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- ﬁput M,g the course of an invasion of an

T e rial world by a ferocious Chaos warband, the campaign

?of s Forge World

st edition of the
have become a part of the
ers can get their favourite aerial
' as possible, this book updates

| World range of flyers. We've also
new war machines for your armies in the form
rine Storm Eagle Assault Gunship and the

Avenger Strike Fighter.

- used on the entries In this book. These are as lollows:

1. Warhammer 40,000 Apocalypse Unit: Units with
this stamp are Intended for games of Apocalypse and
larger games of Warhammer 40,000 where there is an
agreement betwean players in advance to use super-
heavies and othar highly powered units.

4  ALRONAUTICA

g h cases the most destructive flying machines available to

eri inions of Chaos as
the Imperium of Man and the degenerate minions
EzyT!::t against each other in desperate aerial combat.

Finally this book and all of its contents are the result of a lot |
of hard work by the entire team at Forge Worlfi, as well as |
the legions of dedicated hobbyists whase_e p_ra:se and criticism |
have shaped our work. It is thanks to their tireless eh‘or}s that
this book has come to be, and without them the battlefields of

the 41st Millennium would be a poorer place.

W, 1L

Neil Wylie
CLASSIFYING THE ENTRIES IN THIS BOOK
This book is primarily focused on updating the rules for Forge World Flyers and associated vehicles and units for use in games ‘
of Warhammar 40,000 and Apocalypse. In order to make it clear at a

glance which are which, you will find a number of ‘stamps’

2. Warhammer 40,000 Unit: This unit Is intended to be
used in ‘standard’ games of Warhammer 40,000, within the
usual limitations of Codex selection and force organisation
charts. As with all our models these should be considered
‘official; but owing to the fact they may be unknown to your
opponent, it's best to make sure they are happy to play a
game using Forge World models before you start.



Flare or _ﬁhé_ﬂ- Launchers
Flares and chaff are used to fool enemy missiles aimed at an
aircraft.

Flare or Chaff launchers are a single use item. A vehicle
equipped with Flare or Chaff launchers has a 4+ Invulnerable
save against any damage inflicted by Missile weapons.

Armoured Cockpit

The aircraft is fitted with a reinforced and armoured canopy
or crew compartment to protect the aircraft’s crew from
incoming fire.

A vehicle equipped with an Armoured Cockpit may ignore
results of Crew Shaken or Crew Stunned on a roll of 4+.

Infra-red Targeting
The aircraft has been modified with special targeting augurs
for optimum performance when fighting at night.

A vehicle equipped with Infra-red Targeting gains the Night
Vision special rule.

Illum Flares
The aircraft carries a stock of powerful, fast burning chemical
flares to illuminate even the darkest battlefield.

A vehicle equipped with lllum Flares may drop a single flare
per turn. They are fired in the same manner as Bombs (see
page 81 of the Warhammer 40,000 rulebook), placing a
marker where the flare lands after it has scattered.

Leave the marker in place until the end of the turn. Any unit
targeting an enemy unit within 12" of the Flare marker gains
the Night Vision rule for that Shooting phase. If the firing unit
also has the Split Fire special rule, it only gains the benefit
of Night Vision while firing at units with at least one model
within 12" of the Flare marker.

Distinctive Paint Scheme or Markings

The aircraft bears an unusual colour scheme or device that
marks it out amongst its allies. Whether a badge of its pilot's
- hard-won skill or his foolish bravado, it serves to inspire the
troops below.

Distinctive Paint Scheme or Markings is a single use item.
While the owning vehicle is in play and on the board (not in
Ongoing Reserves), one friendly unit within line of sight to

| the vehicle may re-roll a single Morale test. Distinctive Paint
Scheme or Markings must be represented on the model.

—— e ——

Automated Artillery e
Unlike standard artillery Auturnated A‘ﬂiﬂ

to lack of crew and each gun must be des
before it is removed from play. Automated Avﬂl
move and cannot charge. If assaulted they do.
and cannot be locked in combat, their attackars w

of Autornated Artillery loses an assault na.thing happe

there are no Sweeping Advances, no Pile-insandno
Consolidation moves. The Automated Artillery remainsin
place and may fire normally in future turns. If the Automated :'?-.
Artillery wins an assault the enemy must take a Morale test
as normal, although the Artillery cannot Consolidate or maka 4
a Sweeping Advance. B

Air-to-air
This weapon may only be used to target Flyers or Fast
Skimmers and cannot fire at any other type of unit.

Repair
This aircraft can be repaired by its crew in the heat of battle.

If this Flyer is affected by the Locked Velocity special rule for
any reason, then in subsequent turns the crew can attempt a
temporary repair instead of firing any of the Flyer's weapons.
Roll a D6 in the Shooting phase. On the roll of a 6 the Flyer
no longer has Locked Velocity.

Heat Seeker
A weapon with this special rule can re-roll all failed rolls To
Hit against Flyers and Fast Skimmers.

Auto-targeting

Weapons with this special rule ignore any cover saves or
cover save bonuses provided by the Supersonic and Jink
special rules, and from moving Flat Out.

Agile
A unit with this special rule increases any cover saves
granted by the Jink special rule by +1.

AERONAUTICA §
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A heavy fighter that combines devastating strike potential with
graceful speed and manoeuvrability, the Thunderbolt forms the
bulk of the Impenal Navy's intra-atmosphere fighter aircraft. The

Thunderbolt s a true workhorse, with 3 rugged and reliable design
both venerated by its crews and respected by its enemjes.

R

The Thunderbolt's versatile array of armaments enable it to tackle all
manner of missions. Depending on requiremen ts, this can include
Titan hunting and ground strikes, yet the Thunderbolt's main role

s that of an a-superiority fighter, engaging enemy fighters in
dogfights or hunting down enemy bombers. The Thunderbolt can
be further augmented by hard point-mounted bombs or Hells trike
mussiles, increasing Its strike potential

Unit Composition

¢ | Thunderbolt Fighter ARMOUR
' BS Front Side Rear  HP
Unit Type - 11 11 10 3
s \ehide Flver
Special Rules ‘: .
* SUDErsoOnic ‘“Qm
* Deep Strike ‘wa 000
ADs
Wargear
® Iwot «ed autocannon
* v £eg lascannon
* AIMOUreq Cock
WEAPON RANGE STR AP TYPE
Autocannon 48" ] 4 Heavy 2
Lascannor 48" 9 i Heavy 1
lactical bombs Bomt 6 4 Heavy 1, Barrage, Bomb,
tfw;al.' 3"). One Use Only
relstrike missiles 73" 8 ; Ordnance 1, Missil
Seystrike lpc 60 / :

from three-plane flight mi
thirty aircraft. In most stn
by veteran pilots. These fighter aces
to predict the reactions of their pre

such men survive beyond one or two €3

draw the most dangerous duty on missions whe
experienced airmen could hope to prevail. As st
who emerge time and again from the hell-forge

to the rest of the Imperial Fleet, with personal legends tha
far beyond their lifetime "

~

AESFLANT I X AN

\TERELEN WG TURBORANG

Options

 The Thunderbolt may carry one of the tollowing:

o

Four Hellstrike missiles....... e el : +40 points
Six Tactical BOMDS ..o e e gl +40 points
- Four Skystrike missiles......... L I O P T R ot
* The Thunderbolt may take any of the following additional equipment
Chaff 1aUNCRET...u et = — o e S U O
INTra-red 1aTGEtING .. ih et A s e s s s AT TR
- [Hum DAres ..o visinaiiirini R R ik samsanisnasa R S
- Distinctive paint scheme or markings ................ cnnneeses 10 POIDLS
A Thunderbolt f.aghrr}r Is @ Heavy Support choice for a Codex: Impenal Guard army

“Vengeance shall be ours, for we will rain death from the
skics upon the enemies of Mankind.

Squadros Commasder Algerus Phan,

Battle of Pracdus X

o [ 4
AT Al MALVTY 4]
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1g’s main role is as ah

can also dotble as

¢ by varying Its payload. The
lighm!ng ‘Strike’ varlant, which

|_‘|‘.,:'.-|-:-

. ABALITET

Unit Composition |

* 1 Lightning | ARMOUR

. . BS Front Side Rear WP
Unit Type | 3 10 10 10
e Vehicle, Flyer |
Special Rules
* Agile
e Supersonic
e Deep Strike
Wargear
* One long barrelled autocannon
e One twin-linked lascannon
o Armoured cockpit
WEAPON RANGE STR AP  TYPE
LB autocannon i A / 4 Heavy 2
Lascannon 48" 9 2 Heavy |
HF?H“]F“!!HHﬁ”P 60" ] 3 Heavy 1, Heat Leeke

Missile, Air to Al
One Use Only

HE"”‘J“L?” rl”'.',jh' ;l') 8 3 {j;‘{'j:‘:';f,r I f
Hellfury missile 72° 4 -
tactical DTS F:*]f['.h [

ik ':-_t:hir'- ventral autocannon mount with additional Hellstrike or

’*H!IW missiles. These modifications allow the Lightning ‘Strike’ tg,
sffectively engage a variety of ground targets, Hellstrike missiles for
misslons targeting armoured vehicles, and incendiary missiles when

cambating masses of tightly packed infantry.

J L Er

ROCKET THRUST
|T F100-X8 TL FAN
J

m L

|

|

)

e

HpHun*.

« [he Lightning may replace its long barrelled autocannon with one of the

Foollfvaiiiidi
TS |

E.‘.".-'r ll:"'jlhf'r“if{' i"I‘I.IJ.Ili*J‘l Fft"“
Iwo Tactical bombs and the Strating Run special rule.......coooeeerasens Free

e The Lightning may also be armed with one of the following:

Four Hellstrike missiles 1 ... +4D polnts

.. +40 points

... +40 points

IR GRS o e S e L Ol
* Ihe Lightning may take any of the following additional equipment:

... +10 points

eviaanrs 3 pOIALS

.+5 points

Four Helltury missiles
i lactical bombs

Sl SEYStrike missiles

Chat! launcher

TETR0 RATQRING ...vvvvviiriesssarnsnsnsnns

i e
Hum ares

Listinctive paint scheme of Markings «.......oeewuereressrsses . +10 points

A Lightning Is a Heavy Support choice for a Codex: Imperial Guard arm)

iy

“When the people forget their duty they are no longer human
nd become something less than beasts. They have no place
o the bosom of humanity nor in the heart of the Emperor.

| them dic and be forgmtcn."
Prime edicts of the Haly Synod

of the ,-\d:F:ua. Mipistorum




The Aquila Lander s a light personnel shuttle used by the Imperial
Navy to transport dignitaries, officials and other important personne/
trom ship-to-ship or from orbit to a planet’s surface. It is not a

_r} combat aircraft and each is only armed with a single nose-mounted
weapon for seif defence, although it is well armoured for the
protection of its important passengers.

W PASSENGER
COMPARTMENT

T DBSERVATION DOMI

Unit Composition

* 1Aquila Lander ARMOUR
BS Front Side Rear  HP
Unit Type 3 1 11 LR

* Vehicle, Flyer, Hover f Rich 0 B

Special Rules
* Supersonic

* Deep Strike

Access Points
* Passenger compartment door at rear.

Wargear

* Nose-mounted heavy bolter

Transport Capacity
* The Aquila Lander has a transport capacity

WEAPON RANGE STR AP  TYPE

Heavy bolter 36" 5 4 Heavy 3

Multi-laser 36" 6 ) Heavy 3

Autocannon 48" 7 4 Heavy 2

Options

e The Aquila Lander may take any of the following:
- Flare/chaft IatNERBE ..oxs ceominsnonnisississaivemsses .+10 points
« ATTOUTEd COEKGIY s M risvsrrit i e ket s s impide s e TR OGS

1T 1% | L e s s e SRR R sveens 9 POINES

- Distinctive paint scheme or Markings .........c..veee.
e The Aquila Lander may replace its heavy bolter with one of the following:
.. +10 points

v+ 10 poINts

T IR R 0 et e es i i s g s R
e D T D B TR TN TY L v hn i S s s A X s AN AR e i AR AR R S el +15 points
n Aauila Lander may be taken as a Fast Attack choice for a Codex: Impertal

+ Sisters of Battle army, or as a Dedicated Transport option for either
J Guard Command squad (Codex: Imperial Guara) or an in quisitor ang

wisitorial Henchmen Warband (Codex: Grey Knights).

11
¥ 5

IMPERIAL NAVY 13



res ar in high demancd
m, pea:ﬁams countless warzones.

ARMOUR
_ Front Side Rear HP
3 12 12 10 3

RANGE STR AP  TYPE

48" 7 4 Heavy 2
48" 9 2 Heavy 1
36" b 6 Heavy 3
48" 4 6 Heavy 1, Blast (3")
48" 8 3 Heavy 1
,f- | 36" 5 4 Heavy 3
3 '“*t Heilstrika missile 12" 8 3 Ordnance 1, Missile,
' ? One Use Only
: ."?:H_EIHUW missile 1 4 5 Heavy 1, Large Blast (5°),
= N Missile, No Cover Saves,
gl One Use Only
o ,, Hunter-killer missile 72" 8 3 Heavy 1, Missile

Tactical bombs Bomb 6 4 Heavy 1, Blast (3°),
Barrage, Bomb,
One Use Only
Heavy 20

Heavy 1, Large Blast (5")

T

0

€
et
k

M

Punisher gatling cannon 24"
Multiple rocket pod 24" 4 6

Ilﬁlfhi loxy ﬂl.l‘fbt',‘pﬂﬂh!d Wndeﬂa for deep—range attack missions,

nmund strafing assaults against massed infantry and in urban
environments where their manoeuvrability can come to the fore.

Wargoear

One nose mounted heavy bolter
One twinelinked multl-laser

Pwo Mellstiike missiles
Searchlight

LR e

-

Options

® The Vulture may replace its twin-linked multi-laser with:
LARTEVSIEPY IR U DU OV ciuvicson snbmms sbmssiscos i s s i bbb oes v UG
IWINn-lnked missile aURChers ........c.covereeerrnienne e cseenesensraeeses 410 points
Ryl fB 3T R S +15 points
Iwo multiple rocket pods .. ok PR .. +20 points

* The Vulture may replace its two Hellstnke mlssﬂes w1Ih
wo Hellfury missiley .. +20 points
S tactical bombs., . .. +40 points
S0 NUNTOrRIRE MIBSIES ..o e 0 points
Iwo multiple rocket pods .. +30 points

* AVulture may replace both its multi-lasers and Hellstnke mi55l|ES with:

Dne twin-linked Punisher QANG CANNON ......v.ereireeriinesrieensensss 50 poINLS
* he Vulture may take any of the following:

Flare/chalf launcher . e +10 pOINLS

Armoured cockplt ... +20 points

Wum Hares .. +5 points

Infra-red targeting e s +5 points

Listinctive paint scheme or markings .. +10 paints

A Vulture ( nship is @ Fast Attack choice for a Codex: Imperial Guard army.



() Mwbom.'r for anti-peronng!

POINTS: 70

ult camier o i dnl two Mellstrike missiles under the wings for anti-armour
atres. The Sky Lhespiite the Sky Talon’s armament, combat is not its primary
pther assaull cariers ax — battleliolf role Its main purpose is to deliver its passengers quickly
As standhaid of iy aiiil sately then escape to a safe distance and stand ready 1o return
fi the wstrac tion mission.

. PR LAY ':"q'.:l-:‘-;h ¥

.

Unit Composition
« 1 Valkyrie Sky Talo

(L Front
Unit Type

L4 I,'rl |1I Lo i;,l'l Ml

Special Rules

L] 4
|
L i
I

Wargear
& i |
-

WIEAPON RANGI TR AP TYPE

ARMOUR

Side M 1 ( 1 M

Liptions

hy LIy (ary oo Taures or Tasuros Venator or twe

We _..“ 'F‘ﬁ? S—i -e ?dm m m‘&' L&gf? J m’k
i must temaen @ cohevency wihii ransparting the

&
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i the arche
,y?d CROITIN A3
reach andd furt
affectively

& buit and boasting a colossal payload for its size, the Marauder
tvo! heavy bomber of the Impenal Navy. Powerful e Agines
fued tanks give the Marauder a substantial operational
hermaore, allow bomber squadrons to operate

in times of sporadic resupply. Like all Imperial aircraft,

\iarauders come uf ider the command of the Imperial Navy, not the

impeY

: «al Guard, and are often based on orbiting spacecraft as they

can operate in the vacuum of space. In prolonged campaigns, Naval
sirbases will be st iblished on the ground, and due to the Marauder’s

for

Unit Composition

* 1 Marauder Bomber : ARMOUR
. BS Front Side Rear  SP
Unit Type | 3 11 11 10 3
* Super-heavy Flyer 'I
WEAPON RANGE STR AP  TYPE
Heavy bolter 36" 5 4 Heavy 3
Lascannon 48" 9 2 Heavy 1
Heavy bomb Bomb 6 4 Apocalyptic Barrage 17,
One Shot
Hellstorm bomb Bomb ] 3 Inferno™*, One Shot

g range these can be far from the frontline, safely away from
ef‘t;??'-' attacks or, better still, on another continent.

Tou can elect to have the Marauder drop as many bombs as you wisit In

singie f_lt?,'hi‘jm;r run. For each bomb droppea, roll ance on e APt

'[’:‘-};”ff*.‘ fr'f?-';”:’.i!f‘_. out remembes, eacn DoOMo can ol

¥ oo
{ l'.-' My - i i i
Vily ane Helistorm bomb may be d

territory to attack a designa
convoys or other viraf'targgfx;. o
cover from Thunderbolt fighters. IS
Marauder's disposal that a single 'éfmréﬁ is
column of infantry into sheer bloody ruin within second:
target registering the tell-tale drone of the Marauder's €

B TURRET MOUNTED
TWIN-LINKED
HEAVY ROLTERS

Wargear

e One twin-linked lascannon

o Two twin-linked heavy boiters

e Twelve heavy bombs

Options
e The Marauder may exchange its bomb payload for:

Two Hellstorm DOMDS ..cooconumrcamirscnsmnanesssnnsnns R

e The Marauder may take any of the following:

Flare/chaff launcher .......... 10 points
- Armoured COCKPIL ...ccvivrvniiens +15 points
. Infra-red targeting .............

- [llum flares .

Distinctive paint scheme or markings

.+5 points
+5 points
+10 points

IMPERIAL NAVY 11
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S HOSEMOUNIED

el

TWIN LN O
AUTOCANNOMN

Unit Composition
e 1 Marauder Destroyer
BS

i,

Unit Type

o Super-heavy Flyer

Special Rule

s Strafing Run

Wargear
o Three twin-linked autocannon

¢ One twin-linked he;

Jlr'f Dioier

e One twin-linked assault cannon

Gy WMo sy Ber irt ive orehs |
& 1K ey Domes in its pomp Day

WEAPON RANGE

Lls s A P i
Heavy bombs Bomb

'rir_ Mirirp I i 'l{f

I F -’rii"l'i "llf'ﬂ-

Meavy Dotler if

J

fis (e %
'y , ; .
5 ! / Tk

Front
11

5TR

oo

ARMOUR

AP

loped during the Secand Armageddon war, the Marsuder

| f-‘- yer was refitted for night operations, qﬁd armed 10 strike with
~ precision at key targets with overwhelimiing lirepower

]
BESEULT AN

BEAS MAOUNTED
T WS-URIED
} w
i
B HIAYY ROLTER |
'r
|
f.

You can elect to have the Marauder drop as many bombs as you wish In a

single ‘JI{'”?‘”””_I' run. For each bomb dri /) \ed, roll anee on the J'1_,!-FDE'.-—.]4'[I:'TJ“C

Side Rear Sp

. !i-|r,.l'J-|'L.l’['|||l" -f.!*!r‘llf].';{.fff_f 4"]1-;‘1‘ ll'{'iirll_l'fl_ll:l'!!_i"rla'f PN, N j” -'_|"J'.-.|'I.' can I.“r“f}_.- JI“-.. -"ﬁ”ﬂf”‘f}l once.
I () | |

Options
* The Marauder may take any of the following
FHare/chatf launcher......, .+ 10 points
#15 points
+5 points

+5 points

Armoured cockpit ........

Infra-red targeting...............

IO AT it

Listinctive paint scheme or markings 10 points

tight Hellstrike missiles..... ¢80 points

TYPE

Ari [
Apocalyptic Barrage 1*

One Shot “Your foe 1s well cquipped, well trained and battle-hardened.

| s - . )
Ordnance 1 Missil He believes his gods are on his side. Let him believe what

will. We have the Imperial Nn'y on Ours,

l‘lr!i“'ih il i- iff{'l ( ]lfiic Nl‘rll’.

[he Maulumvast Reclamation
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The Arvus is a small utility cargo shuttle used by ships of the Imperial  Comme
Navy for transferring supplies or small units of personnel from ship-  the Arvt

to-ship or ship-to-planet. It is a solid and reliable workharse shuttie s an
squat and durable with two powerful engines for carrying heavy :
loads. The Arvus has no armament; it is not a combat vehicle and is

not expected to engage the enemy.

~— RX-60-22 ROCKET ENGINE

COCxP¥

REPLACEMENT WING PANEL

Unit Composition ke i . Options
* 1-3 Arvus Lighters ! ARMOUR | * Any Arvus Lighter may take any of the following:

i BS Front Side Rear  HP | Flare/chaff 1auncher ... + 10 points per model
Unit Type | 3 10 10 10 o « ATMOUIEd COCKPIL .....oviiiiireiesmrmmnssensmssasssmensnsessncane + 19 POINES per model
e Vehicle, Flyer, Hover Boiab A . | o [HUMY TIAF@S ....... oo vosnniuinnssioin o ikenmana tantans khticis s santarenat b AN L DGR

SAICHIIAN ..o cimesssssssinnssinansiimisi it aattas comn s et 1 DOINE DEERIODE] 5
Access Points * Any Arvus Lighter may mount one weapons system for the following cost (see 3
e 1 rear door Improvised Weapons Mounts below): -
e TWIN-INKEA UL |GEBE 1. vsaetressssskeasentmmmnssitimsnesegaeness +20 points per model ¢
Special Rules - TWO Hellstrike MISSIIeS: s iz tiioniasemmiansstastatssnesnisasiion +20 points per model -
* Improvised Weapons Mounts - Twin-linked QULOCANNON. ...c.iviarmsarasimmmsnmssasasrssssins +25 points per model ;
* Deep Strike - Two twin-linked heavy StUDDErS .......ccoeurmmrmiccnasinennes +25 points per model
Wargear 1-3 Arvus Lighters are a Fast Attack choice for a Codex: Impenal Guard, Sisters
* None of Battle army or Tyrant's Legion army (see Imperial Armour Volume 9).
Transport Capacity
* The Arvus Lighter has a transport capacity of 12. Improvised Weapons Mounts: Although a chvilian and utiity shuttie
never designed for frontline operations, it is not unknown for desperate

WEAPON RANGE STR AP  TYPE commanders to try to fit weapons systems to the Arvus to let it fillinasa
Multi-laser 36" 6 6 Heavy 3 stopgap military transport. Unfortunately this is not an easy task as the Arvus
Hellstrike missile 72" 8 3 Ordnance 1, One Use Only lacks even basic military avionics. An Arvus fitted with Improvised Weapons
Autocannon 48" ] 4 Heavy 2 Mounts may only fire Snap Shots, regardless of the situation.
Heavy stubber 36" 4 6
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ds a glamﬂur af holy import |

oritas as bor'ny blessed by the ﬁlﬂti hand and §0 011 rhs- rare
sfans that the Sisters of Battle request Imperial Navy suppiont foy

a rnﬂftary action or purgation campaign, the Avenger Is often thei

el R

mizumpos;tiun Options
: 1Aqenger Strike Fighter ARMOUR e The Avenger may be fitted with two extra wing-mounted hardpoints that can
i BS Front Side Rear  HP carry one of the following weapons options:
| Unithe 3 12 10 10 2 A1 010) 1] o A SR v Mo oty . FAL poInts
i  Vehicle, Flyer o - Two Hellstrike miSSIlES ......ccccervereimemreraeresarerens PRSP # 40 points
n VT T SRS s i e e s s i 20 PO
; Wargear 20100 0 | R E TV (o (] e S o S o S i, St o A0 Pt
e e One hull-mounted Avenger bolt cannon o WO BLITOCBTTON i xsiibinneiscinarssassassasssassasberiumiission covennnenee $ AU POANES
- e Two wing-mounted lascannon - Two multi-lasers .. e 30 o +30 paints
e e Armoured cockpit * The Avenger may be equlpped W|th any Df the fnlluwmr; ulrhnnn i BOUIPMEN:
3 e Defensive heavy stubber ST (T3 e (] R L DR & e e v 10 points
= INTra-red RAIGRLING . oivviirsinsinssasinieniveisnshatussbenissnsunisasviapiiamrmmeeopsr T PRI
J Special Rules el A o BROPTY TRBI@ i issniins sosiasissivnsaoinsnbiinnsmnssmnrenmianra IR AT AT KR
e Strafing Run - Distinctive pmnt acheme or mark:ngs BOEICD ATRRNTNL [
e Deep Strike
* Supersonic An Avenger Strike Fighter is a Heavy Support choice for a Codex: Imperial Giard
army or Sisters of Battle army.
WEAPON RANGE STR AP  TYPE
Avenger bolt cannon 36" 6 3 Heavy 7
Lascannon 48" 9 2 Heawy 1 Defensive Heavy Stubber: This weapon may fire at a different target 1o
Multi-laser 36" 6 6 Heavy 3 the other weapons mounted on the Avenger Strike Fighter as lang 4 they
Autocannon 48" 7 4 Heavy 2 are within the firing arc of the Defensive turret.
Hellstrike missile 72" 8 3 Ordnance 1, Missile,
One Use Only
Hellfury missile 72" 4 5 Heavy 1, Large Blast (5"),
No Cover Saves, Missile,
One Use Only
Tactical bombs Bomb b 4 Heavy 1, Barrage, Bomb,
Blast (3"), One Use Only
Missile launcher
(Frag) 48" 4
(Krak) 48" 8 ]
Defensive
Heavy stubber 36" 4 b Heavy 3, Skyfire

My IRADMC 50 A ) RIANMAS




and missiles allowing it 14 1l

1eavy bombardment o air efom ¢

_ d and often temperamental syster,

RS targeting augers, predictive logic ey,
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Wil Ot treme

ARMOLUR
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POINTS: 145

a1 Gyroncopic stabisers are ditiicult (o manufecture and make the
Miriticene less corrrnoniy seen than many other forms of Impenal
urdnisrice. Dernand for freshily bt unets from the Departmento
Munitorum always outstrios suoply and for a regiment or artillery

COMmparny 1o be avsgned new Mantoares s often s&en as a sign of

—

f;ffr‘,”-"‘_i.‘ -jf}’} fr]y”;')-.' ,;j‘; ri ; i LorTaTang

| ¥
Options
* A Manticore may replace its heay y boiter with:
Hoavy flamey i s B B A AT
* A Manticore may take any of the following:
.I"-' 1 1 0 1- i - o 1% = r i !f niall {
nie-mounted heavy stubber or storm bolter ............ : i,
riunterkiller missile
Loser blade 0 S R b SR R s S - W pol
1
L xtra armour.. '
LJAmo-netting
V AMaRcOre 5 0 Meawy Support choice in @ Cogex. Imperial QU Ay



Unit Composition

d N &
™ 4 o et Pl

- '_'":'_" y BS

Unit Type

[ ,;. -y i

Spedial Rules

» [ ’ " g

-

Wargear (Hydra Platform)
. ¥ o — - e o 1 Fea 3 el

Wargear (Manticore Platform)

L ] g

Plaer et S
o

EAPONS PLATFORM

impenal support weapons platforms are usually
gefences o guard important command posts
durmps, and to reinforce battlefield strong poin
firepowver The most common armaments for ¢
aither Hydra autocannon or Manticore missile

QUAD HYDARA AL TOCANNON

deployed as static

or forward supply
nts with extra

hese platforms are

launcher systems.

ARMOUR

Front Side

Hydra pmfurmf
air attack, Whﬂl "

firepower for a bﬂagmﬂ-.._ ce. In tf
heavy ordnance upon a target with

zones, collapsing vold shields and shatteri

RANGE  SITR
MO 1) /

L

WEAPON

Rear HP

ili 120 Yy

Options

s The Weapons Platiorm may take

( amo-netting

" : [ =ias €itrn
Platforms are a neavy Jupi

1-3 Support Weapon Fiali

{123 { army

TYPE

Heavy 2, Auto-targeting,

Skyfire, Interceptol
Ordnance 1, Skylire,
Missile Heat Seeker

e T "
One Use Unly

| I‘i ||1|:J'||i
#_:'?!E"F'.‘-',R_T R e

=l

A i




cher is a sophisticated weapon
>f the Crassus itself, and it is
spread service on the Land-leviathans
which gouged out their own pocket-
- of the Nova Terra Interregnum. The
aapon, along with several others of note,
atively recently when the tech-priests of
e world of Zhao-Arkkad unearthed the

data in the depths of the once nightmare-haunted realm. This has

ARMOUR

BS Front Side Rear SP
3 14 13 12 2

f} » Al FTEEth launcher

£ & Two front sponsons armed with heavy bolters
- WEAPON RANGE STR AP TYPE
AT i
SN Praetor launcher
e (Pilum warhead) e 8 3 Heavy 2, Primary Weapon,

Twin-linked, Skylire,

Interceptor

~ Heavy bolter 36" 5 4 Heavy 3
Heavy flamer Template 5 4 Assault 1
Autocannon 48" / 4 Heavy 2
Lascannon 48" 9 . Heawy 1
Hunter-killer missile 12° 8 3 Heavy 1, Missile
Storm bolter 24" 4 5 Assault 2

ultimately led with the dissemination of the powerful Crassus chassis
to the introduction of a new mobile Praetor-weapon platform by
Zhao-Arkkad's manufactora which has spread relatively swiftly
through frontline regiments throughout the Segmentum Tempestus
and beyond. While the Praetor’s relative sophistication and materiels
cost means it will unlikely supplant more common Imperial designs,
its durability and versatility have already found it a treasured place

in the arsenal of units facing the harshest enemy powers ranged

against them.

Options

e A Praetor may replace one or both of its heavy bolters with the following:
. PPV HRITIONS . v res smcasis s s missmiansii g i 15 ARS8 S mato e pias s P TR
S RUTIERIINOTE. (. it vn st iiicdinaionis ensie i et s sy s st o i L LI RS SHEEN
TG | | (S SEL e s S0 L B A e ..+10 points each

* A Praetor may have one of the following upgrades from Codex: Impenal Guard:
- Hunter-killer missile .........ccccecunee ..+10 points
= DR B i b ion i i ... +10 points
- Pintle-mounted storm bolter or heavy stubber ...........ccoecvevveveenns + 10 poInts




POINTS: 30 PER MODEL

e Units issued such weapons will often operate outside of the usual
platoon command structure. The platforms must be fully broken

perdl a _ bfed down before they can be moved, a procedure not easily accomplished

Mﬁwaaimngﬂomﬁ to whilst under fire and which renders them incapable of keeping up
%rresm theares, the gyroscopic with the other elements of an Imperial Guard platoon. Instead these

tor to engage aerial targets effectively.  soldiers are placed around key objectives and expected to hold their
; ground regardless of opposition. They will often find themselves

forming the last line of defence of any failing campaign, and many
rightly consider assignment to a Sabre battery a death warrant.

DEFENCE SEARCHLMGHT

A B AL A BSE

I.-l('\.lli-u"
Tl % |

b . Options
rud YRS S ) Y S * Each Plattorm may have the following upgrades

Crew 3 BENS 3 3 1 3 ] ] 54 - Additional crewman.........ccce.e.vue. wrpens ek agieare G DS

Platform : : : i, 34 - Defence searchlight ............ REST AL _ GRS ee
e * Any Platform may replace its twin-linked heavy bolters with

Iwo twin-linked heavy stubbers .......... . cimmmaniipusranio e LU NS
Unit Composition - Twin-linked autocannon...... BEEAr s {1 I:.u:J!r*?S
e 1-3 Sabre Gun Platforms with 1 Crewman per Platform Iwin-linked lascannon .......... sesesummins maseh e iU POIHUS
Unit Type A Saore Gun Plattorm Battery may be chosen instead of a Heavy Weapons
e Artillery squad as part of an Imperial Guard Infantry Platoon (see Codex: Imperial Guard)
Special Rules
¢ Immobile Immobile: A Sabre Weapons Battery cannot be moved after it has been
e Scout deployed, it ignores any effect which forces it to move, This only affects the
platform and the crew are subject to all normal artillery rules, when called
Wargear upon to fall back the crew must leave their guns behind and Fall Back, the
¢ Twin-linked heavy bolters platforms are then removed as casualties.
Wargear (crew) Defence Searchlight: These are used when the Night Fighting rule is
* Flak armour in effect. If a Sabre Platform is equipped with a searchlight it may pick a
B l{._.lrn_]u"' single target within line of sight and illuminate it with the searchlight.
* Close combat weapon For the rest of the Shooting phase, any other unit that fires at the
illuminated unit does not use the Night fighting rule. However, a Sabre

WEAPON RANGE STR AP TYPE Platform that uses a searchlight can be targeted during the following
Heavy stubber 36" 4 6 Heavy 3, Skyfire enemy turn, as if the Night Fighting rules were nat in effect, as the enemy
. can see the searchlight,
Heavy bolter 16 '
Autocannon 48

Lascannon

r
&=
—
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certain, clear
hips employed by the
ights speak to a common
me. Certain sources place
acilities for the Storm Eagle with the
rlds of Anvilus IX and Tigrus, both of which

'.':'1 r'*‘r = B
3" ARMOUR
BS Front Side Rear HP
4 12 12 12 4

ssault Vehicle
Power of the Machine Spirit

ey ‘r" ._ﬁ
.

,q‘ ~* One hull-mounted twin-linked heavy bolter
e One hull-mounted Vengeance launcher
 Ceramite plating

Transport Capacity
® The Storm Eagle has a transport capacity of 20.

WEAPON RANGE STR AP  TYPE
Vengeance launcher 48" 5 4 Heavy 2,
Large Blast (5°)
Heavy bolter 36" 5 4 Heavy 3
Lascannon 48" 9 V) Heavy |
Multi-melta 24" 8 Heavy 1, Melta
Typhoon missile launcher
(frag) 48" 4 Heavy 1, Blast (3")
(krak) 48" 8 3 Heavy 1
Hellstrike missile 72" 8 3 Ordnance 1, Missile,
One Use Only
Options

* A Storm Eagle may exchange its twin-linked heavy bolter for:
- @ twin-linked multi-melta.................cooooooo e +15 points
- a single Typhoon missile launcher...................._ +25 points
* AStorm Eagle may take one of the following upgrades:
- four wing-mounted Hellstrike missiles ... .. +40 points
- W0 wing-mounted twin-linked lascannon................_ ... +60 points

* AStorm Eagle may take any of the following upgrades:
 IBATENHGL ......c0 it

- Extra armour......

8 SPACE MARINES

-

may | ave cut shart the ma;m.-' Chaptm
although many Space Marine Chapter
a siz'abi care of Storm Fagles operatmw down the m{w
Perhaps surprisingly, the number of active Stnrm Eagles in Spare
Marine service has now begun to substantially increase owes the
last few decades with Chapters known to have fawm rekation:
with the Priesthood of Mars, leading some observers 1o beleye e

Adeptus Mechanicus has restarted large-scale production 2t 20 z
yet unknown location

A Storm Eagle Assault Gunship 1s Fast Attack choice for "ﬁf Space Warres
Dark Angels, Space Wolves or Black Templars army. it may me be taren 25 2
Heavy Support cholce In a Tyrant s Legion army (see impenial Armowr Volue

or a Fast Attack cholce for a Slege Assault Vanguard anmy (see kmpena Acmgir

Volume 10).

L]

LTS

Chaos Storm Eagle: Owing to the ancient provena
Eagle's pattern, a few examples of the gunship, 2
malignly modified to keep them in service, are found in the hands of
Chaos Space Marines as well as their loyalist counterparts. Chaos Saors
Eagles are Identical to the profile above except that they do not hawe S
Power of the Machine Spirit special rule, cannot exchange ther tain-
linked ht-,w}r holters for a ly;ﬂman Launcher, ang have a2 base cost of 205
points. They may however take the Daemonic Possession upgrade for
+20 points and may exchange their twin-linked heavy bolters for 2 ¢ e
Reaper autocannon for free (see Codex; Chaos Space Marines for ess
two options). A Chaos Storm Eagle is a Fast Attack choice for 2 Cader
Chaos Space Marines army.

—_—

F4+Departmento Munitorium to Strategic Command/

4th Crusade Fleet/ Flag/ Lord Militant Falkea++

4+ Astropathic Duct ~Lambada/Gorgroth-Delta-34/0/98++

4 Commence 4

F+ Interception opention/acrial attack on Strato-Keeps TV-V/
Kaziah's Moon/Bittershard System+ +

¥4 Adeptus Astartes Aeronautic Combat Assets Deployed+++
F4(Charnal Guard Chapter) 2 x Thunderhaswk Gunships.

6 x Storm Eagle Assault Gunships, 1 x Fireraptor Destroyer++
#4+(Hevilers Chapter) 1 x Thunderhawk Guaship,

| x Storm If:lg[c Assault (]umhip++

+4+(Iron Champions Chapter) 2 x Caestus Assault Rams++

4 Naval Support Detachment++

*++6 x Lightning MKII Interceptors ++

++2 x Avenger Strike Fighters++

++Preparatory sub-orbital bombardment, Heart of Spite - Camevon
Class Heavy Cruiser. Perdition Flame - Relentless Class Mosisor++
++Combat Operations estimeare: 73 Minutes/Estimated Ences
Casualties: Total/Estimated Imperial Casualtics: Negligible + + .
t+Praise the Angels of Death, Our Holy Protectors.

Our Executioners should we stray++ |

P L ransmu %100 F.hi_i\* t




&5 @ Assault Vehicle
e (Caestus Ram
- Misericorde
e Supersonic
e Deep Strike

Transport Capacity
» Ten models (see Misericorde below).

target with micro-warheads.
WEAPON RANGE STR
Firefury 36" 6

Teleport Homer: Terminator models in the same army 2
Assault Ram wishing to deep strike within 6 of the made! i not scarter 5o
long as the Caestus has not moved Flat Qut whilss fover g Of 1§ operating as

a Flyer that turn,

30 SPACE MARINES

. | Rules %&th‘allm!ﬂ "
5 10,800

.' -melta: A heavy, short ranged, area effect heat cannon, the magna-
"@ﬂieﬂa is designed to turn a large cubic volume of starstip full-plating to

i sag
muu RANGE STR AP  TYPE
- Magna-melta 18" 8

Heavy 1, Large Blast (57),
etz

Firefury Missile Battery: The Firefury is a rapid-fiing m<zie launcher
desgnerd 1o discharge all of its munitions within a few seconds, saturating its

Heawy 4, Blast (3°),
Twin-finked, One Use

5 the Caestus

MM Tevminator or Power Armour; protectineg a full «gx]
WM from any impact short of that wihich okl cesiscy

the crat e The Caestus’ principal armament is a forviard firirny
magna-melia whih 1t uses (0 weaken the hull armour of a sgaxe craft

or fornFcason wall before crashing into its target. Its armmoured (e
then creates a breach into which its complement of Space Marres <)
immediately deoly and advance. The magna-mefta also prowdes it vt
3 cevaszatng Cose 1ange Weapon against enemy tanks and bureers
ground T QDErAtions.

Over the millenmia the Caestus itself has rightly earmned a murderois
reoutation, and more than one palace revolt on an impenal word Fer
sbruptly enciag with the roaring crash of assault rams srashire thesr vy
nito a he's sallest spires to deal death to those within.

Wargeas
o Ome hul-mounted twin-linked magna-melta
.
e Wing-= vd Faretury missile battery
Options
o A Caestus Assault Ram may be upgraded with any of the following
L ¥ .'.frf
ers
. v 1) o1
" Despite deng & Fiyer 3 Caestus Assault Ram may make Ram 3ttacks In exacly
the same wew a8 & Tank when Zooming.
A Caestus Assault Ram 1s & Fast Attack choice for a Codex: Space Marings,
Bloog Anges, Siact Templars, Space Wolves, Dark Angels or Space Marine Siege
Assauit Va QRATD army (see Impenal Armour Volume 10)

Frag Assauit Launchers: A unit charging into close combat on the sare
turm that i Ssambarks from a Caestus Assault Ram that is equipped with fis
upgrace susTem counts as being equipped with frag grenades,

Assauit Viehidle: Mode's disembarking from the Caestus Assault Bam can L
an assauit om e tum they do 5o (providing the Caestus did not Deep Surike)

Caestus Ram: When conducting a ram attack, the Caestus’ player @i two
dice and picks the highest number when determining i it has penetrated the
fargets armwr and adds +1 to any rolls on the Damage chart that it uses

0 agaiter, T Caestus has an Invulnerable save of 5+ agairnst any artacks
qqairsst 'S ot armout, including damage it suffers as a result of rameming or
eing rammeag itself from the front.

Misericarde: ™e 1am's two hull booms contain heavily armoured

(OmPart=ats a3ch fitted with multiple retractable inertia supgpression Camys

WhICh lack Tamsported troops in place and protect them from impact. As 2

resuit e Caestus Assault Ram has a transport capacity of ten models which
WSt @i Do o power armour, artificer armour or Terminator armoue. i
TEMRIOT Dty 1s not affected by the Bulky special rule and remains te
OSSN T fess of the transported model’s type.



Unit Composition

® | Land Raider Hellos
Unit Type
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framsport Capacity

BS
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Hear

".Wﬁ that sac nﬁces' troop
6 of the Hyperios missile
b ﬂ'i’# Larvl Balder Into a hugely
#bfﬁ !u oniryive in myh Intensity

HP

(PERIOS ANTI-AIRCRAFT VARIANT)

POINTS: 280

The Red Scorpions are a notariously i idependent-nunded Chapter
and one reason they opted for the radical step of creating 2 new
variant of the sacred Land Ralder ehassis was a reluctance to depend
entirely on allied Imperial Guard assets in battle, a factor perhaps
that holds true for the other Space Matine Chapters that have s 16

WEAPOMN

Options

&

H.F'H“l:!
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ﬂdﬂpfé‘d the Helios in thelr own armaouries as well
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The Whirlwind has been in use for thousands of years, and is valued
by the Adeptus Astartes for its rugged build and overwhelming
ﬁLWmﬁ Able to carry a wide variety gf munitions into battle

f;' can easily adapt to the rapidly changing '_'_"a ture of the fast

strike missions preferred by the Space Marines without extensive
maintenance time. One of the more popu!ar alternate munitions

for the Whirlwind is the Hyperios anti-aircraft, designed to track

Options
Unit Composition

PR LT 1 T S G e ARMOUR .
v ITWING RYPENos HP
BS Front Side Rear
Unit Type 4 :
# Jehicle i

ICIE il

Wargear

WEAPON RANGE STR AP  TYPE

j C He ' ; F.,U.' :1.,'?
inches 1 )

targeting arrays. Due to the complex

nosecone packed with delicate sen '
Mechanicus possess the knowledge
of the Space Marine armouries are therefo ced
decisions about where to assign these precious relics, ¢
can inflict as much damage on the foes of the Emperor

TOrc

1 War, 2 weap(

N Ei'fi‘ ‘:.1..!'1 weapon, an intent
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: ?mm strike cruisers in orbit,

Unit Composition
¢ | Thunderhawk Gunshp ARMOUR
BS Front Side

Rear 5P
Unit Type

® Super-heavy Flye

Hover

Access Points

o One access hatch on eadt
Wargear

¥

. !+!-_]=: r:.'._,'_,l ||. : -.r: .I.- ir :_‘.' 1 -

i i & FPSid F e, 75 B 4 & ok - E
tFr“rdJJ.,__._ unted tw ked heawy |
[ 3 T-‘f”; r_.JI L
e - b o

yix Neavy DO

& LTy

Transport Capacity

ha T
# Ne INunGeinIws

' ."»'1_‘_!" sword 1s at the Emperor's command. | answer to no other

man, living or dead.”

POINTS: 900

and, for engaging eneimy interceptors of sweeping landing zones
with suppressive fire, four twin-linked heavy bolters in remote
turrets. The transport bays and assault ramp allow the Thunderhawi
to deploy a force of Space Marines right on their objective, and
being more accurate than a drop pod landing, a Thunderhawk
sttack can be used (0 s trike where the blow is most telling, ripping

the heart out of the eneiny by destroying communication centres

and killing enemy i ymmanders

WEAPON RANGE STR AP TYPE

0 ptions
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Like mast vehicles utilised by the Grey Knights the armour of their

laced throughout it, intended to protect occupants from psychic

attack. Utllising the extensive psychic training received by their pilots
these systems make a Grey Knights Thunderhawk Gunship an almost

impenetrable bulwark for those inside.

W TURBO LASER DESTRUCTOR

Unit Composition "
o | Thunderhawk Gunship | ARMOUR
. BS Front Side Rear SP
Unit Type | 4 12 12 12
* Super-heavy Flyer, Bt
Hover

Access Points
¢ One access hatch on each side and a forward assault ramp
(units disembarking from a Thunderhawk may assault on the same turn)

Special Rules

® Psychic Pilot

* The Aegis

* Reinforced Aegis

* Psychic Powers: Fortitude

Wargear

* Hull-mounted Thunderhawk cannon

* Four sponson-mounted twin-linked heavy bolters
* Two hull-mounted lascannon

* Six heavy bombs

* Armoured ceramite

Transport Capacity
* The Thunderhawk has a transport capacity of 30.

“l'am sworn to bring fustice upon the Tyrant of Badab, ¢'en
should it take a thousand years. Until then, My brothers and |

have work enough to keep our swords from growing dull.

Grad M \

Thunderhawks has psycho reactive plating as well as the Aegis system

HELLSTRIKE :
MISSALES S

WEAPON RANGE STR AP  TYPE

Thunderhawk cannon 12 8 3 Ordnance 1,
Massive Blast (77),
Primary Weapon

Turbo-laser destructor 12" D 2 Heavy 1, Large Blast (5°),
Primary Weapon

Heavy bomb Bomb b 4 Apocalyptic Barrage 1°,
One Shot

Heavy boltel 36" 5 4 Heavy 3

Lascannon 48" 9 2 HEGW 1

Hellstrike missile Ias 8 3 Ordnance 1, Missile,
One Use Only

Mindstrike missile 12 4 5 Heavy 1, Missile, Blast (3°),
Psy-shock, One Use Only

Psycannon 24" 7 4 Heavy 4, Rending

" You can elect to have the Thunderhawk drop as many bombs as you wish in
a single bombing run. For each bomb dropped, roll once on the Apocalyptic
Barrage template, but rememoer, each bomb can only be dropped once.

Options :F'-
o The Thunderhawk cannon may be replaced by: a
(T T i L1 2 ] (A e L s e e L [
e The Thunderhawk may ex.(hange Its six heaw bombs for:
- Six Hellstrike missiles ... St el s T ‘

e The Thunderhawk may upgrade all twin- Imked hem L:Jl ers 1¢
- Twin-linked psycannon............... et
e The Thunderhawk may upgrade any Helistmke missiles to

- Mindstrike missiles... i
e The Thunderhawk may Iake any of the.- foluw ng:

T

s Pl b ATIMHRION . oo ihssiiio i vssnibonssvasiearesmipxi st T R
e T T ] e SN R o o +10 points
\ 0 11 SRR PN OGRS SRS DN 7 2 ;!‘: POINtS
- T R g .43 points

t scheme or Markings .........cvaemmunssesenseses + 10 POINLES

SPACE MARINES
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port variant of the
ed to quickly move a Space
i Strike Cruisers in orbit to the
und operation to another, the
rry infantry (unless they are pre-

Unit Composition
e | Thunderhawk
Transporter

ARMOUR

Unit Type
* Super-heavy Flyer, Hover

Wargear

* Fourt win-linked neavy bolters

nsport Capacity

POINTS: 455

loaded into their vehicles). It can carry two Rhino-sized vehicles, or 4
single Land Raider-sized vehicle using its powerful magnetic clarmps
It can also carry an under-slung supply pod, for moving armmunition
or fuel, and it also has other useful equipment such as a winch for
recovering Drop Pods after a successful deployment

Options
It T1 larhau
: LU IV ! Y Lk ¥ N
Flari 11 LI b
] P L
b
il h 1
| [
] P Ni | 11 arkina r
4 b
| WA K Nsnorter ma \rev i #
]! g ¥ ATy Up
! L ¥ :r_"'\

Unloading Vehicles: Vehicles can disembark from the Transportes

quickly. If the Transporter lands (ie, doesn’t move in 2 turn), then the
vehicles may move instead.

very

Loading Vehicles: An empty Thunderhawk Transporter can pick up
slationary vehicle by landing on it (je, moving over it). The vehidle cannot
“exl turn the Transporter can move again, taking the vehicle with i,
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'LAND SPEEDER TEMPEST

A variant of the standard Land Speeder, the Tempest is extensively
modified with a single-seat armoured cockpit, more powerful
engines and integrated weapons systems, allowing it to act as a
qunship and low-level interceptor. The first use of the Tempest was
recorded during the evacuation of Barac in M.38 by the White
Scars Chapter, and the original prototypes were most likely field
modifications created by their Techmarines. Since this time the
Tempest has become an accepted pattern by many Space Marine

Unit Composition

* |-3 Land Speeder

ARMOUR
Side Rear HP

Tempests forming a BS Front

squadron }

Unit Type

. I'.,.'I!:*I"I'r_l(_" SL_"FF‘-‘:F"FT'T__ .r'r.‘;‘::"‘

Special Rules
® Deep Strike

e Afterburner

Wargear

L ]

L]

One nose-mounted assault

Cdinl

Mn P‘ = Ta Mo inrad ha ri-lir 1 Miss
une iuseidge-mounted twin-inked
RImoured cockpit

Extra armour

a
WEAPON RANGE STR AP TYPE
Assault cannon 24" b 4 Heavy 4, Rending
Missile launcher (frag) 48" | 6 Heavy 1, Blast (3")
-1 Sile launchet L ak) 13 5 ‘S HE"JU':.‘ '|

A i % ¥ - Py P . . ' A . f gl o » - oY -
A Land Jpeeder |empest squaaron Is a Fast Attack choice for a Codex: Space

=

Chapters and it is particularly valued
flyers in close defence of ground fe

commonplace as the Tornado or Ty |
Tempest continues to hold pride of place particular
of the White Scars and their Successarcmpm{ 1ot
of their pride in its creation, but also because as a weap :
suited to their preferred swift style of mobile warfare. i

l CONTROL SURFACE

EMNGINE EXMALISTS

blood Angeis, Black Templars, Space Wolves or Dark Angels arm)

Afterburner: The Tempest can choose to ignite its afterburners at the
start of any one of its turns. Until the owning player declares otherwise it is
treated as a Flyer and uses all the normal rules for that vehicle type except
that it cannot fire any weapans whilst this is the case, If one Tempest in the
squadron uses its afterburners then all must do so

SPACE MARINES



BATTERY

or fall-back positions.

W5 BS 5 T w

Unit Compaosition
* 1-4 Hyperlos Platforms

Unit Type

o Artillery

Special Rules

* Automated Artil lery

Wargear
* Iwin-linked -':lrrléx""f.-. missile launchet
WEAPON RANGE STR

The Hyperios air defence platform is a variant of the Tarantula
automated gun platforms in use with many Space Marine

Chapters. These sturdy devices are valued for their ability to provide
devastatingly accurate support fire without tying up valuable Space
Marines as crew, and are often used to defend secondary objectives

AP

cadire

The Hyperios version is

gunner could even acquire a fast moﬁ‘hg a«" P
these weapons can quickly clear the ﬂu&'_ '

D TRACKING AUGUS

Options
A Ld Sv ¢ ne Hypenos Plattorm may exchange its Myperios missile launcher for a
y TRald I:'l"llll Wim *lﬂ“(}”ﬂ'}
. fence Baltery is a Fast Attack choice for a Codex: Space
i Dark Angels, Black Templars, Space Wolves or Blood Angels army.

Command Platform: As long as the command platform is on the table
then all Hyperios platforms in the same unit receive the Spiit Fire special rule,

“Strike them down. claw them from the God- Emprfn: s skies
my sons and daughters, for the Saint, for Him on lerra!

Cardinal-Militant Gogol, The Tempest ol Mandragon

TYPE

mlﬂ-__ T IS

-y T T e ——




alued
zones and theatres of battle where , el
be impractical or impossible to field. The
attern utilises the advanced Contemptor
 weapons carrier, is able to target and
Jose range, and Is also fitted with advanced
d tracking systems, allowing it to provide a
Spearhead force with close air defence where needed.
ter years of the Great Crusade, the Contemptor-
videly used by both the Dark Angels and Iron Warriors
ﬁmWQh it saw service to some extent with all of the
forces. Thousands of years later there remain a number
emptor-Mortis still in operational condition and they are
both as potent weapons and sacred relics to those Space

ﬁm Chapters fortunate enough to possess them.

—
a—
—

KHERES PATTERN

ASSAULT CANNON

E‘ :. Options
y 1 - f
A ' AHMDUH * The Contemptor-Mortis may exchange its two twin-linked heavy boiters with
; ws BS S Front Side Rear I A HP one of the following : :
E:..E z; 5 -I" I‘i ]1‘? ].[-} '.1 _.i y .|-'I'.l||<_= !'hll_ir- ”""l.l.l,". N
: e - Iwo twin-linked autocannon e - e o
E ¢ 3 '-'.'-,'u ENeros i-‘,]'-!{qllu-. -|'|'~.H||1 CARNON PR | Ao ”__
Unit Composition KR (it T A s +23 POIRES
WIN=-NnxKed \Jscannon 7 N
s 1 Contemptor-Mortis Dreadnought ha Cantan S e T e
g ¢ [he Contemptor-Mortis may take any of the following additional equipment
FJ..’F.I drNMOoLUt ) y ._‘N 5
Uﬂﬂ'Tpr : L,|-,“.__!|i;tim i i R U e el B X
e Yehicle Walke +1 8
ErCie, l'rd ey - 5.th-l { rri'l'[l*[r'llzr_[:l Maortis may also '_.]::kl__'
1..-|'.J|Fi'|t|:l" |||['!I.|I|1_|l|11 "1i|'”-!|-.””,~|i.|' " - e
Special Rules * e JAUNChET ....ccovimiiininesianecss +35 DOINTS
e Atomantic }*Ii{‘h’jiﬂ{ & .
ey .”J A Space Marine Contemptor-Mortis Dreadnouaht is y Heavy Support choice §
1 e *‘j{.ﬂ.rrl difed’ e = i & 1&%¢ "-i.-L_LL I CROKE D
geung aitdy a Coaex: Space Marines, Dark Angels or Black Templars army
Wargear
o Two twin-linked ['jf?;]'f"}f hoiters .
SRR Y Atomantic Shielding: One of the Contemptor’s most distinctive fsatures
are the defensive field generators mounted in its armoured carapace whic"

WEAPON RANGE STR AP  TYPE are powered by the potent Atomantic power reactor core housed witho
. The Contemptor Dreadnought has an Invulnerable save of 5+ agamst

Heaw
: R, shootin T, -
8 24" q 1 Hlaois 1 Mt > k_g afrtm:ka and explosions, and an Invuinerable save of 6+ agan

: acks suffered in close combat. In addition, if the Contemptor sulfes an

-y
ol

J.r, r ' fr ': f ;.‘;J ..'IIF' t'rj!l:{'r -_i.)F—_Jn ::I

(W | ¥ 1
B T
AT Tt

Iwin-linked autocannon 48" ] 4 Heavy 2 .
| . ; TS Explodes’ : . :

(heres assault cannon~ 24° 6 4  Heavys, Rending plodes damage result, add +1" 1o the radius of the blast.

i ked lascannon 48 g ) Heavy |
4 J p eavy | Hel: . {f

LR (i ..,Eh.cfl Targeting Array: If the Contemptor-Mortis remains stationary =
(fraq) 48" i S nent phase, 1t gains the Skyfire and Interceptor special rules %o
(¥ 15% | o

3 1
¥ 1A



it takes a special kind of Ork to pilot an aircraft, and the greenskins
pelieve these deranged individuals to be a peculiar type of Madboy.
These Flyboyz, as they are often known, are the ultimate Speed
freeks, racing through the skies at hundreds of miles per hour, only
seconds away from a spectacular death by way of an exploding

BIG SHOD MA

Unit Composition
* | Fighta-bommer ARMOUR

BS Front Side Rear HP
Unit Type , 11 10 '

* Vehicle, Flyer

Special Rules
® Supersonic

¢ Deep Strke

Wargear

* Four hull-mounted twin-linked big shootas
* One turret-mounted twin-linked big shoota
* Six Rokkits

WEAPON RANGE STR AP TYPE

Big Shoota 36" 5 Assault 3

Turret-mounted

Big Shoota 36" 5 5 Assault 3, Skyl

Rokkit I e g 3 Heavy 1, Missile
One Use Only

Bomm Bomb b } Heavy 1, Blast (3
Barrage 1, Bc

Grot Bomm Bomb 6 4 Large Blast Or
Grot-Guided

Burna Bomm Hellstorm 5 4 Inferno, One Shot

1 y LK .r-'|-'=:
Apocalypse Bomm Bomb 6 4 Apocalyptic B

construction allows the pilc t to
Fighta-bommer’s powerful engines an
their early demise, e

— @ ORK SPEED KULT MARKINGS

Options
o My ri Ay D I ROkl Il
el
+15 points each
. /I e the Fighta-bommer may replace all of its rokkits with
the following payloads
na Bomn _ iasiissman s DOINLS SFEH
/pse Bomms i o +25 points each

s a Fast Attack choice for a Codex. Orks army.

Grot-Guided: When resolving hits from a Grot guided weapon you
may re-roll the dice used to determine where on the Apocalyptic Barrage
template the weapon has struck.

“The Orks are the pinnacle of creation. For them the great
struggle is won. They have evolved a socicty which knows
no stress or angst. Who are we to judge them? We Eldar
who have failed, or the Humans, on the road to ruin 1n thetr
turn? And why? Because we sought answers to questions
that an Ork wouldn't even bother to ask! We see a culture

that is strong and despisc it as crude.

Uthan the Perverse, Eldar p'.'uh sopher

o
¥
‘B
&
£
b
k-
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wherever there are Orks you'll find Trukks. It is far from uncommon
for these ramshackle vehicles to be retrofitted with a heavy qun

of one kind or another, usually formed of a multitude of large Ork
shootas attached to a single frame. More by chance than design
the weapons known as Flakka-gunz have proven effective as anti-
aircraft weapons, although their wielders are quite indiscriminate in
the use of their weapons. Targeting enemy infantry, light vehicles
and aircraft with equal abandon, the hail of fire such a weapon can
produce can prove deadly to any airborne vehicle.

|
|
Unit Composition WEAPON
e 1-3 Flakk Trukks ARMOUR Flakka-gunz 48" ] 4 Assault 4, Skyfire,
(as a vehicle squadron) BS Front Side Rear HP Interceptor
1 1( ' Big shoota 36" 5 5 Assault 3
Unit Type
e Vehicle, Fast, Options
Open-topped ¢ A Gun Trukk may ta _ e following
(‘: i aen i R
Special Rules \ “‘3‘““\ 1ot riggers e W ERG e # +5 points
» Ramshackle @ﬁt 0“ chukka : i S T +5 points
* (o, go, go! A‘g ‘B bl oall... T A cevereennenese + 10 POINTS
leinforced ram : . i, cxiinvasibons niaeis e EICHIARS
Wargear . kk may replace Its Dig shoota witi
ROKKIt launcha i) 5 PR S O B R e o A e |

® Flakka-qunz

* Hig shoota
1.3 Flakk Trukks may be taken as a Heawvy Support choice for a Codex: Orks army.

Go, go, go': When a Flakk Trukk has an enemy alrcraft in Its sights the driver RAMSHACKLE TABLE
will floor the accelerator and engage the squig-fuel injectors in an attempt 10 D6 Effect . : .
keep up with the target airaraft’s strafing run. A Flakk Trukk can move flat out 1-2 Kaboom! The Trukk explodes, catapulting flaming debris

and stunned Orks in all directions. The Trukk is destroyed.
All passengers and models within D6" take a Strength 3 hit.
Surviving passengers must disembark and take a Pinning test

and still fire its Flakka gunz provided their target is a Fiyer

Ramshackle: If a Trukk suffers a Vehicle Destroyed! or Vehicle Explodes!
(wrecked) result. roll on the Ramshackle table opposite and apply the

result instead of the usual effects. If the Trukk suffers more than one
Vehicle Destroyed! or Vehicle Explodes! result, roll one D6 per result on the
Ramshackle table, but only apply the lowest dice roll.

3-4 Kareen! The shot sends the Trukk out of contral. Move the
Trukk 3D6" as far as possible in a random direction (the Ork
player chooses if he rolls a Hit on the Scatter dice). Then appiy
the Kaboom! result above. If the Trukk would careen nto enemy

Example: A Trukk takes one glancing and three penetrating hits. Two results models or terrain, stop it 1~ away.

i . Ll 4 i-l .-r-
are ‘Destroyed’, so the Ork player rolls two dice 01 the Ramshackle table to :
see what happens. The dice rolled produce a 2 and a 5, meaning the Trukh 5
goes ‘Kaboom!' as described opposite

Kerrunch! Something vital gives, but the Ork passengers bail out

of their vehicle before it falls apart with a noise like a Meganob

(alling down a spiral staircase. The Ork passengers take no damage
must immediately disembark. The Trukk is then wrecked.



RHG SHCOTA

Unit Composition
e 1-3 Attak Flghtat

BS
Unit Type )

e Vehicle Fiye

Special Rules

Wargear
- "_I:-. FHOSE v s il li .': :."'.-:
L] |.|'. 'I.'.- 1 1}

Front

(@
i

it 28l

ARMOUR
Side

Rear

Built for speed and
__ payload of

big shootas producing a lethal
- hta pilots love nothing more
ok speeds toward a ground target before
i burst of fire into it, tearing it apart

e fu Mgm i Crudle, but remarkably effective,
o AmOUnt of thrust (and often an alarming trall of

Hp

POINTS: 95

flying I a stralght line, a Fighta is easily a match for any lmperial ;
tighter, and retains its manoeuvrability by usirig two thrst nogrles
aniled sideways to change the aircraft’s trajectory. Using these
engine nozzles tends to throw the aircraft viclently Into its new
direction, giving the appearance that the Flyboy s wildly out of
contral a feature that appeals to the crazed ptlat as he careens
through the sky

WILAFON HANGH S5TR AV IYPI

ll;ﬂlrr”'r

X )  'W ulﬂl.:;-..u._:,‘-,' more Killy than a warbike, and

it like a bird? | got no zoggin” idea, but I'm




POINTS: 460

e veﬁfcfes, monstrosities the relatively small ‘Goreburnas’ and the huge heavy gun-armed .’
in armour plates. Such is the ‘Skullhamma’ battle fortresses. These classifications are more to do

I‘E%f@n large enough to threaten with their intended role rather than any set design on the Orks’ part,
cout Titan in combat. Any Ork vehicle of with the likes of a ‘DeathRolla’ intended to crush enemy infantry to
ﬁﬂ@da battle fortress by the Orks as there paste and the ‘Rokkitspitta’ being little more than a massive tractor
disation as to their shape, size or armament, platform with dozens of warheads crammed dangerously on it like a
Mh distinction based on weapons fit, such as fireworks display

FLAKKA - GUMNS

(DAKKA)

T ilﬂ.'ﬂf;' IL" L EAH

Unit Composition Fire Points

® | Flakk Battie Fortre ARMOUR o
BS Front Side Rear SP
Unit Type ' 13

™ War gedr

e

Access Points




lnmﬁlnr

'ﬁg e 36" 5 5 Assault3
Shorcha Template S 4  Assault? -Upto
Ruklt tadncha W83 Resauht - Boarding pta'

“ This ‘ere fortress started out as me old wagon ‘Blitzspear, o The Flakk Battle FO“'ESS "‘ﬂ? hﬁ giWn .-*'

_.,4._

then we fought dem red beakies on Mernow. Dat was a good mounted weapons chosen from the f"“m@'ﬁf A -

: : + DIG SHOOME. . i. v semsirrr i
scrap. but me wagon got torched, but then again so did lots  Siorche.

iR mgaEan Famsmn s '-pnl'r'l_'. 2

of da cnemy Carts, and dat's wh}' me fortress has some fasta - Rokkit launcha...... o oo & ook .,,....-.-.i_,..,,._?;
red bits! - Twin-linked big shoota...........ccccocimrnncranmsianns e O P e 15 pol
Tanka-Boss Scarburna - Twin-linked rokkit [aUNCHA ...........cocsvierinmssmisn *Zﬂ DOINES

Bad Claw Freebooters




i something heavier is needed to get
ime meks without the parts and waltzits

adged Battlewagons, the answer is to build

te are basically up-armoured trukk chassis or rigs

) ﬁatﬂ@ﬁﬂd wrrecks and fitted out with bigger (and

tbr) louder engines and heavy gauge tank treads able

Mmake up for in raw power, not to mention the fact
'@ excellent gun carriers as well; able to mount the larger Big
pSuUch as the Big-Zzappa or the Killkannon. Some meks even go
§r as to mount huge bore ‘Supa-Kannon' on big trakks despite the

bt TR

R ’

POINTS: 90

This however is much to the Orks’ amusement as a Supa-Kannon
armed Big Trakk rears up like an enraged tusker from the recoil every

time it is fired.

There are a profusion of Big Trakk designs favoured by different meks
and clans, and by far the most effective version for engaging the
sleek aircraft of the Orks’ enemies is the Flakk Trak. This success is due
more to the Orks’ love of loud explosions than any ingenuity on the
part of the Meks responsible for their construction The Flakka-Gunz

mounted on these vehicles are nothing more than a coliection of large

Ork shootas, crudely bolted together into a single weapon that spits
such a hail of fire into the sky that even an Ork is capable of swatting

lightly armoured aircraft from the sky.

!

b

-
<
| 2
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Access Points
» If given an "Ard case the Flakk Trakk has a rear access door,

Fire Points

o If given an "Ard case the Flakk Trakk has two fire points on each side.

special Rules
e Rumbler
« Go, 9o, go!

Wargear
e Two Big shootas

WEAPON RANGE STR AP  TYPE

Big shoota 36" 3 5 Assault 3

Skorcha Template 5 4 Assault 1

Rokkit launcha 24" 8 3 Assault 1
Flakka-Gunz 48" 7 4 Assault 4, Skyfire,

Interceptor

Transport Capacity
e The Flakk Trukk has a transport capacity of 6.

- Bi’g_.shgdtgs o< e
= SCOCRBS, vvv etesssasntarsnssmeassess N T
- Rokkit launchas...........ccouumiveens
* The Flakk Trakkk may also take aﬁ‘f&
- Boarding plank ........ccccereereneens
- ArD CASB. ..ot v nennsitiiees
- Stikkbomb chukkas
= Red paint JOb ic..uimviviasiiniuanssinstoanbugss bonsiumtnses
- GIOL NGRS osvedtiovsiiuidea
» The Flakk Trakk may also have one nf lhe follumng e
- Reinforced ram ﬂ,t....._,....’fﬁ,
- Deff rolla ... e diiesaen e v et sAv e M eaas e TR
- Wreckin' bali eaersen s anesnasnaseh st Ases sy e s e S
- Grabbin’ kiaw ................................................................ e )
e The Flakk Trakk may also have up to: s .
« TWO GIOt SPONSONS ...ovneorionsoraussersstrasmansssnseasarimmmeie ... #5 points each

A Flakk Trakk is a Heavy Support choice for a Codex: Orks army.

Rumbler: The Flakk Traki's heavy treads enable it to ‘
adverse terrain with ease. The Big Trakk may re-roll Difficu
Terrain tests as long as it is moving at Combat Speed.

Go, go, go!: When a Flakk Trakk has an enemy M
driver will floor the accelerator and engage the m
attempt to keep up with the target aircraft’s strafing run. k Tra
move flat out and still fire its Flakka gunz, provided their ta etisa.



The Phoenix Bomber is a heavy ground attack aircraft used almost

exclusively by the bands of Eldar pirates that plague the void. The

phoenix bomber provides these Corsair bands with fast moving
heavy firepower. Like its smaller cousin, the Nightwing, the Phoenix

Bomber is protected by the shimmering cloud of a holo field. All
most of its targets will ever glimpse is a colourful blur, just before
the Phoenix’s weapons obliterate them.

Unit Composition
* 1 Phoenix Bomber

Unit Type

* Venicle, Flyer

Special Rules
* Deep Strike

* Supersonic

* Shrouded

* Vector Dancer
* Strafing Run

Wargear

@"3‘

BS

A
b )

* Two shuriken cannons

L]

* Pulse laser

Iwo Phoenix missile

launcners

HOLO-FIELD
EMMITER

\\f-a»"‘““'vr

ARMOUR
Front Side

10}

Rear

HP

———ll PILOT AND
CO-FRLOT
COCEATS

4

y

WEAPON RAMGE SIR AP TYPE
3ld } I .rh." VY ..'.I
yhurike - 3 Assault 3
[ ._i~+ He VY 1 ni
e ld Heawvy
VY 5
L
f rneavy : %\IE I.J,:';
- D
Options
e A Phoenix
* 3 N




 The Lynx is a heavy grav-tank, superficially similar to the Scorpion,
but believed to be a more antiquated design. Whereas the Scorpion
is a heavy armour unit, adept at bringing its firepower to any R

ctical situation, the Lynx i | ~ —— ENCAPsIAT
tactical s , the Lynx is a dedicated heavy vehicle hunter '
utilising its prodigious weaponry to isolate and annihilate its |
chosen targets, although a rarer variant armed with a sonic lance

specialising in decimating supply columns and infan try forces has
also been encountered.

B AR INTAKES

Unit Composition | | Options
* 1 Lynx ." ARMOUR | Alynx may exchange its Pulsar for a:
. BS Front Side Rear SP |  SONMIC [ANCR 1 cvsucrsimsssssmmmmsssismsissmssinsvsrsinsisassimnsaishmeats e
Unit Type 4 12 12 10 2 Il » A Lynx may replace its Shuriken cannon with:
o Super-heavy Tank, a2 R R N N R L - Scatter laser ...........c.. rsvaneusnensresionsesmereniassinarenss inasinee o S T
Fast, Skimmer - Starcannon................ BTN SS T T
- BAQNT JANCR...c..isusensanisssnsnssuusnsssbronsssssmionenmsensnesisaemikatia R S
Special Rules Jf%} A * A Lynx may be upgraded with:
e Eldar Titan Holo-fields B « ST @NGINES ... <rusvs sessrvioesons neneksbass menssinkinssasesihnnest soms SRR SRR FIURS

e Targeting Matrix Override z ﬁf gv’ - VECUOT @NGINES .....eiisiton qronnssas dhaniusisnssnnmbshl Nab PN s se et +40 points
e Sky-Hunter g“ - Q

(/! Sonic Lance: To fire the Sonic Lance, place the Hellstorm template so that
the narrow end is within 18* of the weapon and the wider end is no closer
to the weapon than the narrow end. The Sonic Lance is then treated like

any other template weapon for determining hits. Models hit are wounded

Wargear
e Pulsar
® Shuriken cannon

WEAPON RANGE STR AP  TYPE on a 3+ regardless of Toughness. Against vehicles the Sonic Lance rolls
Pulsar 60" D 2 Heavy 2, Large Blast (5°), 3D6 for armour penetration.
Primary Weapon
Sonic lance Hellstorm X 2 Heavy 1, Primary Weapon, Sky-hunter: The Lynx's controlling player can choose for it to become a
Pinning Flyer at the start of any one of its turns. Until the controlling player declares
Shuriken cannon 24" 6 5 Assault 3 otherwise it is treated as a Flyer and uses all normal rules for that vehicle
Starcannon 36" 6 . Heavy 2 type except that it cannot fire any weapons whilst this is the case.
Scatter laser 36" 6 6 Heavy 4 ik .
Bright lance 36" 8 2 Heavy 1, Lance Targeting Matrix Override: Such is the sophistication of the multiple

redundant back-up systems controlling the Lynx" maln weaponey that its
Primary Weapon gains a 3+ save against any Crew Shaken or Weapan
Destroyed damage result on the Vehicle Damage table

“We warned you of the price of your actions. Now you must
pay it in full - in blood.”

Message broadcast from within Eldar flect prior to the Assyri Devastation

ELDAR &1
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~ Like other Eldar vehicles, the Nightwing relies on speed and agility to
- avold damage rather than armour. The Nightwing Is protected from
enemy fire by compact image distorting holo-fields, similar to those
mounted on larger aircraft but more dependent on the Nightwing’s
1at-pr violent manoeuvres to fully obscure it. The field generator makes it
arties, with the dec.:sme edge in aenaa' difficult for enemy targets to lock-on to the Nightwing, and throws
£ s Sﬂphfsﬁfﬂted ant:-grawry rechnufogy out false images which confuse enemy pilots

Nightwing pllots are almost always young Eldar who have yet to

travel the darker Aspect paths, although many do have experience
extremely fast in a straight line, utilising its swept riding jetbikes, or crewing larger anti-gravity tanks. Many of these

. :m speed. With its wing in the backwards position  pilots often go on to walk the Path of the Outcast, and Eldar corsair
s outpace any Imperial fighter. For extreme manoeuvres bands are often well equipped with Nightwings to support their

ngs sweep forwards, allowing the Nightwing to pull high lightning raids

:_ h!gh G turns, and brake the aircraft very rapidly during a

0gitght. Eldar pilots master this manoeuvre, suddenly braking and

: ng hard to throw off pursuit.

W GRAVITY-DAMPENED
COCKPIT

B SHURIEN
CAMNONS

Unit Composition WEAPON RANGE STR AP  TYPE
¢ 1 Nightwing Interceptor ARMOUR huriken canno 14 -
) . c LS i 0 5 ."*"u"."u_ |]|[ -!,
. BS Front Side Rear HP Bright lanc T ! ) H I 1 Lance
Unit Type 4 10 10 ? : 4 g s
e Vehicle, Flyer A Niahtwina
: il Ml b 07 15 @ Fast Attack choice for a Codex: Eldar or Eldar
i3dir-army (see imperial Armour Volume 11)

Special Rules

. Dei-r; Strike t a’ﬁ\“\c‘:’
; . D™ W

: !,:' A 1600

It is from Khaine that the Eldar have learned the greatest
sccrets of war and bloodshed. It is from him that they

J.J.i

& Anile
Agile draw their strength in battle, giving them the courage and
Wargear determination to fight. When the Eldar enter battle they
¢ Iwo shuriken cannon divorce their minds from surrounding events, allowing the
¢ Two bright lances spirit of Khaine to infuse them. In this way they can pertorm
horrific acts of violence. whilst Keeping their mind purc."
Inquisitor Czevak. Teachings on the Unhaly
D ELDA

e e —



r-heavy qunship, capable of taking on the
iding Titans, and is only deployed onto
ds against large targets. They fly on missions to

l usually have its own Nightwing fighter cover to
ttack runs and keep enemy aircraft at bay. Vampire
"':;E-_-Eﬁm“man aircraft, and their specialised role means
nl ekﬁloyed during large Eldar operations.

, SCATTER LASER

Unit Composition

e 1 Vampire Hunter ARMOUR
. BS Front Side Rear  SP
Unit Type | 4 1 11 11 4
e Super-heavy Flyer, '
Hover

Special Rules
e Strafing Run

® Supersonic

Wargear

¢ One wing-mounted twin-linked pulsar
® (One hull-mounted twin-linked Phoenix
¢ Nose-mounted scatter lase

¢ Eldar Titan holo-fields

9 ELDAR

- The Hunter is just one of several identified variants of the basic

— PILOT COCEPTT

POINTS: 730

Vampire, usually carrying different armaments, which are used by
different craftworlds and corsair bands. Despite its heavy weapons
load, the Hunter retains the Vampire's amazing manoeuvrability and
speed for such a large aircraft and, like all Eldar aircraft, is protected
by a holofield.

WEAPON RANGE STR AP TYPE
Pulsar bl D 2 Heavy 2, Large Blast (5")
Primary Weapon, Desti
16 6 6 Heawy I. !

sl o T LA,y -

Icrfldlmh E:dar- Th:m: 3|:':rl.~r hld Ih::f Stars in I!L;lr l.gll.lhr‘l .!m‘l
now are left to sift the dust of their once fabulous realm. For
all their intellect and fI'i}'hIiL‘ﬁfll they could not contain the

ithin them nor tame the wﬂd monsters of fhr: S[Ndﬁuz

v them any heed?”

Grundwald. Ordo Xecnos
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The skies above a battlefield are a crucial aspect of wae and mare

often than not whoever wins the battle for the skies has the upper

hand in the ground war. The Eldar have long known thes. and their

superb aircraft provide them with a telling advantage in any such

conflict. The Vampire is the largest Eldar aircraft, and wused to move
Ol

-

troops from orbit to the ground. Common amongst Eldar Corsair
bands, but also used by Craftworld forces, the Vamgpere fidfils the
same rapid response role as the Space Marine Thundechawi Gunship

Unit Composition

* | Vampire Raider ARMOUR
BS Front Side Rear 5P
Unit Type 4 3

e Super-heavy Flyer

Hover

Access points

* Rear ramp. Up to three

|

ramp in a single turr

Special Rules

* Strafing Run

® SuUpersoni

Wargear

Transport Capacity

" B} } 1 Nspo
¥ ather venicies
WEAPON RANGE
48

Options
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TRIPLE
SCATTERLASERS

Unit Composition
e | Fire Storm

BS

4

Unit Type

L c\k'l]lf‘t‘ F._”_i; ! r-i.th

Access Points

e Kear ramp

Wargear

Transport Capacity

* The Fire Storm has a transport “apa

tLDAR

ARMOUR

POINTS: 180

With only two crew; the Fire Storfm retains its troop transport capacity
and can assist Eldar attacks by delivenng & sqquad of Aspect Warriors to
the battlefield before withdrawing to its usual anti-alreraft role

'- LIk .1'-"'” K

COMPARTMIEN
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WEAPON RANGE STR AP TYPE
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Options
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Special Rules
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o Hit in assault)

RANGE STR AP

_ ?kﬁam:me arrmament means it
about any target, and the high-speed

Ld
10

" to smaller Gargoytes, providing transport for Gargoyles who lack

LEATHERY WING MEMBRANES

ida mbeﬁewd by the Ordo Xenos to act as brood mothers

the endurance for very long distance movement, the smaller
creatures using their hooks and claws to attach themselves to the
larger creature. With a Gargoyle brood ‘on board" a Harridan’s belly
appears to constantly writhe with hideous clusters of scaly limbs
and leathery wings, all moving about its skin and chitinous armour
plates. As the Harridan soars over the battlefield, the Gargoyles
then detach themseles and flap off to attack the enemy, and when
Harridans gather for a large attack, swarms of Gargoyles will usually
darken the skies around them

Sv

3+

Flying Beast: Aithough a Gargantuan Creature, the Harridan is also
treated as if it were 2 Super-heavy Flyer (Hover Mode), for the purposes
of movement, ine of sight and being attacked, etc, but with a maximum
move of 24" per twm. If the owning player declares it is being used in
Hover' mode that twrm, the Harridan may assault and fight (and be I
attacked) as i  were a normal Gargantuan Creature for that turn.

Gargoyle Brood: The Harridan may act as a transport for a single brood

of up to 20 Gargoyles 2t a time. These Gargoyles may be deployed into .
battle exactly s per jump troops from a flying transport (see the Apocalypse

ruleboak). If the Rarridan is slain while Gargoyles are being transported, rol %
Initiative tests for each Gargoyle. If failed, the Gargoyle is destroyed and the

survivors of the brood are placed within 2* of the point where the Hamidan J
was killed and may b= used normally from then on.
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re very closely matched, with the
in terms of speed, and the Barracuda
:?he superior handling and armament of
o5 decisive in such encounters.

el ION CANNON

Unit Composition

i
e | Baracuda lr ARMOUR

- BS Front Side Rear HP
Unit Type : ; 10 10 10 r-

* Vehicle, Flyer

Special Rules
® Supersonic
e [Deep Strike

. ﬁu’llfl'

Wargear
« One hull-mounted ion cannon
¢ {wo sponson-mounted burst cannon

* One hull-mounted twin-linked missile pod

8 TAL) EMPIRE

up by two drone-controlled burst cannons in the wings. For ground
attacks, it is primarily armed with wing-mounted missile pods and
it can be used in a superior ground attack rofe when carrying its
additional armament of four seeker missiles. These are not guided
by the pilot but by a markerlight operator on the ground

All Barracuda pilots are of the Air Caste, and their three-dimensional
situational awareness is superior to human pilots, as is their
tolerance of high rates of acceleration. While the combat experierice
of the longest serving Imperial pilots gives many a hard edge which
the Air Caste struggles to match, the Tau Empire pilots are more
naturally gifted and a powerful asset to the Greater Good

WEAPON

RANGE STR Ap TYPE
an cannon bl / 3 Heavy 3
Burst cannon 18" 5 5 Assault 3, Auto Targeting
Missile pod 16" / 4 Assault 2
eeker 1 . Infinite 8 3 Heavy 1, Missile
Options

i Y - PO | D
¢ The Barracuda can be

rour >eeker missiles (see Codex: Tau Empire)

K CNoICe 1or a

UDC | ddeq 1o {I_:]i‘:'lrr up to:
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The Tiger Shark is a large aircraft deployed in a fighter bomber role. v the
Often encountered flying in support of Tau Empire Hunter cadres craft from b
during major operations, the Tiger Shark’s main role appears to be

the deployment of drones, although more recently those armed with
multiple seeker missiles have also been encountered.

— 8 TARGETING SEMSOR

DRONE-CONTROLLED
BURST CANNON TURRET

WEAPON RANGE STR AP  TYPE
Unit Composition

e T e - VS R

An cannon 60" / 3 Heavy 3
10N Callnitd
* 1 Tiger Shark | nm‘,ﬂ;UR aiar - 4 Missile ood 36" ] 4  Assault 2
BS Front SI ie rl- _ et SATAdin 18" a S  Assault3
Unit Type 4 ]' : 4 vha Tarneting Array soeker missile Intinite 8 3 Heavy 1, Missile
* Super-heavy Flyer * includes the bonus from [Ne falgetiiy ANdy
Options

Access Points

. r_",l' T |_'-[!:-{ ‘,1..!'!._HEF_ |'|'i|[':'n '[,_]1?.'_1-_' l|l|":r‘ L'Ir Iht"’ ED”U".J"."L“[J
* Fuselage door

+ 10 noints
Blacksun THter.......... R P e O AT AR AT ) poInts

Py et i A ] com i e e e TR 2 4
Lisruplion POO......ovemimsnisnnannass

Special Rules

e The Tiger Shark may replace its 14 gun drones with:.
* Drone Rack

-f.j!.\l: ‘lp{.:..ler r“i"'lja'-'_.,ﬂf_-"_‘} P T T E T LN
* Strating Run

B it s e e
* Supersonic

Drone Rack: The Tiger Shark’s Drones are deployed using the Jump
i Infantry rules. All the Drones may be deployed in a single turm

» !'-_jrn-? .E.I\'r.”'l'?;r\i”‘,'-,l L =Lat s

* One twin-linked missile pod

® lwis Bairct
L& = !
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The Orca is a dedicated orbital trampont vetucte - 3 shuttle for
ving troops, equipment and supphes from spaceships in orbit to

a planet’s surface. Unlike the Thurnderhawk Gunship, the Orca is not
a combat aircraft; it s only equipped for seif defence and its primary

MAIN THELS TERS
AANIMUM SPEED 1,000 109%

Unit Composition | y R R G a —i
* 10rca ARMOUR |
BS Front Side Rear SP |
' 4 12 (e
Unit Type 4 ; | . : D . |
* Super-heavy Flyer, * includes the borus from the Targeling Array |
Hover _ : B ot |
Access Points
* Rear transport ramp. Up to four units may e from the Oz

Wargear

* Iwin-linked long-barrelled burst cannor
* Missile pod

* Blacksun filter

* Targeting array

* Disruption pod

—l SENSOR DOME

Transport Capacity
* The Orca has a transport capacity of 57. It may carry @ maximum of six
Battlesuits (which take up three spaces each). It may not carry any vehicles.

WEAPON RANGE STR AP  TYPE
LB burst cannon 36" 5 : Assault 3
Missile pod 36" ] 4 Assault 2

"It is not our technology that will enable us to prevail
in this galaxy. It 1s our shared sense of honour and
cc:mmcna]it}r of cause that unites vs and will give us the
power to defeat our enemies.

Shas'el Si'cea Or'es, Fire Caste commander

TAU EMPIRE 61
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RAARKEERLEGHT
—— MISSILE POD

HEAVY RAILGUN

Unit Composition .' ] WEAPON RANGE STR AP  TYPE '
e 1 Tiger Shark AX-1-0 l ARMOUR | Heavy rallgun
J ns Front Side Rear SP f (Solid Shot) 110" D 1 Otdnance 1 Destoee
Unit Type | 4 12 10 [RERE | Primary Wezpor
. SU{](‘I‘-PHHF‘."}’ Flye 1 ——— e - [\HtllTllIHFIIUIH} 110" 7 3 Ordnance 1
ApOoCalypiic 2
Special Rules Primary Weano:
e Strafing Run Missile pod 36" 7 Assault 7
* Supersoni Burst cannon 18" 5 5 Assaid 3
heeker missile Infinite 8 3 jeavy 1, |
Wargear
o One twin-linked heavy ralgun Options
e One twin-linked missile pod * The Tiger Shark AX-1-0 may take any of the following
o Two burst cannan Racksun fill PO s .30 zoE
o Networked markerlight i R e e S e : +20 ponE
ONAl Seeker MISSHES ... ....oresrinesasnress +10 pons &

60 TAU EMPIKE




 the Manta has a large transport capacity. The ship’s main body is

unt of firepower,
drone-controlled
IS the Tau Empire’s

¢ | Manta j ARMOUR
i . BS Front Side Rear  SP
~ Unit Type | 4* 13 12 11 10
® Super-heavy Flyer, j " Includes the bonus from the Targeting Array
Hover SRR

Access Points
® Rear transport ramp and lower transport deck elevator

Special Rules
e Supersonic

Wargear

® Two heavy railguns

e Three twin-linked long barrelled ion cannon

* One twin-linked missile pod

¢ Sixteen drone-controlled long barrelled burst cannon
* Ten Seeker missiles

* Networked markerlight

e Targeting array

Blacksun filter

* Energy shield

Energy Shield: The Manta's energy shield gives it a 4+ invulnerable save
against any hits it receives,

AA Fire: Due to its size, when rolling to hit the Manta the opposing player
does not need to fire Snap Shots and may instead use their model’s BS as
normal even if they do not possess the Skyfire rule

Transport ramp; Up to four units may exit from the Marta's ot
1amp pet turn.

& 1A EMPIRE

o

Loy

e m@m to the Imperium’s Titans. As well as its firepower

-

split into two transport decks: the upper deck holds troops, whilst
the cavernous lower deck can hold up to four (fully loaded) Devilfish
or Hammerheads and numerous battlesuits.

A MMNATUSEED FTHERDEVE

Transport Capacity
* The Manta has two transport bays that are treated separately as to what they
may carry into battle:
- The upper deck may transport infantry models and drones only and has a

transport capacity of 55

Tha lraue {me T . W e ap————_ - [ - o . -
|-r:|-. F J!'F%_lr lrJ'I::-"." |.':]__| -: O Pl _":,. = 8 Yy & | = 3 ¥ V| -_:r"qu'.:li}' ﬂ‘iallfr Ca[ry a'S!

part of this payload up to eight Crisis or Broadside battlesuits (which take
up three spaces each) and u nich take up 30 spaces

each). Venhicles being transported may carry troops themselves without the

!.‘rr-"r..lt.ll_. J'!ﬁ:} ";'-. .'-'-f"'_". L

WEAPON

H*':nq]!“r-_!. f;iii'”.!'_.‘f'

RANGE STR AP TYPE

(Solid Shot)

Ordnance 1, Destroyer,
Primary Weapon

(Submunitions) 1 1€ ' 3 Ordnance 1.
Apocalyptic Blast (10")
Primary Weapon

LB ion cannon 7 Heavy 3

Missile pod 36 7 4 Assault 2

LB burst cannor 36 5 Assault 3

Seeker missile nfinite 7 3 Heavy 1, Missile

Drone-controlled submunitions: When fring submunitions the Manta
does not roll the extra D6 for deviation for moving, it always tolls a D6 for
deviation.

Transport Elevator: The entive lowsr deck can be lowered. All units on the
lower transpont deck can disembark in the same tum.




Unit Composition
e 1.5 DX-6 Remora
forming a squadron

Unit Type
o Vehicle, Flyer, Hover

Special Rules
e Shrouded

e Deep Strike

Wargear

¢ One twin-linked long barrelled burst cannon
e Two Seeker missiles

e Networked markerlight

. | yrgetng aray

& Blacksun hiner

64 1AL F AP

B SENSOR ARRAY

WEAPON
ARMOUR B

P o N T Ta b Vo rrvas b
nciuges [he ponus from ne 1argeing Af

final source o

\
rf-ﬁ"*
v o

TYPE
ssault 3
Heavy 1, Missile

rone fighters is a Fast Attack choice for a Codex. Ta

"It 1s as we yoin with others, in a way that only the Tav can.
in shared engagement to the Greater Cood, that we find
ourselves able to fully realise our true potential. And that 1s
| f our hopes and intentions.”

Aus'el T 10 Tam 'va. Ethereal Caste

POINTS: 110

The Remora has a short range and is carried into battle underneath
a modified Tiger Shark mothership (or in the back of a Manta),

which controls data to the drone. These control the aircraft from
high altitude and play no part in the battle closer to the ground.

—— ——
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- The Gauss Pylon draws enerqy from the Necron power matrix

before discharging it through hardwired weapon systems, including
a version of the gauss flux arc also mounted on Monoliths. More

fearsome is the Pylon’s gauss annihilator - a tight-beam version of
the particle whip, which combined with sophisticated quidance and
target-lock systems enable it to engage ground troops and incomin

g
aircraft alike.

. Sm—




Special Rules

e Living Metal

» Special Deployment
o Phase Shift Generator

: :The Pylon itself and all Necron units with at least
112" of the Gauss Pylon receive a 5+ Invulnerable Save.




Though the oldest and smallest of the various fighter craft employed
by the Dark Eldar, the Raven still inspires fear in those upon whom
the Dark Eldar prey. Used as a strike fighter and designed to attack
ground targets rather than other aerial vehicles, jts small airframe
disguises the devastating firepower it can unleash against any
unsuspecting enemy. Where other Dark Eldar aircraft are elegant
and precise weapons, the Raven is considered somewhat vulgar

by many in the hidden cities of the Dark Eldar, and is falling out of
favour with many Kabals. Only the most bloodthirsty Reavers sti|
prefer this ancient craft, with its ungainly main gun and lack of
exotic missiles the years of death and blood they have lived through

in Commorragh’s arenas grant them an unwholesome appreciation
for the Raven’s brutal weaponry.

SPUNTERSTORM
CANNON

Unit Composition

* 1 Raven Strike Fighter ARMOUR

' BS Front Side Rear HP
Unit Type | 4 10 10 10 2
L] F,h!,e.r .

Special Rules

* Night Vision

* Deep Strike

® Vector Dancer
* Supersonic

* kvasive

* Strafing Run

® 5Ky Assassin

“To them. the fear of their victims is an elixir that warms
the blood, and there is no greater pleasure than the screams
of the innocent. Cruclty is enthroned in the violence of

their hearts.”

e s g

each coated in deadly venom a
that enemy troops soon come t
little skill to decimate the foe, only requ
hold the Raven on a long strafing run v
the splinterstorm cannon are a pair of linked dark lances,
fearsome blacklight beams are devastating anti-tank we.

Whilst unsubtle the Raven’s weapons are undeniably effective, — =53
scything down enemy infantry with ease and leaving tanksas = = &5
little more than burning wrecks in their wake, and so it remainsa
favourite of those Kabals which value carnage over panache. e

Wargear

* Wing-mounted twin-linked dark lance

¢ Tall-mounted splinterstorm cannon

WEAPON RANGE STR AP TYPE
Splinterstorm cannon 6 X 5 Heavy 10, Poisoned (4+)
Dark lance 36" 8 . Heavy 1, Lance

Options
» A Raven Strike Fighter may take the following vehicle upgrades from Codex:

Dark Eldar;
L] B g o N S AP AR Sy 05 o0y

Clirk-arfinlAd 10 DOINES
Pl R ITRICY - . i s o e s b i awe alme  a  pwa v m B e &= LU DO

- i ] - . - L ~hAares FAF - M ri
A Raven Strike Fighter is a Fast Attack choice lor a Cogex: Dark |

Sky Assassin: When entering play via Deep Strike, if It does so within 12
of an enemy Flyer or Skimmer, its controlling player may re-rall the Scatter
dice to determine where it arrives

DARK ELDAR 69



i |
B o | = BN B

The Ordo Malleus believes that the Hell Blade is a product of the
traitorous forge world of Xana I. Its slim form races through the skies
jssuing horrific shrieks, wails and screams as it dives and climbs. They
are flown with reckless abandon by corrupted servitors, cursed souls

who are hardwired into the cockpit and may never leave.

A Hell Blade Is fast, agile and well-armed with quad autocannons

under its fuselage for its role as an interceptor They are designed to
engage other aircraft in dogfights, leaving ground attack runs for the

larger Hell Talon.

Unit Composition
® | Hell Blade

Unit Type
* Flyer

Special Rules
* Supersonic

* Aglle

® Deep Strike

Wargear

* Two reaper autocannon

BS

5
=

Front
10

CHADS SERVITOR HARDWIRED
INTO COCKPIT I

ARMOUR
Side

10

POWER SOURCE (TYPE UNENOWN) Ill———

Imperial fighter wings engag
in desperate swirling dogfights and t
battles saw heavy losses on both sides.
Blades destroyed over Cadia alone have not be
Imperial Navy losses are still being calculated by Depart
auditors. Who knows how many daemonically powere
being stockpiled within the Warp for the Warmasters ne

Rear

U

HP

. 3
T s “ErAd - T "
e —— e .

e s g

¢
WEAPON RANGE STR AP TYPE |
|
Ff saner autoc ‘LI1|-_G.~, ;E‘J ? ..1 Ht‘_'-,_}"-"' ‘.} .l-l'q"p"?ﬂ'llz'."x'._l.,l |
L :'.a:i'!'.\- adlilorcal iy T |
Options | | 3
fallonwin whicle ninooracea irom Cooex. L
e A Hell Blade may take the following vehicie upgrade irc
Space Marines. 3 |
. . ) for L I 1
. Daemonic Possession 10r..........
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 DREADCLAW

Prior to the Horus Heresy the Dreadclaw was the most advanced
assault boat in service, however its construction was flawed. When
interfaced with the array of navigational augurs and logic engines, its
machine-spint began to develop a dangerous level of self-awareness
and the launch bays and maintenance decks of Dreadclaw-equipped
vessels suffered a high level of fatal accidents which, despite the

reassurances of tech-priests, created superstitious rumours that the
machine-spirits were in some way tainted

puring the Heresy itself the number of incidents involving the
Dreadclaw multipled exponentially on ships loyal to the Emperor and
many loyal captains simply jettisoned their Dreadclaws into space.

=]
Unit Composition
* 1 Dreadclaw ARMOUR
BS Front Side Rear HP
Unit Type
e Vehicle Fiver Hoy

special Rules

e Aces

Transport Capacity

it has landed. Once on the gruund,z he 5
squad steps onto the surface. The four cla
the pod’s body upwards and revealing its cantenﬁ.,@w

race off towards their target. | A

Unlike Imperial Drop Pods the Dreadclaw is also an assault £

Is capable of lifting off again, and so can be used to extract 1 _':'; :

from a planet’s surface as well as insert them.

T VECTORED THRUST NOZILES
1

Access Points

Dreadclaw Assault: If a Dreadclaw is part of the army then an eligioe
unit must be placed within it before the game begins The Dreadclaw and
cargo always begin the game In r€Serve ¢ and enter play using the Deep

\frer it hac arrived. the Dreadclaw may move normally

T S L 5 . R g o e e s i e Uil ol il T T W e s S s




Unit Composition
e 1 Hell Talon

BS
Unit Type I <3
e Flyer

Special Rules
e Strafing Run
e Supersonic
e Deep Strike

Wargear

* Fuselage-mounted twin-linked lascannor

e Fuselage-mounted reaper autocannon

e Eight Tactical bombs

Gods will rejoice... | have seen 1t, for | am

the coming quc:lypsc.”

Lard Xiphan_ ;\F- ystate -

CHAL)

"l'ﬁ't bambs, the

e ?ﬂé: kbn is flown by three Chaos servitors which are all

* hardwired into the cockpét. As it flies the Hell Talon issues wails,
screams and groans - the tortured cries of those sacrificed

to awaken the daemons within the aircraft. The Hell Talon's
daemonic spirit seemungly tears through the very fabric of the sky
accompanied by crackling lightning and black storm clouds as the
Warp leaks through into reality in the wake of the aircraft’s passage,

'S TITDR CRE
H-."l“'i t .11‘!.

ARMOUR

“When the maelstrom descends. Vraks shall
blood and skulls, and even the dead shall fin

Millions shall be sacrificed in their names, and the

.
1.
T

WEAPON

Options

L ]

¥

RANGE

STR

the skies literally darkening when the Hell Talons fly past.

AP TYPE

1 L " } 7 - b
# e '_'..l'.|' i, -l!.“,'H;-,lri\I?i_j

Heavy 1, Blast(37)
Iwin-linked

5 Heavy 1, Blast (3"), Bomb,
Une Use Only

1 A me s : fqy*

| Apocalyptic barrage (1)*,

One Shot

s many bombs as you wish in a
nped, roll once on the Apocalyptic

nd Can "'”r', ,[:'Jtl -;.j.'r{}li.'r'.'-"i_’f_;'f once
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edators, drawn to ongoing bloodshed and

e dead. First encountered during the later stages

r for the apostate world of Vraks, unconfirmed

e of these daemon-machines coming down to rest on
Dl ses seemingly to ‘feed’, liquefying the carcasses of the

"g@ead and the dying, and sucking up the decaying sludge.

AR TURRBINI

Unit Composition
= 1-3 Biight Drones ARMOUR
Side

BS Front Rear HP

Unit Type

® VCInUE

Special Rules

Wargear
» na M

WEAPON STR AP  TYPE

ia
j

POINTS: 125

The dull, maddening buzz of their droning engines in the poisoned
fog of Vraks’ skies rapidly became @ fearful omen of doom to the
Imperial forces, a sound dreaded even above the howl!s of Khorne’s
Berserkers or the whistling scream of incoming shells.

Since the Vraksian conflict, Blight Drones have been encountered
fighting alongside the renegades known as the Purge and several
other Death Guard splinter factions, as well as in Daemonic
incursions in both the Auralis war zone and the fall of the Hive
world of Mitra Prime during the 13th Black Crusade

Explosion of Pus: When a Blight Drone Is destroyed, it invariably
detonates in a shower of bile and pus. When a Blight Drone loses its last

Hull Point it explodes as per the ‘Explodes’ Vehicle Damage Table entry
rather than becoming wrecked,

All things must wither and die. Let root rot and bower
§ Dblight, to feed the pestilence of abandoned hope.

b |
Aghalor, the Hiu‘};rl ol Poxes




