum is the countless
of infantry who take to the field. The sheer scale of fhe
battles fought by the Imperial Guard is dehumanising
extreme. Entire regiments of brave warriors are reduced
statistics upon the scrolling screens of Imperial strategocs,
grains of sand sliding through the fingers of greater and
more privileged individuals. Yet every single company,
every single squad, every single Imperial Guardsman who.
lifts their lasgun and takes a stand in defence of their race,
is crucial. Without a constant deluge of new recruits, the.
Imperial Guard would cease to function.

A baule may sce the deployment of millions, yet ume and
again it is a single heroic company who carry their charge
to secure a crucial gatehouse or pivotal objective. Squads
of desperate men batde impossible odds, with nothing but
their courage and faith driving them to hold the line while
their valuable betters are evacuated to safety. Every day that
the Imperum endures, Imperial Guardsmen stand in the
face of beasts more hellish than their worst nightmares.
Men charge screaming alongside their comrades into the
mouth of hell, lasguns spitting death at the foc even as
Xenos muniuons tear bloodied holes in the human ranks. In
a galaxy of never-ending warfare, what makes the perpetually
outmatched men of the Imperial Guard so admirable is that
they know near constant fear, yet they lift their weapons,
plant their feet, and fight on regardless. Their lives may

be short and brutal, their sacrifices insultingly thankless,
butitis because of the Impenal Guard that the Imperium
continues o weather the storm of these dark imes.

Miuarum

Mij
VENDORUM LITARUM

ORDINATUS

ADEPTUS ADMINISTRATUM




The Imperium of Mankind was carved from the stars during
the glorious centurics of the Great Crusade, The Fmperor
himself fought at the forcfront of Imperial expansion,
supported by his mighty sons the Primarchs, and their gene-
progeny the Space Marines. Yet even such illustrious and all-
conquenng heroes could only be in so many places at once
As the bounds of Mankind’s conquests spread ever further
outward, so the Space Marines were spread thin

Rather than risk losing control of conquered worlds, the
Emperor commanded that the Imperial Army be formed
Drawn from compliant worlds, these formations appear

1o have originally comprised a collection of volunteers,
mercenaries and the survivors of indigenous armed forces,
and were little more than garrisons or peace-keepers
However, the demands of the Great Crusade continually
increased; by the time the burgconing realm of Humanity
reached the Eastern Fringe, the Imperial Army was a fully
fledged arm of its war machine, fighting on the front lincs
Imperial Army forces were sclf-contained and autonomous,
possessing control of their own warships. Vast and sprawling,
these potent fighting forces were commonly assigned to Space
Marine commanders and could conquer whole worlds in their
name. Al this changed after the horrors of the Horus Heresy

When the Warmaster turned upon the Emperor, fully half
of the Space Marines turned with him. Compelled by loyalty,
: fear or personal ambition, 50 (00 did the majority of those
Imperial Army forces under the traitors’ control. Millions

; upon millions of trained fighting men, possessed of their
own dedicated armour units and interstellar transportation,
were suddenly set at the nascent Imperium’s throat. Worlds
bumed in the fires of orbital bombardment or were ground
beneath the churning treads of countless tanks. Old scores
were settled as formerly compliant worlds turned upon those
who had brought them enlightenment bencath the muzzle
of a gun. One-time comrades fought tooth and nail amid
the blasted rubble of loyalist worlds as the Imperial truth
was torn down, replaced by hertical idols to ancient and

E WAR AT HOME
Imperial Guardsmen outrank their counterparts who serve in
Mlﬁgmmg forces of their homeworld; indeed, many veterans
¥ Look doun on regiments whose only duty is (o defend their own
| planet. These forces are perceived by some Guardsmen as having |
Aittle comba experience. This i, of course, far from the truth, for 4
the Imperium of Man is beset on all fronts. The selentless raids
, 0f pirales and encroachments by aliens are continually oftposed:
Uy every planet’s own military forces. Standing firm i the face
o brdal horrors, these e soldies fight and die ust as oll
s their comirades in the Imperial Guard, but without the g
d rs won on distant worlds,

R

The Imperial Guard first came into being during the Horus Heresy. Since those days, in battles beyond number, countless
soldiers have Forged a roll of honour so mighty that an entire continent of Holy Terra is given over to its immortalisation. Yet
every victory is but a drop in an unending ocean of warfare, for new threats assail the Imperium every single day.

malicious gods. The traitor Space Marines were a terrible
threat to the Emperor’s domain, yet on every front of the
civil war the situation was made worse by the countless ships.
tanks and men of the Tmperial Army’s rebels

In the wake of the resultant bloodshed, measures were
implemented to ensure treason on such a scale could never
again occur. The Imperial Army ceased 1o exist and the link
between fleet and army was permanently severed. War in the
depth of space would be the responsibility of the Imperial
Navy, while any and all operations conducted on land would
fall to the Imperial Guard. Commissars were introduced
men who were trained and indoctrinated as incorruptible
watchdogs, arbiters of Imperial authority who would ensure
the swift and public execution of cowards and malcontents
Shorn of their autonomy and watched closcly for disloyalty,
the Imperial Guard were now a codependent organisation.
Operations, structure and command were brutally
compartmentalised. Trust and flexibility were sacrificed
Rebellions and insurrections might be inevitable, but now
they would be isolated, fragmented, and swiftly crushed




are set by the
The tenets of centralised Imperial ;rmg«z a’ s tdur
High Lords of Tera themsclves. The Lord Commir
Militant passes on the dictates of this august gal A
Segmentum Command, who in turn hold responsbifty |
for operations within their own designated nfguir:hu[ e
Imperium, In practice, the distance nd scale in SR
! Tnperium’s wars render such centralised e
& litde more than out of touch figurcheads, Tales aboun ol
8 \ropathic messages being received wildly out of sync with
hey pertain, During the infamous War
the events to which they perta .
ced a questing tendri

H

Foretelling, the Vonost system
efforts were crippled after temporal distortion caused all o
Segmentum Command’s orders for the entire war to iu‘: e
in a single, garbled message. Compelled at gunpoint by the
hidebound Commissar Teizin to follow their orders to the
leuer, Scgmentum Command's strategy fell apart in horrific
fashion and Vonost was lost in Iess than a month. Were
frontline officers fo await and obey the word of their remote
superiors in all matters, Mankind would be swiftly overrun

Instead, the practicalities of command fall to the officer of
highest rank in any given theatre of war. Though assigned
the Munitorum rank of general, natve honorifics such

as lord marshal or high chenzin arc often maintained

These officers are supported by a cadre of loyal personnel
who between them comprise localised high command,
Individual generals vary enormously in their approach
some coordinating their forces from well behind the lines —
possibly even from Tow orbit - while others take to the ficld
amid dedicated retinues of bodyguards. Surrounded by the
ehatier of servo-skulls, the whispering scratch of auto-quills,
and the barking voices of subordinates, wreathed in the reck
of promethium-smoke and holy censers, these men direct
their mighty armies to victory in the Emperor’s name

There is another rank available to the Imperial Guard, one
outside of the conventional strategic command structure
This title, alfording absolute authority over all but the most
exalied Imperial forces, s that of warmaster: Such power can
only be granted by the High Lords themslves, Stigma and
superstition often sces this rank renamed, most famously to
ford solar, and it rare to sce more than one warmaster i
any given streich of eenturies. Such men log

ad starspanning
crusades, or else the defence of e

ntire Imperial segmentums

"l'HE UBIQUITOUS LASGUN
| e lasgun is the universal battle rfle of e Tnperial Guard,
bt there are many models, marks and patterns in service
e Cadian Shock Troaps commonty beay ghy M36 lasrift,
| socabonwell knoun for its eliabiliy, The Catachan Jungle 4
Fighters bear the M 1 lascarbine, e hiefty power cells of which
&ive the weapon additional elout pog) as a short range i
b 7ifle, and an improvised ctup, oy, s
b s anufactured Armageddon
Traplesx pattern and the short-banrelled, folding stock yoq,
e by mechanised ifunty, tan, copy and troops n’:: :::x/,f
ely wrought heirfogy weaporis
and the Ac
wl for its compactpess and ::Z; aﬁ‘ lt‘)‘::: et

While strategic command is vital to T
in the field, the true fouridation dfi?i cln

is the Departmento Munitorum, The milit
the Adeptus Administratumi, the Munitoriim j
spanning logistical monsier. Within the vasy p
the Munitorum’s relentless bureaucracy, ind

women are reduced to the most miniscule of

The remit of the Departmento Munitorum is 1o
that all the material needs of the Imperial Gy,
From adminis

1
organises and provides for almost every aspect of life
Imperial Guard. The rations in an Imperial Guarden,
pack, the lasgun he fire 2 ol
the bandages and tinctures with which his wounds are
treated, and the liquor rations with which he dulls the
horrors of cach battle, all of these are Munitorum jssye.
From cultural readjustment to dogmatic primers and
nuuitional supplements, the Munitorum reaches in.
every aspect of a Guardsman's life with the intention of |
ensuring that he performs in battle to the best of his abiiy
So (oo is it the remit of the Departmento Munitorum o
assess any claim that a war zone is beyond the capacity of
currently deployed Imperial forces to secure; no demand
for reinforcements can be made through official channels.
without Munitorum approval stamped in triplicate.

The Departmento Munitorum has a presence on every
Imperial world from which regiments are raised. Yet it
would be a mistake to believe that with such proliferation
comes intelligent application of labour. The Munitarum

is a bloated, unfecling organisation to which quotas are
all, and proper process in the face of desperate demand s
the highest form of service to the Emperor. With trillions
of souls engaged at monotonous and little-understood
administrative tasks every day, errors are common and
rarely rectified. A mistaken stroke of an ordinator key may
denote, 1o a lowly menial, nothing more important thand
misplaced zero among three hundred pages of tght packed
binary code. Yet that same erroneous character, once fully
processed, may send whole regiments to their deaths. O
wrongly filed form or incomplete requisition order nm’“l b
an entire army issued the wrong ammunition, or divert Vet
remnforcements into the deepest gulfs of space. Papt““’f;a
stacks as tall as hab-blocks are processed by armies of s
mn mindless, methodical order, with routine reports ot
taking precedence over desperate cries for help by Sumpte
dintof their chronological order of receipt:

IUis & testament to the sheer size of the Imperial Clae
and to human courage and ingenuity ~ that they ar€ a0 o
(& absorb the Munitorum's requently disastrous 79 €78
10 emerge victorious. Yet for every regiment that OIS
such adversity, another finds itself deployed @ ““""ml‘uc
environments without vital survival gear, or sentinto b
against o crwhelming or nonexistent foes.




tle by blood or are awarded it for some great service in
name, thewr are the same.
These Governon are afforded absolute authority to rule

their realm precisely as they sce fit. In reurn, however, cach

Governor is beholden to the wider Imperium, expected to
ensure that a set of key responsibilities arc fulfilled without

of his or her own realm, for the Imperial Guard cannot
be deployed to handle every brush-fire war, piratical raid
and minor incursion. To combat such threats, Governors
arc expected 10 raise, train and equip their own planetary
defence forces to safeguard their holdings. Fortfications
must be raised, manned and maintained, the skics must be
watched, and the populace must be carefully monitored
lest the outer dark creep into the hearts and minds of loyal
Imperial citizens.

“Whea the people forget their duty they arc 5o longer human and
becoms something less than beasts. They have no plice in the
bosom of Humanity. nor i the heart of the Emperor. Let them dic
and be forgortten.”

- PaiME Eicts oF TE HoLy SYNOD OF THE ADEFTUS MINISTORUM

Perhaps most importantly, there is the Imperial Tithe. Based
upon archaic criteria assessed by Munitorum officials, each
world must provide one tenth of its total military force to
fight for the Imperial Guard. It is an offence punishable by
death for a Governor to supply substandard soldiery when
the tithe is exacted, or 1o provide insufficient numbers
Furthermore, it is a capital offence should these soldicrs
lack proper uniforms, sufficient training, or appropriate
levels of genetic purity. For these reasons, though some
worlds recruit by caste, population density, geography or
even lotiery, most Governors are given to pouring their best
men into such regimental foundings. This is less out of
sense of altruism or duty than it is an ongoing effort of self-
preservation. Nonetheless, on many worlds it is a matter of
some honour to be chosen for this duty. Indecd, it is not
uncommon for lives to be lost in the fierce competitions
that the tithe often spurs. In a few rare cases, such as the
Bardellan Wars of Proving or the Charon’s Cluster Schism,
localised wars can even be triggered in the lead-up to the
month of tthing. Planetary authorities are normally quick
1o crush such counter-productive disputes, fearful of the
concurrent waste of tithe-grade manpower and the apparent
1oss of control in front of Munitorum officials

In times of great peril, the Departmento Munitorum is
penmitted to call upon Governors o raise quantitics of
forces substantially above their normal tithe. Such measures
can see entire cities or continents all but empticd, or key
societal strata removed en masse. When the Imperium
demands its pound of flesh it s not within a Governor's
sights (o refuse, and cach knows that next tme it could so
easily be his world that requires the protection of the wider
Imperium. Only through compliance with the tithe can such
security be guaranteed, for only worlds of proven loyalty may

fail. Each Governor is responsible for the day-to<day defence

rely upon receiving Imperial aid when their own defences
prove insufficient. Isolated worlds will not long survive,
and the Munitorum’s most economical recourse o punish
rebellion is often simply to cut a world loose.

REGIMENTAL ORGANISATION

From the greatest crusading armada to the smallest watch-
tower garnson, Imperial Guard armics are composed

of a mixture of distinct regiments. These basic units of
organisation have not changed since the aftermath of the
Horus Heresy. Each regiment is raised from a single world,
its personnel bringing with them their native dialects,
uniforms, customs and loyaltics. However, any indigenous
military structure is exchanged for the Munitorum-enforced
standard. Internal politics, grudges or debts arc — for the
most part - ignored and allowed o fester so long as the
morale and performance of the regiment is not affected
That said, the regiment’s attached Commissars will gun
down without compunction any who put their own personal
vendettas before the wider cause of the Imperium's wars.

Almost wathout fail, regiments are composed of one primary
service arm, be itartillery, infantry, armour, or specialists
such as abhumans. Though each regiment can consist of
betseen three and twenty companies, and may number from
a couple of hundred men to tens of thousands, it is a rare
regiment that is trained im more than one of the doctrines
of warfare practised by the Imperial Guard

THE SCHOLA PROGENIUM

' An institution that has stoad for thousands of years, the
Schola Progenium 15 nominally an offshoot of the Departments
Munitorum, though in practice its facilities are staffed by hard-
line brethren of the Adeptus Ministorum. Housing the orphans
of Imperial worthues, the Schola strives to ensure that children
bomn 1o those of quality are meither abandoned, nor squandered
as a potential resource,

The Schola has many fortified facilities, scattered i secret
locations acwoss the galaxy. 1t 1s the belief of those who maintain
Urese amstitutions that, though sufficient rigour, any youth of
appropriate origins can be turned into a valuable seroant of

the Impernum. Each Schola Progenium facility is run according
to meticulous strictures applied by Departmento Munitorum
officials. The Schola’s orphan wards must undertake @
punishing daily woutine of prayer, lessons, combat dril and
chores that leaves them hollow-eyed and exhansted. ;

Every Emperor Day, all wanls are assessed for aptitude, piety
and dedication. Those found to excel in @ particular arca
are split off into special classes, teaching them to become elite |
troopsers of the Mulitarum Tempestus or even Cadet Commissars
weady for transference to the Officio Prefectus. Upon coming
| of age, most studenis are sent on their way, unquestioningly
adopting the role they have been conditioned for. Those without




o the casul observer this may seem a weakness s
| regiments are, by necessity, compelled to rely 2 e
another for the combined-arms approach admmlﬁ, e
Thctica Impenium. However, this Jack uf:mlonomy[l: s
measure o prevent rebellion, ensuring that ol
regiment turns from the light of the Emperor, their 1a B
versatility will soon see them brought to heel and punis
for their disloyalty.
Cadia
1

Some planets are able to raise a variety of regiments. G

by regimental Commissars, attachied ¢
by the Munitorum. These men must!
morale and loyalty above all else,

organisational norm, most notably abhumans, R

and super-heavy tanks. Though they can concej

into battle en masse, it is standard practise to bres
into or even squads before ;

or Armageddon, for example, are huge worlds
in scemingly endless vars whose populace are given ample
opportunity to train in various aspects of warfare. By
comparisan, other worlds take great and often justifiable
pride in their reputation for training a specific kind of
regiment (o exceptional standards. The pale skinned, dark
cyed stealth infantry of the night world Prometheron or

the clockwork discipline of the Kalatian artllery brigades
arc excellent examples of this. Feral or feudal worlds, on
the other hand, often provide only infantry or Rough Rider
regiments, thus circumventing huge potential culture shock

Leadership at company and regimental level is a duty
assigned to officers recruited from the same world, and
normally from the same founding, as the regiment they
lead. This practice ensures that nobles are placed in charge
of those culturally disposed to offer them deference;
officers stay with the troopers they have spent months

or years training, and disruption 10 regimental morale is
minimised. These officers will be supported and observed

5, ; x
them to more typical regiments where their sp
can give their adoptive comrades a much niceded e

THE IMPERIAL GUARD AT WAR

In those instances where a threat to the Imperium cannoy
be repulsed by local defence forces and naval assets,
the Departmento Munitorum will sanction immediate
deployment of the Imperial Guard. Such a response wil
guided by the wisdom imparted in the strategic parables of
the Munitorum. This threat response pattern has served he
Imperium well for thousands of years

Imual forces will be drawn from localised assets deemed
sufficient for the task at hand. This includes any Guardsmen
already mobilised within response range, along with
regiments raised from neighbouring worlds. Such forces
can be disparatc in nature, requiring officers to prove
themselves adept at working with whatever materiel is to
hand. Should a threat escalate, or prove greater than initial
responsc forces can handle, the Munitorum vill expand
their designated conflict zone, drawing down relentless.
waves of reinforcements to crash upon the foe unil itis
entirely ground to dust. In this way even the onrushing fury
of an Ork Waaagh! can be brought to a grinding halt, or the
nimble Eldar drowned in manpower and ordnance.

Regiments en route to their designated warzone usually
possess some previous military experience, whether culturally
inherited or carned through campaigns already foughtin
the Emperor's name. While aboard their traop-ships these
regiments will be further trained to deal with the specifies
of the war into which they are being sent, Whether thisis
learning to recognise and combat particularly inhuman foes
use of e specific equi or acclimati

{0 peculiarities of the destination world, such orientation
€ be vital. Imperial Guard regiments from feral worlds, for
example, would be rendered catatonic if unprepared for the
'mmensity of an Imperial hive city.

On deployment, Imperial Guard forces operate according
the tenets of the Tactica Imperium, stringently enforced by
their rigid chains of command. Regiments complementone
another's strengths and weaknesses, ensuring that the army
 whole is greater than the sum of its parts. When facing

especially ferocious or peculiar enemies, such as Dacmons
$Pilling from a Warp rent or the horror of a Tyranid S

this standardised method of making war can encounter oS
*nags. Yet with the constant flow of niew manpower 1oy

by high command, individual engagements with casualty

rates as high as one hundred percent can be considered
rousingly successful, providing the fallen first achicve thell =2
lotted tasks or highlight some strategic weakness in Hef0€ 5




their presence s sorely needed both on and off the bloody
field of war, Horrors untold bedevil the soldiers of the
Imperial Guard, many of whom will barely have made peace
with the concept of space ight before they are faced by the
unspeakable heresy of the alien or the traitor: Mutation and
abomination proliferate while men are slain in graphic and
grisly fashion before the eyes of their horrified comrades
Often, the soldiers of the Tmperial Guard must do their duty
upon battlefields the mere spectacle of which may be so
apocalyptic as to shake the reason of the bravest individual
In such circumstances, blind faith can be potent armour for
2 man's soul.

“There arc those who nise their voices in anguish and sorrow for the

plight of Mankind. Such farthless folk wil of an end to al days, of

final dameation for us all  say to.you. these fools are wrong! Liars, |

name them, heretics and sayers of doom. Listen not 10 such heathens
my brothers. for thess are glorious days. Rejoice, for all may stand
a0d fight for a ruly rightcous cause and any min —no maticr how

humble — can carn cverlasting glory through martyrdom in the
Emperor's sight”

i - CoNFESSOR HULDWYN BEFORE THE BLACK CREEK MASSACRE.

For this reason, the Ministorum maintains a considerable
presence amongst the ranks of the Imperial Guard. Whether
oratng from the laudhailer-laden pulpit of a shrine-deck,

or from atop piled ration crates in a hastily cleared corer
of the soldiers’ mess, Ministorum clergy have a huge impact
upon the confidence and courage of their allotted flock

At the commencement of a campaign, most Guardsmen
have been marched amongst thousands into the close:
packed hold of a starship, surrounded by strange and often
frightening sights and sounds. Their destination a tangle
of mystery and rumour, their homes and famil;
be seen again, such men find a refuge in the famiharity of
Imperial scripture. Many newly founded regiments will cling
10 their religion like a drowning man clings to driftwood;
itis the duty of the Ministorum to shape this fervour into
something that high command can use

s never (0

If Guardsmen have questions or doubts, the Ministorum
must bolster these unfortunates’ shield of ignorance before
they stray into the wilds of dangerous speculation. Should
the slightest sign of Warp-taint or heresy present itself —
either within the ranks of the Imperial Guard or without
=it is the role of the Ministorum to ensure this is swiftly
dealt with. Nothing restores a soldier’s faith faster than
atching accused seditionists or mutants from amongst
another regiment’s ranks lashed to stakes and set ablaze for
their sins, While such measures are doubtless draconian,
none can question the Ministorum’s flair for grand and
faith-affirming spectacles, nor its value o the morale of the
Imperial Guard

THE MECHANICUS AND THE GUARD
The men of the Imperial Guard are not the only element
of the Imperial war machine that requires the ministrations.
of a priesthood, The Adeptus Mechanicus are masters of
arcane automation and technological mysticism, who look
1o the provision and wellbeing of the Imperial Guard's
countless engines of war. Without these lore-keepers of high
technology there would be no ships o carry the Imperial
Guard between worlds, and no weapons with which to hold
back the countless foes that seek to overwhelm Mankind

Imperial Guard vehicles and equipment fall into two
basic categorics. The majority of their materiel is bulk-
manufactured on an immense, relentless scale on industrial
worlds throughout the Imperium. Some planets specialis
in a particular pattern of vehicle or weapon, such as
Armageddon, with its vast Chimera manufactories, or
Sanctus Valorium, with its renowned lascraft workshops
Others like Parabellus I1T or Kogen'’s Toil are equipped
to turn out a range of the tanks, guns and munitions that
the Emperor's many wars demand. To supplement this
endless tide of ruggedly built basic cquipment, Mechanicus
forge worlds will - on occasion — provide compliments of
far rarer war machines to aid their Imperial allies. Such
vehicles incorporate the higher mysterics of the Omnis
The templates to construct these machines may only exist
enshrined upon a single forge world, or may have been
lost altogether, making deployment of these relics of war a
decision of some weight.

h.

The Tech-Priest Enginseers are the bestknown Martians
within the ranks of the Imperial Guard. These cybernetic
holy men stand aloof from the Guardsmen that surround
them, concerned only with tending to the machine spirits
of their foster-regiment’s vehicles and weaponry. Yet

there are other, rarer classes of Tech-Priest who aid the
Imperial Guard at war. Tacticus Cognosavants sit amid
octopoidal tangles of cabling, decp within the bridges of
Leviathan Command Crawlers. Logisticus Adepts assist the
coordination of Munitorum supply-lines, their servo-scribe
harnesses spewing kilometres of parchment every hour.
Communication equipment, tactical hololiths, support
servitors and countless other vital high command assets are
provided by the Mechanicus and continue to function only
through the diligence of the mysterious Tech-Priests

For every unsettling sight the galaxy paraded before my cyes. still
some of the strangest came from within our own ranks. Take the
Tech-Pricsts for onc. All glowing eyes aad waving cables. nests of
wites a0d wasted flesh. To think that any man might choose to do
that to himself voluatarily — it fairscts my tecth on edge. And they're
secretive 100, ahways removed. atways aloof. Dealing with them was
tougher than getting a biletick off your boot. Yetfor alltht, my
[ bopswould' e st dy b the eld ibout e red obes.
fixing alming |
o b e e R e e A
precious tanks, those Tech-Pricsts, cvn if they couldn’t care less
sbout the men inside.

- FROM THE COLLECTED MEMOIRS OF GENERAL KuUrTis Hicks, |




When Mankind first spr x
rthes mers of the gal
voyaged to the furthest comers of i 3
settled wath diverse and unusual environmental C()Illl(l]l!ﬂﬂs
that were to shape and change the peoples that calle
fter the Age of Strife, as the Imperium
manity,

cad out amongst the stars, they
Worlds were

them hone.
regained contact with the scatiered seeds of Hur
jons who had devolved

they discovered human pop!
into entirely separate subspecies. Some of these v
freakishly altered or irredeemably hostile and deserved only
annihilation, A fes, most notably the Inmbering Ogryns and
keen-eyed Ratlings, were accepted into the Imperial fold,
albeit with hesitance and distaste. These races are known as
abhumans, and their thinly spread populations contribute
regiments to the Militarum Auxilla,

The small numbers and specialised abilities of abhuman
soldiers means that Ogryn and Ratling regiments are

THE SCHOLASTICA P!

There are those whose value to the Im
outweighs the rabid moral repugna

notable amongst these are the Warp-sen;
Scholastica Psykana. The unirained psyke

the Dacmons of the

absence of selfloathing presenting a deadly;
To counter such hazards, the Black Ships of
ply the space lanes of the Imperium, endless]
nascent psykers and proven witches to take by
assessment and classification. The fate of many
infernal mechanisms of the Golden Throne of
the blazing beacon of the Astronomican, The
find a different calling, fighting amongst the
Imperial Guard as Wyrdvane Psykers,

There are numerous Scholastica Psykana training
in remote locations across the Imperium, isolated {
lated systems and known Warp anomalies, Seq

almost always split for to more ¢
Imperial Guard formations. Abhumans evoke revulsion in
their genctic cousins, for whom the degenerate inhumanity
of their forms is only a step from the heresy of mutation
They must be constantly watched by Commissars and Priests
alike for any signs of excess deviancy, and are taught self-
disgust and a desire to atone for their failures of birth
through honest toil in the Emperor’s name. However, these
squads have proven their worth tme and again, such units
as Magoge's Ratling Rifles in the Damocles Crusade, or

the Bullgryns who carried the breach during the sicge of
Gregoria, have won great fame

at such facilities is nigh impenetrable, intended a5 m

to keep the students in as to ensure outside threats

are repulsed. Within the austere surroundings of th
psionically shiclded scholas, the Wyrdvane Psykers:

They gain understanding of and train to control their pa
abilitics, learning how they may better serve the forces.
the Imperium, Alongside their mental and spiritual fra
those psykers marked for service are taught the basics of
close quarters combat and battlefield survival, butitis
Warp-fuelled devastation these individuals can unleash|
has won the Imperial Guard so many battles.

3
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seven-year crusade saw one thousand worlds returned
0 the bosom of the Emperor. That man was Lord Solar
Macharius, greatest warmaster since Horus' betrayal) a
peerless strategist and leader whose like has not been
seen in the Imperium sinee;

Great Macharius mortal man, yetin |
magnificence he became the figurehead of Imperi
conquest, a god of war At the head of seven army
groups, cach led by a general appointed by the Lord!
Solar himself, Macharius” crusade cut a swathe through
the Segmentum Pacificus, This relendess pilgrimage
of conquest stretched even beyond the réach of the
Astronomican’s guiding light, flicring only when those
who followed in Macharius’ shadow could/go.
no further. At this, the Lord Solar is said to have wept
hot tears of rage and frustration as he looked out
upon unknown worlds denicd to the Imperium only
through human (railty.

During the seven glorious years of his crusade, Loxrd
Solar Macharius was an unstoppable force. His 7
was unmatched, his picty a blzing beacon, and his

abilitics as a strategist spanned all theatres of war.
From the inspirational leadership of individual men to
system-wide wars of extermination, the Lord Solar was
without equal, This tactical breadth he demonstrated

during such battles as the Ravenstokh Blitz. During

that bloody conflict, Macharius IeICofF theatrewide
command of seventeen million fighting men after days
of cons fare, descending o,the firefields in his
personal lander and lea i
the defenders of the
in his hand.

ant wa

with his blade

Macharius was said by his gencrals (o possess a passion
so great that o linger in the overwhelming presence
of this man was like 1ooking 100 long into the heart of!
astar, None could withstand the force of Macharius
anger, nor stay the course of his convictions, 101 suid
that even Space Marine CGaptain Barus of the Swords

guine Chapier was cowed 10 silence when he
wcurred Macharius wradh during the deadlock aboye
Tulassa 11T The Lord Solar’s word was faw, his
approval everyihing:

Upon the field of battle, the Lord Solar was a raging
Jion. Scjanus wrote that the mere knowledge of
Macharius’ presence on the batdefield was worth
legions beyond counting. Macharius insisted always
that he lead his men from the front never straying
far from the white-hot furnice of wan, His oratory
was inspirational beyond even the most bombistic
Mmistorum Preacher or forbidding Lord Commissar
Mach
mighticst fortress with but a single word, and could
compel the men under his command o adyatice upon
the foe eyen anmed with nought but their bare hands,
11 claim victory at battle’s end

in, it was sard, conld fell the walls of the

and

The Lord Solar was neithicr a patientnor a
compassionate man, for the virtue of kindness will
turn swillly to the sin of complacency, Should a world
manage (0 slow his conquiest, Macharius would simply
obliterate its defenders from the cold void of space: In
the course of the crusade the Lord Solar sanctoned the
1 apocalyplic deaths of fifty worlds, and the genodide of
another seenteen planetary populations besides Vet
1us could also be sparing those
who impressed Rimwith their courage or honotin

| Iuis hird, pethaps, to understnd e mind of timan of
Lord Solar Macharius' greatness, There are those base
detractors who daim that e was a tyrnnical despot
whowould have driven his men forever onwards into:
| the jaws ofidamnaton had they not failed him at the
| last Yetto refute the heroism and/glory of Machavins
| s the vilestform of hercsy Forseven glorions years the.
Lord Solanled in person many hundreds ofvictorion
I baules Yeteven amongst these conquest
| Macharius! deeds are immortalised injthe records:
awed general§ isamongst his finestmoments.

At Kallastin; Lord Solar Macharius
conquest tnibutasingle day, His sml‘uummm wou
despite the presence upon thatworldiof no fewer thin

seven enemy contnental fortresses and over twenty-
three billion Orks, This was swon: :u/uuu- by General

Amianithe Sainted:

|
1
|
| Autic culmination of the sicge of the Aver system; Loxd
Solar Macharius 1ook 1o the field ar the head of over
one huridred regiments ol valorous Cadian infantry,
. Despite casualtics in excess oft 1y thrce percent, and.
| thoughihe himsell was gricvously swounded no fewer
than eight times, the Lord Solar successtully carried
the Rhamatea Highlands: This was sworn as truth by
Gendral Crassus the Sainted:

Lord Solie Macharius was the greatest hero the
Imperium had known since the Emperor bestrode the
stars, When his crusade drew to  close, Lord Micharius
dicdibelore he was able o retur (o his home world:
On that planct, now named Macharii, the Lord Solar
was imrerred inamighty sepulchre upon which were
laid the swords ofiover one hundred officers, including.
thesis blades of s surviving generals. Every vear,
| numbers of the faithful beyoud counting atempt the
Pilgrimage of Macharius. giving up their cvery materia
possession in order o wavelthe space fanes along the

| routes that the Lord Solar's armies fought. Many of
these piaus souls dic in the attempt. and few indeed
complete a quest that, though it ook Macharius a
mere seven years, can often prove the journey ol
lifetime for lesser men. Those who follo in Macharius’
footsteps cnnot know Lis grice nor his glary; vet
alyvays they muststrive 1o emulate his achicvements
in the Emperor’s mame. 1f by the blood of billions the
Imperium can succeed in this grand endeavour then
30 they must, for only through Such sacrifice can the
Imperium of Mankind know an end 10 these dark days.




REGIMENTS OF DISTINCTION
N

ide regiments for the
Countless human worlds provide regiment
Imperium itself, there are those planets that have been pr
of years, Of these, a handful are ren

JAN SHOCK TROOPS

gﬁ?\mrn.mx is surrounded by roiling Warp storms

through which the hordes of Ghaos must forge a dangerous
{ path in order o strike at the Imperium of Man. The region

Known as the Cadian Gate - at the heart of which lies the

fortress world of Cadia itself = is the only stable space lane

10 provide egress from these Daemon-haunted depths

The importance of this region to the Imperium cannot be

ovenstated. Should it fall to the Ruinous Powers, they would

pour forth in an unstoppable tide of blood and madness

For thousands of years, the people of Cadia have known
nought but war Fighting always to hold back the infernal
hosts of Chaos, the Cadians have evolved a robust warrior
culture. All Cadians - no matter their age, gender or
station ~ must know how to fight, and be capable of facing
all the horrors that proliferate in the 41st Millennium with
unwavering courage. The birth and recruiment rates on
Cadia are , every lergoing total
military indoctrination. By the age of five most Cadians

can strip and reassemble a lasgun. By six, most are deadly
shots, and before their seventh birthdays they have received
a no-nonsense introduction to the horross of Psyker-taint

owned throughout the Imperium for th

ithe, Although this recruitment base fluctuates with the bound
oudly contributing regiments to the Imperial Guard for

exceptional soldiery.

and mutation. This approach leaves Cadian y
and spiritually fortified, with a matterof-fact ac
horrors that would send lesser humans screaning
By the age of sixtcen all Cadians are adept in endurs
waining, seapons handling, hand-to-hand combat, and
sehicular and chemical warfare drills, and are rarig|
prove themselves in Cadia’s youth army. These so-calleq
Whiteshiclds are comparable t the conscripts of many.
worlds, recognisable by the thick white stripe that runs
front to back on their helms. Whiteshield battalions are
not carclessly flung into battle by Cadian high command,
yet neither are they afforded any special consideration.
Expected to fight as frontine troops alongside their older
and more experienced comrades, perhaps half of all
Whiteshield inductees survive o claim their rank asa fuly
fledged Imperial Guardsman

The Cadian Shock Troops are believed by many o be
without equal in the entirety of the Imperial Guard.
Displaying enviable levels of discipline, excellent
marksmanship, and a cynical gallows humour, Cadian
soldicrs hold true to the tenet that to do your best and give
your life for the Emperor is the highest form of honour, The




iments results in a high proportion of grizzled Veterans

\u led officers. Tt is impossible (o lst the uxnclupc(ln

i ictories of the Cadian Shock Troops; for ten mlllumm the
 Cadians have outa rep i
of human history.

Across the length and breadth of the Imperium, the

soldiers of Cadia are embroiled in countless bloody wars
The Shock Troops are in constant demand, for a single
Cadian regiment is said 10 be worth ten such formations of
lesser men. For thousands of years, these grim, courageous
people have done their duty with uncompromising nobility
and determination. Yet now, as Abaddon's thirteenth

Black Crusade batters the Cadian Gate, Cadian officers
galaxy wide are requesting redeployment to defend their
homeworld. Stories proliferate, brought by newly founded
Cadian regiments, that their world burns with the fires of
war, Wave after vave of traitor forces ploughs into Cadian
space, striking mercilessly at the fortress world and her sister
planets despite all Imperial efforts to deny them. What loyal
Gadian — and there are few indeed who are anything but -
could resist the call to defend the proud world of their birth?
Yetitis a testament to the sheer discipline and piety of these
soldiers that, whether permitted to defend their home or
not, Cadian regiments across the galaxy fight on rega
Indeed, the fires of their deadly determination are only
stoked higher by the war that even now engulfs their planet

dless.

CATACHAN JUNGLE FIGHTERS

Catachan is one of the most notorious death worlds in the

Imperium, and its planct-wide jungles are lethal beyond
reason. Yet despite the exceptionally penlous nature of the
Catachan ccosystem, the servants of the Emperor inhabit
this vast world in surprising numbers. Thanks to the brutal
environment in which they are raised, Catachans are
physically and mentally resilient on a level that much of
Humanity simply cannot match. Cunning, resourceful and
uncompromising, Catachans must be born survivors simply
to reach adulthood. It speaks volumes of the Catachans that
they maintain a population capable not only of fighting
their own battle for survival, but of sending forees to fight
the wider wars of the Imperium as well

Catachan raiscs dozens of regiments for the Imperial Guard
every year, their skills honed to a knife-edge upon the world
of their birth. Viewing daily survival upon Catachan a

but a microcosm of Humanity's wider struggle, the death
world's warriors proudly answer the Emperor’s call to arms
Each regiment raised is exchanged with the Departmento
Munitorum for much-needed medical and military supplics
These in turn allow the Catachan seulements to maintain
their daily fight for life, This arrangement has stood for
thousands of years, and though the Catachans bleed more
than most for the Imperium of Man, they would have it no.
other way.

‘This is not to say that Catachan regiments are considercd
perfect soldiers. The very factors that shape the Jungle
Fighters into such exceptional warriors also leave them
proud, aggressive and insular, Catachans prize individuality,

Cadia is a mlghl) Jortress world. Every city, or kasr, is dmgwml
to repulse invasion, protected by vast fortifications and

woid shield genevators. The remainder of Cadia is no more
welcoming, a craggy wilderness in which only the resilient and
resourceful can survive.

often customising their uniforms, wargear and fighting
vehicles in all manner of non-standard ways. However, every
Jungle Fighter 1s issucd a red bandana symbolic of the blood
oath sworn by each newly founded regiment, just as every
Catachan soldier wall carry a steel-alloy combat knife known
as a Catachan Fang, These brutal weapons are an implement
of war, 100l of survival and badge of status combined, and
itis considered a rite of passage to hand craft your own
Catachan Fang. Catachans arc notoriously dismissive of
shiny medals and the pompous, remote officers who wear
them, Rank and status within the Jungle Fighters is nstead
displayed through the inking of specific tattoos, o by the
winning of additional Catachan knives such as the Night
Reaper or Devil’s Claw

Catachan troopers take pride in the fact that their leaders
suffer through every hardship alongside them. Catachan
officers enjoy no special privileges, and are often renowned
amongst their subordinates for having personally saved the
lives of half the men in their company. Rather than treat
their men as servile underlings, Catachan officers command
with crude banter that conceals an underlying mutual
respect. Though inarguably effective within Catachan ranks,
this style of leadership makes the job of outsiders such as
Commissars doubly difficult and often extremely dangerous
when they are attached to Catachan regiments

For all their faults, the men of Catachan excel in close
quarter, fast-paced fire fights. The Jungle Fighters excel
when deployed into unusually hazardous warzones, whether
these be spore-choked arboreal hells or the tangled duct
networks of rebellious underh




& Catachans possess natural survi val i ﬂjnru Lllvld :lp.pr,l:’-‘:{l;
@ .51 s another man might relish sitting down mv..l E,“ -
ncal. This predilection toward danger is expressec 1 €1€
Catachans’ chosen weapons of war. flamcrs and deno:
charges that force them to close with the foc. |cju;l;, o
Fighters claim they can only make sur of the Kill by looking
ihieir encioy square in the cye; This ruthless diligence s
epromised in Catachan’s exceptional snipers, who endure
Jle hardships to get the perfect shotat the perfect

unspeal
amongst Catachans is

wmoment. A popular pearl of wisdom

{ ¢ you want it done right, send a Jungle Fighter

To the rest of the Imperium, the Catachans can appear
crude and abrasive, rarcly endearing themselves to their
Catachan makes is, to him,
nothing mare than the honest truth. To overcome the
logical horrors of life on Catachan its people must
ield themselves behind a wall of bravado and disdain. To
sneself even a moment of self-doubt in the green hell
of the Catachan jungle is to know death, and should a man
any form of weakness he immediately becomes a
that his comrades must carry. The Jungle Fighters
er thugs nor fools; in truth they are loyal and
ed heroes of the Imperium, men whose courage
1 <kill at arms have saved countless worlds

planet’s lethal jungles.

To date no species of flora or fauna has been disca

on Catachan that is not frredatory, poisonous or both:
Stranglevines and enslaving brawleaf fronds, sentient
of exsanguinating Voud-flux, explosive barking toads,

spinebore leeches and the ternfying Catachan Devil are bi

a handful of the deadly dangers that proliferate within




COVERED IN GLORY

The Imperial Guard is as infinite in its variety as the
Imperium itself, and the war zones across which it f
are quite literally as numerous as the stars in the sky. Ten
thousand years of war on such a scale has seen enough
valiant herocs pass into darkness that no memorial could
successfully commemorate their loss. Individual names

are as meaningless in this cternal batdle as the oceans of
paperwork responsible for sending these soldiers to their
unsung deaths, but the archives of Holy Terra overflow with
regiments whose contribution 1o the Imperial Guard has
been considered worthy of permanent record

In the trbulent years following the mass rebellions of the
Horus Heresy, the newly raised regiments of the Imperial
Guard were cager to prove their loyalty, Such zcalous
dedication was coupled with a burning desire for revenge
against those who had turned traitor, leading many loyalist
regiments (o perform great and glorious deeds. The
thunderous charge of the Ritterghast 18th against the Cult
of the Emperor Dethroned, the capture of Petrov’s Fastness
by three companies of Janiverden Tunnelrats, and the final
destruction of Lord Morloth's Terminator retinue under
the guns of eleyen thousand Vespertine Guard, all are decds
commemorated upon dustsmothered scrolls of honour:

Vet the regiments of past millennia do not hold a monopoly
on deeds of legend. During every age of the Imperium,
countless worlds have produced companies of men who have
carnt reputations for excellence and heroism, Even tod,

=
COMBINING REGIMENTS

the Imperium'’s darkest hour, there are those regiments who
stand above all others in the selfless valour of their deeds,
However such regiments carn their name, they are vital
assets for any Impenial commander. Their mere presence
provides inspiration for their more parochial comrades, and
can mean the difference bewween victory and defeat

With frw exceptions, badly mauled Impenial Guard forces
are merged to form composite regiments. Where possible, the:
formations in question are from the same world, as was the
case when the Cadan 12th and 78th were merged after the. 4
fall of Iec Hive Magnox, forming the 12th/78th Cadian :
Sometimes, two very diffevent regiments are combined with
unexpected benefits, as happened with the 182nd Catachan
and 90th Elysian, the combined regiment named as the 314th
Prosan. Despite an imitial clash of cultures, the new regiment
became expert in airmobile jungle warfare after being issued
Valkyries during the Satkong Justification wars. However, the
unthinking sublimation of regmental remnants can prove
disastrous. During the liberation of Seraph’s Fall, tensions
between elements of the Necromundan 86th and Savlar 14th
saw their entive wegiment dissolve into barbarous internectne
warfure after thir Commissars were ynched. The rebellion was
cventually brutally suppressed by scveral Cadian regiments,

1ot before the feuding n»g-mm 5 nummg g'uwbaﬂk bl
i shy hig]




TALLARN DESERT RAIDERS
The Tallarn Desert Raidars are experts i the art of guenlla
warfare. Specialising in lightning hit-and-run raids, Tallarn
infantry and vehicle crews alike ave well known for their
flasr and flexibility i battle. Many Tallarns are also expert
craftsmen, and their officers regularly wield omate weapons
that are both beautiful and deadly in equal measure

VOSTROYAN FIRSTBORN
The stoic Vostroyan Firstborn are tied to a life-<lebt they can
repay. Stnce their failure to send aid durng the Horus Heresy eie
Vastroyan family has grven their first-bor sons lo the tithe cach

rogiment rassed erasing a tiny portion of Vastroya’s shame. Yl
Firstborn do mot begrudge their duty, and are well knoson for the
srascible courage and fortitude in defence of the Emperor's

. THE DEATH KORPS 0O
Death Karps regiments fig ERRIEG
* wtreat or sunender. Thi

| VALHALLAN ICE WARRIORS

s Lo acknowledge their hardships and would rather die

The people of Valhalla are stubbarn beyond words. They lath

than admit defeat, Vlhatlans are notorious for their

] e e Relenless on the attack and pugnacious

attitwdz to adversity, and seem to hold little regard for the:

i Valhallans aro as cold and hard as the



e

- ARMAGEDDON STEEL LEGION

- The Armageddon Steel Legion are a fully mechanised assault

force, their regiments roaning to battle aboard great columns of

Chimeras. Often recruited from amongst the underhive gangs

that proliferate in the cities of Armageddon, and hardened in

itle with the Orks that still swarm across their world, these
can fight dirly and survive against any odds.

of lasfire upon their foes.
o

MORDIAN IRON GUARD

Mordian 1s a hellish night world, its close-packed hives ruled
aver by the won fist of the Tetrarchy. It is this totalitarian system
that has given rise to the unquestioningls obedient Mordian
Iron Guard. Eschewing cover as the refuge of cowards, the
Mordians fress relentlessly forward unleashing constant volleys

',l'ANm-! FIRST AND ONLY

the Tanith 1st Regiment are courageous if uncultured warriors
who excel in wilderness survival. Though infamous for ther il
spline, the Tanith are a superh light infantry regiment. The
irdsmen of the Tanith First and Only wear distinetive camos
@nd are :xpnla in lwm mutmg mul m[llmhlm

The only survivors 1o escape the destruction of their home ulorlti, i

_ ELYSIAN DROP TROOPS

Baltling the incessant piracy that bescts ther home system, the

" men of Elysia have become experts in boarding operations and

- grav-chute assaulls. The Elysians often ride fo war aboard flig

of Valkyrie and Vendetta assault carriers, and have a nputation
‘herotes just the right side of insane. No matter how deadly.
inkless their mission, the Elysians take to it with
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<MY LORD. PLEASE FIND BELOW THE TRANSCRIPTS AS REQUESTED FOR THE CAMPAIGN ON TRATICA.
NOTE THAT THESE RECORDS ARE ANCIENT, AND ONLY PARTIALLY RECOVERED, YET WE HAVE DONE
WHAT WE COULD TO SURMISE THE WAR'S KEY EVENTS. | REMAIN YR OBDT SERVANT, OSTACE PHONG>

VIII CATACHAN ARMY GROUP

##*Logistical and Strategic disposition at
of Tratica Campaign:

#*Note VIIT Army Group strength at time of log-extract
approximated by Munitorum at 15.7

CatacHan Hich CommaND

- General Gnif Logan and Command Staft

- Adeptus Ministorum 87th Missionary

- Adeptus Mechanicus Vehicular Support Maniple Phi
Rho 1101

- Lord Commissar Picter Damastarian

CATACHAN INFANTRY ELEMENTS

- Catachan XI Infantry Regiment “The Swampfangs
- Catachan 111 Infantry Regiment ‘The Green Devils'
- Catachan VI Infantry Regiment ‘The Death Cobras’

Army GROUP ARMOUR ELEMENTS
- Maclok 7th Armoured Regiment
- Vostokh 33rd Armoured Regiment (serious morale
concerns, note additional Officio Prefectus presence)
- Catachan XXXI Armoured Recon Regiment
“The Wirewasps'
- Cadian 14th Super Heavy Regiment ‘Iron Thunder’

SupporT ELEMENTS

= Warhound Titan Hunung Pack Vindictat

- Elements of Borhut 17th Ogryn Regiment

- Deathstrike Missile Battery ‘Omega Finalis'

- Imperial Navy XI, XX and XXII strike wings (Vendetta
and Valkyrie squadrons at a 1:3 deployment ratio)

- Bardeshi 46th Militarum Tempestus Regiment

<Extract Commences> Tratica Campaign, Day 46, 7
we attempted another push on Thunderhead Ridge,

such engagement to date. Sound plan. If we could've broken the
ggreens there it was a straight run to the Razorwall, Didn't work
out. We hut the Ork lines hard and made major progress for
almost thyee hours. The Maclok boys cven got their tanks onto
the flat, looked like we were going lo break the Orks in half. But
them greens love to fight, by the Emperor don't they? Bogged us
dowon while we were at a full advance And then the Stompas
came, more than I've cver seen 1n once place. It was like the end
of days, like a living firestorm that just chewed up tanks and
men and mud and spat ‘em all back out as blood and mulch.
This war is going agamnst s, but it’s the Orks who'll lose in the
end, ‘cos Catachans don’t give up.

Tratica Campaign, Day 53. Word from high conmand today,
we've cut off noww. Tratica Secundus and Tratica Tertius have
gone stlent, and the navy boys have had to pull out of orint

Too many of those greenskin junk-ships in nearspace, so they
said. Navy never were worth a damn, is what I say They're
callin’ it a Waaagh! now, officially. I could've told thew that
weeks ago. Doesn't mater, we've Catachans and we don’t give
up. All we need towin this thing 1s the Emperor’s light and owr
straight steel

Tratica Campaign, Day 70. Lost the Vindictat Titans in

the Rust Swamps two days ago. Seems that decided it. General
Logan’s calling it do or dic. Bigger green attacks every day
now, all along the lines. We're not hemming them in any more,
they re surrounding s

So it’s one last big attack, a diversion with ecverything we got
Ieft. Even emptying the medicae tents; 1f you can fire a lasgun
sau'ye on the lines. They 've given Sengeant Mortlin'’s squad.
some kinda" bowb, came out of the warhead of one of the
Diathstrikes. If he can get that thing into the reactor-hub in
Lot Blackskar, high command figure he can set off a chain
reactyon that'll burn right through the planel’s crust and set off
cvery volcano on Tratica. Burn the greens and us along with
‘ein, not that there'll be many of us left alive to see that glorious
sight even if it works out. Sounds like a good enough ending
to me though, and if it works then boom’, no more Waaagh!
Figure the Emperor would be pleased with that, know I would
be. My platoon are getting ready o go now, so this is probably
the last Il write. Who knows, maybe someonel even read t?
Either way, this is

<Extract Erids>




immortalised upoy

than now. Never

¢ ¥ 3pi ga
ies of brutal purges in the knowledye of

what hastangpired Missed regimentsiare. stcriliscd and

nhincd to Imperial libour camps, and whole plancts are
extenminitted to ensiire the silence of some Tegiments
Segmentum Command are PUtio death ¢n masse % lj\uir
own Commissarial dvisors, who then voluntarily ;llbl)lil
themselves for Inquisitorial mindwipe. The final wlly of
Tives Tost is never d isclosed, but defies casy calullmm):'x“

rotracted Diamocles ( sl
the Brimlock Dragoons

ever; after only three year
reat leads Imperial forces 1,

-toll mounts with astronomical
fthese brave men remain

i de is the largest military offensive
Machatian Conquests. Under the leadershup b
Sier Slayilo, and following his death the relaut
e Grusade weests world after world
1es of the Ruinous Powers.

chan MXIV *Unseen Lurkers', led by Colonet
HEye! Black, battle Orks of the Death Skulls clan o1
shadowworld of Kato, Dire visibility and exceptionill*
roughiterrain reduce the war to a never-cnding strng of
bloady skirmishes that test the Catachan mfantrs 0 thelt
imits. Neither side can gain an advantage until et
teams locate and destroy the Orks' Stompa factory Tuddin
deep in the Widow Valley, The greenskins respond sl
Uout final offensive but, their attack is aught (e
Jaws of a series Of Catachan ambushes, the coolly stes!
Colonel Black dissecting and destrovitng U remauniis
Xenos forces over three d of brutal bloodshed




Five Tl regiinenis of Cataelin AnEamtryare, requisitioned by
Inquisitor Helynna Valeria for undisclosed ope

emnace. Though Inquisitor Valeri;
from her mission mere monthy Jater, none of the Imperia
Guardsmen who accompany he 1o Solemnace
heard from again

795 M1 TiE KRANDOR REBELUION

The Cadian 23rd Panishers? are instrumentl in crishing
aheretical uprising on Krandor L1L Squadrons of

Wyvern Suppression Tanks are deployed, their withering
bombardments of shrapnel cuting aparc the masses of tghte
packed cultists filling the strects. Gasualti

sides, for the cultists fight Ririously,
defences ime and again withit

of mulformed horrors:

801.M41 STORMSURGE

925:M4 X WARAGH! GRAX.
Orks i tieir billions descend upon the Ryz system
Regiments are raised from every planet within ten light
yoars, including the worlds of Barac, Ulani, and Catachan
The expanding war zone, centred around the forge world
a, becomes aimeatgrinder as planetaftor planet is
sallowed by the bloody conflict

926/M42 THE DULMA'LIN CLEANSING
A singlé reghnent of Catachan warsiors = led b the
bombastic Golonel Striken = are the only sutvisors of
planctfall'on the world of Dulmathin: Fhie Catachans
fightayeartong guerrillawar aganst Ok invaders i
the subterranean depths off the planet’s caverns. The
decisive moment comes \dn:}i Catachan sconts focate
1) cavern

A momentary flicker of the / ican sees d
of Imperial Guard troop-ships flung off course: Many
translate to realspace hundreds offightycars astray of their:

destinat or decades of synch. Countle thers do
not reapp

853.M41 KRANDOR OVERRUN
The rebellion thought erushied on Ksandor Il rises once
again. As the war escadates and the anvolement of Traitor
Space Marines is confipmed, the plancuis decmed Jost,

nd bombed blivion: Forty-two: f
dice, deployed far Trop (hoir:

Krandorian Guurd remain in/so
home world. Le:
10 exact revenge against the folloers

863-883.Mq1 THESAINT CYLLIA AFTERMATIL

Nearly a full Titan Legio tums traitor on SanuGyllia's

World, instigating a massacre of unhinkable pm,mmmn
1l

g of its annihilation; e regiments vow
ofthe Ruinous Powers:

of the pli :cnwhnunu'n nofthe Guiac
unceremoniouly redepl

928 M1 Osl}'rntm’s‘kxw
High Practor Osh preents diswtro

um only regmientclose uuuu,,h i offeranistance bis

1 fuilures
that/bedevil the Gatichans, Osh preen: and his Lonmipt;
are leftto their i)

927:M4 1 THE SENTENGING OF THE HAMMERONT IV
Dacmons overnun theworld of Fallax, Though tiey fight
bravely i their desperte attempts to defend the civilian

the IV regiment are lost1o the.

The celebrated Kujght € der Pask
clements of the Cadian 423rd and makes a break for the
safety of Yggdrasil Spaceports Pask and his forces score no
fewer than four confirmed engine Kills during theincseape:
most notably the rebel Reaser Titan Oblion’s Angel. Imperial
forces finally encircle the (raitor Legio upon die PL
Steppes, and Pask and the Cadian 128rd spearhead the
larges) armoured offensive sinco the battle of Tallarn, hoping
w finish the arfors once and forall, Oyer dight thousuid
wank companics and tiryve siperlicawy detachments e
N EAPANIING, YOAr Iong wir

that follows, With the support of three ull liouses of tmp:
Raighis, Pask’s forces finally corer the surviving Tigus i
S

umihilated during the con

owshroud Pass and destroy them ong by one

Lastpmin agatnstthe hideous tide of Warp-spawi Such
isthe Departmento Munitwrim's administrative backlog
thavthe Hammeront Vs demise goos unreported; and
Uicy aré subsequently ordered (o e liberation of the
Abraxis Citadel on Prassitm, When the Hainmeront fi
deploy s ordered, the Departmenta Munitorum ¢
tie regiment with descrtion, They are all posthumonsty
sentenced 1o death

[0

s
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031:M41 WARMASTER BRABASTIS' TRIUMPIT




5 Tin WAR FOR ARMAGEDDOY
s Feast of e EMperos's Ascer,
e digafter his first invasion of (1,, plas
g o Ann..guz.lun Ghazghy

@ world's armed forees, ),
ed from ruined Golgol
It against the Orks, Thy,

u from the world and Yarr, |,
mined (o make the Warloqd pan
visited upon Armagedde,

D INCIDENT

turns to Chaos, and
iments are sent 10 quell the
h assault the planet's capiul

into the

ign. these victories proy
forces to overrun the def

an @ desperate rearguard action (©
Meanwhile, a mighty armada of
départs for Agrellan, bearing over vite
Uregiments of Cadian, Catachan, Elysian, Tallie
Cthone l{:mrm:mn several full Battle Companies

3 inexorably down pon the attacking ™
deermined tocrush the upstart xenos on

neR ;
I HiVE Flect Lesiathan ke 3
e wndertly of he bperiam. Biifon. of Imperial | o < Tow
Guardsnen e conseriped and deples
new threat, Dy
Orying Bimber of worlds unable to full e, A ocs:
demands fo
BOVErnors 1 face summary

; consly across 1he
&6 fice this | crupt simutancon
ca 4 b e it

PR Nt i ke e lm adih nl'Sl;,llnulull"l icus. n..\,,xl.. e b }

d gartisons, even the suppos
ccure s
manpowes; leading several dosen Fianea: | feewresrongholds of Enceladus, Darkhold anid M
Fali are overnun, Panic s

preads as contact s Jost with firse
wthes of the segmentum,
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Apocalypic cults arise, proclaimin

Gate, this outpouring.
in Lhc lmm:wriu

of bummg worlds ov
The mysterious Cadian py

sstem, planctary Qi o
5 attempt (0 quell the

trustworthy Volscani Cat
Confusion reigns as th
former unnmdﬂ. daugh(e?inix hundit

Leviathian
round mtended for € :
and continues onwards. Iu an nnprcnl\'ck‘i“ ofmilitary
cwordination, Creed utilises artillery cover 1o scatier (e
taitors and bring down the Sartess Tpperiion’svold shields
miere moments before hix charge crashies home: The
Leviathan is soon secapired, thie colours of the Gidian
Rt ving proudly frony iv command deck Shorly afier, glit 1o the bitter end with no thought for themselves. 1
Ursarkar Creed by appointed 'Lord Castellan of Gadia® and the Cadinn Gate shonld fall then the nabridled fury of the
1 Cadian Sth e remamed “The Lord Castellan's Own’® Warp will spill forth it the Tmperi

i3 ik hotiotis Mankind avay in a tide of horror and

sweeping all of
lness,







" This section of the book details the forces used by the Imperial Guard — their ‘weapons, their units and the special characters

that lead them to war. Each entry describes a unit and gives the

specific rules you will need to use it in your games, The army.

Jist (pages 88-103) refers back to these entries.
: ASTRA MILITARUM SPECIAL RULES

' The Astra Militarum army uses a number of special rules
 that are common to several of its units. These are collected
and explained here, in full, for your convenience. Special
rules that are unique to particular units are presented in
the relevant entry instead. Other, more common, rules are
simply listed by name — these are described in full in the
Special Rules section of your Warhammer 40,000 rulehook

Heavy WEaPONS TeaM

Infantry heavy weapons are typically crewed by a team of two men;
one fires the weapon while the other supplies the ammunition, and
between them they can relocate their weapon if needs be

For all game purposes, cach Heavy Weapons Team or
Veteran Weapons Team is treated as a single model with
the Bulky special rule — it may only fire one weapon in

the Shooting phase, only gains one additional Attack for
charging, and only counts as one model for Morale checks,
for example,

WARLORD TRAITS

When generating his Warlord Traits, an Astra Militarum
Warlord may either roll on one of the Warlord Traits tables
n the Warhammer 40,000 rulebook, or instead roll on the
table to the right. Note that if your Warlord is a Tank
Commander, he must roll a D3 on the able to the right
instead of a D6 — he can never roll on any other Warlord
Traits table.

5

—
‘WARLORD TRAITS TABLE

D6 WARLORD TRAIT
1 Grand Strategist: In the hands of this Warlord, a map
and @ vox-casler can prove far more potent weapons than
the swords and guns of his peers.
Nominate D3 units in your primary detachment
These units gain the Outflank special rule

&

Old Grudges: This Warlord considers one particular

battle.

During Deployment, before deploying Infiltrators
and before Scouts redeploy, choose ane
Warhammier 40,000 codex. The Warlord and his

unit have the Preferred Enemy special rule against
all enemy units chosen from that codex.

Draconian Disciplinarian: This Warlord believes firmly
that to spare the lash will spoil the soldier, and is never
hesitant i handing out despotic
Jear their master's wrath mare than ans foe.

Friendly units from Codex: Astra Militariom within
12" of the Warlord do not take Morale tests for
sulfering 25% or more casualtics.

ishments. His men

in,

Implacable Determination: This Warlord is known
Jfor leading grinding, inexorable advances in the face of
even the stronges! opposition. Few ix nts can check
the mom: of his army's unstoppable offensive.

The Warlord and his unit have the Relentless
special rule

et

far

Bellowing Voice: Every order given by this Warlord is
transmitted to his men with perfect clarity, ensuring thase
under his command know his will and act on it with
deadly efficacy.

Your Warlord has the Voice of Command special
rule. If your Warlord already has the Voice of
Command special rule, he can issue orders to
friendly units from Codex: Astra Militarum tha
within 18 of him

Master of Command: This Warlord commands kis
forees with a masterful knawledge of their abilities,
ensuring he gets the best from the men around him.
Your Warlord has the Voice of Command special
rule. If your Warlord already has the Voice :
of Command special rule, he can issue one:
additional order cach . 23




A good Imperial Guardsman do
superior officers. These men in &

A model with this special rule is known as an officer. An
officer can issuc one order cach . Orders are issucd and
their effects resolved at the start of your Shooting phase. If
you have more than one officer, or if you have an officer
that has a special rule allowing it to issue more than one
order a tun, issue and resolve each order one ata time

An officer can attempt to issue an order provided he is not
locked in combat, embarked in a vehicle or building, falling
back, or has gone to ground, Issuing an order does not
prevent the officer's unit from acting (shooting, Running
etc) later in that phase

ISSUING AN ORDER

To issue an order, declare the order your officer is
attempting o issue and sclect a single friendly non-vehicle
unit from Codex: Astra Militarum that is within 12" of the
officer ~ this can be the officer's own unit if you wish. We
call this unit the ‘ordered unit’. The ordered unit must
then take a Leadership test to scc if the order has been
understood and acted upon. If the test is passed, the order
takes effect as specified n its description

s not think for himself. Rather,
urn must command without doubt or we:

he follows without question or hesitation the orders
akness, for a well-timed order can win an eng

If the test is failed, the order does not take effeer,

Unless an order causes the ordered unit to make 4

order was successful). Unless otherwise stated, orders canog
be issued to units that are locked in combat, are falling
or have gonc to ground.

Inspirep TAcTics :
Ifa double 1 is rolled for the ordered unit's Leadership tes
once the order has been resolved all further orders isued,
by any officer, are automatically successful for the remai
of this turn

INCOMPETENT COMMAND

If a double 6 is rolled for the ordered unit’s Leadership test
the order does not take effect, and no further orders can'be
issucd, by any officer, for the remainder of this turn




. The ordered unit must ma

| ‘Take Aim!”

Asming carefully, the officer bids his men steady themselves and
secall page orie hundred and nine of the Impenal Infantryman's
Uplifting Primer — the Litany of Accuracy
The ordered unit must make a shooting attack. When
resolving this shooting attack, all models in the ordered

. unit have the Precision Shot special rule.

. ‘Smite at Willl"

The officer grves his men fiee rein to fire their weaponry when
and where their shots will be most effective
shooting attack. When

resolving this shooting attack, the ordered unit has the

Split Fire special rule.

D ——— T | S Y

- ‘First Rank, Fire! Second Rank, Fire!”

The Guardsmen pour a fusillade of lasgun fire into the enemy
10 the tempo of the officer’s bellowed commands

The ordered unit must make a shooting attack. When
resolving this shooting attack, all models firing with
lasguns or hot-shot lasguns fire one additional shot

—_— T

.\ *Forwards, for the Emperor!”

The officer commands his men to grit their tecth, open fire and
advance towards the enemy's lines.

The ordered unit must make a shooting attack. Once
this shooting attack has been resolved, the ordered unit
must Run, even though a unit cannot normally Shoot
and Run in the same phase.

D —— e s

‘Move! Move! Move!"

The officer exhorts his troops to sprint towards their objective, be
ita point of strategic importance or sheller from incoming enemy
Jfire. Heads down and lasguns held close, the squad dash across
the battlefield with all possible haste.

The ordered unit must Run. When determining how far

the unit Runs, roll three dice and use the highest result

“Suppressive Firel
H officer exhants his troops (o vain fire upon the foe, forcing
e crie lwepnw Jicads down lest they lose them altogether.
d unit must make a shooting attack, When
s attack, all wc’.xpuns in the mdercd

‘Bring it Down!”

Enemy war machines and alien monstrosities are equally high
prionity targels for the commanders of the Imperial Guard.
‘Bring it Down!' can only be issucd by a model with
the Senior Officer special rule. The ordered unit must
make a shooting attack. When resolving this shooting
attack, all models in the ordered unit have the Tank
Hunters and Monster Hunter special rules
e T T T e s
*Fire on my Target!"

Assisted by targeting matrices o just a good pair of
magnoculars, the officer grves his men the coordinates for a
unpoint fusillade

Fire on my Target!’ can only be issued by a model with
the Senior Officer special rule. The ordered unit must
make a shootin, k. When resolang this shooting
attack, all weapons in the ordered unit have the
Ignores Cover special rule.

e T T et

‘Get Back in the Fight!’
More afraid of death by summary execution than of the foe, the
fleeing squad steels themseluves for more.

‘Get Back in the Fight!" can only be issued by a model
with the Senior Officer special rule. Unlike other
orders, 'Get Back in the Fight!' can only be issucd to
aunit that is falling back or that has gone to ground
The ordered unit immediately regroups if falling back,
but it does not make a 3" move. If the unit has gone to
ground, the cffects of going to ground are immediately
cancelled instead. In either casc, the ordered unit

can act (shoot, run, charge ¢tc.) normally for the
remainder of the trn




amid the blood and thunder of the front

Standing proud Company Command

lines, the batle-scarred soldiers of the G
Squad set an unfaltering example to the men :§|Ly! ;- b
Munitorum regulations, cach Company Command Squact s
led by a Commander, though in truth the titles held by th
officers are as wildly varying as the worlds from whence

dhey hail. An Imperial army on campaign may contain
companics led by majors, captains, hetmen, demiconsls,
Knights militant, chieftuns and dozens more, However

them, Company Commanders

I bear

their soldiers addre:
foes,

the same bilities. In the face of nig
they must provide their men with a bulwark of unwavering
courage and decisive leadership. Most are hard-bitten
heroes, skilled combatants and pragmatic strategists whose
first loyally is (o the Emperor of Mankind. Some rare men
of rank may be ineffective fops with commissions awarded
through inheritance or politicking, but the hour is oo
dark for the Munitorum to suffer fools for long. Those who
cannot discharge their duties soon discover that being the
governor's son means little to a merciless Commissar.

The remainder of cach Company Command Squad
is comprised of hardened veterans who support their
commander in the field. These squads are often provided
with specialist equipment and additional training. Expert
voxmen relay the Company Commander's orders o the mer
on the frontlines. Talented ficld surgeons stand a tense vigil
over their comrades, ready to staunch wounds or administer
doscs of whatever chemical stimulants are required. Should
a rank-and-file trooper display exceptional valour and
dedication, they may be given the honour of bearing the
Regimental Standard. To earn such a position a man must
haye performed some deed considered notably above and
beyond the call of duty, such as gunning down a swathe of
rampaging foes in defence of a field hospital or felling a
ravening Dacmon Engine with a well-placed grenade.

Many Company Command Squads include grizzled special
weapans operators or Veteran Weapons Teams, proven
crackshats (0 a man ~ the presence of such potent weapons
close at hand allows Company Commanders personally to
oversee the destruction of vl wrgets such as lumbering
heretic tanks or monstrous xenos beasts. Equally, should the
situation deteriorate and the Company Comimand Squad
find themselves threatened by bellowing mobs of greenskins
or a looming taitor Helbrute, these same lethal firearms
can mean the difference between life and death

No matter whether the Company Commander is a eynical
Gareer officer, a cold tactician, or a bellowing, barsel.
chested mperial hero, he and his Company Command
Squad form the strategic nexus of the Imperial Guard army,
The Company Commander's orders crackle acrous the o
network, bolsering the courage of his men and g0
that his army functions with precise coordination s *
superior 10 anything exhibited by the herctical horges
face, The squad'sfirepower strikes at key points, expern
directed (o support the efforts of the masseq e
Guardsmen on the frondine L

WS BS

Company Commander 4 4
3 4

pons Team 3 4

UNITTYPE: Veterans and Veteran Weapons Teams e
Infantry. Company Commander is Infantry (Character)s :—7§

WARGEAR:

Company Commander: Flak armour (pg 64), laspistoh
close combat weapon, frag grenades,

refractor field (pg 63).

Veteran: Flak armour (pg 64), lasgun, frag grenades:

Veteran Weapons Team; Flak armour (pg 64), lasguns
frag grenades,

SPECIAL RULES:

Heavy Weapons Team (Veteran W apons Team only)
Voice of Command (Company Commander only) (P&
Senior Officer (Com,

AN ISSUE up 0 two orders each wrn (pg 29)¢




"The Adeptus Munitorum can call upon a vast array of

- esoteric personnel to advise Company Commanders in
 pattle. Be they enigmatic astrosavants, starch-collared
representatives or grizzled officers, these regimental advisors
can swifly transform a Company Command Squad into an
eclectic entourage of skilled specialists. While many senior
officers resent the peculiar proclivities or bombastic second-
guessing of such advisors, none can deny their st
value in the heat of battle,

ategic

Astropaths — for example - may unsettle their comrades
with their hollow, eyeless gaze and the susurrus of telepathic
‘murmurs that fogs the air around them. Yet their ability

to project their thoughts, or 10 influence the thoughts of
others, can make them a potent weapon on the batdeficld
Other adyisors serve as representatives of different arms

of the Imperial war machine. The Master of Ordnance,

for example, utilises complex equipment to coordinate
devastating long range artillery strikes from support
weapons far beyond the front line; a seconded Officer of
the Fleet can order wings of naval air poswer to waylay encmy
reinforcements, denying the foe crucial manpower and
weaponry, or call upon bulk landers and pools of rescrve
transports to swiftly ferry reinforcements to where they are
needed most.

T I
Astropath 3 4 s
Master of Ordnance 3 4 3 3 1 3
Officcrof the Fleet: 3 4 3 3 1 3

UNITTYPE: Infantry.

WARGEAR:
frag grenades.

lak armour (pg 64), close combat weapon,

SPECIAL RULES:
Psyker (Mastery Level 1) (Astropath only).

Artillery Bombardment (Master of Ordnance only): The
Master of Ordnance may make a shooting attack with the
following profilc

Range s AP

Type |
Infinite 9 3 |

Ordnance 1, Barrage,
Large Blast

An Artillery Bombardment is resolved separately from
other Barrage weapons fired by the same unit in the same
Shooting phase, but must choose the same target as the rest
of the unit

Ifa hit s rolled on the scatter dice, the blast marker scatters
2D6" i the direcuon shown by the arrow on the ‘Hit
symbol. If an arrow 1s rolled, the blast marker scatters an
addivonal DG, If the Master of Ordnance has ine of sight
10 his target then he reduces the otal distance scattered by
Tns Ballisue Skill

Navy Orders (Officer of the Fleet only): An Officer of

the Fleet may take a Leadership test at the beginning of
your wrn, before any Reserve rolls are made. If the test

is successful, choose onc of the following Navy Orders to
immediately take cffect. If you have more than onc Officer
of the Fleet, all modifiers

are cumulative.

* Coordinate Reserves
The Officer directs Nauy transports to deliver troops ta the front line.
You receive a +1 bonus to all Reserve Rolls during your turn

« Intercept Reserves
The Officer orders Navy fighters to disrupt enemy supply lines.
Your opponent suffers a-1 penalty o all Reserve Rolls during
his next turn, but will always pass a Reserve Roll on a 6.

PSYKER: Astropaths generate their powers from the
Telepathy discipline




A Tunk Gommander rides to battle in the cupola of a mighty

Leman Russ battle tank. These grizzled men are virtually
one sath their machine, possessing an imphicit knowledge
of armoured warfare in all its forms, Granted their pick of
the armoured fighting yehicles available to their regiment,
they are further entitled to pick their crew from the finest
veterans. The average Tank Commander is therefore a steely
eyed ace, heading up a crew of the very best their regiment
has to offer

A Tank Gommander will always be found leading a squadron
of Leman Russ battle tanks, their coolly delivered orders
greatly augmenting the effectiveness of their squadmates.
Whether directing deadly salvoes into onrushing xenos

or clashing with collossal enemy war machines, the Tank
Commander and his squadron have few equals, However, for
all their armoured might, it is a Tank Commander's fusion
of combat experience and bellicose leadership that makes
them especially deadly

These veteran armour commanders will often be assigned
temporary leadership of infantry or artillery asscts. This may
see the Tank Commander's' squadron line-breaking at the
head of an overwhelming infantry offensive, or digging in
to provide close cover for thundering batteries of big guns.

grumble when assigned to the command of a tread e
mistrusting such a man's grasp of the hardships fuced
when the commander's tank squadron rolls into
ranks, all guns blazing and tracks churning enemy
bloody paste:
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Tank Commander e

SPECIAL RULES:

Leman Russ Commander: A Tank Commander starts the
game in a Leman Russ tank (pg 46), leading a Leman Russ
Squadron. Note that any type of Leman Russ can be taken:
as the Tank Commander’s vehicle, and that it can have any
upgrades usually available to that type of tank. The Tank
Commander's tank 1s a character, has Ballistic Skill 4 and can
be chosen as your army's Warlord. If his tank i1s Wrecked or
suffers an Explodes! result, the Tank Commander is killed:

A Tank Commander and his Leman Russ Squadron count
as an HQ choice for the entire of the batle. The Tank
Commander's Leman Russ cannot leave the unit or join
another unit, even if the rest of his squadron are destroyed

Tank Orders: A Tank Commander can roll 2D6 at the
beginning of the Shooting phase. If the total resultis
9 or less, choose one of the following Tank Orders to
immediately take effect.

* ‘Full Throttle?®
The officer leads a glorious tank charge that grinds the enemy
beneath s treads. -
The Tank Commander's unit immediately moves Flat Outs
moving up ta 6+D6", even though they are Heayy 4

* ‘Gunners, Kill on Sight! :
The officer gives his men free vein. to unleash discretionan fire
The Tank Commander's unit immediately makes @
shooting attack. The Tank Commander must shoot
ala different target to the rest of his unit. The
Commander must resolve his shooting attack first
Once this shooting attack has been resolved, resolve e
shooting attacks made by the rest of the unit. These mist
be ata different target, which cannot be a unit forced
disembark as a result of the Tank Commander's initial
shooting attack &

* Strike and Shroud!?
The squadron fires a volley before activating their smoke lou
The Tank Commander's unit must make a shooting 4t
After this shooting attack has been resolved, all vehidlés =

n the unit that have not already done so must use.
smoke launchers,




very Imperial citizen recognises the distinctive cap and

'smm:oa( of the Commissar, whether from hab-block

propaganda frescoes or grainy Munitorum recruiument

| picis. To the masses of humanity, these men are symbols of
Imperial authority whose sole remit is to ensure that all do

their duty in the Emperor’s name. Yet the truth of these

* high-ranking officers is rather more complex

Commissars are recruited from amongst the students of

the widespread Schola Progenium, While the majority of

the Schola’s wards go on 10 become Adepts or join the
Militarum Tempestus, only the best of the best will be
recommended for service in the Officio Prefectus. Inductees
must have absolute faith in the Imperium. They must display
the proper levels of sincere totalitarian idealism. They

must be able to fight as well as any hive-spire duellist while
fulfilling the conflicting roles of merciless taskmaster and
inspiring hero with equal ease. Itis further the duty of a
Commissar to learn the culture and customs of the regiment
to which he is attached. He must command equal respect
whether assigned to dutiful Vostroyans or hard-bitten,

insular Catachans. Should discipline or morale falter, it is
the task of the Commissar to take whatever steps necessary
to restore order, and to do so in the absolute knowledge

that his actions are just. Under the stecly gaze of such a

Commissars

", Imperial Guardsmen must be inspired (o deeds they
never believed possible. In extremis, a Commissar must

be prepared to exceute wavering soldiers or incompetent
officers without a moment’s remorse; few things enforce
discipline better than a malcontent or coward being shot
dead for their failings, and this message is all the stronger
when a mass-reactive bolt shell sprays a Guardsman’s brains
across his horrified comrades in a shower of gore

Amongst the ranks of the Officio Prefectus there are many
heroic indwiduals who have become legend through

their deeds. A Lord Commissar is expected o exemplify
everything tie Imperium strives toward. These accomplished
men muststil discharge their duties as grim-faced arbiters
of disciplinary retribution, but are given substantially more
scope thanks to their seniority. A Lord Commissar is as likely
1o lead a heroic raid against a key location as he is to order
motivational bombardments by batterics of arullery upon
fleeing Imperial Guard forces. After all, in dark days such as L
these, true heraism rarely stems from kind acts |
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Jommissar 4 4 3 31 3 2 9 5+
Lord Commissar 55 3 3 3 3 3 10 5+

UNITTYPE: Infantry (Character).

‘WARGEAR:
Commissar: Flak armour (pg 64), bolt pistol,
close combat weapon, frag grenades, krak grenades.

Lord Commissar: Flak armour (pg 61), bolt pistol,
close combat weapon, frag grenades, krak grenades,
refractor field (pg 63).

SPECIAL RULES: |

Independent Character (Lord Commussar only), Stubborn.

Aura of Discipline (Lord Commissar only): Any friendly unit
from Codex: Astra Militarum within 6" of a Lord Commissar
uses his Leadership for any Fear, Morale or Pinning tests

Chain of Command (Lord Commissar only): A Lord
Commissar may only be your Warlord if you have no
models with the Senior Officer special rule in your

primary detachment

Summary Execution: If the Commissar’s unit fails a Fear,
Morale or Pinning test, after any re-rolls it is entitled to, the
ovning player can opt to have his Commissar summarily
execute one of the Astra Militarum models in the unit

Roll a D6; on a 3+ you choose which model is executed, on
1-2 your opponent chooses instead = note that neither
player can ever choose to exceute the Commissar himsclf
The exccuted model is immediately removed as a casualty
ves of any kind allowed. Provided a model was
sed the test.

with no s d
executed, the unitis then treated as having pa




MINISTORUM PRIESTS

Every regiment of the Imperial Guard is requited o

hiwve at least one attached Ministorum Priest. These holy
men have a crucial role to play within the ranks of the
Imperial Guard, providing a religious crutch upon which
the common soldiery can lean. Whether by taking the
dignified confessional of an officer forced to send waves of
men to their deaths, or leading rousing regimental prayers,
Ministorum Priests provide this essential support.

Ever ready to martyr themselyes upon the altar of Imperial
victory, Priests will stride willingly into the fires of war. Yet
its for their effect upon their comrades that Impenial
Commanders value Priests most highly. Their fiery oratory
and bellicose war hymns can steady a batdle line in the

face of overwhelming odds or drive their flock into an
impassioned frenzy in which men shrug off mortal wounds
and fight with a passion bordering on madness. Many
Imperial Guardsmen speak of seeing seraphs soaring on

the hot winds of war, called to battle by the exhortations of
Ministorum Priests. Whether these miraculous phenomena
can be attributed to mass hysteria or the manifest powers of
the Emperor matters litde — countless battles have been won
by Imperial Guardsmen in the grip of religious fervour.
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Ministorum Priest G P L B

UNIT TYPE: Infantry (Character)

'WARGEAR: Flak armour (pg 64), laspistol,
close combat weapon, frag grenades, rosarius (pg 63).

SPECIAL RULES: Independent Character, Zealot.

War Hyms: A Ministorum Priest can take a Leadership

test at the beginning of each Fight sub-phase in which he is
locked in combat. If the test is successful, choose one of the
following war hymns to immediately take effect

* The Emperor Protects
As the Priest’s impassioned calls ring
g out across the baltlefield, the
Jaithful feel the blessing of the God-Emperor upon them
The Ministorum Priest and his unit re-roll all §

ailed armour
and mvulnerable saves until the end of the ph

ase.

* The Emperor’s Stren;
Shouting out the prime canticle of Saint Br
S rulos the Belligerent,
Priest calls upon the Emperor to help ham smite his foes ST
Until the end of the phase, the Minis
. ¢ phase, the Ministorum P, -
Smash special rule e
* The Righteousness of the Emperor
The Priest bellows psalms of vengeance into the faces of the fo
exharting his men (o excel in the Emperor’s gy o
The Ministorum Priest and his unit r

b croll failed
Wound until the end of the phase Rz

PRIMARIS PSYKERS
Loathed and feared as witches by their superstitious
comrades, Primaris Psykers are nonetheless valuable asets
to any commander. Though it hardly lessens the constant
suspicion they are held in by the Officio Prefectus, each of
these psykers possess abilities and control far beyond those of
lesser Scholastica Psykana initiates. Their dominance over the
powers at their command means they are permitted (o operte
lenly upon the battlefield. Development to sucha
stage requires remarkable strength of character, and most
Primaris Psykers possess hard-won wisdom that can avail these
senior officers with the wit to hear it.

Each Primaris Psyker exhibits different abilities, manipulatng
the energies of the Warp in unique ways. Some are able 10
conjure searing cctoplasmic bolts that can tear holes in eneiiy
fortifications, or engulf the foe's massed ranks in roiling AN S
Others use their minds to summon domes of protectise EHeTE!
that shield their comrades from fire or render them invisible
When serving on the front line, Primaris Psykers bear deadly
force weapons, cruckling with power, with which they are ¥t
able 0 1ip the very souls from their screaming foes. WHIEE
their particular talent, Primarss Psykers are as lethal t0 the
€nemy as they are disturbing to their comrades, for et
Psyehic might wms them into unnatural weapons that X0k
both superstition and terror.




imaris Psyker

TYPE: Infantry (Character).

"WARGEAR: Flak armour (pg 64), laspistol, force ‘weapon,
frag grenades, refractor field (pg 63).

'SPECIAL RULES: Independent Character,
Psyker (Mastery Level 1).

1ts For Your Own Good: If a Primaris Psyker suffers Perils
of the Warp whilst in the same unit as a Commissar (of any
type), the Primaris Psyker will be executed - after resolving
the usual effects, remove the Primaris Psyker as a casualty

PSYKER: Primanis Psykers generate their powers from the
Biomancy, Divination, Pyromancy and Telekinesis disciplines

ENGINSEERS

Tech-Priest Enginscers serve as custodians for the vehicles
of the Imperial Guard. With binary prayers and mystic rites,
the Enginscers soothe the machine spirits of their tracked
congregation. Without the diligent maintenance of the
Engiseers, the Imperial Guard would soon find themselves
without the heavy armour vital to their very survival. Clad in
sanctified power armour and wiclding cog-toothed poer
axes, Tech-Priest Enginseers wade fearlessly into combat to
protect the valuable technologics entrusted o their carc.
They are able 10 affect batdlefield repairs, and can cven
rouse the war spirits of Imperial tanks to wrath, causing
weapons to track and fire independent of their shocked
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§ crew’s commands
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: Enginscer 1 8 3+
WARGEAR: Power armour (pg 64), laspistol, power axe,

UNITTYPE: Infantry (Character).
servo-arm (pg 62), frag grenades, krak grenades.

SPECIAL RULES: Independent Character.

Awaken the Machine: In cach of your Shooting phases,
instead of firing his weapons, the Enginscer may choose
asingle friendly Astra Militarum vehicle within 12°. That
vehicle gains the Power of the Machine Spirit special rule
until the end of the wrn

Blessings of the Omnissiah: In cach of your Shooting phiscs,
instead of firing his weapons, an Enginseer may choose (o
repair a single friendly yehicle that he is in base contact

with or embarked upon. To repair a vehicle, roll a D6 and
add 1 for each Servitor with a servo-arm in his unit. If the
resultis 5 or more, you may either restore a Hull Point

lost carlier in the battle, or repair a Weapon Destroyed

or Immobilised: arlier in the battle; this is
effective imme

Many Tech-Priest Enginseers are accompanied on the
baulefield by retinues of mindless Servitors, These:
lobotomised slaves are often vatgrown, though some

were vicious criminals or heretics prior (o their enforced
conversion. Regardless of their onigins, most Servitors will
sport industrial cybernetics allowing them to aid their master
in his work. Others are fitted with hefty heavy weapons
whose chattering volleys drive back the foe and permit the
Enginseer to make his repairs without interruption.

Servitor

UNITTYPE: Infantry.
WARGEAR: Scrvo-arm (pg 62).

SPECIAL RULES:

Mindlock: Unless it includes an Enginseer, an unengaged
unit that contains at least one model with this special rule
must roll a D6 at the start of its turn. On a roll of a 4+, this
special rule has no effect this turn. On aroll of a 1, 2 or 3,
the unit is mindlocked until the start of its following turn. A
mindlocked unit may not voluntarily move, shoot or charge,
and orders issued to it have no effect. A mindlocked unit
must sull complete compulsory moves, such as Pilc In and Fall
Back moves.

W




From the steaming Jungles of Gatachan to the war-orn

Cadia, the humble Infantry Platoon
of the Imperial Guard.
arc, vathout fail,

fortress world of
provides the ironclad backbone
All Tmperial Guard infantry regiments he
built around a solid base of multiple Infantry Platoons.
Even armour and artillery regiments often include onc
or more such Platoons for close support duties. Imperial
Guard Infantry Platoons are as numerous and ubiquitous as
 armed, and perhaps even

cheaper for the Munitorum to replace.

Ajunior officer, usually referred to in Munitorum texts s
the Platoon Commander, leads cach Infantry Platoon. While
Company Commanders must endeavour to hold back and
retain a strategic overview, Platoon Command Squads lead
from the front with litde more than guts and determmation
1o carry them through. Fighting to emulate this daring
example, the remainder of the Platoon is composed of
multiple ten-man infantry squads and small teams of well
armed support specialists

These disparate elements are trained (0 work as a whole,
1o create something far greater than the sum of its parts
Without heavy and special weapons, the men of the Infantry

' Platoon Commander
Guardsman
Heavy Weapons Team

UNIT TYPE: Guardsmen and Heavy Weapons Teams.
Infantry. Platoon Commander is Infantry (Character),

‘WARGEAR:
Platoon Commander: Flak armour (pg 64), laspistol,
close combat weapon, frag grenades.

Guardsman: Flak armour (pg 64), lasgun, frag grenades.

Heavy Weapons Team: Flak armour (pg 64), lasgun,
frag grenades.

SPECIAL RULES:
Heavy Weapons Team (Heavy Weapons Team only) (pg 27),
Voice of Command (Platoon Commander only) (pg 25)-

Squads would soon fall prey to some armoured behemotl
or monstrous horror Without those same infantrymen,
however, the Heavy Weapons Squads and Special Weapons
Squads would be overrun and torm apart in short order
Without their commanding officers, meanwhile, Infantry
Plataons would be robbed of the dynamism and cohesion
that can make them so deadly. Whether dug i to defend an
assigned objective, or charging pell-mell across the mud and
fire of no man’s land, Infantry Platoons can achicve miracles
if properly led and well supported

Of course, the reverse is also true ~ even a well supplied and
well situated Infanuy Platoon can be brought to ruin if they
are ill-used by their commanding officer The records of the
Munitorum are replete with tales of Imperial Guardsmen

squandered ncedlessly in sweidal charges, or left without

SUpport (o weather encmy offensives they had no hope of

stopping. For every courageous defence or well excouted

attack, there arc dozens of last stands, ill-timed assaults
anarchic massacres to chill the blood of freshly trained
Platoon Commanders. Of course, particularly callous s,
officers may work just such apparcnt disasters into theis
plans. After all, nothing is more likely o fill a foc
overconfidence than the swift massacre of
of Imperial Guardsmen. Little do such ene,
they rampage over the corpses of the sl
batteries of Basilisks are bring

and
nior

with
awhole Platoon
mics realise, as
am, that pr cranged
ing their weapons 1o bear,

Their potentially sacrifical nature aside, the strengths of
an Infanty Platoon lic in discipline, numbere, an o
firepover. Be it an onrushing wall of roaring Orks, s .
chittering Tyranids or the implacable advane of g e, "
of Necrons, there is no threat in AR
Imperial Guardsmen, vorking in concert.
Certainly, that's what the Commissary ¢la;

he galaxy that enough

cannot lay low,
m

INFANTRY SQUAD

An Infantry Squad consists of ten Impenial Guardsmen,
including a Sergeant who leads them, and is issued
additional specialist or heavy weaponry as required. From
forlorn assaults to desperate line-defence, Infantry Squads
fight and die for the Emperor in their millions.

SPECIAL WEAPONS SQUAD

Whether dedicated snipers, demolitions experts or infantry
support troopers, the men of the Special Weapons Squads
vaeld an array of deadly weapons to assist their comradesin
the field

HEAVY WEAPONS SQUAD

The big guns of any Infantry Platoon, Heavy Weapons
Squads can lay down hails of deadly firepower o slaughter
scores of foes, or ear through enemy armour. g

CONSCRIPTS 7
Conscripts are rased in times of desperation, barely trained
masses of expendable bodics best employed manning
fortifications or impeding the foe's movements.

| Heavy Weapons Team 3
5 Conscript 2

Guardsmen, Conscripts, and Heay Wed

Teams are Infantry. Sergeants are Infantry (CharacteD)




: Flak armour (pg 64), lasgun, frag grenades,

: Flak armour (pg 64), laspistol,

jose combat weapon, frag grenades.
O‘Hmy Weapons Team: Flak armour (pg 64), lasgun,
' frag grenades.

Conscript: Flak armour (pg 64), lasgun.

SPECIAL RULES:
Heavy Weapons Team (Heavy Weapons Team only) (pg 27).

Combined Squad (Infantry Squads only): Infantry Squads
have the option of forming Combined Squads. The decision
10 form Combined Squads must be made immediately
before determining your Warlord Traits.

If the Astra Militarum player wishes to deploy his forces in
this way, then any Infantry Squad may join another Infantry
Squad from the same platoon, For example, an Infantry
Platoon consisting of a Platoon Command Squad and three
10-man Infanuy Squads can instead choose to deploy as

a Platoon Command Squad and a single 30-man Infantry
Squad, or a Platoon Command Squad, a 10-man Infantry
Squad and a 20-man Infantry Squad. If you decide o form
Combined Squads in this manner, they are treated as a
single unit for whole of the game

, . B
Hold until relicved. Those were the orders he had been g
Just two hows eartier. Hold until velieved, Three short wonds.

How could so many men have died for three shont words? Vet

they had ~ and still were. Platoon Commander Yentzer came

back to humself with a jolt as something big detonated against
the bunker roof. Around hum, men were screaming, yelling,
snapping shots through the bunker's viston slits into the smoke
beyond. The fires were o bad now you couldn't even see the

Orks out there. They were there though, oh yes, and in numbers

Yentzrr didn't want to cven start imagining. The rattle and.

mar of their guns was a constant thunder, making it hard for

Yentzer to even think, let alone issue orders.

He had to do something, though, his boys were out there,
manning the Aegis lines. Dying amongst them, by the sounds
of it. The commander steadsed himself before grabbing the
vox-hom from trooper Hustins. With a confidence he didn't
Jfeel, Yentaer began 1o bark orders. He squinted against

the glare as his remaining lascannons cut loose, firing on
nvisible coordinates chattered from the vox-skull floating at

s shoulder. He felt a stab of vicious pleasure as something
big exploded amud the smoke, and the enemy fire slackened off
They were still out there though, he could hear ther filthy xenos
woices as they yelled at one another. Over the vox he reassured.
his surviving men, telling them to form up again af the
barricades, Telling them it couldn’t be long now, reinforcements

were on the way. Telling them to hold until relieved.
oy




Often the last survivors of regiments \\'innowu:l c(l:::‘l‘x
through the brutal attrition of batle lmch i
Veterans are hardy and skilful suryivors, Such men have
faced down horrors that would drive & lesscr man mac, &
endurcd a gauntlet of war that has honed their il e
exceptional levels, From armoured shock troops 1||E‘ L
scouts, all Veterans are allowed a degree of leevay. They 3
permitied to choose their own armaments, often hc);[;!llvu,‘,‘
borrowing or outright stealing all manner of .mmn.uul ar
Such grizled listic warriors tend o
give their best when allowed o fight on their own terms

; WS BS
Veweran 3 4
Veteran Sergeant 3 4
Veteran Weapons Team 3 4

UNITTYPE: Veterans and Veteran Weapons Teams are
Infantry. Veteran Scrgeants arc Infantry (Character).

‘WARGEAR:
Veteran: Flak armour (pg 64), lasgun, frag grenades.

Veteran Sergeant: Flak armour (pg 64), laspistol,
close combat weapon, frag grenades.

Veteran Weapons Team: Flak armour (pg 64), lasgun,
frag grenades.

SPECIAL RULES:
Heavy Weapons Team (Veteran Weapons Team only) (pg 27).

3 e i

The jungle was thick with drifting smoke, echoing to the sound
of the furious fighting up ahead. Harker prowled between the
ees, signature weapon slung easily from one shoulder. Up
ahead, Brond and Nils ducked as something big went up, the
tangled undergrowoth momentarily binned with a fiery glare
Harker didn’t even flinch. Out there, some bunch of green-
asdeaves infantry were hanging onto bunker 67 by the skin

of their teeth. Harker had been ordeved to vlieve them before
the Orks broke through, and that was what he meant to do.
Sputting in the mud, Harker swoung Payback up onto one hip
and gestured for his Hellraisers (o form wp. They knew when
the Orks were alright - even in all this smoke, the greenskinned
grox-lovers were making enough noise to wake the dead.
Harker's men adopted a tight, offensive formation, readying
personalised guns and blades and whispering banter about he
coming fight. Harker shot them a quick nod before stepping
Jrom the undergyauth and squeczing his heavy bolter’s trigger.
The weapon roared (o bfe, punching shells through the smoke
and blowing Orks off their et As his men opened upina
sterm around him, Harker heard ragged cheering from fhe
er line That's right, he thought with o
1 praise the Enperor, rookies, the Hellraisers are here,

SERGEANT HARKER

‘Stonetooth’ Harker is tough as they come. The Sarge 0|)]\“
takes the best of the best in his squad, ‘Harker's Hellraisers's
and his strength is such that he carries his heavy bolter,
“Payback’, as casily as a normal man might carry a rifle.

WS BS
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Sergeant Harker 44 4 31
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UNITTYPE: Infantry (Character).

WARGEAR: Flak armour (pg 64), close combat weapor,
frag grenades, krak grenades.

SPECIAL RULES: Relentless.

HEIRLOOM OF CONQUEST B
Payback: Sergeant Harker's favourite heavy bolte, Paybacks
served him well in countless hastile war zones.

Range S




filitarum Tempestus Scions are cold, proficient killers
whose deadly firepower can reduce swathes of foes to
smouldering heaps of corpses. Trained in the Schola
Progenium, these men commit to a rigorous program of
physical and mental indoctrination that raises them to the
peak of human conditioning. Loyal to the Emperor above all
 clse, Tempestus Scions provide High Command with a core
of flexible, nigh-incorruptible soldiers. Deplayed sparingly,
they can be depended upon to complete any mission, no
matter how deadly. Racing into battle aboard armoured
transports or plummeting down on grav-chutes, the Scions
are the sharp edge of the Imperial Guard war machine

TEMPESTUS COMMAND SQUAD

Each Militarum Tempestus Platoon is led into battle by a
grizzled officer known as a Tempestor Prime. Such men
are promoted on battlefield record alone, their courage
and discipline unshakeable. The Command Squad that
accompanies them comprise cold-cyed killers whose every
thought and decd is intended to further the Imperial cause.
Able to operate on their own initiative in a way entirely alien
10 the majority of the Imperial Guard, these men lead their
Progenium brethren into battle with merciless efficiency

v WSBS S T W
fempestus Scion 343 31
Tempestor Prime 41433 2

UNITTYPE: Tempestus Scions arc Infantry.
Tempestor Primes are Infantry (Character).

'WARGEAR:
3 Tempestus Scion: Carapace armour (pg 64), hot-shot lasgun,
2 frag grenades, krak grenades.

Tempestor Prime: Carapace armour (pg 64),
Botsshot laspistol, close combat weapon, frag grenades,
; krak grenades.

SPECIAL RULES: Deep Strike, Move Through Cover,
Voice of Command (Tempestor Prime only) (pg 28).

Clarion Vox-net: Any friendly unit from the same Militarum
Tempestus Platoon within 18" of the Tempestor Prime can
use his Leadership for any Fear, Morale or Pinning tests

pro——

TEMPESTUS SCIONS

Each squad of Tempestus Scions consists of veteran warriors,
trined and equipped to the highest standard. Protected by
rigid armaplas and reinforced ceramite plates, Scions wield a
sophisticated range of high-powered weapons that perfectly
complement their shock assault role, and their discipline is
such that they can direct their deadly firepover o absolute
optimum effect.

MiLiTARUM TEMPESTUS
g

Militarum Tempestus Scions are often viewed with fear or
resentment by the regular troops ~ nicknamies stch as ‘glory
boys' and 'big toy soldiers' are common, Yet this rancour

is nothing (o the Scions themselves. Trained in covert
operations and rapid insertion strike-tactics, they go to
batle confident that their every deed is for the good of the
Imperium itself.

WSBS S T W
Tempestus Scion 374 38ar]
Tempestor 3 43 3 1

UNITTYPE: Tempestus Scions arc Infantry.

Tempestors are Infantry (Character).

‘WARGEAR:
Tempestus Scion: Carapace armour (pg 64), hot-shot lasgun,
frag grenades, krak grenades.

Tempestor: Carapace armour (pg 64), hot-shot laspistol,
close combat weapon, frag grenades, krak grenades.

SPECIAL RULES: Decp Strike, Move Through Cover.




' The Chiimera is the most prolific and popular armoured

transport used by the Imperial Guard. ILis rugged, versat
and casy to produce in huge numbers, For thousands of
years it has been accepred wisdom that the Chimera punches
well above its weight in a firefight; the tank itself mounts
avariety of punishing ant-personnel weaponry, while
passengers can lay down additional fire from ts spacious 0p
hatch and flank-mounted lasgun arrays

ile,

With its slab-like frontal armour the Chimera is well suited
(0 so-called ‘armoured fist' assaults. Roaring forward through
withering fire, the Chimera shields its human cargo long
enough to disgorge them directly into forward positions
from which they can breach the enemy's lines. Such squads
lend speed and flexibility to the rigid formations of the
Imperial Guard, and the impact of such armoured charges
has won numerous victorics for the Imperium of Man

Over the millennia, the Chimera has been employed in
countless war zones, demonstratng its adaptability ume
and again. High-gain, sccurely enscriptured vox-arrays allow
the Chimera to function as a mobile command bunker
The tank’s amphibious capabilitics permit transportation of
C swamps and rivers

across

10 strike at unguarded encmy flanks

The strategic value of the Chimera was amply dey
duning the cleansing of Pelos IV. In the face of any
overwhelming traitor offensive along the north ba
River Fireflow, Catachan General Henk Oberstein.
three full companies of his fincst Jungle Fighters
Chimeras and had them ford the river in a viide flank
manocuyre. Caught between Oberstein's heayy weapos
emplacements and the shock assault of the armoured
spearhead roaring out of the river’s churning waters, te.
(raitors were swiftly and efficiently crushed.

It is for these reasons and many more that the Chimera js
seen as the faithful workhiorse of the Imperial Guard. Equa)
to almost any strategic challenge from convoy escort to the
brutal rigours of the most apocalyptic battles, the Chimers
APC is one of the finest weapons in an Imperial Guard

Chimera 3121010 38

UNITTYPE: Vehicle (Tank, Transport).

WARGEAR: Multi-laser, heavy bolter, searchlight,

smoke launchers.

TRANSPORT:
Transport Capacity: Twelve models

Fire Points: Two models can fire from the Chimera’s top
hatch. Note that a model with the Heavy Weapons Team
special rule counts as a single model.

Access Points: A Chimera has one Access Point at the rear

SPECIAL RULES:
Amphibious: A Chimera treats all water features as open:
terrain when it moves.

Lasgun Arrays: A Chimera has two separate arrays of three
lasguns ~ one array located above each side of its hull. Up @
sixmodels in the embarked unit (a maximum of three per
array) may fire one lasgun each from these lasgun arrays.
provided those models are not using the Chimera's Fir¢
Pomts this turn. To represent the unusual nature of these
\weapons, use the Chimera's Ballistic Skill for these shots=
the lasgun arrays can shoot at this Ballistic Skill regardiess o
how far the Chimera has moved, If the Chimera has sulfe

4 Crew Stnned or Crew Shaken result, the lasgun s
<an only make Snap Shots. Lastly, cach array may shoot ata
different target 1o the Chimera's other weaponry, though !
lasguns in the same array must shoot at the same HrEet

leohu': Command Vehicle: An officer embarked within
o meri may still issue orders (o squads. Measure range
rom any part of the Chimera's hull.




wrox APC is designed 1o hit hard and fast, exploiting

in the enemy battle line or plugging those torn in the

Imperium's. Though lightly armourcd, the Taurox packs a
punch, mounting twin-linked autocannons to mow down

emy forces as it roars mto the breach. Meanwhile, its

igged ‘Castellan’ quad-track unit allows the Taurox 1o
tiate even the most tangled terrain with case.

The Taurox's capacity to punch through scemingly

impossible terrain makes it an ideal counter-attack asset
~ Impenal Guard commanders will often hold back squads
of short ranged, hard-hitting infanury in Taurox APCs,
throwing them in to blunt enemy breakthroughs before
they can build momentum. However the Taurox's ability to
traverse rough terrain also finds it regularly employed as a
light recon vehicle, or running escort dutics on columns of
artillery. Here 1t will swiftly deploy squads of heavy nfanury,
countering unexpected threats with overwhelming firepower
until reinforcements can be brought o bear:

rArmour-
BS F S R HP
3 111010 3

UNITTYPE: Vehicle (Transport).
WARGEAR: Twin-inked autocannon.

TRANSPORT:
Transport Capacity: Ten models

Fire Points: The Taurox has two Fire Points on cach side of
the hull.

Access Points: The Taurox has one Access Point on each
side of the hull and one at the rear.

SPECIAL RULES:
All-terrain APC: This vehicle re-rolls all failed Dangerous
Terrain tests.

vehicles are the ideal transport for the clite forces of the
Militarum Tempestus.

rArmour
: BS F S R HP
Taurox Prime 4111010 3

TAUROX PRIME

Avariant of the Taurox built for use by Militarum
Tempestus, the Prime’s design is efficient and flexible.

The yehicle's chassis incorporates arcane technologies that
allow it 10 sustain Tempestus Scions operating in extremely
hostile environments, or even the cold vacuum of space. The
vehicle can be internally pressuriscd, and features a suite of
lifesupport systems, Further, its engincs can be compelled -
using the proper rituals and prayers — to channel magnetic
force into the Prime’s tracks, This enables the vehicle 1o
cling (0 vertical surfaces, and even operate in zero gravity
conditions, The Taurox Prime’s weapon load-out is equally
Yersatile — whether blasting enemy infantry apart with hails
Of missiles and gailing cannon fire, or bringing down tanks
and fortfications with their lightweight battle cannons, these

UNITTYPE: Vehicle (Fast, Transport).

‘WARGEAR: Taurox battle cannon (pg 62),
twin-inked hotshot volley gun (pg 61).

TRANSPORT:
Transport Capacity: Ten models

Fire Points: The Taurox Prime has two Fire Points on cach
side of the hull

Access Points: The Taurox Prime has one Access Point on
cach side of the hull and one at the rear

SPECIAL RULES:
Allterrain APC: This vehicle re-rolls failed Dangerous
ain tests.




Wyrdvane Psykers tansform the howling might of the Warp
into a deadly weapon of Imperial supremacy. They are
formed from those Scholastica Psykana inductees not able
{0 control their burgeoning powers without guidance and
aid. Some have not yet completed the gruclling training to
become a Primaris Psyker. Others will never achicve that
goal, mtroverted beyond rescue by the horrors of their own
minds. As individuals, such psykers are unpredictable and
unsafe. Yet working in concert, these deadly mutants can be

a valuable asset

Eerily attuned to one another, Wyrdvane Psykers draw
strength from communion. A Ministorum choir may entwine
voices of sarying ability into a strong and harmonious whole
So do squads of Wyrdvanes link their thoughts, the beter to
slaughter the foes of Mankind. Corposant lightning crackles
around the Wyrdvane Psykers as they marshal their powers
Moans and wails spill from their lips, tangled amid stringy
ropcs of vomited ectoplasm. Armoured batdle tanks buckle
inwards as the psykers focus their power, crumpling upon
their horrified crews like a ration-pack in an Ogryn's fist
Heretics arc incinerated amid billowing clouds of psychic
flame, domes of protective telckinetic force enfold quivering
Imperial Guardsmen, while pervasive many-voiced whispers
talk warriors into madness or hornfied self-destruction

D =g

The night was black as putch. Around the Valhallans’ position,
unseen things muved in the darkness, drawing stowly,
imexorably closer. Wirlen mopped at his bloody nose with a rag
and tried to ignore the muttering of the nfantrymen around
hom. His squad had lost men in the ambush just like the vest
of them, yet to listen to these blunts you'd think the Wyrdoanes
hiad pulled the triggers themselves. He squashed the familiar
spike of resentment as he caught the words ‘mutant’ and
“cursed’. These are not bad men, he told himself, just scared,
and ignorant. Yet that mght make them dangerous. It was
time to vemiind them that the Wyrdvane Psyhers were powerful
servants of the Emperor, and not witches to burn for uck
Closing his eyes and opening his mind, Wirlen reached out and
' Jound his brothers. Poor Stacht, gibbening and rocking. Holsul,
s mind a placid lake. Eurum, his anger burming as bright as
the fires he could conpure with @ thought. Like a choir of vorces
 sing in harmony, the Wyrduanes entuwined their thoughts
| as they had been tramed. Gathering power to themselves
and shuting out the whispered temptations of the Warp, the
pykers' spints quested outward, the gloom no obstacle to theiy
| wikclsight. Thewe, amongs! the ruins, lithe xenos forms cropt
. cver closer (o the unsuspecting Valhallans. Rising to therr feet,
the exhilaration of unty singing through their minds, Wiyien
b an his bothers focussed their powers 0 a single, furious oy

b The night it up with psychic fire as a roanng bolt of enengy
ashed out, engulfing the screaming Dark Eldar and turmipg
them 10 ash. As he returned to his body Wirlen noted he
Valhallans were now wide-eyed and stent. Let them think
limiself, bfore reaching out with his
laughter. A

permitted to take 0 the field unsupervised.

are formed into potential squads based on the ome
the Emperor's tarot, and must endure numerous inhy
{ests before they are declared battle-ready. They mug
demonstrate their ability to guard one another's min

the trials to which they are subjected, and even those that.
do are still destined to be treated with fear, revulsion and

mistrust. Many commanders will leave a Commissar or tyo
close proximity to a group of Battle Psykers, just to be safe:

Insular in the extreme, squads of Wyrdvane Psykers. rarely.
mix with the common troopers — they are only oo aware
of their comrades’ superstitious disgust, and do what th
can to avoid antagonising them. Yet for all this, Wyrdvane
Psykers arc loyal and dedicated soldiers of the Imperium,
risking their very souls to fight in defence of the Emperor's
realm Indecd, while most officers would be loathe to admit
it, a squad or two of Wyrdvane Psykers is often worth several
times their number of ‘proper’ Imperial Guardsmen.

OF course, this 1s not always the case. After all, the dangers
of manipulatng the powers of the Warp are very real, and
the psykers' comrades fear their unnatural abilities for
good reason. Horror stories abound amongst the Impenal
Guard of Wyrdvane Psykers bursting spontancously aflame
in the midst of battle, or else becoming possessed by terrible
entities and slaughtering friend and foe alike. However,
the Scholastica Psykana's screening stamps out mas
potential disasters before they can occur, and for every
uncontrolled explosion of Warp energy there are a dozen
battles where the Wyrdvanes prove their worth

As Humanity's psychic potential squirms ever closer to the
surface, Wyrdvane Psykers become an increasingly commen
sightin the ranks of the Imperial Guard. Indeed, as the hour
darkens and Mankind's cause becomes ever more desperate;
some whisper darkly that these dangerous mutants may one
day replace good honest soldiers altogether,
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Wyrdvane Psyker 3

UNITTYPE: Infantry

WARGEAR: Flak armour (pg 64), laspistol,

close combat weapon,

SPECIAL RULES:

Brotherhood of Psykers (Mastery Level 1).
PSYKER: Wyrdvanc Psykers generate their powers

from the Bioman ivinati
L <y, Divination, Pyromancy and
Telekinesis disciplines




hless resilient than their human comrades, Ratlings
maturally excellent shots. Itis said that Ratling marksmen
take the head off a heretic from over a kilometre away
upled with their knack for staying out of harm's way, th
* makes Ratings formidable snipers who can take a surprising
" toll upon superior enemy forces, Inevitably, the abhuman
\gs face prejudice from the men they serve alongside, yet
their skill as thicves, fences and black marketeers tends to win
 them acceptance. Indeed, Guardsmen who give the Ratlings
too much grief will often find themsclves mysteriously short
of ammunition in the heat of battle, while their diminutive
tormentors watch gleefully through telescapic sights

Hit him from here? Arc you scrious, longshanks? Do I fook like
across-cyed Catachan? I could take his head off from tuice this
range, ust watch this._!

- 'MapEYE' MCGRIFFIN, RATUING SNipER
==

Regardless of their small stature, and their questionable status
as sanctioned aberrants, Ratlings have proven invaluable to the
Imperium’s armies time and again. On Crasulle, during the
War of Weeping, a single squad of Ratlings held the narrow
bridge over the tumultuous Widowash River for three full days.
Six times the Tau attempted to dislodge Manvolio Grand's
Rading Sharpshooters, and six times they were hurled back by
pinpoint fire. Kroot Shapers and Pathfinder Shas'ui tumbled
into the river's surging flow, neat holes blown through eye-
sockets and throats. When a pack of Kroot Hounds was loosed
across the bridge, the Ratlings put cach down with a single
shot, the last beast skidding to a halt on its face a good three
metres short of Manvolio's smipers. Eventually, the Tau were
forced to commit several Stealth Teams (o the fight — against
these near-nvisible foes, the Ratlings stood litde chance. Most
of the abhumans were slaughtered before they could flee, but
Manvolio and his closest cronies made it back to Imperial lines
alive, there 1o be hailed as heroes for their efforts

Though devious, duplicitous and morally dubious, Ratlings
possess such unique talents that they will always find a place
in the armies of the Imperium. Whether killing off cnemy
officers or procuring black-market amascc for their own, these
devious abhumans have certainly found their niche

UNITTYPE: Infantry.
WARGEAR: Flak armour (pg 61), sniper rifle, laspistol.
SPECIAL RULES: Infiltrate, Stealth.

Shoot Sharp and Scarper: Ratlings can make a shooting
altack and then Run in the same Shooting phasc,

Driving snow swepl down upon Kadyusha City, drven almost
homzontal by the howling wind. Even over the screaming gale,
the thunder of war was palpable. The roer of archaic bolters
mingled with the revoing of engines, the hiss of lasguns, and
the whoop and boom of artllery shells as the Mordian 10th
advanced on the Mausolewm Distrct. Dug in to receve the
altack in the Square of Contemplation, a force of Iron Warriors
strafed their shots through the tight-packed ranks of Mordians
as they struguled up the snowy streets. The Imperial Guard
advance was losing momentum with every passing minute,
flames dancing anud the blizzard as one Leman Russ after
another was disabled by rencgade heavy weapons

Suddenly, the Warsmith commanding the trators spun on

has heel and toppled into the snow, @ neat black hole punched
Jront-to-back through his helm. A moment later, several more
ey Tron Warriors were pitched off their feet, hetmet lenses
crazed and gorgets punctured by sniper fire. Heavy bolters and
lascannons tumbled from their dead hands, and as the trattors'
Jire slackened the Mordians surged forward once more. In: the
mayhem, few noticed the band of short, wiry figures swathed
camo-patched furs. The Ratlings scrambled from the first floor
windaws of the Chambers Munsficent, dropping ta the roadway
and setting off in search of @ new vantage point. 5




Opryns are a crude and exceptionally reslient breed of
abhuman hailing from primitive, high gravity worlds.
Lacking in intellect, Ogryns compensate for their stupidity
with overwhelming physicality - the brutish creatures stand
around three metres tall and can shrug off wounds that
would kill an Imperial Guardsman several umes over These
qualitics mean that Ogryns make exceptional shock troops
Anyone that has witnessed an enraged Ogryn tear the head
from a Traitor Marine with a single brutal wrench will think
wice before questioning the huge abhumans’ value

Itis fair (o say that Ogryns do have their limitations. Their
cquipment must be simple and exceptionally rugged, as
anything within arm's reach is likely o see bricf and violent
service as an improvised club. Their heavily built ripper
guns must also be fitted with burst limiters to stop thirty
seconds of noisy cnjoyment leaving the abhumans without
ammunition before battle even begins. Ogryns are casily
confused, meaning they work best when given simple,
straightforward missions. Their lack of personal hygiene
borders on the criminal, making them deeply unpleasant
company for common Guardsmen during the long,
confined weeks of Warp-travel. However, once indoctriated
nto the Impenal crecd they are doggedly loyal, and the
Oggryns' strength and resilience make them a potent weapon

n

UNITTYPE: Ogryns are Infantry. Ogryn Bone ‘eq
Infantry (Character).

WARGEAR: Flak armour (pg 64), ripper gun (pg 62),
frag grenades.

SPECIAL RULES: Hammer of Wrath, Stubborn,
Very Bulky.

BULLGRYNS

Bullgryns arc clad in custom-made carapace armour and
carry crude assault weaponry to capitalise on the abhumans'
stature and resilience. While some wield power mauls and
bucklerlike brute shiclds, the simple but effective stab
shields are their trademark, locking together to form a
mobile defence line. So deployed, these units provide
their comrades with a wall of walking cover as they advance
across the battlefield, soaking up vast volumes of enemy fire
in the process,

The Ogryns take their protective duties very seriously and
will often form a line at the slightest sound of gunfire,
which can be most inconvenient in crowded trenches. Yet
Guardsmen advancing behind a Bullgryn squad swiftly
forget such mishaps as shots whine harmlessly from the
Ogryns' shields, leaving those soldicrs crouched in their lee
unharmed. Necdless to say, casualties are high among the
abhumans themselves, but the close range bombardments of
the Ogryns' grenadier gauntlets exact brutal revenge soon
cnough. The foe are left recling and shell-shocked even
before the maulvielding Ogryns charge into their midstand -
bludgeon the survivors to a red paste.

WS BS
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Bullgryn Bone ‘cad 4 3

UNITTYPE: Bullgryns are Infantry.
Bullgryn Bone 'eads are Infantry (Character).

WARGEAR: Carapace armour (pg 61
grenadier gauntlet (pg 61), frag grenades, slabshield (L

SPECIAL RULES: Hammer of Wrath, Stubborn,
Very Bulky,




‘a galaxy overrun by vast engines of war, many would deem
e notion of men on harseback a worthless anachronism,
 Rough Riders hailing from worlds such as ,\mL\ put the
e to this belief, Commonly recruited from the b is
pulations of feral or feudal worlds, Rough S use
their heritage as expert cavalrymen to perform a number of
disparate tactical roles for the Imperial Guard in batdle. These
" fierce men and their equally irascible steeds can mave far
faster than ground-slogging infantry, even over rough terrain,
and thus fulfil dutics as long range scouts or counter-charging
shock troops with equal case

&
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 Rough Rider Sergeant 3 3 3 3 |

UNIT TYPE: Rough Riders are Cavalry.
Rough Rider Sergeants are Cavalry (Character).

‘WARGEAR: Flak armour (pg 64), hunting lance (pg 62),
Iaspistol, close combat weapon, frag grenades,
krak grenades.

SENTINELS
MWW

The Sentinel is a fast-moving combat walker employed to
scout dense terrain and provide close infantry fire support
With surprising speed and locomotive dextenty, Sentinels
can traverse terrain that would confound other armoured
vehicles. The ighter-armoured Scout Sentinels, in particular,
arc used to range ahead of the main batle line, setting

up brutal ambushes or launching pin-point raids. The
enclosed forms of Armourcd Sentinels fulfil a different
role, exchanging the Scout Sentinels' agility for increased
durability and a wider range of heavy weapons to duel with
enemy tanks

-Armour
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Scout Sentinel 335101010 3 1
Armoured Sentinel 35 12 10 10

UNITTYPE:
Scout Sentinels are Vehicle (Walker, Open-topped).
Armoured Sentinels are Vehicle (Walker).

'WARGEAR: Multi-laser.

SPECIAL RULES (Scout Sentinel only): Scout,
Move Through Cover.




The Leman Russ battle tank is an ironclad decla
might made manifest. They are "{c mainstay of
Guard's armoured forces, lumbering slabs of.

intolerance whose inexorable advance has ground
focs of the Tmperium (o bloody ruin. i

What the Leman Russ lacks in speed, it more than
for in brute force and survivability. Enemy fire pa

s inches-thick armour like dust on the wind. Between|
sponsons, hull and turret the Russ carries enough fi
1o pound almost any foe into submission. The tank's
rugged simplicity and ease of manufacture ensures that
the Imperium can field whole companies of Leman Russ -
with e: burying the outnumbered foe beneath waves of
irresistible armoured fury.

Dedicated Leman Russ tank companies play a key role in
Imperial strategy, and the greatest Imperial tank offensives
will sce armourcd formations many miles in breadth sweep:
all before them in a rumbling tide. However, it is commion
1o sec armoured companics broken into squadrons to
support infantry and artillery elements in the field. The
presence of even one Leman Russ can bolster the fighting
strength and morale of Imperial Guard infantry enormously,
while a whole squadron of such armourcd brutes wields
serious destructive power. Leman Russ squadrons can be
deployed to spearhead an all-out offensive, reduce an enemy
to a tangle of blood-soaked wreckage, or
safeguard the thundering guns of an artillery company from
attack. With its many common variants, the Leman Russ is
aversatile and deadly tool in the arsenal of any Imperial
Guard commander.

LEMAN RUSS BATTLE TANK

The standand Leman Russ' versatile weapon-fit and hefy battle cannon
ensure it s capable of facing down almost any battefield target

rArmoury
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Leman Russ Batde Tank 3 14 13 10 3

UNITTYPE: Vehicle WARGEAR: Batde cannon,

(Tank, Heavy). heavy bolter, searchlight,
smoke launchers.
LEMAN RUSS EXTERMINATOR

The Exterminator mounts a fearsome twin autocannon and specialises in
perforating enemy light vehicles and infantry

rArmour 4
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Leman Russ Exterminator 3 14 13 10 3

UNITTYPE: Vehicle WARGEAR: Exterminator
! (Tank, Heavy). autocannon (pg 61),
heavy bolter, searchlight,
smoke launchers,

s M




SS VANQUISHER
mounts a deadly, long barrelled anti-tank gun and is
ander's steed of chotce.

'UNITTYPE: Vehicle 'WARGEAR: Vanquisher battle
cannon (pg 62), heavy bolter,
scarchlight, smoke launchers,

Y -

' LEMAN RUSS ERADICATOR
The Eradicator's nova cannon unleashes wradiated shock-waves that
pound dugan mfaniry to smouldenng ash

rArmour B
BS F S R HP b
man Russ Eradicator 3 14 13 10 3

UNITTYPE: Vehicle WARGEAR: Eradicator nova
(Tank, Heavy). cannon (pg 60), heavy bolter,
searchlight, smoke launchers.

LEMAN RUSS DEMOLISHER

The utler lethality of the Demolisher's primary armament makes it the
undisputed king of the close range firefight

rArmour
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Leman Russ Demolisher 3 14 13 11 3

UNIT TYPE: Vehicle ‘WARGEAR: Demolisher siege
(Tank, Heavy). cannon (pg 60), heavy bolter,
searchlight, smoke launchers.

LEMAN RUSS PUNISHER
The Punisher is an unsubtle bullet-hose that applics the simple principle
of overwhelming firepower to slaughter its targels

rArmour -
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Leman Russ Punisher 3 141311 3

UNITTYPE: Vehicle ‘WARGEAR: Punisher gatling
(Tank, Heavy). cannon (pg 62), heavy bolter,
searchlight, smoke launchers.

e

LEMAN RUSS EXECUTIONER

The Extcutioner's plasma weapons fire with the fury of a miniature sun

rArmour o
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wan Russ Exccutioner 3 14 13 11 3

UNITTYPE: vehicte WARGEAR: Executioner

(Tank, Heavy). plasma cannon (pg 60),
heavy bolter, searchlight,
smoke launchers.




* VALKYRIES
& VENDETTA GUNSHIPS
BRI

The Valkyrie Assault Carrier and its sister gunship the
Vendetta are well-armed, twin-engine attack craft. The
durable armour and ve yload of the Valkyric chassis
combine with the aircrafts powerful engines and stable
handling to make ita popular choice for a broad spectrum
of battleficld roles.

Sporting a troop transport capacity on par with the
ubiquitous Chimera, the Valkyrie is often used to swiftly
redeploy squads of infantry. Strikes at key targets by cadres
of Tempestus Scions, reinforcement of buckling batle lines
by grim faced bands of Veterans, cven hasty transportation
for ranking officers — all of these and more are the duty of
the Valkyric. By comparison, the Vendetia Gunship cuts its
transport capacity to make room for additional fucl cells
and servocapacitors. Though these modifications subject
unfortunate passengers to waves of noise and heat, this is

e up for by the substantial up-gunning of the
battery of lascannons jut aggressively from
wings and muzzle, a fearsome payload for
rborne hunting of

more than 1
awrcraft itself
the Vendet
an aircraft of its size which permits th
heavy armour and monstrous beasts alike

With a few notable exceptions, most [mperial
formations will have small numbers of Valkyries
Vendettas attached to them on a temporary basis, sy
arc, first and foremost, the property of the Imperi
During

With vectored engines permitting vertical take-off and
Janding, these versatile aircraft can twist and turn through
the nigours of low-altitude dogfights, or hover while

rappel from their holds. Alternatively, every Valkyrie and.
Vendetta is equipped with sufficient grav-chutes for all
passengers, allowing if highspeed
deployment. These aircraft have a storied history of service
alongside Imperial infantry and armour regiments, and are
sometimes referred to by Imperial Guardsmen as the Wings
of the Emperor. Certainly those Guardsmen who have seen
4 ravening Carnifex cut apart from on high by a Vendetta's
lascannons, or been lifted from the path of an onrushing
Ork horde i the rugged confines of a Valkyrie, have
nothing but respect for these exceptional aircraft.

rArmour
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Valkyrie 3 121210 8
Vendetta 3 121210 3

UNITTYPE: Vehicle (Flyer, Hover, Transport).

‘WARGEAR:
Valkyrie: Multi-laser, two hellstrike missiles (pg 61),
searchlight, extra armour.

Vendetta: Three twin-linked lascannons, searchlight,
extra armour.

TRANSPORT-
Transport Capacity:
Vendetta: six models.

/alkyrie: twelve models.

Fire Points: None.

Acccss Points: Valkyries and Vendettas have one Access Poiflt
on cach side of the hull and one at the rear.

SPECIAL RULES:

Grav Chute Insertion: 1f a Valkyric or Vendetta has moved
more than 6", passengers may disembark, but they mustd®
30 as follows. Nominate any point over which the Valkyrie
or Vendetta moved this turn and deploy the unitasifit
were deep striking onto that point, If the unit scatters, &5
model must immediately take a dangerous terrain test: If%
of the models cannot be deployed, the unit is destroyed:




 faced by lighting-fast xenos fighters or dacmonic,
eringed monstrosities, the Hydra Flak Tank is ideally
jpped to blow acrial foes out of the sky. The Hydra's

dicaive logicspirit singles out and locks onto its targets with
tenacity of a predatory beast. Autoloaders engage with 2
g whine as the Hydra's turret traverses, its autocannons
jing as they fill the air with sawing lines of deadly
" firepower. Few airborne enemies, no mater how debased or
 unnatural, can survive for long once they are locked in the

Though the Hydra has sufficient armour to weather a fair
degree of punishment. it is intended primarily as a support
yehicle rather than a main line batdle tank. Faced by ground
targets. the Hydra has only a limited range of options for

s own defence and may face being overwhelmed by a
determined assault. However, when attached to armour or
infantry formations, the doughty tank really comes into

its own. Even a lone Hydra can throw up a storm of flak,
swatting enemy aircraft from the skies with an adamantine
fist. When several of these vehicles draw up and open fire,
the devastation wrought on airborne focs is spectacular. With
sufficient infantry or tanks to guard them from direct attack
the Hydras can remain safe from harm while concentrating
their efforts on keeping the skies clear.

For most Imperial Guardsmen, be they artillery crew, tankers
or footslogging infantry, the screaming approach of cnemy
aircraft is a sound that evokes absolute dread. When the
black shadow of monstrous wings falls across them, the

men of the Guard have litde defence besides prayer. So it

is that the Hydra has acquired a reputation as an omen of
good luck. With nicknames ranging from ‘steel saviours’

10 the more colloquial 'bug-zapper’, Hydras are viewed

vith comradely affection by most Imperial Guardsmen. A
common tradition amongst the men of many regiments is (o
12p their knuckles against the hull of a Hydra before baule;
this so-called "angel's knock' is performed in solemn silence
and intended to draw the vigilance of the Hydra’s machine
spirit in the battle 10 come. Hydra crews share in their
vehicles' popularity, enjoying something approaching folk-
hero staws amongst their comrades and a place around 2
squad’s campfire. Some Hydra crewmen revel in the reg;
of their comrades and the adrenaline rush of their duty,
while others find the weight of responsibility uncomfortable,
but few are foolish enough to believe the camaradenic of
their fellows is untainted by selfinterest

rd

Regardicss of their crews' attitudes or affectations, when
Hydras roll into battle they can make all the difference
. Wan Imperial Goard army. On Sarentos 111, during the
batde of the Sandsea, the Cadian 1652nd Armoured were
tasked with breaking the Necron line. Roaring across the
dunes, the Leman Russ squadrons of the 1652nd direcied
e 2 wil]xcring rain of fire into their deathless foes, Great
B9 of crimson sand were blown high into the air as the
- Necron Jine disintegrated before the tankers' armoured
harge Then came the Doom Scythes, Screaming over the
1d o howling repulsorjets, several wings of the

ommous alien craft began to strafe the Imperial tanks with
the glowing beams of their death rays. Flames billowed

and black smoke gouted forth as first one Leman Russ and
then another exploded. For a perilous moment it appeared
as though the 1652nd would be hurled back in disarray -
yet their commander had issued his own call for support
and barrelling over the crest of a nearby dune came three
Hydras. Tracks churning spumes of sand in their wake, the
flak tanks marked their targets and opened fire, filling the
sky with fury Onc after another, the Necron attack craft
were riddled with holes - flurries of sparks and crackling
green lightning wreathed their hulls as the Doom Scythes
plummeted to the dunes below, tumbling end over end and
exploding with enormous force. As the last of the enemy
aircraft turned tail and fled, the surviving tanks of the
1652nd pushed forward again, their route to victory now
covered by the watchful guns of the Hydras.

rArmour
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UNIT TYPE: Vehicle (Tank, Open-topped).

WARGEAR: Two twin-linked Hydra autocannons (pg 61),
heavy bolter, searchlight, smoke launchers.



When the Imperial Guard go to war, they march to the
thunderous report of batteries of Basilisks whose guns can
flatten cities and end worlds, Instantly recognisable for the
Tong, looming barrel of its carthshaker cannon, the Basilisk
bo

oasts a prodigious range.

The far-reaching, massed firepower of these tanks is one
of the most deadly and reliable tools at the disposal of
High Command. Gaping holes can be blown in enemy

i battle lines to pave the way for spearhead assaults. The

J mightiest bastions can be crushed to rubble bencath
remorseless bombardments that last for days. Encmy
mobility is restricted by rolling carpets of explosions that

creep inexorably forward, leaving nothing in their wake
but corpse-strewn craters and smouldering wreckage. Fast
moving or elusive threats such as Dark Eldar raiding partics
or Tyranid scout-beasts find their unnatural abilitics uscless
as they are caught in blast-zones many kilometres across
Most importany, long range bombardment by Basilisks
can climinate at a distance those threats too powerful or
potentially corrupting for Guard forees to face at close
quarters. Towering Bio-titans, waves of gibbering Daemons,
Tau baulesuits with the power 1o atomise columns of
attacking armour - all are pounded to ruin by the relentless
attentions of massed artillery fire

 BASILISKS

Individual Basilisks or batteries thereof are often broke
avay from their parent formations and attached ‘
and armour regiments. Such an arrangement all 7
artillery vehicles to perform the same tasks a5 a full g
but on a localised scale. Under the muzzles of the:
guns, howling mobs of Orks disappear in blizzards o
shrapnel. Fortifications are broken open, ready for ass
by grim-faced waves of Guardsmen. Spike-studded herei
battle-tanks are leftas ruptured wrecks, while xenos way
that would leave trails of Guardsmen dead in their wake a
contemptuously blown to pieces amid volleys of phummetis
shells, No matter how unnaturally gifted the foe, their
deviant blessings are as nought in the face of such earth-
shaking firepower.

ic |
e

Identify your target. Concentrate your firc o it 0 the exclusion of all
else. When it is destroyed. choose another target. That is the way fo
secure victory!

- THE TacTiCA IpERIUM

Imperial Guard infantry derive huge benefits from being
assigned dedicated Basilisks to support them in the field.
Indeed, among many regiments it is considered a manifest
sign of good luck to be assigned ordnance cover. However
i should not be forgotten that the arrangement is murually
beneficial. The galaxy 1s teeming with foes that can make
short work of slow moving, cumbersome targets like Basilisks
at close quarters - a few good squads of footsloggers to
scrape the xenos off your hull can mean the difference
between life and death for Imperial artillerymen

From the carliest days of the Imperium, Basilisks have
proved their worth on baulefields beyond counting. At

the sicge of Kanza, batteries of Basilisks threw down the
gates of the Endless Fortress amid a rain of flame and fury,
clearing the way for tank columns to press home the atiack
During the Jourgol Blitz, when the traitor Titan End of
Days broke through the Vostroyan lines and annihilated
Iigh Marshal Gostov's command Leviathan, it was a point-
blank bombardment of Basilisk fire that brought down the
monstrous Dacmon Engine 1elds and brought it (o 165
knees. No matter the foe, every Imperial Guard commander
knows that there is nothing that cannot be solved with
enough big guns,

rArmour

: BS F § R HP
(Basilisk 3 1210 10 8
UNITTYPE: vef

e (Tank, Open-topped).

WARGEAR: Earthshaker cannon (pg 60), heavy bolten
searchlight, smoke launchers.



n Suppression Tank exchanges the Hydra's anti-
autocannons for a pair of twin-linked stormshard

ban warfire, raining curtains of shrapnel down upon
dess enemy infantry without ever exposing itself to harm

lising a bastardised version of the Hydra’s auto-targeting
systems, the Wyvern runs constant proximity sweeps for
concentrations of enemy infantry. The machine spirits
of these vehicles are renowned for their malicious streak
_ —they actively seck the most tight-packed or vulnerable
groupings of the foe and strain (0 target them, sometimes
even overriding the commands of their crews. When the
tanks do let ly, their stormshard mortars emit a distnctive,
whooshing roar as they spew clouds of shells high into

the air. This sound becomes the dread of enemy forces
facing batteries of Wyverns in dense terrain — it is inevitably
followed by the howl of those same shells descending, the
crackling booms of their detonation and the harrowing
screams of the maimed and dying

“Hiding i the trees are they? Lets scc those grox-lovers hide from this!

- GUNNERY SENESCHAL BROMNER, WYVERN "RAIN OF ABSOLUTION

Specialising in close-ranged saturation bombardment, the
Wyvern fills a very different niche to the Basilisk. Though
lacking the all-out stopping power to fell heavy war engines,
Wyvems excel in generating an all-consuming storm of
shrapnel from which there can be no escape. A battery of
thesc belligerent artllery tanks can fill a street from end to
end with whistling, razor-cdged death, relentlessly pounding
enemy infantry until nothing is left but bloody mulch and
drifting smoke. Cover will not avail their victms, for their
shells plunge down from on high and there is nowhere
that their airbursting rounds cannot reach. Undergrowth
15 tom 10 shreds, flakboard and barricades perforated
- Those crouched in craters, trenches or gun-pits find their
sanctuarics wrned suddenly to death-traps as they fill with
whizzing metal and spattering blood.

Ina galaxy where many of Mankind’s cnemics leave Imperial
Guardsmen with a feeling of powerlessness and inadequacy,
50 vindictive a weapon is popular amongst the men. Nothing
Testores an Imperial Guardsman's faith like watching
arrogant Eldar or terrifying Dacmons reduced to failing,
frantic madness by the relentless shelling of a Wyvern

battery, For their sheer spectacle alone these tanks are worth
tieir weight in gold, not only devastating the encmy’s forces
> but reducing them to a powerless, terrified mass as they die.

The Wyvern is a very versatile weapon for an artllery tank
= whole baterics of them can certainly be drawn up to
Pound a foe into oblivion, but more often they are auached
" small numbers to other formations, Even a single

e can provide an Infantry Platoon with invaluable
oserange fire support, fending off waves of enemics that

. The tank excels in the claustrophobic environment

might otherwise overrun the hapless Impenal Guardsmen
When deployed in support of other tanks, Wyverns prove
invaluable in keeping at bay those infantry threats that
would attack the vehicles vulnerable flanks and rear.

Wyverns can strike directly at concentrations of the foe in
order to clear a path, or spread their fire out in ‘area-denial’
bombardments that force even the most tenacious defenders
to quit their posts or dic. Even ulua-fast targets such as
jetbikes find themselves cut to picces by experienced Wyvern
crews, who will lead their fire 50 as to ensure airburst directly
above the victm just as it passes through the target area.
Each such successful hit clicits a grow! of satisfaction from
the Wyvern’s bloodthirsty machine spirit, even as its sensors
hunt cagerly for the next luckless victim

rArmour
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Wyvern 31210 10 3

UNITTYPE: Vehicle (Tank, Open-topped).

WARGEAR: Two twin-linked stormshard mortars (pg 62),
heavy bolter, searchlight, smoke launchers,




“The Manticare Rocket Launcher is an ancient siege engine
that dates back to the earlist days of the Imperium.
Once, these potent artillery tanks mounted a varicty of
devastating warlieads. Over time, as forge worlds have

fallen and technological lore has been lost behind the

veil of mythology, the Manticore’s versaulity has lessened
Though some variants still exist in far flung corners of the
Imperium, it is the Munitorum standard for Manticores

{0 go into batle bearing four mighty storm cagle rockets
These munitions are by far the most powerful remaining
Manticore armament, and are more than capable of causing
unsustainable levels of damage to any foc.

Each storm cagle rocket is a self-contained arsenal. Mounted
upon a single-stage booster and fitted with guidance and
detonation-augurs, these munitions are capable of extreme
range bombardment. The storm cagle warhead contains
concentric racks of high explosive bomblets, each soaked

in sacred unguents of the Mechamcus and hand-scribed
with the One Hundred Canticles of Wrath Soaring across
the batdeficld upon a contrail of flame, the storm eagle
descends upon its target like an avenging angel. The
deafening roar of the rocket's approach causes foes to abase
themselves in terrar, or flee screaming in a hopeless attempt
at self-preservation. Directly above the target-zone the
blessed warhead fragments to unleash its payload, bomblets

raining down across a wide area. Tanks are sent
wheeling, or are pulverised by concussive blasts.

atomised or hurled into the air; blackened bodies
down around the blastzone like fallen leaves. Each
spawns a thunderous carpet of detonations that leav
nought but wrath-strewn ashes in their wake.

Fhough its potency is undeniable, the Manticore 1s
ancient machine and prone to exhibiting considerable
tcchnological eccentricitics. To reload a Manticore requires
several hours of careful, uninterrupted ministration by
crew of Tech-Priests and specialist Servitors. This process
absolutely cannot be undertaken in the field, rendering
the tank’s ammunition reserve finite. This is coupled
with the fact that the sheer antiquity of the surviving
Manticores has rendered their machine spirits truculent
and tempera 1 If p ling are not (o the
{ank’s liking or its systems are treated without due delicacy,
the Manticore has been known to malfunction in a most
wilful manner. Storm cagle rockets deviate wildly off course,
fall uselessly out of the air, or ignore the depression of
Jaunch runes with curmudgeonly indifference. A Manticore
crew will commonly bow to their machine before and.

after combat, beg its permission before discharging its
weapons, and maintain a near-constant mantra of prayer
and obeisance in battle with the aim of mollifying their
armoured steed, yet still these difficulties are commonplace

Despite the Manticore’s unpredictable streak, many
commanders consider the rewards of their successful
employment more than worth the gamble. A single
Manticore is adjudged by the Munitorum to be equal in
material value to an entire battery of lesser ordnance, and
with good reason. When the tanks are attached to mper
Guard regiments for support, most officers employ them as
terror weapons at a pivotal moment, using the might of the:
Manticore to deliver the decisive killing blow.

rArmourq
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Manticore 312 10 10 3

UNITTYPE: Vehicle (Tank).

WARGEAR: Heavy bolter, searchlight, smoke launchers,
storm cagle rockets (pg 6

SPECIAL RULES:
Limited Ammunition: A Manticore Rocket Launcher carries
arack of four rockets. Only a single rocket can be fired bY
 Manticore Rocket Launcher in each of the Manticore's
Shooting phases. Furthermore, until it has been used; each
rocket counts as a separate weapon when determining
Weapon Destrayed results. Make a note cach time a 10¢ket
is fired or destroyed; once the Manticore Rocket Launchet
has fired all of its rockets it has run out of ammunition: an
cannot be fired again,




Guard arsenal are
idered so destructve that o sanction their deployment
out due cause and clear purpose is a capital offence.
chwezpons are designated ‘Ordnance Extremis' by the
unitorum. Chief among these implements of destruction is

" The Deathstrike exhibits huge range and destructive

capability, launching a single intercontinental ballistic
missile of inumidating size. Able to visit the wrath of the
Emperor upon targets half a world away, the Deathstrike
can mount a variety of horrifying payloads. Until recently,
however, it was a weapon in decline. The deployment of
asingle Deathstrike Missile Launcher requires a huge

of resources; the of these weapons

is a process littered with religious and administrative
complexities, and can take months. As a slow moving assct
whose deployment is ime-consuming and arcane, the
Deathstrike often requires its own dedicated escort and
presents the foe with a valuable and relatively soft target. For
the Departmento Munitorum, simple logistics has precluded
its deployment in all but the most extreme circumstances

This is not to say that Deathstrike Missile Launchers have
not seen use, for their formidable value and situational
versatilty are legendary. With a single successful launch
the Deathstrike can bring down an enemy Titan, punching
the towering war engine from its feet amid the false sun of
areactor meltdown. One well placed warhead can deliver
virulent pathogens to the heart of an army, wipe out the
entire command structure of the foe in a holocaust of
billowing plasma, or crush the morale of a wavering enemy
with its sudden, god-like wrath. Most terrifying of all are

the venerated Vortex missiles. These warheads are able to
sunder reality itsclf in a roiling wave of Warp energy that
guaranices the annihilation of anything caught in their blast
Vortex warheads arc so rarc that the improper launch of one
s punishable by immediate summary execution.

Itisa mark of how dark the days of the Imperium have
become of late that a brutal new tactic has appeared, one
that has seen the Deathstrike experience a renaissance
Held behind Imperial lines, Deathstrikes lurk out of sight,
remaining undetected while they await their moment
When enemy forces threaten catastrophic breakthrough,
ora suitably valuable target presents itself, waves of infantry
arc sent (o bog the enemy down. Fed short range combat-
launch coordinates, the Deathstrike Missile Launchers
discharge their terrifying weapons directly into the heart
Ofbaule. As the missile descends, friend and foc alike risk
Immolation amid the ve. Such measures
¢ as inhumane as they are desperate, yetin these times no
sicrifice is 100 great to ensure the survival of Mankind.

rArmour 7
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9 12 12 10 3

UNIT TYPE: Vehicle (Tank). i

WARGEAR: Deathstrike missile (pg 60), heavy bolter,
searchlight, smoke launchers.

SPECIAL RULES:

No Ordinary Weapon: A deathstrike missile cannot be
destroyed by a Weapon Destroyed result, only delayed.
Similarly a Crew Stunned or Crew Shaken result does not
prevent a Deathstrike missile from launching (sce below)

The Hour is Night The Deathstrike Missile Launcher may
not firc on the first turn of the game, or if it has moved
carlier in the wrn it wishes 1o fire, In the Shooting phase,
if you wish 0 fire the Deathstrike Missile, roll a DG with the
following modifiers

« Each full, consecutive game turn in which the Deathstrike
Missile Launcher has not moved: +1 i

« Each Weapan Destroyed result applied © the Deathstrike
Missile itself: -1
It the result is a 4 or more, the Deathstrike missile can be

fived, Note that a natural roll of a 6 will always result in the
missile firing, regardless of negative modifiers.




Sacrificing the Chimera's transport capacity for larger
engines and bulky canisters of volatile promethium, the

sports a ted fame-
thrower that discharges a selfigniting chemical. Typically
deployed in dense terrain, the Hellhound excels at flushing
dugein infantry from their bunkers and boltholes. The roar
and hiss of chemical flames fills the air as the Hellhound’s
inferno cannon opens fire. Fat sizzles and ammunition
explodes as enemy infantry reel screaming from cover,
ablaze from head to toe. As oily, reeking smoke fills the air,
the survivors fall back in desperate disarray.

The Hellhound's only real disadvantage is the ¢

short range of its primary armament, a limitation that
forces it to close with the foc during baule. When coupled
with the understanding that a fully fuclled Hellhound is a
massive firchomb waiting to happen, it is unsurprising that
most Hellhound crews are drawn from punishment details
and somewhat unhinged volunteers. These men, however,
take a perverse pnde in their mav putations. Many
Hellhound crews, treated to the front-row spectacle of
heretics and aliens burning in the fires of Imperial justice
begin to see their duties as akin to religious cleansing ~ such
pious pyromania leads to fatalism and nisk-taking, but also
encourages deadly, enthusiastic efficiency.

'HELLHOUNDS

DEVILDOG

The Devil Dog replaces the Hellhound's primary:
with a snubmnosed melta cannon. Acquiring its
the high-pitched howl this weapon makes upon fi
the Devil Do is capable of punching far above i
in armoured combat: Indeed, many Devil Dog cre

in the cradication of enemy armour and exceptios
infantry asscts. A foe forced to fight protracted cam s
in dense terrain against the Imperial Guard soon learns to'

don'tsoon find their vehicles reduced to molten slag by
aggressive and fast moving tank hunter,

“We flooded that buaker with fire and watched the heretics burn til they
was nothin’ but ash on the wind. It was beautiful Sarge beautiful,

- GUNNER ‘SCORCH” HENNESSEY, CATACHAN IX ARMOURED'

BANE WOLF
A decepuively simple adaptation of the Hellhound, the Bane
Wolf replaces its promethium with bulky canisters of toxic
gas. This incredibly corrosive fume has been certified by
the Adeptus Biologis as inimical to almost every lifeform in
the galaxy. Ejected from the tank’s chem cannon in hissing
jets, the hidcous substance chews through ceramite and
chitin alike in microseconds. The victim is dissolved by the
virulent chemicals, blood boiling and organs rupturing even
as their skin erupts into bubbling lesions and sloughs from
their crumbling bone unul the targets are reduced to aslick
of organic sludge to be ground beneath the tank’s whirring
tracks. Commonly, Bane Wolf crews are remote, taciturn
individuals who do not mix with other Guardsmen. Their
vehicles are as likely to see action quelling the uprisings

of traitorous human cults as they are against deadly xenos
threats, and to deploy the chem cannon against fellow
humans, no matter how debased, can be a harrowing
experience. It takes a particular kind of nihilist to crew such
ashort ranged and grotesque terror weapon.

rArmour
BS F S R HP
Hellhound 3 121210 3
Devil Dog 3 121210 8
Bane Wolf 3 121210 3

UNIT TYPE: Vehicle (Fast, Tank).

'WARGEAR:
Hellhound: Heavy bolter, inferno cannon.
Devil Dog: Heavy bolter, melta cannon (pg 61).

Bane Wolf: Heavy bolter, chem cannon (pg 60)-



Commissar Yarrick

HERO OF HADES HIVE

s Yarrick is a peerless Imperial hero, During
he Second War for Armageddon, Yarrick rallicd the
fenders of Hades Hive against the Ork hordes of Warlord
Ghazghkull Thraka when the city's fall scemed inevitable
Yarmick's courage and tenacity were an inspiration to his
followers, carrying them through hardships untold to
eventual victory despite a terrible cost in lives

g .

Heroes of Armageddon! You have withstood the evil sivagery of the
Orks, and they have nothing Ift for you 1o fear. So raise high the
black banners of vengeance — now s our timel”

- CoMMISSAR YARRICK, FINAL ADDRESS TO THE DEFENDERS
i OF ARMACEDDON

Yarrick's body is a patchwork of scars and bionics, yet the
old Commissar fights on unbowed. In combat with the
hulking Warboss Ugulhard during the final baule for Hades
Hive, Yarrick lost an arm. He took the Ork's head in return,
replacing his severed limb with Ugulhard's own power klaw
When he lost an cyc in a vicious fire fight, Yarrick ensurcd it
was replaced with a powerful laser-bionic, playing o the Ork
fear of his supposcd ‘cvil eyc’. Without the tireless efforts

of Commissar Yarrick, Armageddon and its surrounding
systems would surely have been lost to Ghazghkull's hordes,
and his crusade to finally slay 'the Beast of Armageddon’
continues (o this day.

5 WSBS S T W I A
CommissarYarrick 5 5 3 4 3 3 3 10
HeirLooms o CoNauEsT
UNITTYPE: Infantry (Character). Bale Eye: The Orks of Armageddon believed that Old Man.
Yarvick could kill with but a glance, a superstition that

WARGEAR: Carapace armour (pg 64), bolt pistol, the Commussar was keen to explow to his advantage. The
storm bolter, close combat weapon, power klaw, forbidding bale cye implanted in place of his awn can project a
frag grenades, krak grenades. : porwerful short-range blast of laser energy that will core out an

opponent’s skull at ten paces.
WARLOR] 3 N « 27).
e Dscploaniee (520 The Bale Eye can be used in the Shooting phase in
SPECIAL RULES: Aura of Discipline (pg 33), addition to firing another weapon

in of Command (pg 33), Eternal Warrior, & e
Independent Character, Preferred Enemy (Orks), ““G':K“ > = m’:l
st?lor Officer (pg 30), Summary Execution (pg 33), 3
Voice of Command (pg 28).

Power Field: Yamick is protected by a thrumming power field,

a potent personal shield generator that bleeds the force from:
incoming attacks amid crackling skeins of golden lightning
il it stops them altogether

Tron Wil If Yarrick loses his last Wound, place him on his
Side instead of remoying him. At the start of your next wrn,
Tl D6, On a 34 he regains a single Wound — place Yarrick
@ close to his previous position as possible whilst remaining
MOre than 1" from any enemy models or impassable (errain-
Onal or 2, Yarrick is removed as a casualty




Lord Castellan Ursarkar E. Creed was found, an orphan
child, in the war-torn ruins of Kasr Gallan. Clutching a
service pistol and a attered copy of ‘De Gloria Macharius',
this hard eyed boy was adopted by the Guardsmen of the
Cadhan 8th who had found him. From a young age, Creed
excelled as both soldier and tactician, rising swiftly through
the Cadian Whiteshields to cam a command of his own
This stocky and intense young warrior possessed an intuitive
grasp of strategy and was a natural leader. From squad-level
decisions to exercises with vast regiments of military might,
Creed displayed a genius that some whispered echoed that
of Macharius himself. Blistering assaults, devious traps and
impenetrable defences Creed'’s trademarks, and within
three decades the ragged orphan boy had earned acclaim as
Cadia’s greatest living commander Only the strict structure
of rank and privilege that governs the militarised society of
Cadia now held Creed’s meteoric career in check

This was to change when an insidious Chaos plot saw the
in. Into the

Cadian Goyernor Primus treacheroush
vacuum stepped Creed, who in the wake of his valiant

counter-offensive at Tyrok Fields was publicly named Lord
Castellan and Commander-in-Chicf of the Cadian Military.

COMMANDER OF THE CADIAN 8TH

———a::%-—f’—-_

beginning his tirelcss work to strengthen the defen
the Cadian Gate. His efforts came not a moment ta
for the hour has grown late and deadly focs stir onee;
within the Eye of Terror

gladly give his life o preserve that of his oldest comrade. His
xamplified voice rolls along the Imperial lines, ensuring
the Lord Castellan’s orders are followed to the letter

Lord Castellan Creed 4
Colour Sergeant Kell 4

UNIT TYPE: Infantry (Character).

'WARGEAR:
Creed: Carapace armour (pg 64), two hot-shot laspistols,
frag grenades, refractor field (pg 63).

Kell: Carapace armour (pg 64), laspistol, pawer sword,
power fist, frag grenades, regimental standard (pg 63)

SPECIAL RULES:
Creed: Voice of Command (pg 28).

Supreme Commander: Creed can issue up to three orders
a turn. Creed can issue orders that can only be issued by
models with the Senior Officer special rule. Failed orders
issucd by Creed must be re-rolled

Tactical Genius: If Creed is your Warlord he has 2 Warlord
Traits instead of 1, You can either roll twice on the same
Warlord Traits table or once each on two different Warlord
Traits tables (if rolling twice on the same Warlord Traits
table, re-roll any duplicate results)

Kell: Listen Up, Maggots!
Cr

f Kell is in the same unit as
d, Leadership tests for orders issued by Creed can be
taken on Kell's Leadership, not that of the ordered unit

Look Out — Arghh!: If 1 Wound is allocated to a charcter in:
this model's unit (other than another model with this §
rule), that character automatically passes its Look Out, Sit
testif it can make one. The Wound must be allocated (o thé
model with this special rule instead. If there is more than
one model with this special rule in a unit when a Wound is
allocated 10 a character, the owning player can choose which
of them to re-allocate the Wound to

S“vurn Protector: Kell must declare a Glorious ltervention -
“' hencyer possible and will automatically pass the test 0 B
the place of a friendly character in an ongoing challenge:



CGolonel ‘Iron Hand” Straken is Catachan’s most notorious
d storied commanding officer: A veteran of decades of

ore battles and survived more wounds than most Impe
Guardsmen have caten hot meals. Irascible and gutsy in
" e extreme, Colonel Straken leads from the front with 2
wigour that belies his years. Having worked his way up from
footslogging grunt to colonel of the entire Catachan 11
“Green Vipers', Straken continucs (o share every hardship
of the common soldier Larger than life and wwice as
violent, Straken can always be found where the fighting

is thickest. Bellowing a constant stream of orders and
invective, the Colonel stands shoulder to shoulder with his
fellow Catachans. Straken’s lack of tolerance for any display
ofincompetence or cowardice is legendary, and his men
redouble their efforts in their determination 1o live up to
Straken’s exacting standard

ral

Straken's high personal standards and cthic of ‘getng
stuck in” are matched by a determination never to waste
good Catachan lives for ephemeral gains. The Colonel
has nothing but scorn for officers who fritter away lives
10 further their own careers. This fact has caused endless

CoLONEL ‘TrRoN Hanp' STRAKEN

CATACHAN'S MAN OF ADAMANTIUM

friction with the commanders of other regiments, yet

Straken displays the same contempt for upper-cchelon
politics as he docs for the foc. Straken's men all but deify
their gung-ho commander, and have carried his battered
bady to safety almost as often as he has dragged theirs

Regardless of the Wop brass’ opinion, none can argue with
Straken’s breathtaking service record. Fighting imitially
under his mentor, the infamous Colonel Greiss, Straken
has distinguished himself at the Batde of Moden's Ridge,
the Dulma’lin Cleansing, the Ulani Aftermath and the
evacuation of Vartol City to name but a few. On Ulam 1V
Straken dragged a wounded comrade 1o safety across half a
conument. On Vendal's Landing he repulsed a phalanx of
Dacmon Engines with only twenty-two men, ten lasguns and
a case of shortfused mining charges. At the battle of the
Red Rain Straken personally defeated the notorious Dark
Eldar Archon Yrekh Drash in single combat, crushing the
degenerate xenos’ head in his whirring bionic fist

Medic! Stop whining, Brook. you'se got another damaed leg!”

- Cotoner TroN HAND STRAKEN, BATTLE oF MoDEN's Ripce

Dunng his vears of service the Colonel has suffered dozens
of wounds i the line of duty, amongst the most serious
being the arm he lost 10 a Miral land shark. This and a
plethora of other grave injuries should, by rights, have
lalled the indomitable Catachan several times over. Straken,
however, fights on with undiminished determination, his
aged body riddled with an ever increasing number of
gleaming bionics, and his orders punctuated by yells of ‘Do 1

have to do everything myself?!”

WSBS S TWI A
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Colonel Straken 5.4 6487

UNIT TYPE: Infantry (Character).

WARGEAR: Flak armour (pg 64), plasma pistol, shotgun,
close combat weapon, frag grenades, refractor field (pg 63).

WARLORD TRAIT: Implacable Determination (pg 27).

SPECIAL RULES: Fearless, Monster Hunter,
Senior Officer (pg 30), Smash, Voice of Command (pg 28).

Cold Steel and Courage: Colonel Straken and all friendly
wnits from Codex: Astra Militarum within 6" of him have the
Counter-attack and Furious Charge special rules.

Gung-hoi Colonel Straken must always issue and accept a

challenge whenever possible




Nork Deddog is an Ogryn bodyguard of legendary repute
Upon his recruitment into the Imperial Guard, Nork
quickly displayed an uncommon level of mental aputude
The surprisingly developed abhuman could sign his own
name, count to four, and even speak in short sentences. It
was not long before Nork was assigned to special duties as a
regimental lifeguard for Colonel Greiss of the Catachan 11

When the regiment was committed 0 the ongoing war

on Balor, it was soon apparent that Nork had found his
sizeable niche. While Greiss was as vocally warlike as any
g00d Catachan officer should be, he was old and physically
frail. The men of the regiment soon became used to the
old Colonel bellowing orders from the shelter of Nork’s.
massive frame, the Ogryn’s ripper gun mowing down the
foe with shredding bursts as shots rebounded harmlessly
from his bulky armour. After the disaster at Hill Gamma
Zero, Deddog's reputation was cemented when he carried
the badly wounded Greiss to safety through hostile territory,
dragging the wreckage of the Colonel’s Chimera behind hir
for cover the entire way.

Since that bloody conflict, Nork's skills as a bodyguard have
been in great demand. His loyalty is beyond question, and

al
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Nork DEDDOG

THE ULTIMATE BODYGUARD

the hulking Ogryn would rather smFAin terrible
than permit a single scratch upon his master.
overran the command dugout at the battle of Ch
Bridge, Nork was the only one to stand his grouw
Sub-overlord Ven Vambold. During the ensuing.
Deddog bullied his way into the Orks’ midst and sub

the xenos Warboss o a headbutt so ferocious that the
monstrous Ork was hurled from the dugout to its death in
the sizzling acid of the Chabda River far below.

Nork has saved the lives of well over one hundred officers,
caring himself a chestull of medals in the process. Dozens
of war zones that would have descended into anarchy have
instead seen the banners of Imperial victory raised high :
thanks to Nork’s constant, selfless heroism. During the brief
periods of peace between deployments, Nork experiences
chronic discomfort whenever compelled to accompany his
latest master to a social function or parade drill, However,
such embarrassments only encourage Nork to fight all the
harder when he returns to the field of battle, determined o
prove his worth and bask in the satisfying glow of being the
Imperial Guard’s finest bodyguard

Nork Deddog

UNITTYPE: Infantry (Character).

WARGEAR: Carapace armour (pg 64), ripper gun (pg 62),
frag grenades.

SPECIAL RULES: Feel No Pain, Hammer of Wrath,
Look Out - Arghh! (pg 56), Stubborn, Very Bulky.

Heroic Sacrifice: If Nork loses his last Wound in close
combat, he may make his full comp

of Attacks against the unit that killed him at the same
Initiative step, even if he has already made his Attacks in
that Fight sub-phasc. These Attacks may be exchanged for

a Thunderous Headbutt as described below. Nork re-rolls
failed To Hit and To Wound rolls when making the attack(s)
granted by this rule. He is then removed as a casualty.

Loyal to the End: Nork must declare a Glorious Intervention
whenever possible and will automatically pass the test o ake
the place of a friendly character in an ongoing challenge. In
addition, a Commissar or Lord Commissar will never shoot
Nork as a result of the Summary Execution special rulé:

Thunderous Headbutt: Nork may elect to exchange his
normal attacks in close combat for a single Thunderous
Headbutt with the following profile:

Range s AP

Type =
+3 3 Melee, Concussive



K ace,
aganda bills across
: Gadian Gate for decades. Yet itis on the field of baule,

d the snarl of engines, that Pask is
ruly at home. Possessing an instinctive nous for armoured
combat on any scale, Pask claims (o feel the tank he
commands as an extension of his own body, and has left the
wreckage of foes uncounted blazing in his wake

“The Victor Iivs in honour; the Vinquished dics in shame
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The Knight Commander began his rise to fame as gunnery
sencschal aboard the Leman Russ Hand of Stecl, serving
part of the Cadian 423rd armoured regiment. Deployed
onto the planet Cyris, the regiment formed part of a

battle group tasked with halting the relentless advance of
Waaagh! Gutcutta. At the battle of Genna's Rift the 42%rd
found themselves directly in the path of Gutcutta's final,
massive armoured push. As the two lines of war machines
crashed together, a lumbering Ork Baude Fortress ground
its way over the Hand of Steel, crushing the tank's twrret and
commanding officer in the process.

Swiftly taking command of the battered vehicle, Pask had
the driver swing around and, drawing a bead on the Ork
war engine still grinding through the Cadian lines, exccuted
itwith a single pinpoint blast of lascannon fire. The Battle
Fortress went up like the Saint Vanus Day fireworks and, as
1s flaming wreckage rained from the sky, Pask went on to
fally the Cadian counter-attack, claiming a further fourteen
confirmed armour-kills before the baule’s end

On the planet of Haytor's Hole, the Hand of Sterl was
Wrecked by the last survivor of a squadron of Eldar Fire
Prisms, though not before Pask’s Leman Russ had cut its
Kiler in half with its last, dying salvo. Declining the honour
of commanding one of his regiment’s mighty Bancblades,
Fask instead chose to demonstrate his solidarity with the
{ankers of the 423rd Claiming another Leman Russ 4 his
fiewsteed, Pask renamed her the Hand of Stecl.

This ritual has been repeated on a dozen occasions in the
decades since, Whether felling heretic Titans on Saint
CHlia's World or bating bio-titans amongst the Tyranid
SHAIS in the Batran Traverse, it is a brave or foolish foe
ideed that strays into the gun sights of Knight Commander
Paskand his FHana of Steel.

2 WS BS S
DB Commander Pask - 4 - - -

KNIGHT CoMMANDER Pask

CADIA'S ARMOURED BLADE

'WARLORD TRAIT: 014 Grudges (pg 27).
SPECIAL RULES: Leman Russ Commander (pg $2),
Tank Orders (pg 32).

Crack Shot: Shots madc by Pask's Leman Russ can re-roll
armour penetration rolls against vehicles, including glancing
or penetrating hits, but the second result must be kept,
Furthermore, the turretmounted weapon of Pask’s vehicle
§ains an additional benefit depending on s type

* When firing a batdle cannon, vanquisher hatdle cannon,
demolisher sicge cannon or cradicator nova cannon,
re-roll To Hit rolls,

Pask can

* An exterminator autocannon or punisher gatling cannon fired
by Pask has the Rending special rule

* When firing an exceutioner plasi
1o fire an incandescent plasma blast ins

non, Pask may choose
ad of using the
weapon’s normal profile. This has the following profile

Type
Heaw 1, Large Blast,
Blind, Gets Hot

307 7 2




This section of the baok lists the weapons and cquipment use

your games of Warhammer 40,000 Equipment that is carried by

by the Imperial Guard, along with the rules for using

amed special characters is detailed in the approp

fn the Heroes Beyond Number section (pages 27 to 59), while weapons and equipment used by all other types of

detailed here.

RANGED WEAPONS

Bt}

Profiles for the following ranged weapons are listed
in the Reference. Their full rules can be found in the
Warhammer 40,000 rulebook.

Autocannon
Autogun
Batlc cannon
Bolt pistol
Boltgun
Flamer

Lasgun
Laspistol
Meltagun
Missile launcher
Multi-laser
Multi-mel

Plas
Plasma gun
Plasma pistol
Shotgun
Sniper rifle
Storm bolter

cannon

Inferno cannon
Lascannon

=
CHem CANNON

The chem cannon belches hudeous clouds of toxic gas. So virulent
and acadic is this weapon's paload that even the desecrated poweer
armour of the reviled Trartor Legions cannot long withstand its

roiling caress. Flesh and ceramute alike dissolee, noming ke
blighted candle was.

Range s AP
Template [ 3

Type

Heawy 1, Posoned (2+)

DEATHSTRIKE MissILE

Though these deadly artefacts are unpredictable and relatively rar,
Jew weapaons can unleash the same devastation as a Deathstrake
missile, Mounting a vanety of exceptionally deadly warheads and
able to strke af targets acioss vast distances, they descend upon the
Jfoe like the fiery sword of the Emperor’s justice

The Deathstrike mussile cannot fire directly,

Range s AP Type
12 Unhimited 10 [

Ordnance 1,
Apocalyptic Blast,
Barrage,

Ignorcs Cover,
One usc only

Apocalyptic Blast: This weapon uses a 10" blast marker, bug
otherwise obeys all the rules for Blast weapons. If you do
not have this blast marker, once the final impact point of
the blast has been determined, measure 5" from the impact
point. All models even partially within this radius are hit.

DEMOLISHER SIEGE CANNON :
Short ranged but deadls, the demolisher siege cannon trades reach
for power, Each demolisher shell is at least three times the siz of a
nornal battle cannon round, its huge weight and ligh explosive
core ensuring it will annihilate almost anything it huts,

Range s AP
27 10 2

Type
Ordnance 1,
Large Blast

DEemoLImON CHARGE

These man-portable explosives excel at destroying enemy armour,
thogh the risks to those tasked with hurling them into the foes”
midst are high

Range AP

0" 8 2

Type
Assault 1, Large Blast,
One use only

EARTHSHAKER CANNON

The distinctive, looming barvel of the earthshaker cannon is a sight
capable of striking fear into the Imperium’s many foes. These long-
necked artillery guns have an impressive range and can mamlain a
Jearsome rate of fire, lobbing shell after shell into foes and reducing
them to blasted nan

Range
36-240"

Type
Ordnance 1, Barrage,
Large Blast

Erapicator Nova Cannon

Finng shells that contain a sub-atomic core, the eradicator nova
cannon is espectally useful during sieges and urban warfare.
Though it lacks the punch of more conventional ordnance, the
shockwave produced by its shells' detonation is impossible to hide
Jrom, pudping even the most dug in enemy infantyy.

Type
Heavy 1, Large Bla
Ignores Cover

ExecuTioNER PLasMa CANNON

A elic of ancient days, the executioner plasma cannon 15 @ T
and incredibly potent weapon. Drawing its pawer fram Ganymede:
class plasma coils and able to spread ils fury across a wide @70,
the executioner lives up to its name, bathing whole squads of the
enemy’s elite in searing plasma wuntil they are nothing but ash

Range s AP

e Type
36 7 2 Heavy 3, Blast,
Gets Hot




Hot-shot lasgun

Grenade launcher

Lasgun

Sniper rifle

Heavy flamer

Chainsword  Power sword

EXTERMINATOR AUTOCANNON

Able to mow down swathes of infantry or light vehicles with case, the
churming thunder of the exterminator autocannon has been the last
sound many foes of the Imperum have heard.

Range s AP Type
48" 7 1 Heavy 4, Twindinked
GRENADE LAUNCHER
Grenade launchers can fire a range of deadly rounds
- Range s AP Type
1 Frag grenade 24" 3 6 Assault I, Blast
Krak grenade 24" 6 4 Assaltl

- GRENADIER GAUNTLET
These simple gauntlets lob frag-bombs into the midst of the foc.

Range s AP Type
12° 1 6 Assault 1, Blast

Hewrury Missiies

- Helfuy missites saturate therr targets with blazing submnitions

2o S AP Type
4 5 Feavy 1, Large Blast,
Ignores Cover,
One use only
Helsmige Missies

These wisites can tear thyough hevetic armour and senos flesh alke

Be s AP Type
z 8 3 Ordnance 1,
One use only

Hort-sHot VoLLey Gun

These wecapons are barne nto battle by Tempestus Scions (o deal

with annoured enemy infantry. Perfect for bringing down Trator
Space Marines or xenos warriors, hot-shot volley guns fire with

distinctive spitting hol.

Range s AP Type
21 1 3 Salvo 271
HyDRA AUTOCANNON
Essentially a long-barvelled, outsized onan

i
s guided by its predictive logac spinit

mount, the Hydra atocarnon
to fill the skues with sawing lines of deadly fire

Range s AR iidype
= = T Heavy 2, Skyfire
MELTA CANNON

This weapon swiftly reduces armoured targets to molten slag.

Range s AP Type
24" 8 1 Heavy 1, Blast, Mela

Mutmipce Rocker Pop

These pods fire satvocs of short-fused fragmentation missiles

Range 5 AP Type
SRy SRy 3 Heavy 1, Large Blast

MORTAR
Mortar barrages can swifily slaughter tight packed encrsy infantry
Range s AP Type
1 G Heawy 1,

s
4 Barrage, Blast




 An wnsuble anti-infantry weapors that fitomises the Depy
Munitorum's approach to warfare, the punssher staughters its
 tangets through the application of its overwhelming rate of fire.

AP Type.
Py 5 = Heavy 20
Riprer GUN
These huge, druncfed guns are as crude and divect as their wielders.
Range s AP Type
12" 5 - Assault 3

Storm EAGLE RockeTs
Each storm eagle rocket delivers multiple high explosive warheads
1nto the heart of enemy formations.

Storm eagle rackets cannot fire directly

s AP Type
10 T

Barrage, Large Blast

STORMSHARD MORTAR

The hollaw shells fired by the stormshard mortar are packed with
thousands of inch-long steel flecheltes, cach mdustraly sharpened
1nt0 the shape of an aguila. Thus when a stormshard shell airbursts
abave the foe it fills the target zone with lethal, whistlng clouds of
wescapable Inperal justice.

Range s AP Type
3 1 6

Heavy 2, Barrage,

TAUROX BATTLE CANNON
A light artillery piece; the Tanrox battl
advanced recoil-pardoners and awtota
offectively whilst on the move

Range s
T8 7

TAUROX GATLING CANNON
Though smaller than the monstrous punisher cannon,
was adapted, the Taurox gatling cannon is nonetheless
weapon. These weapons lay doun an impressive curtasn of ay
infantry fire, seything down those foes who would seek o ove
their Militarum Tempestus passengers in the field.

Range s AP
o 1 =

Feavy 10

TAUROX MISSILE LAUNCHER

The Taurox missile launcher is extremely versatile, able to fire
spreads of missiles over long distances and suppress enemy infantry
or armour with equal ease.

S AP
1 6 Heavy 2, Blast
8 3 Heaw?2

Frag missile
Krak missile

VanauisHer BATTLE CANNON

A weapon for the true tank ace, the vanquisher battle cannon is

the pinpount rapuer to the battle cannon’s crunching mace, firng
shaped, high explosive shells that can punch through the thickest
armour to the rum of thewr hapless target,

Blast, Ignores Cover, Range S AP Type
Shred ¥l 8 2 Heavy 1, Armourbane
MELEE WEAPONS
b oo Sl SERVO-ARM

Profiles for the following melee weapons are listed
in the Reference. Their full rules can be found in the
Warhammer 40,000 rulcbook.

Close combat weapon
Force weapons

Power fist
Power weapons

Hunmin LanCE

Tipped with a single-use explosive head, on the chasge the hunting
Lance hits home with punishing force sufficient to tear cven a Chaos
Space Marine in two.

A hunting lance is a close combat weapon. However, the
first time a model with a hunting lance charges into close
combat, for the duration of that phase it adds +2 to its
Initiatve and counts as being armed with a weapon with the
following profile

Range s AP Type
= 32 3 Melee,
Specialist Weapon,
One use only

Tech-Priest Enginseers and their Servitor mnions often sport
powerful servo-arms. These mechanised limbs can be turned with
equal case to complex battlefield repairs, or crushing the life from:
the foe. Though these weapons are slow to strike, once the blessed
hydraulics of the servo-ann’s claw have locked in and begun o
squecze, foes fuce a hideous and inexorable death,

Range S AP Type
s x2 1 Melee,
Specialist Weapon,
Unwieldy




ference. Their full rules can be found in the
farhammer 40,000 rulebook:

Melta hombs
*See assault grenades

Frag grenades®
‘Krak grenades

| Jhese shields resemble lange and. reslient energised bucklers. They
e camied by some Bullgryns, serving equally well in combat as g
dfensive measure and handy bludgeon

A brute shield confers a 5+ invulnerable save. Tn addition,
amodel with a brute shield re-rolls failed To Wound rolls
when resolving Hammer of Wrath hits

Cavo GEAR

Whether sophisticated cameleoline cloaks, artfully attached foliage or
prmitive facepaint, camo gear provides its wearer with a modicun
of concealment in dense terrain

Amodel with camo gear counts its cover save as being 1
point better than normal. Note that this means it always has
a cover save of at least 6+, even in the open.

Mepi-pack

Medipacks contain all the necessary drugs, dressings and surgical
toals to get @ wounded Impenial Guardsman back in the fight, or
save the lives of vital personnel.

Aunit that contains at least one model with a medi-pack has
the Feel No Pain special rule

PLATOON STANDARD
Ryng proudly above the Imperial Guard lines, these standards
Sere as wital rallying points in the chaos of batle.

A unit that contains a model with a platoon standard
€ounts as scoring an additional Wound for the purposes of
calculating assault results

RerracTOR FiELD

Often camied by hugh-ranking officers and Imperial heroes,

shimmenng refractor ficlds refract incoming energy around their
1er, batting aside blasts and swinging blades that would

olherwise lay them low,

Arefractor field confers a 5+ invulnerable save,

REGIMENTAL STANDARD

Memonals o the regument's fallen and hoiourtotems o those who
Still fight, vegimental standards are potent symbols of Imperial pride;
any Guardsmen that fight n the shadow of such a banner are.
nspired o acts of selless valour

A regimental standard follows the same rules as a platoon
standard. In addition, any friendly units from Codex: Astra
Militarum within 12" of a model with a regimental standard
reroll failed Morale, Fear and Pinning tests

Rosarius

A rosanus is a badge of faith common amongst members of the
Leclesiarchy. Each mcorporates a powerful conversion field that
rotects its wearer from the weapons of the God-Emperor's encmies.

A rosarius confers a 4+ inyulnerable save.

SLABSHIELD

The slabshield 15 a towering wall of protective armaplas. Heavy-duty
magnetic strips along the shield's edges allow it to be locked togeth
with others of its kind for maximum protective effect.

If a model with a slabshicld is in base contact with one or
more models with a slabshield from the same unit, it adds
+1 to 1ts Armour Save. Furthermore, if a target (friend or
foe) is partially obscured from the firer’s view by at least one
model with a slabshield, it receives +1 to its cover save

SNARE MINES
Snare mines consist of Munitorum issue frroximuty detonators or
snare-wire, hooked up to whatever explosives can be scraped together

Enemy units that charge a unit with snare mines count as
having made a disordered charge

VOX-CASTER
A vox-caster is a reliable communications array connected to the
tactical command net via tight-beam transmitters

Failed Leadership tests for orders issued to a unit with a
vox-caster can be re-rolled, provided the officer’s unit also
has a vox-caster. An officer may not use a vox-caster’s ability

on his own unit.




- CARAPACE ARMOUR :
Carapace armour is made up of lange, rigid plates of amaplas or
ceramute moulded to fit the searer.

Carapace armour confers a 4+ Armour Save
FLAK ARMOUR

Cheap and easy to produce, flak armour comprises several layers of
ablative thermoplas materials and impact absorbent carbifibres.

Flak armour confers a 5+ Armour Save.

AsTrA MILITARUM VEHICLE EQUIPMENT

POWER ARMOUR [

Made from thick ceramite plales and electrmically
Jibre bundles, power armour is some of the best pro
“available to the servants of the Imperium. Amongst
Impenial Guard it 1s a ranty reserved for Tech-Priest

Power armour confers a 3+ Armour Save.

Rules for the following vehicle upgrades can be found
in the Warhammer 40,000 rulebook:

Dozer blade

Extra armour

Heavy stubber
Hunter-killer missile

Searchlight
Smoke launchers
Storm bolter

AUGUR ARRAY

These ‘spyboxes’ feed intelligence back to command elements belnd
the lines. Strategic servitors comple and redsstribute this data i
order to refine the coordmates sued to support elements in the field.

1f you attempt to bring a unit on from reserve using Deep
Strike, and the location chosen for its deployment is within
6" of a vehicle with an augur array, that unit docs not scatter.
The augur array must have been on the batdeficld at the
start of the wrn in order for it to be used

Camo NETTiNG
Whether rare cameleolinz netting or crude webbing woven with local
flora, camo netting helps conceal a vehicle from prying eyes

A vehicle with camo netung counts its cover save as being 1
point better than normal Note that this means it always has
a cover save of at least 6+, even if it is in the open

EncLOSED CREW COMPARTMENT
Some artillery vehicles are fitted with additional armour plating to
protect the exposed crrw carmiage

Vehieles with the enclosed erew compartment upgrade no
longer have the ‘Open-topped’ portion of their unit type

FiRE BARRELS
Though discouraged by the Officio Prefectus, some crews lash
fused barrels of promethium lo their tanks’ hudls. In a pinch, these
barrels can be set alight and cut loose, showering nearby enemies
blazing fuel

The first uime an enemy unit attempts to charge a vehicle
with fire barrels, that unit suffers D6 Strength 4 AP5 hits.
These huts are Randomly Allocated.

RECOVERY GEAR

Many crews load thewr vehicles with collections of toals, low cables
and other seful kit that can make the difference between digging
an immobilized vehicle out of a tight spot or having to abandon it
to s fate.

If a vehicle with recove: 1s Immobilised, then
subsequent wrns it may attempt to repair itself. To make the
attempt, roll a D6 at the end of the Movement phase; on the
roll of a 6, the vehicle 1s no longer Immobilised. Note that
this does not restore a Hull Point.

ReLic Prating

Occasionally a crew will achieve an empathic relationship with:
the machine spirit of their battle tank. When such a crew penshes,
their remains may be interved within their vehicle, spints lingenng
protectively to drive away the baleful energies of the voud.

A vehicle with the relic plating upgrade has the Adamantium
Will special rule



HERLOOMS oF Conauk
'ms of incredible
s e i e o

lics of the Imperial Guard are ite
= there is only one of each of

MCAL AUTO-RELIQUARY OF TypERIUS
Gl it e gold-chased skull of Lord Commander Lucellin
s himsel, this device contains a web of pycho-circuitry
g Tyberius’ memory engrams and tactical acumen
st th his curmudgeonly and overbearing Personality,
aloft by 145 own gravilic molors, the device observes ang
litates an officer’s decisions. The moment it considers an order
poorly chosen, the skull cuts into the vox and loudly overndes
s exasperated owner. In imperious, static-laden ltones, the auto-
aliguary will countermand the officer’s orders and issue a bamage
ofits oun from Tybertus’ store of tactical insights.

When rolling Leadership tests for orders issued by an
Sofficer with the Tactical Auto-Reliquary, any successful
| Leadership test that results in a double will count as
pired Tactics. However, if you roll a double 1 while
ing the Tactical Auto-Reliquary, you still benefit from
Inspired Tactics, though the officer has *accidentally’ shut
I} thie device out of the vox network — it may no longer be
used this game.

\THE LAURELS OF COMMAND
Lavirels of Command are a callous and controversial means
o enisure obedience. Concealed within their peerless artistry 1s a
{> band of empathic-impulsion circuitry which allows the wearer
led control ever the minds of indoctrinated indsviduals via
bliminal suggestion. Under their ¢ffects even cowards fight
| e llie last, while orders are executed i perfect synchronisation
leveser, if the officer wearing the Laurels is slain, the echoes of
death can leave hus subordinates recling in confusion.
|- Whenever a friendly unit from Codex: Astra Militarum
within 6" of the bearer is required to take a Morale check,
¢ bearer of the Laurels may choose whether they pass
Ot fail. However, if the model with the Laurels is removed
@4 casualty, all friendly units from Codex. Astra Militarum

hin 6* must take an immediate Pinning test

OV's AquiLa
al Kurov was one of the most gifted officers in Imperial
oy Upon vetirement, he recorded dozens of tactical treatises
adere translated into vox-ghosts by the Adeptus Mechanicus
Ufloaded into a two-headed avian servitor referred (o as
s Aquila’. A sentor officer who possesses this prestigions
{atm to i for tactical guidance, addressing his questions
ed machine-hird. In response, the servitor’s
d head will vocalise the most velevant voxghost in
entorian tones, The other head's eyes glow above ils
beal as they project a hololithic display of Kurov
 folded and dress wniform tmmaculate, his imago
reveals the secrets of the foe
£
ad all friendly units from Codex: Astra
Preferred Enemy specia
e earet snay resoll s ingle fulld

rarity. Only one of cach of the fnuu;rlng

THE BLADE oF ConaugsT 5

The greatest Buperial Guard commander ever to bestrd

stars, Warmaster Sotar Macharius reclaimed a thowsand
Jor the Emperor. Upon s death he wwas enshrined s a sainty
he Six omate blades of his subordinate generals fad wpont the
altar to his glory. Only ane of these weapons has been reclaimed
{o active service, The Blade of Conquest 1 @ beatiful example
of bladesmithing, but its true worth les i the authority st
ymbolises. Any man who wields this sword can light a righteous
Jixe in the hearts of his men, for they fight in the shadu of Suik
Solar himself 3

Range AP Type
- 3 Mele:

Mastercrafted

THE EMPEROR'S BENEDICTION

Wielded by a succession of brutal, uncompromising Commassars,
this masterwork bolt fastol is feared by all. Iis elementary but
bloodthirsty machine spint has been blamed for a series g
unfortunale ‘accidents" on the field of battle. In spite of this, the
Officio Prefectus vicw the Emperor’s Benediction as an artefact of
some distinction - some say that it can laste cowardice even before
the reprehensible act has been commutted. §

Range S Type J
o 5 F Pistol, Precision Shot, |
Master-crafted

THE DEATHMASK OF OLLANIUS

Ollanius the Pious 1s the epitome of Imperal sainthood, belicved
sartyred at the hands of Horus himself: In the mllennia since
s passing, Ollanius’ deathmask has been revered as a holy el
whasoever wears this ancient artefact is granted the determni

and endurance of the famous martyr hivself. The waskis a
terrfying piece of crafismanship, depicting i clsdian an

Jfired bronz the agonised visage of a torured angel I 5 <a

in the frresence of traitors, the Deathmask will weefs

The bearer of the Dcﬁ,llhmask of Oll
invulnerable save, and has. ylle«Ll \
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for modellers and painters alike. The wide range and broad
the ordered ranks of Imperial Guardmen gives them an imp

An Astra Militarum army presents an exciting challenge
of models available makes for a varied collection, while
tabletop presence. Infantry, artillery, aircraft and tanks, the Imperial Guard have it all.

Colonel ‘Irim Hand Strchen

Lord Castellan Unsarker Greed Colour Sengeant Jarvan Kell Minsstorun Prist

Officer of the Feet

Primaris Psyker

Wyrdvane Prykers




Lord Commisiar

s mien to advance upon the fo

A staninch Cadian office belloss oners, commanding.




The massed ranks of the Iperial Guard, drawn up for batdle.




Cadian Guardsman with
i

ma gun rdsm
Lo with meltagun

Cadian Heavy Weapons Teams




These Catackan Scout Sentinels are equipped for infa

aniry support duties and painted in camouflage schemes.




Catachan Guanlsmen with lasguns

Catachan Veterans,

Catackan Guardsman with
heavy flamer

e alongside their arvioured support:

A Catachan Infaniry Platoon advaric




Mordian Guardsman wilh

Tallam Sergeant with plasma pistol Tallam Guardswion
gronade launcher

Armageddon Guardsman
with grenade lincher

Armageddon Platoan
Commander




Vastrayan Guardsman with
mgmental standard

orn stand firm.

e around them, the wen of the Yoyt Fini

As the fires of war 1oy




Cadian Taurex with twin-loked autocannon

Vostroyan Chimera with multvlaser, storm bolter and dozer blade




tombard the foe

Cadian Basitisks draw up in formatien, 106y €0
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Catachan Leman Russ Punisher with spanson-mounted plasma cannons




 Russ battle tanks and adve

A Cadian 1 s
Cadian Tank Comiander marshals his squadron of Lema




MiLitARUM TEMPESTUS
Lo il i

Tewpestor Prive

Taurox Prime




Tempestus Scion with
S Tempestus Sion it
hot-shot la
lasgun

Tompestus Scion with

A Tempestar Prinse disembarks 10 56z¢ 4 erucial batdlfeld objetive




Ogryn with rpper gun Ogryn with nipper gun

Bullgryn with puscer maul and Bullgryn with grenadier gauntiet Buligryn Bone'ead with grenadier gaunttet and slabshield
bruteshietd and slabshield




ety from ther uprassed slabshitds

Dlgryns advance, eneey fire atting 1




Valkyne Assault Carner with lascannon and hellstrike missiles




Cadian Hydra Flok Tank
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The following army list enables you to ficld an army of valiant Imperial Guardsmen, using them to fight battles using the
missions included in the Warhammer 40,000 rulebook and other supplements.

USING THE ARMY LIST Army List ENTRIES
The Astra Militarum army list is split into six sections: HQ, Each entry in the army list represents a different unit.
troops, dedicated transports, elites, fast attack and heavy

support. All of the squads, vehicles and characters in the More information about the background and rules for
army are placed into one of these categories depending upon  the Imperial Guard and their options can be found in the
their role on the battlefield. Each model is also given a points  Heroes Beyond Number section, while examples of the
value, which varies depending on how effective that model is  Citadel miniatures you will need to represent them can be
in battle found in the Regimental Colours section.

Before you choose an army, you will need to agree with your
opponent upon the type of game you are going to play and
the maximum total number of points each of you will spend
Then you can proceed to pick your army following the
guidelines given in the Warhammer 40,000 rulebook.

OGRYNS (& :
WSBS S T W I ALdSy ﬂ Unit Type Q Unit Composition

Ognn :& 4 3 SR INE 3 0 be Infantry 2 Ognyns

Ogryn Bone ‘cad 2 4 5 3 2 4 75 Infantry (Character) 1 Ogryn Bone "ead

Wargear: 1 '@. Special Rules: @ Options:
« Flak armour « Hammer of Wrath « May include up o seven additional Ogryns 40 pisfmodsl

» Ripper gun « Stbborn « The squad may take a Chimera or Taurox as a Dedicated
* Frag grenades « Very Bulky Transport (pg 97)

Each unit entry in the Astra Militarum army list contains the ﬁsmnal Rules: Any special rules that apply to the models m the unit

following information: are listed here. These special yules are explained in further detait in
either the Heroes Beyond Number section of this book or the Special
@ {Unit Name: Al the start of each army list entry you will find Rules section of the Warhammer 40,000 rulebook.
the name of the unit alongside the points cost of the unit
efore any upgrades »@» Options: This section lists all of the upgrades you may add to the
unit if you wish o do so, alongside the associated points cast for eachs
‘Q Unit Profile: This section will show the profile of any models the Where an oftion states that you may exchange one weapon ‘and/or"
wnit can include, even if they are upgrades. another, you may replace either or both, fmovided you pay the points

cost for each. The abbreviation ‘pis* stands for ‘points’, and
Unit Type: This refers to the unit type rules in the Warhammer pts/model”stands for ‘points per model’

40,000 rulebook. For example, a unit may be classed as Infantry,
Cavalry or Vehicle, which will subject it to a number of rules
regarding movement, shooting, assalts, e

Dedicated Transport: Where applicable, this option refers
10 any Transports the unit may take. These have ther own
Unit Composition: Where applicable, this section will show the army list entries. Dedicated Transports do not use up any Force
mumber and type of models that make up the basic unit, before any | Organisation chart selections, but otherwise function as separate.
upgrades are taken. If the Unit Composition includes the word | wnats, The Transports section of the Warhammer 40,000
“Unique’, then you may only include one of this unit in sour anny. | rulebook explains how Dedicated Transports work.
{

Wargear: This section delails the weapons and equipment the | Warlord Traits: Sometines an entry will have a specific Warlord
models in the umit are armed with. The cost for all these models and | Trait, in which case it will be isted here in its army list entry.
their equipment is included in the points cost listed next to

the unit name.

Heirlooms of Conquest: Some entries have wnique Heirloors.
. Conquest, listed here. ;




etail the points values of various items of wargear available to units in

1 _ a its i
follows may include wargear options from one or more of these I
hat arge se lis

el ‘yml (in bold text) exactly which of these lists you may use,

your army. Many unit entries in the
the army list entry

= In each instance,

age 60 Heirlooms of Conques

Only one of cach heirloom may be raken per army,
Ipt - The Emperor's Benediction !
It - The Laurels of Command ?
ps - : :m Tactical Auto-Reliquary of Tyberius *
- The Blade of Conquest *
] 25 pis
1o -Page 60 - The Deathmask of Ollanius W’i’i
- Siper nifle 2pts - Kurov's Aquila * 60pts
- amer.. e L »
| Grnade uncher... G : 3pts " Lovd Commissar only. Replaces bolt pustol.
B iy s 10pts 2 Company Commander only
MelfAgUN. oo 10pts > Replaces the character’s close combat weapon.
- 15 pis
Demolition charge * 2018
@ b

Page 65

5 pts
25 pis
25 pts

4 Cannot be taken by Rough Ruders, Militarum Tempestus Scions or ASTRA MILITARUM
| iltarum Tempestus Command Squad. VEHICLE EQUIPMENT PAGE 64
| 2 Mltarure Tempestus Scions and Militarum Tempestus Command. A model can take up o one of cach of the following
| onby. Searchlight pt
| Specal Weapons Squad only: - Relic plating, 3 pis
i Dozer blade ! 5pts
Page60 | - Heavy stubber or storm bolter ! 5 pis
: 5pts | - Recovery gear 5pts
Autocannon or heayy bolter. 10pts | - Smoke launchers 5 pts
fissile launcher (with frag and krak missiles) I5pts | - Extraarmour 10 pis
' 0 Mayalko take flakk missiles ... 10pts | - Fire barrels ' 10 pis
Lascannon ... 20pts | - Hunterkiller missile 10 pts
: - Camo netting 15 pis
Issue W: Page63 | - Enclosed crew compartment 15 pis
Krak grenades. . il 2pts | - Augurarray 25 pis
- pts
T . 10pts | *Opentopped Tanks onls

Lan replace his close combat weapon with one of

15 pis
25 pis




COMMISSAR YARRICK

WSBS S T W I A Ld Sv
Commissar Yarrick 5 5 3 4 3 3 310 4+

Unit Unit Composition
Infantry (Character) 1 (Unique)

Wargear:
* Carapace armour
* Bolt pistol

* Storm balter

* Close combat weapon
« Power Klaw

« Frag grenades

* Krak grenades

Heirlooms of Gonquest:
* Bale Eye
« Power Field

Warlord Trait:
» Draconian Disciplinanian

Special Rules:
« Aura of Discipline

* Chain of Command.
rnal Warrior

« Independent Character
« Iron Will

« Preferred Enemy (Orks)
« Senior Officer

* Summary Execution

« Voice of Command
 COMPANY COMMAND SQUAD
WSBS S T W I A LdSvy Unit Type Unit Composition
Company Commander 4 4 3 3 3 3 3 9 5 Infantry (Character) 1 Company Cdr.
854 38 1 8 17 5+ Infantry 4 Veterans
Veteran Weapons Team 3 4 3 3 2 3 2 7 5+ Infantry
Astropath 3.4 88 1 8 175+ Infantry
Master of Ordnance Sl d s (L a7 U6 Infantry
Officer of the Flect 3.4 8.8 1 8 1 75 Infantry 3
Wargear Special Rules Options:
(Company Commander): (Company Commander): * May add any of the following
» Flak armour « Senior Officer - One Astropath e 25 pts
» Laspistol * Voice of Command - One Master of Ordnance . 20 pis

Close combat weapon

rag grenades Special Rules

* Refractor field (Veteran Weapons Team):
* Heavy Weapon Te

Wargear (Veterans):
» Flak armour
asgun

» Frag grenades

Special Rules (Astropath):
o Psyker (Mastery level 1)

Special Rules
(Master of Ordnance):
» Artillery Bombardment

Wargear (Veteran

Weapons Team):

* Flak armour

* Lasgun Special Rules

rag grenades (Officer of the Fleet):
* Navy Orders

Wargear (Astropath,
Master of Ordnance and Psyker:
Officer of the Fleet): + Astropaths generate their

* Flak armour
* Close combat weapon
* Frag grenades

powers from the Telepathy
discipline

- One Officer of the Fleet
© Any of these may exchange their
close combat weapon for a laspistol e
* The Company Commander may take items from the
Melee Weapons, Ranged Weapons, Special Issue Wargear and/
or Heirlooms of Conquestlists.
« The Company Commander may replace:
his laspistol with a shotgun i e
« Any Veteran may replace his lasgun with
a laspistol and close combat wea : . free
* One Veteran may carry a v ter i 3
* One other Veteran may replace his lasgun
with a heavy flamer. . 10 pis
* One other Veteran may carry a medi-pack 15 pts
« One other Veteran may carry a regimental standard . 15 pis
* Two other Veterans may form a Veteran Weapons Team who
must take one item from the Heavy Weapons list.
« Any remaining Veteran that has not been upgraded sith
onc of the options above may replace his lasgun with one item
from the Special Weapons st
« All Veterans (including any Veteran Weapons Team) may take
any of the following;
- Krak grenades
Carapace armour 2 pts/model
- Camo gear S w2 phs/model.
» The squad may take a Chimera or Taurox as a Dedicated
Transport (pg 97)

20 pts

1 pt/model




Gompany Command Squad in your army may replace its Company Commander with Lord G

astellan Creed.

A Ld Sy
3 3 310 44

Unit Type Unit Composition
Infanuy (Character) 1 (Unique) 56

Warlord Trait

* If Creed is your Warlord,
he receives 2 Warlord Traits
instead of the usual 1 (sce
page 27)

car:
« Garapace armour

« Two hotshot laspistols
Frag grenades

* Refractor field

COLOUR SERGEANT KELL

Ifa Company Command Squad includes Lord Castellan Creed then it

Special Rules:

* Supreme Commander
* Tactical Genius

* Voice of Command

75 Points

ay replace one Veteran with Colour Sergeant Kell

WSBS S T W 1
Colour SergeantKell 4 4 3 3 s

190 3

Ld s
8

h

Unit Type
Infantry (Character)

Unit Composition
1 (Unique)

Special Rules:
« Listen Up, Maggots!
* Look Out - Arghh!
* Sworn Protector

Carapace armour
Laspistol

No Veteran may carry a
regimental standard in
Company Command Squad
that includes Kell

( JOLONEL ‘IRON HAND' STRAKEN

130 Points

“One Company Command Squad in your army may replace its Company Commander with Colonel ‘Iron Hand” Straken

o

SBS S T W
47967 473

Unit Type
Infantry (Character)

Unit Composition ~ Page
1 (Unique) 57

Warlord Tra
« Implacable Determination

: Close combat weapon
* Frag grenades
Refractor field

Special Rules:
« Cold Steel and Courage * Senior Officer
« Fearless * Smash

* Gungho * Voice of Command

* Monster Hunter

85 Points

Unit Type Unit Composition
Infantry (Character) 1 (Unique) g

2 lelcr gun » Hammer of Wnnh
L *Frag grenades » Heroic Sacrifice
* Look Out - Arghh!

* Loyal to the End
« Stubborn

« Thunderous Headbute
* Very Bulky




FTANK COMMANDER

WSBS S T W I ALdSv Unit Type Unit Composition
AL - - Vehicle (Tank, Heavy, Character) 1 Tank Commander

Tank Commander

Special Rules:
* Leman Russ Comn
* Tank Orders

nk Commander must take one Leman Russ from those listed on page 102
mmander's squadron must include 1-2 other Leman Russ tanks chosen from thase

« Tanks in the Tank Commander’s Leman Russ Squadron may take upgrades as for a normal Leman Russ.
 One Tank Commander may be upgraded 10 Knight Commander Pask (sce below)

KNIGHT COMMANDER PASK

WSBS S T W I A LdSv Unit Type Unit Composmﬂm

Knight Commander Pask - 4 - - - - - - - Vehicle (Tank, Heavy, Character) 1 (Unique) <
Special Rul ‘Warlord Trait:
* Crack Shot * Old Grudges.

 Leman Russ Commander
* Tank Orders

'LORD COMMISSAR 65 :

WSBS S T W I ALdSy Unit Type Unit Composition
Lord Commussar 5 5833 3 3 3105+ Infantry (Character) 1 Lord Commissar
Wargear: Special Rules: Options:
* Flak armour « Aura of Discipline « May take tems from the Melee Weapons, Special Issue Wargear
* Bolt pistol * Chain of Command and/or Heirlooms of Conguest lists.
* Close combat weapon + Independent Character « May replace hus bolt pistol with one of the following;
h « Sbborn - Boltgun
« Summary Execution - Plasma pistol 15 pis

* Refractor field

COMMISSAR 25 ants-s
You may include one Commissar for every Company Command Squad or Platoon Command Squad in your army. They do not take
up a Force Organisation slot, and do not qualify as a mandatory HQ selection. Before the baule, immediately after determining
Warlord Traits, cach Commissar must be assigned to a different unit from the following list, which they then cannot leave: Company
Command Squad, Platoon Command Squad, Infantry Squad, Special Weapons Squad, Heavy Weapons Squad, Conscripts, Veterans, -
“Ogryns, Bullgryns, Militarum Tempestus Command Squad, Militarum Tempestus Scions
Onily one Commissar can join each unit in this manner.

WSBS S T W I A Id Sy Unit Type Unit Composition
4 433 1 3 29 b+ Infantry (Character) 1 Commissar
Wargear: Special Rules: Options:
* Flak armour * Stubborn * May take items from the Melee Weapons lists.
* Bolt pistol * Summary Execution  + May replace his bolt pnlnl with anc of the following
* Close combat weapon - Boltgun
* Frag grenades - Plasma pistol

© Krak grenades




eh Astra Militarum detachment may include 0-3 Ministorum P

iy as a mandatory HQ sclection

25 Pom

riests. They do not take up a Force Organisation slot, and do not

WSBS S T
333 3

Unit Type

Unit Composition Page |
Infanury (Character) b

1 Ministorum Priest 54

Special Rules:
* Independent C
* War Hymns
Close combat weapon  » Zealot
|« Frag grenades
Rosarius

Options:
* May take one of the following
utogun

\ Jree
- Plasma gun 15 pis

PRIMARIS PSYKER

[ s amandatory HQ sclection

‘Each Asira Militarum detachment may include 0-3 Primaris P

50 Points

sykers. They do not take up a Force Organisation slot, and do not qualify

WSBS S T W I
ARS8 98

A Unit Type

Unit Composition  Page
2 llll\llu\ (Character)

1 Primaris Psyker 34

Wargear

* Flak armour

* Laspistol

» Force weapon
* Frag grenades
* Refractor field

Special Rules:

* Independent Character
« It's For Your Own Good
* Psyker (Mastery Level 1)

Psyker:
* Primaris Psvkers generate their powers from the Biomancy, Divination,
Pyromancy, and Telekinesis disciplines

Options:

* May upgrade to Psyker (Mastery Level 2) 25 pts

| ENGINSEER

40 Points.

h Astra Militarum detachment may include 0-3 Enginscers, and you may include one unit of Servitors for every Enginseer i your
iy These selections do not take up a Force Organisation slot, and do not qualiy as a mandatory HQ selection

Unit Type
Infantry (Character)

Unit Composition

Page
1 Engmseer 35

* Power armour
Laspistol
* Power axe

* Servo-arm
« Frag grenades
* Krak grenades

| SERVITORS

Special Rules:
waken the Machine
« Blessings of
the Omnissiah
« Independent Character

Options:

* May take melta bombs

10 Points

WS BS

5T
BN END S

Unit Type
Infantry.

Unit Composition
1 Servitor

Page.
35

Special Rules:
* Mindlock

Options:
« ay imclude up o four additional Servitors.

10 pis/model

« Up to two Servitors may replace their sevo-am with a

- Heayy bolter or multi-melta.,
- Plasma cannon

10 pts/model
15 pis/model




| INFANTRY PLATOON
Composition: 1 Platoon Command Squad, 25 Infantry Squads,
0-1 Gonscripts Squad. Each Infantry Platoon counts as a single Troops slot on the force organisation chart

0-5 Heavy Weapons Squads, 0-3 Special Weapons Squads and.

PLATOON COMMAND SQUAD

Fach Infantry Platoon must include one

d only one) Platoon Command Squad.

« Flak armour
« Lasgun (Guardsman/
y Weapons

“Team only)

« Laspistol (Platoon
Commander only)

* Close combat weapon
(Platoon Commander
only)

» Frag grenades

WSBS S T W I ALdSy Unit Type Unit Composition
Pluoon Commander 4 4 3 3 1 3 2 8 bt Infantry (Character) 1 Platoon Commander
Guardsman £} Gt O e Infantry 4 Guardsmen
HeavyWeapons Team 3 3 3 3 2 3 2 7 5 Infantry
Wargear: Special Rules: Options:

* Heavy Weapons Team
(Heavy Weapons
Team only)

« Voice of Command

(Platcon Comma

der

only)

* The Platoon Commander may take itcms from

the Melee Weapons and/or Ranged Weapons lists
« The Platoon Commander may take melta bombs.
« Any Guardsman may replace his lasgun with

a laspistol and close combat weapon

* One Guardsman may carry a vox-caster,

« One other Guardsman may replace hus lasgun with a heavy flamer 10pis
 One other Guardsman may carry a platoon standard e 1O pts
* Onc other Guardsman may carry a medi-pack 15 pts

« Two other Guardsmen may form a Heavy Weapons Team
who must take one item from the Heavy Weapons list
« Any remaining Guardsman that has not been upgraded with
one of the options above may replace his lasgun vath one ttem
from the Special Weapons list
* The entire squad may take krak grenades 1 pt/model
« The squad may take a Chimera or Taurox as a Dedicated Transport (pg 97)

INFANTRY SQUAD

Fach Infantry Platoon must include between two and

50 Points

five Infantry Squads

* Flak armour

* Lasgun (Guardsman/
Heavy Weapons
“Team only)

* Laspistol
(Sergeant only)

* Close combat weapon
(Sergeant only)

* Frag grenades

WSBS S T W I ALdSy Unit Type Unit Composition  Page
Guardsman 3 3 2 1 3 1 7 5 Infantry 9 Guardsmen 3
Sergeant 3 3 1 8 2 8 5+ Infantry (Character) 1 Sergeant
Heavy Weapons Team 38 by B A Infantry
Wargear: Special Rules: Options:

* Combined Squad
« Heavy Weapons Team

(H
Tea

avy Weapons

m only)

« The Sergeant may take items from the Ranged Weapons lists
* The Sergeant may replace his close combat weapon
with a power weapon 15 pis
* The Sergeant may take melta bombs 5 pis
* One Guardsman may carry
« Tuwo other Guardsmen may form a Heavy Weapons Team who must take one
itcm from the Heavy Weapons lis.
* One remaining Guardsman that has not been upgraded with
onc of the options above may replace his lasgun with one item,
from the Special Weapons list.
* The entire squad may take krak grenades. ... 1 pt/model
+ The squad may take a Chimera ar Taurox as a Dedicated Transport (pg 971




TrooPs

fantry Platoon may include up to five Heavy Weapons Squads

WSBS S T W I A Ldsy Unit Ty i it
v T W A Ld s Ype Unit Composition  Page
30188 89y oiminy Infantry 2 i

3 Heavy Weapons Teams 36,

_ Special Rules: Options:

b Fiak acmour * Heavy Weapons Team  » Each Heavy Weapons Team must take one item from the Heavy Weapons list
+ Lasgun * The entire squad may take krak grenades 3 pis
« Frag grenades

SPECIAL WEAPONS SQUAD

Each Infantry Platoon may include up to three Special Weapons Squads

30 Points

WSBS S T W I A
ek B PO

g

Sv Unit Type Unit Composition  Page.
5+ Infantry

1 36

Wargear: Options:
» Flak armour * Three Guardsmen must replace their lasgun with one item from the Special Weapons list
* Lasgun * The entire squad may take krak grenades

+ Frag grenades

CONSCRIPTS 60 Points

Each Infantry Platoon may include one squad of Conscripts

WSBS S T W I A LdSv Unit Type Unit Composition Page
DO TR 1 5+ Infanury 20 Conscripts 36

Wargear: Options:
* Flak armour . \PL al Conscripts 3 pts/model
Lasgu

lude up to 30 additio

* Frag grenades




TrooOPS

Veteran
Veteran Scrgeant
Veteran Weapons Team

WSBS S T I A LdSv Unit Type Unit Composition
oLt e B U R Infantry 9 Veterans

85 4 1858 1 50 gt By Infantry (Character) 1 Veteran Sergeant
3438 930900 5 Infantry

Wargear:

« Flak armour

* Lasgun (Veteran/
Veteran Weapons
“Team only)

* Laspistol (Veteran
Sergeant only)

* Close combat
weapon (Veteran
Sergeant only)

« Frag grenades

Special Rules:

* Heavy Weapons Team
(Veteran Weapons
Team only)

Options:
« The Veteran Sergeant may take items from the Melee Weapons and/or Ranged Weapons lists.
« Any Veteran may replace his lasgun with a shotgun 2
* One Veteran may carry a vox-caster o Spts
« One other Veteran may replace his lasgun with a heavy flamer 10pts
«Twa other Veterans may form a Veteran Weapons Team who must take one
stem from the Heavy Weapons list
* Up to two (or three, if no heavy flamer is taken) remaining Veterans that have not been upgraded with
one of the aptions above may replace: their lasgun with one item from the Special Weapons list
* The squad may take a Chimera or Taurox as a Dedicated Transport (pg 97)
* The squad may take krak grenades 10pts
* The squad can choose any of the following doctrines

- Grenadicrs. The squad replaces us flak armour with carapace armour 15 pts
- Forward Sentries: The squad has camo gear and snare mines & 10pts
- Demolitions: The entire squad has melta hombs. One Veteran carrics

a demolition charge in addiion 10 his other equipment 30 pis

SERGEANT HARKER
One squad of Veterans in your army may replace its Veteran Sergeant with Sergeant Harker. If a squad includes Sergeant Harker it
may not take the Grenadiers doctrine

55 Points

eant Harker

WSBS S T W I ALd Sy
A oA 8 I8 N BT

Unit Type
Infantry (Character)

Unit Composition
1 (Unique)

Page
38

Wargear:
» Flak armour

» Closc combat weapon
» Frag grenades

* Krak gre

Heirloom of
Conquest:
o Payback

Special Rules:
* Relentless

i




DEDICATED TRANSPORTS

rArmour cakonls
115 l}; x% R HP Unit Type :
3121010 3 Vehicle (Tank, Transport) 1 Chimers i
Special Rules: Transport Capacity:
o Multilaser * Amplubious * Twelve models
» Heavy bolter * Lasgun S
« Scarchlight * Mobile Command Option:
« Smoke launchers Vehicle * May take itcims from the Astra Militarum Vehicle Equipment st
* May replace heavy bolter with a heavy flamer. Jree
* May replace multilaser with cither a heavy flamer or a heavy bolter Sfiee

50 Points

rArmour-
BS F S R HP Unit Type Unit Composition ~ Page
3111010 3 Vehiclé (Transport) 1 Taurox 11
Wargear: Special Rules: Transport Capacity: Options:

* Twininked * Ten models * May take items from the Astra Militarum Vehicle
autocannon Equipment st

\UROX PRIME 80 Points

rArmour-
3 BS F S R HP Unit Type Unit Composition  Page
L Taurox Prime 4111010 3 Vehicle (Fast, Transport) 1 Taurox Prime 41
‘ Wargear: Transport Capaci Options:
B * Taurox baule cannon  » Ten models  May take items from the Astra Militarum Vehicle Equipment list
* Twindinked hotshot « May replace Taurox battle cannon wath

nked Taurox gatling cannon 10 s
mussile launcher 2015
nked hotshot volley gun

wath win-inked autocannon froe

volley gun Special Rules:
& * All-terrain APC




OGRYNS

Ognyn
Ogryn Bone “cad

Unit Type
Infantry
Infantry (Character)

Unit Composition
2 Ogryns

1 Ogryn Bone 'cad

Wargear:
* Flak armour

* Ripper gun
Frag grenades

Special Rules:
* Hammer of Wrath
« Stubborn
* Very Bulky

Options:

* May include up to seven addinonal Ogryns . 40 pts/model

* The squad may take a Chimera or Taurox as a Dedicated
Transport (pg 97)

BULLGRYNS

WSBS S T W I ALdSy
Bullgryn 4 3 55 3 2 3 6 4+
Bullgryn Bone ‘cad 4.8 55 8 2 47 4

Unit Type Unit Composition
Infantry 2 Bullgryns
Infantry (Character) 1 Bullgryn Bone "cad:

Wargear: Special Rules:
* Hammer of Wrath
* Stubborn

* Very Bulky

* Grenadier gauntlet
ag grenades
« Slabshicld

Options:

* May include up to seven additional Bullgryns, 45 pis/model

Any model may replace his grenadicr gauntlet and slabshield

th a power maul and brute shicld 15 pis/model

« The squad may take a Chimera or Taurox as a Dedicated
Transport (pg

RATLINGS

WSBS S T W I ALdSy Unit Type Unit Composition
Ratling R AP IS P G T TS e Infantry 3 Ratlings
Wargear: Special Rules: Options:
* Flak armour « Infiltrate * May include up 0 seven additional Radings 10 pis/model

* Laspistol
« Sniper nfle

« Shoot Sharp and Scarper
* Stealth

| WYRDVANE PSYKERS

WSBS S T W I ALdSy Unit Type Unit Composition 5
Wyrdvane Psyker ST O B T Infantry, 5 Wyrdvane Psykers 42

Wargear: Special Rules: Options:

« Flak armour « Brotherhood of Psykers © May include up to five additional

* Laspistol (Mastery Level 1) Wyrdvane Psykers 12 pts/model

* Close combat weapon

Psyker:
Wyrdvane Psykers generate their
povers from the Biomancy,
Divination, Pyromancy, and
Telekinesis disciplincs,

* The squad may take a Chimera or Taurox as a Dedicated
Transport (pg 97)



TS

'ARUM TEMPESTUS PLATOON

b Militarum Tempestus Platoon must include between one
tarum Tempestus Command Squad

ELiTESs

and three squads of Militarum Tempestus Scions and may include a

WSBS S T W 1

TARUM TEMPESTUS COMMAND SQUAD

‘Milizarum Tempestus Platoon may include one

A Ld Sy

(and only one) Militarum Tempestus Command Squad.

85 Points

Unit Type

2 : ! « Unit Composition  Page
g fempestus S‘(mn PSS l) 3 17 4+ Infanury 1 rrmpml:\ Scions Z\‘gl
| fempestor Prime 44183 2 4 9 9 4 Infantry (Character) 1 Tempestor Prime
e Special Rules: Options:

« Carapace armour
+ Hotshot lasgun
(Tempestus Scion only)
+ Hotshot laspistol
(Tempestor Prime only)
~ | +Close combat weapon
(Tempestor Prime only)
Frag grenades
« Krak grenades

* Clarion Vox-net

* Deep Strike

* Move Through Cover

* Voice of Command
(Tempestor Prime only)

* The Tempestor Prime may take items from the
Melee Weapons list
* The Tempestor Prime may replace his hotshot laspistol with one of
the following
- Bolt pistal frer
- Plasta pistol
* Onc Tempestus Scion may carry a vox-caster
* One other Tempestus Scion may carry a platoon standard 10 pis
* Onc other Tempestus Scion may cury a medipack.
* Up to four Tempestus Scions tha
of the options above may replace their hotshot lasgun with o
item from the Special Weapans list
« The squad may take a Chimera or Ta
Transport (pg 97)

irox Prime as a Dedicated

AILITARUM TEMPESTUS SCIONS

Militarum Tempestus Platoon in your army must include between one and three squads of Militarum Tempestus Scions.

WSBS S T W I ALdSv Unit Type Unit Composition  Page
Tempestus Scion g o808 1 17 4+ 4 Tempestus Scions. 39
Tempestor 89433 1 3 2 8 4 1 Tempestor

-.«-:qi

70 Pornts

Wargear:

* Carapace armour

* Hotshot lasgun
(Tempestus Scion only)

* Hotshot laspistol
(Tempestor only)

* Close combat weapon
(Tempestor only)

* Frag grenades

*Krak grenades

Special Rules:
* Decp Suike
« Move Through Cover

Option:
Ay indnds up to five additional

Tempestus Scions 12 pis/model
« The Tempestor may take items from the Melee Weapons list
« The Tempestor may replace his hatshot laspistol with

one of the following

- Bolt pistol free
- Plasma pistol 15 pis
*One stus Scion may carry & vox-caster 5 pts

« Up oo
one of the options abov
one item from the Special \\capnm list

« The squad may take a Chimera or Taurox Prime as a Dedicated

Transport (pg 97)




FAST ATTACK

| SCOUT SENTINEL SQUADRON

rArmour
WSBS S F S R I A HP Unit Type Unit Comp
Scout Sentinel 3 3 5101010 3 1 2 Vehicle (Walker, Open-topped) 1 Scout Sentinel

Wargear: Options: :
* Multi-aser * May include up to tvo additional Scout Sentinels 35 pts/model
* Any Scout Sentinel may take items from the Astra Militarum Vehicle Equipment st
Special Rules: * Any Scout Sentinel may replace its multi-laser with one of the following
* Move Through Cover - Heavy flamer Sfree
* Scout - Autocannon 5 pis/model
- Missile launcher 5 pis/model

- La

anon 10 pts/model

ARMOURED SENTINEL SQUADRON

rArmour-y
WSBS S F S R I A HP Unit Type Unit Composition  Page
rmoured Sentinel 3 851210103 1 2 Vehicle (Walker) 1 Armoured Sentinel 43
Wargear: Options:
* Multlaser * May include up to two additional Armoured Sentinels 40 pts/model

* Any Armoured Sentnel may take items from the Astra Militarum Vehicle Equipment list
« Any Armourcd Scatinel may replace its multi-laser with one of the following

- Heavy flamer : free
- Autocannon : 5 pis/model

Missile launcher 5 pts/model -~
- Lascannon 10 pts/model iV
- Plasma cannon 10 pis/model

ROUGH RIDERS 55 Points.

WSBS S T W I ALdSy Unit Type Unit Composition  Page
Rough Rider 3 33 3 13175t Cavalry 4 Rough Riders 45
Rough Rider Sergeant. 3 3 3 3 1 8 2 8 54 Cavalry (Character) 1 Rough Rider Sergeant
Wargear: Options:
* Flak armour « May include up o five additional Rough Riders 11 pis/model
* Laspistol * The Rough Rider Sergeant may replace his laspistol and /or close combat weapon
* Close combat weapon  with one of the following
* Hunting lance - Plasma pistol 15 pts
* Frag grenades. - Power weapon R 13 pis
* Krak grenades * The Rough Rider Sergeant may take melta bombs 3 s

* Up to two Rough Riders may replace their hunting lance with one item
from the Special Weapons list




FAST ATTACK

S

OUND SQUADRON

rArmoury
BSF S R HP
3121210 3
3121210 3
3121210 3

VARIOUS |

Unit Type Unit Composition Points
Vehicle (Tank, Fast) 1 Hellhound, 125 pis
Vehicle (Tank, Fast) 1 Deil Dog 5 155 pis
Vehicle (Tank, Fast) or 1 I l'i')})u

Wargear:
« Heavy bolter:

«Infermno cannon (Hellhound only)
« Melia cannon (Devil Dog only)

» Chem cannon (Bane Wolf only)

Options:
* May mclude up to two additional Hellhounds, Devil Dogs
or Bane Wolves in any combination for the points costs

listed aboe
* Any model may take stems from the
Astra Militarum Vehicle Equipment list
* Any model may replace its heavy bolter with
one of the following
- Heavy flamer

- Multimelta 10 pts/model

IE SQUADRON

rArmour
BS F S R HP
3121210 3

125 Points

Unit Type

Unit Composition  Page
Vehicle (Flyer, Hover, Transport) 48

1 Valkyric

Wargear: Special Rules:
* Muludaser * Grav Chute Insertion
*Two hellstrike missiles
*Extra armour

* Searchlight

Transport Capacity:
« Tuelve models

Options:

« May include up to wvo additional Valkyries

« Any Valkyric may replace its mult-Jaser
wath a lascannon

« Any Valkyric may replace both of its hellsuike
missiles with two multiple rocket pods

« Any Valkyrie may take a pair of sponsons
armed with heasy bolters

125 pts/model
10 pts/model
10 pis/model

20 pis/model

| VENDETTA SQUADRON

rArmour |
BS F S R HP
3121210 8

170 Points

Unit Composition  Page

it Type
Vehicle (Flyer, Hover, Transport) 1 Vendeta 48

Special Rul
linked lascannons * Gray Chute Insertion
* Extra armour
*Searchlighc Transport Capacity:
« Six models

Options: i
\ clude up to two additional Vendettas 170 pis/model

« May in

Ve replace two tyin-linked

Jascannons with two hellfury missiles . free
« Any Vendetu may take a pair of sponsons

armed with heavy bolters 20 ps/madel




HEAVY SUPPORT

LEMAN RUSS SQUADRON

rArmour-

BS F S R HP Unit Type Unit Composition
Leman Russ Battle Tank 3 141310 3 Vehicle (Tank, Heayy) 1 Leman Russ Tank
Leman Russ Exterminator 3 141310 3 Vehicle (Tank, Heavy) of any kind
Leman Russ Vanquisher 3141310 3 Vehicle (Tank, Heavy)
Leman Russ Eradicator 3 1413 3 Vehicle (Tank, Heavy)
Leman Russ Demohsher 3 1413 3 Vehicle (Tank, Heayy)
Leman Russ Punisher 3 1413 3 Vehicle (Tank, Heavy)
Leman Russ Exceutioner 3 14 13 3 Vehicle (Tank, Heavy)

Wargear: Options:

* Heavy bolter * May include up to two additional Leman Russ Battle Tanks,

* Scarchlight Exterminators, Vanquishers, Eradicators, Demalishers,

* Smoke launchers Punishers or Execution in any combination for the points

* Bawle cannon (Leman Russ Baule Tank only) casts listed above

* Exterminator autocannon (Leman Russ Exterminator only) * Any model may take items from the

* Vanquisher battle cannon (Leman Russ Vanquisher only) Astra Militarum Vehicle Equipment list.

* Eradicator nova cannon (Leman Russ Eradicator only) * Any model may replace its heavy bolter with one of

* Demolisher sicge cannon (Leman Russ Demolisher only) the following;

* Punisher gatling cannon (Ler Russ Punisher only) - Heavy flamer.

* Executioner plasma cannon (Leman Russ Executioner only) - Lascannon 10 pis/model

« Any model may take a pair of sponsons armed with

- Heavy flam 10 ps/model
- Heavy bolters 20 pts/model
- Mulu-meltas 20 pts/model
- Plasma cannons. 30 pts/model

HYDRA BATTERY

Unit Type Unit Composition
Hydra 3121010 3 Vehicle (Tank, Open-topped) 1 Hydra

Wargear: Options:

* Two twininked * May include up to two additional Hydras 70 pis/model
Hydra autocannons « Any Hydra may take items from the Astra Militarum Vehicle Equipment list

« Heavy bolter « Any Hydra may replace its heavy bolter with a heasy flamer fre
Scarchlight

* Smoke launchers




HEAVY SupporT

rArmour
BSF 5 R HP
3121010 3

125 Points
Unit

Vehicle (Tank, Open-topped)

Unit Composition  Page
1 Basilisk 5

Options:

* May include up to two additional Basilisks

* Any Basilisk may take items from the
* Any Basilisk may replace its heavy bol

: 125 pis/model
Astra Militarum Vehicle Equipment lst
er with a heavy flamer

Sree

rArmour+
BS F S R HP
3121010 3

65 Points

Unit Type

Unit Composition  Page.
Vehicle (Tank, Open-topped) 51

1 Wyvern

fargear: Options:
o Two neindinked

stormshard mortars
* Heavy bo

at
* Smoke launchers

* May include up to two additional Wyverns
* Any Wyvern may take items from the Astra Militarum Vehicle Equipment list
* Any Wyvern may replace its heavy bolter with a heavy flamer Jfiee

65 pis/model

BSFSRHP
5121010 3

Unit Type
Vehicle (Tank)

Unit Compo:
1 Manticore

Special Rules:
* Limited Ammunition

Options:
May take items from the Astra Militarum Vehicle Equipment list
« May replace its heavy bolter with a heavy flamer Jfiee

3121210 3

160 Poit

i Unit Composition  Page.
it
a::;:’l?"n’nnk) 1 Deathstrike. a3

Vargear: Special Rules:
De‘!hv.rii: mx»zlv: * No Ordinary Weapon

: « The Hour is Nigh

Options: . s ;
PJ\ \ke items from the Astra Militarum Vehicle Lqmpmun'l[m
e

« May replace its heavy bolter with a heavy flamer




main pages of the book

All of the rules and tables here are condensed for case |
of reference. 1f you need the full rule, see its ent

ARMY SPECIAL RULES (PG 27) 6
Heavy Weapons Team: For all game purposes, cach Heawy B e
Weapans Team or Vetcran Weapons Team is treated as a  ,
single model with the Bulky special rule

4

\»

" REFERENCE

ry in the

WARLORD TRAIT
Grand Strategist: Nominate D3 units; these:
r Outflank.

01d Grudges: During Deployment, before
deploying Infiltrators and before Scouts redej
choose one Warhammer 40,000 codex. Your
Warlord and his unit have Preferred Enemy
against all enemy units

Draconian Disciplinarian: Friendly Astra
Militarum units with
tests for suffering 2

4 Implacable Determination: The Warlord and|
unit have Relentless.

5  Bellowing Voice: The Warlord has Voice of
Command. If he already has Voice of Comman
he can 1ssue ord:
units within 18"

6  Master of Command: The Warlord has Vo

Command., If he already has Voice of Go

he can issue one additional order each |

WARLORD TRAITS TAB

 (Tank Commander Warlords roll a D3 on this tabf

rom that codex.

i
12" do not take Morale
or more casualties.

s to friendly Astra Militarum

SPECIAL RULES
Allterrain APC (pg 41): Re-roll all
failed Dangerous Terrain tests

Amphibious (pg 40): Treats all water
features as clcar terrain

Artillery Bombardment (pg 31):
Shooting attack, resolved separately
from other Barrage weapons in the
same unit

Range S
Tofinite 9

Type
Ordn:

Scatters 2D6" if a Hit is rolled. If an
arrow s rolled, scatters 3D6". If the
model has line of sight reduce scatter
by his Ballistic Skill

Aura of Disciplinc (pg 33): Any
friendly unit within 67 uses this
model’s Leadership for Fear, Morale
or Pinning tests,

Awaken the Machine (pg 35): Instead
of shooting, choose a friendly Astra
Militarum vehicle within 12" That
icle gains Power of the Machine
tuntil the end of the trn

Blessings of the Omnissiah (pg 35):
Instead of shooting, repair a friendly
vehicle that the model is in base
contact with or embarked upon. Roll a
D6 and add 1 for cach Servitor with a
servo-arm in the unit. On a 5+ restore
a Hull Point or repair a Weapon
Destroyed or Immobilised result.

Chain of Command (pg 33): May only
be your Warlord if you have no models
with the Senior Officer special rule.

Clarion Vox-net (pg 39): Any unit
from the same platoon within 18"

this model’s Leadership for any F
Morale or Pinning tests.

Combined Squad (pg 37): Decide
before determining your Warlord
Traits which, if any, squads with this
rule will combine in each platoon.
Those that do are treated as a single
unit for the whole game

It’s For Your Own Good (pg 35): If it
is in a unit with a Commissar (of any
type) and suffers Perils of the Warp,
remove this model as a casualty after
resolving the usual effects.

Lasgun Arrays (pg 40): Six models
(max three per array) may fire lasguns
from the Chimera’s arrays, if they are
not using the Chimera's fire points.
Use the Chimera’s BS for these shots
regardless of how far it has moved.
These shots may be at different targets
to the Chimera, but all shots from the;
same array must be at the same farget

Leman Russ Commander (pg 32):
Commands from a Leman Russ tank
with BS4. Killed if his tank is Wrecked
or suffers an Explodes! result. May not
leave his Leman Russ Squadron, which
is an HQ choice

Limited Ammunition (pg 52); Carnies

four one use only rockets. One can be
fired each turn. Each rocket counts
a separate weapon when determimng

Weapon Destroyed results.




56): Look Out,
ass, but the
d must be applicd to

Unless it includes
5 lsns.)s unit rolls a D6 at the
1 On aroll ofa 4%, there
Ot K hervise the unit may not
efect € arge, or follow orders
o g of ts next turn. It
B et compulsory moves

d Vehicle (pg 40):

emmb?:;ucd from within
O feasure range and line of
g;]l‘:l“{mm the Chimera’s hull

. : May take a
avy Orders (pg 31): May tak
}:‘Emmp test at the beginning of
sach tum, before Reserve Rolls are
:nadc If successful, he chooses one of
followin,
x-h\s.::mmfu to all Reserve Rolls
this turn.
+Your opponent suffers -1 to all
Reserve Rolls in their next turn

No Ordinary Weapon (pg 53): Cannot
e destroyed by a Weapon Destroyed
result, and Crew Stunned or Crew
‘Shaken result does not prevent launch
{see The Hour is Nigh).

Senior Officer (pg 30): This mode]
may isstic two orders per trn

Shoot Sharp and Scarper (pg 43): Can
make a shooting attack and then Rup
in the same Shooting phase.

Summary Execution (pg 33): If the
model’s unit fails a Fear, Morale or
Pinning test, you may roll a D6; on a
3+ you choose and remove a model
from the unit, on a 1.9 your opponent
chooses. The Commissar cannot be
chosen. The unit is then treated
having passed the test.

as

Tank Orders (pg 32): May roll 2D6 at

the beginning of cach Shooting phasc.

If the total is 9 or less, he chooses one

of the following

® The Tank Commander and his unit
immediately move Flat Out, moving
6+D6"

¢ The Tank Commander can shoot at a
different target to his unit

* The Tank Commander’s unit must
shoot and then use their
smoke launchers

ed,
3 the resyy
not moved, mﬂnjtf‘,“om oy

for each We,
44 .0r more,
the missile o

for
ch it

Voice of Comman,
one order at the start of gy

b of you
Shooting phases unless ket g
combat, falling back, Gone to Grognd
or embarked in a vehicle g building.

d (Pg 28): May gy

Selectan order and
The unit must make 2 Leadership Test;
i passed, they gain the effects of fhe
order. If a double | s rolled, all further
orders issued this turn are successful, If
a double 6 is rolled, no further orders
may be issued this turn

aumt within 12"

War Hymns (pg 34): May ake a

Leadership test at the beginning of

each Fight sub-phase in which he is

locked in combat. If successful, he

chaoses one of the following:

* He and his unit re-roll failed armour
and invulnerable saves

* He gains Smash

* He and his unit re-roll failed rolls
To Wound

“‘Forw
The ¢

“‘Move
The ¢

SPE
Brute
comb
Wour
Came
Medi
mode
Plato
for th
Refra



TRA MILITARUM ORDERS (PG 29)
“Take Aim!*
¢ ordered unit gains Precision Shot

“Smite at Willl"
The ordered unit gains Split Fire,

First Rank, Fire! Second Rank, Fire!’
The ordered unit's lasguns or hotshot lasguns each fire an
. additional shot.

‘Forwards, for the Emperor!’
The ordered unit must Run after shooting

‘Move! Move! Move!"
The ordered unit Runs; roll 3D6 and use the highest.

‘Suppressive Firel" 3 Liel
‘The ordered unit's ranged weapons have Pirni

‘Bring it Down!*
Senior Officer only. The ordered unit's she
gain Tank Hunter and Monster Hunter.

*Fire on my Target!’ o 3
Senior Officer only. The ordered unit's shaoting attacks:
gain Ignores Cover. ]

“Get Back in the Fight!"
Senior Officer only. The ordered unit immediately
regroups, or recovers from having Gone (o Ground.

SPECIAL ISSUE WARGEAR (PG 63)

Brute Shield: Confers a 5+ invulnerable save in close
combat (including against Overwatch) and can re-roll To
Wound rolls when resolving Hammer of Wrath his.
Camo Gear: +1 cover save, even in the open.

Medi-pack: The model’s unit has Feel No Pain while the
model is alive.

Platoon Standard: Counts as scoring an additional Wound
for the purposes of calculating close combat results;
Refractor Field: A refractor field grants the bearer a 5+
invulnerable save,

Regimental Standard: Counts as scoring an additional
Wound for the purposes of calculating close combat
results, and friendly units within 12" re-roll failed Fear,
Morale and Pinning tests.

Rosarius: Confers a 4+ invulnerable save.

Slabshield: If a model with a slabshield s in base contact with
one or more models with a slabshield from the same unit, it
has +1 Armour Save. If any target s partially obscured bya
model with a slabshield, it receives +1 to its cover save.

Snare Mines: Enemy units that charge a unit with snare
mines count as having made a disordered charge
Vox-caster: Failed Leadership tests for orders issued to

a unit with a vox-caster can be re-rolled, provided the
officer’s unit also has a vox-caster. An officer may not use a
vox-caster’s ability on his own unit

ARMOUR

Carapace Armour: 4+ Armour Save.
Flak Armour: 5+ Armour Save.
Power Armour: 3+ Armour Save.

ASTRA MILITARUM

VEHICLE EQUIPMENT (PG 64)

Augur Array: Friendly units decp striking within 6" do

not scatter

Camo Netting: +1 cover save, cven in the open

Enclosed Crew C : Is no longer Open-topp

Fire Barrels: The first encmy unit to charge this vehicle
suffers D6 Strength 4 AP5 Randomly Allocated hits
Recovery Gear: If Immobilised, can attempt to repair itself;
roll a DG at the end of the Movement phasc; on a 6, it is no
longer Immobilised. This does not restore a Hull Point
Relic Plating: Confers Adamantium Will




Communder

o e b e e e

Netean Weapees Team

=

Conript
Gurdesnin

e Weapoms Team
P Consmarder

e s[5

DEDICATED TRANSP
TArmour

BSFSRIIP

Unit Type  Pg.
T T 10

ET
T

Unit Type

epestor
Teswpestor Prime 4

In
In (ch)
In
In (ch)

T (el

3
323209 4 Ingch) %
£ 5 B 6 e 1 in 39
Wyrdrace Poker 2 5231318 5 In 12
WSBSS TW I ALdSv Unit Type P
Reugh Rider BisEaTa R Na= s 5
Hesst Rl Sergesai ST T G e

rArmour-

WSBS S F S R I A HP_UnitTwpe
SomedSaiad s 3 51210 10 3 12 W v
e LSV B U e TE T8
ol SHCERSTRTET 3 TOF 5
g R T  B T eRe T ETNIA
M 3 8 51010 10 3 1 2 W,0 45
oo s e RS AT TR

3 - 1212 10 3 AHT 18

Dty 5 12 10 10 3 o0
oo S 32 3 2
et e 5 12 10 10 3 T, O 49
HE o Feieryinn $14T18 70008 R
inator 51415 10 3 T He 46

7 P 30400300 T4

ator 3 15 13 10 8 TH He 47

P sy Ty AT

e 3 14 13 11 3 nHy 47
BTSN T By AT

3 12 10 10 3 T 52

B T IO

UNIT TYPES

U
,‘;t;f)w Cavalry

e I/m - = Fl, Heavy

ru Iujm:h)' In, Character (dn
Hy, Hover=
T Tk Transport = T, Walke

Weapon
Autocannor

Tonoiue
1770 K

e v

)x!ummnur zmmmnml i

i
e T
Grenade Lum(hrr R

Hellfury isifes

Hellstrike missiles

Hotabiot ligia
Hot<hot laspistol
Hotsbot volley gun
Hydra autocannon

16

53

7 4

g

5 1

Blple rockespod ST

ETREG

Tmm\).\mlcunnun 7 s by
gatling cannon oy

R

Frag missle 46

- Krak missile: 8.3

Plasma cannon 7 2

Plasma gun 75

Plasma pistol 7 2
Punisher galli Ganion 5
Ripper gun 5
Stiotg 3

Snipet riflc W X6

Stonn BETTATE

Storn cagle rockets

Stormihiard morar

\quisher battle cannon

RANGED ' WEAPONS

rdnance 1, Lige iy
i 50 Blasy

ek 1 ot 20
0"“") el 5
A B b
o s o
rin
A

A e e

e i e 1
Heary 4. Twindinked 2
Ao 1

A1 Bl

Asault . Blast

HEEH s
Acale

Heaw 1
)L-]wl Fire

ey 1 B, et
Assauli 1, Melia

Heay 1, Blast

Heay |
Hea 1, Shyfire

Heay 10
Hem . B

|1rm\ i G ot

‘Assaul
Oilnance D3, B
ge Blast
s 2w B
Jianes Cover i
Heay 1, Ammourbanc.

MELEE WEAPONS

SmE
e
G
Kk grenade )
Melia bomb
SRR
Power fist i
¥ lance g
Power il =

Servo-am.

SR

Mclee
Specialist Weaporl
One use only

Anmoutune,

Speculis Wespon
Unwieldy

Melee
Aclee, Concusihe.
\]mu]ul Weapon,
s









FORWARD, FOR TERRA!

The Astra Militarum, more commonly known as the Imperial
Guard, is the greatest army in the galaxy. Comprising
countless soldiers from a million worlds, the Astra Militarum
fights a relentless war of attrition. For ten thousand years

they have used their hel

| might and over ing
numbers to crush the enemies of the Imperium, yet for
Mankind the hour has never been darker; nightmarish
horrors press in upon the Emperor's realm from all sides,
and the men of the Imperium must fight as neyer before.
Artillery thunders, tanks roar, and steely-eyed officers lead
vastarmies into desperate battle, for the very survival of the
human race is at stake.

Inside you will find:

THE ASTRA MILITARUM: An account of how the Imperial
Guard rose from the ashes of treachery to win honour
and glory amid ten thousand years of bloodshed, and of
the ways in which they make war upon their foes.

HEROES BEYOND NUMBER: The multitudinous forces
of the Imperial Guard, their vast arsenal of weapons, and
the special characters that lead them in battle against
mutants, heretics and xenos beyond count.

REGIMENTAL COLOURS: A stunning showcase of the
Astra Militarum range of Citadel miniatures, presenting
striking colour schemes for the many famous regiments,
vehicles and heroes in the Imperial Guard’s ranks.

THE HAMMER OF THE EMPEROR: A comprehensive
army list that allows you to form your Astra Militarum
collection into a glorious host on the tabletop battlefield.
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