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Welcome to the Imperial Armour Update 2005.

This book, as the title suggests, updatés the rules for
the Imperial Armour range of new vehicles and
monsters for Warhammer 40,000. Many of these

rules have been published in previous Imperial-

Armour books or as free downloads from the Forge
World website. Following play-testing and player

feedback the rules are adjusi and tweaked and .

republished here. All the following rules remain as
experimental rules (ie they are likely to change),
until they are published in a large Imperial Armour
book, by which time (hopefully), we are happy with
the rules. - i : -

As experimental rules we encourage players to send
feedback from their own games to the Imperial
Armour e-mail address at the website address below. .
This feedback is always appreciated but it is not
always possible to answer every e-mail.

Happy gaming : - .
Warwick Kinrade
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Squiggoths are the huge relatives of squigs or ‘squiggly beasts’. Bred and overfed
for size and aggression Squiggoths can grow to elephantine sizes, so large they
dwarf tanks and buildings. Squiggoths come in many shapes and sizes, but all have
large tusks, claws and fangs and a very bad temper! Squiggoths are much favoured
by more primitive Feral Orks, but any Ork warboss would be glad to field one,
with the exception of Speed Freeks, who find them far too slow!

Goaded by its Ork masters riding in a howdah upon its back, the Squiggoth
stomps into battle, the ground trembling beneath its massive feet. Being Orks the
howdah is usually bedecked with heavy weapons, blazing all round as the howdah
sways, pitches and rolls, accompanied by the whooping and cheering of its
passengers.




GARGANTUAN SQUIGGOTH
Pts/model WS BS S T w | A

Gargantuan Squiggoth 200 2 2 10 7 8 1 4




Squiggoths are enormous creatures which are usually hunted by Orks for food.
Feral Orks and some more backwards Ork clans see them as more than simply a
good dinner! Squiggoths are also a means of transport. These Orks have
discovered how to harness these beasts and make a mobile platform on their backs
which then carries the clan or tribe into battle. Amongst the Feral Orks the Pigdoks
have bred larger and larger variants of the Squiggoth, and many Ork warbosses
view the size of their Squiggoth as an indication of their power, status and combat
prowess. Most Orks see this as simple showing off, and joke about it behind the

Warboss’ back!

BIG SQUIGGOTH
Pisimodel =98 "BE~ 8 7 W 1 & Ld  _Sv

Big Squiggoth 50 2 2 7 6 4 1 3 7. 5+




Orks use all kinds of captured and recovered vehicles, either looted from
battlefields or built in Ork controlled Imperial factories. These vehicles will have
anything ‘un-Orky’, such as weapons, radios, sensors, etc, removed, and replaced

with the Ork equivalents. Gradually, Mekboyz will add more and more
modifications until the vehicle no longer resembles the original but becomes a
new type of battlewagon.

Front Armour  Side Armour  Rear Armour BS
1 it 10 2

Type: Tank
Crew: Orks




As Battlewagons grow, with more weapons and firing platforms being added, they
slowly become Battle Fortresses. Like all Ork vehicles there is no standardisation
and these vehicles can come in all sorts of shapes and sizes, but regardless of their
appearance they are all heavily armoured and bristling with big gunz and heavy
shootas.

The rules here represent a typical Battle Fortress, but there is no reason why a
Battle Fortress should not be larger, carry more or different guns or have greater
transport capacity. In this case I advise you use the Vehicle Design rules to create
your own Battle Fortress.

Points Front Armour __ Side Armour ___ Rear Armour BS
Battle Fortress 325 13 12 10 2

iype: Tank

Size: War Machine
Speed: Lumbering
Structure Points: 2
Crew: Orks




A Grot Bomb is a guided missile, only it is not guided by targeters or
a Machine Spirit, but a single Gretchin pilot. The Gretchin sacrifices
himself to aim the missile. Whether this is a punishment or a reward
from his Ork masters is unknown, but it is possible that Ork Mekboyz
do not make the pilot fully aware of the fatal effects of detonation.

Each Grot Bomb Launcha can only be fired once per game. Once the
missile is launched it may not be fired again.

Most commonly the launcha ramp is mounted on the back of an Ork
Wartrak, but a Grot Bomb’s launch ramp can also be mounted on a
vehicle, allowing it to fire a single missile.

The Grot Bomb works exactly the same way as a normal Guess Range
weapon, except you may re-roll the Scatter dice if you don’t like the
first result, but you must accept the second roll.




The Vampire Hunter is a variant of the Vampire Raider. It foregoes any transport
capacity for additional heavy armament, and carries massive pulsars and multiple
missile pods. The Vampire Hunter is a Super-Heavy gunship, capable of taking on
the heaviest enemy units, including Titans and will only be deployed into the
fiercest battlefields against the largest targets. They fly on missions to engage and
destroy specific enemy targets, such as an attacking Titan, and each Vampire
Hunter squadron will have its own Nightwing fighter cover to support their attack
runs and drive off enemy interceptors.




Points Front Armour __ Side Armour __Rear Armour BS
Vampire Hunter 730 10 10 10 4

VType: Super-Heavy Flyer
Structure Points: 3

Crew: Eldar

Weapons: The Vampire Hunter is armed with twin-linked pulsars, twin-
linked gatling Eldar missile launchers and a scatter laser in its nose.

Options: None.

SPECIAL RULES

Eldar Fields: The Vampire Hunter is protected by an energy field. The field
provides the Vampire with a 4+ Invulnerable Save against any glancing or
penetrating hits. This field does not work against close combat attacks.

Twin-linked Pulsar:
Range: 60” Strength: 9 AP: 1  Special: Heavy D3, Blast
A Pulsar treats all Armour Values of 12 or above as 12.

Twin-linked Gatling Missile Launcher: The missile launchers mounted
under the Vampire Hunter’s fuselage are capable of firing very rapidly,
saturating the target with either plasma warheads or krak missiles. The
Vampire Hunter can fire D3 missiles per shot, with a re-roll for any missed
shots. The Plasma Missile template must be placed touching the first, using
the rules for mortars and other Guess Range weapons. All the missiles fired
must be of the same type, they cannot be mixed.

Krak: Range: 48” 58 AP: 3  Special: Heavy D3
Plasma: Range: 48” S:4 AP:4  Special: Heavy D3, Blast

A squad that takes casualties from a plasma missile must test for Pinning (see
page 32 of the Warhammer 40,000 rulebook).

VAMPIRE RAIDER WEAPONS UPGRADE
(see Imperial Armour II for full details of the Vampire Raider).

Option: A Vampire Raider may be upgraded to carry a single, centre-line mounted
Pulsar for + 200 points or a gatling Eldar missile launcher for + 80 pts, mounted under
the aircraft’s fuselage. The Vampire must reduce its transport capacity to 20 models to
take either of these options.

Pulsar:
Range: 60” Strength: 9  AP: 1  Special: Heavy D3, Blast
A Pulsar treats all Armour Values of 12 or above as 12.

 Gatling Missile Launcher: The missile launcher mounted under the Vampire Raider’s
fuselage is capable of firing very rapidly, saturating the target with either plasma
warheads or krak missiles. The Vampire Raider can fire D3 missiles per shot. The
Plasma Missile template must be placed touching the first using the rules for mortars
and other Guess Range weapons. All the missiles fired must be of the same type, they
cannot be mixed. '

Krak: Range:48”  S:8  AP:3  Special: Heavy D3
Plasma: Range: 48"  S:4  AP:4  Special: Heavy D3, Blast

~ A squad that takes c:isualties froma plasma missile must test for Pinning (see page 32
of the Warhammer 40,000 rulebook). .




“I bad bheard many rumours of the borrors of the mysterious Eldar. Of fire-clad daemons no
weapons could bharm. Of power-wreatbed pyskers who can tell your fortune and forecast
your doom. Of winged warriors falling from the sky like rain and tall guardian warriors
powered by the spirits of the dead. None concerned me. None beld any terror for a faithful
servant of the Emperor with the might of the Imperial Guard at his command. None save
their aircraft. When fighting the Eldar, watch the skies...”

From the Memoirs of Lord Commander Morcar

The Phoenix is a ground attack and support aircraft, heavily armed with an array
of weapons for engaging different targets, therefore it is highly versatile. The
shuriken cannons are used against infantry targets or for self defence against
interceptors. Its centre-line mounted pulse laser is its main weapon against
armoured targets, whilst the wing mounted missile launchers give extra
firepower against any target, including hard targets and well dug in infantry in
cover.

It has been noted that the Phoenix lacks the swept wing design of the Nightwing,
meaning it lacks the very top speed, but with Nightwings covering their attack
runs and the Eldar’s mysterious knowledge of anti-gravitic engines, a Phoenix is
still capable of out running or evading most Imperial interceptors.

These fearsome aircraft, working together, can provide the Eldar with air
superiority over almost any battlefield they choose to fight on.

Points Front Armour __Side Armour___ Rear Armour BS
Phoenix 353 10 10 10 4

Type: Flyer
Crew: Eldar




Phoenix

S SR W

Void Dragon Phoenix




Eldar Corsairs walk the Path of the Outcast. Many young Eldar find the restrictive
life of a Craftworld stifling and leave to seek a life free from restraints — uncaring
of the peril they face in doing so. These Eldar form the backbone of Eldar corsair
bands, such as the Void Dragons.

The Void Dragons are a large and well equipped corsair band. Their fleet is a
constant threat to the space lanes, and their troops, using Vampire Raiders,
launch surprise raids against ground targets. These raids are always well
supported by aircraft, providing fast moving heavy firepower which can operate
from their orbiting fleet with ease.

Female crews are not unusual amongst the Eldar. Female Eldar corsairs fulfil all
the same roles as male warriors, in fact it seems the Eldar do not recognise any
difference. As a race, the sexes seem to be physically and pyschologically very
similar. Amongst such an androgynous race telling the sexes apart can be
very difficult.

Points Front Armour __ Side Armour _ Rear Armour BS
Phoenix 360 10 10 10 4

Type: Flyer
Crew: Eldar




The Firestorm is a rarely encountered variant of the Falcon grav-tank. Armed for
anti-aircraft defence with firestorm scatter lasers, whose long range and high rate
of fire make it highly effective. The Firestorm is never deployed in great numbers,
and only when there is the significant threat of enemy air attacks or not enough
Nightwings to provide effective fighter protection.

Points

Front Armour

Side Armour

Rear Armour

BS

Firestorm

210

12

12

10

3

Type: Skimmer, Fast, Tank
Crew: Eldar




Eldar Titans are unrivalled in their sophistication and technology. The Titans of the
Imperium are crude, slow and ungainly by comparison with the smooth grace of
the ‘Engines of Vaul’, which have fluid, life-like movements. The Revenant uses
image distorting Eldar fields, projected from its rear wing, to confuse enemy
targeters. This holo-field is the Titan’s principle defence, as its wraithbone
construction is comparatively lightweight to aid speed and manoeuvrability.

The Eldar Revenant is extremely fast, using its long legs and multiple jump jets to
move across the battlefield with astonishing speed. It is armed with either two
pulsars, capable of cutting through the armour of most foes at long range, or two
Sonic Lances, generating lethal and disrupting sound waves. It also has a rapid
firing missile launcher for close defence.

The Titan is crewed from within its head by a single Eldar Steersman. He is aided
in controlling the Titan by many spirit stones containing the essence of former
pilots.

Points Front Armour __ Side Armour___ Rear Armour BS
Revenant 415 + weapons 12 12 12 4

Type: Super-Heavy Tank, Skimmer Structure Points: 3

Speed: Fast Crew: 1. Eldar Steersman







Revenant with Pulsars



The Scorpion is amongst the largest vehicles recorded as capable of anti-gravitic
movement. Known to the Eldar as an Engine of Vaul, it combines sophisticated
and powerful weaponry with the Eldar’s customary manoeuvrability and speed.
Protected by a holo-field and armed with two Pulsars, using similar technology to

that of a Bright Lance but four or five times the size, the Scorpion has earned
nicknames like the Grave-maker and Deathsled fromthe Imperium’s forces.

Points Front Armour  Side Armour  Rear Armour BS
Scorpion 650 12 12 11 4

Type: Super Heavy Tank, Skimmer, Agile
Crew: Eldar
Structure Points:




Some Space Marine Chapters have
equipped  their = Dreadnought
armoured battle-brothers especially
to take part in sieges and to lead the
way during assaults on fortified
positions. It is equipped with flamer
weapons for clearing bunkers and
an assault drill arm for grinding
through ferrocrete in a matter of
seconds. Once a hole has been
created the arm’s in-built heavy
flamer can pour super-heated
promethium into a bunker or
pillbox to clear it of defenders.

Siege Dreadnoughts are specialized
equipment, and are only deployed
when the Chapter needs to break-
through a static defence line or
during street-to-street fighting.

Points WS BS S Front Armour Side Armour Rear Armour |

Dreadnought

120 4 4 6(10) 12 12 10 4 2

Type: Walker

Crew: 1 Space Marine




THUNDERHAWK TRANSPORTER
Front Armour __ Side Armour __ Rear Armour
T’hawk Transporter 12 12 10

Type: Super-heavy Flyer, Orbital Lander

Structure Points: 3

Crew: 2. Space Marines

More information about this vebicle can be found in Imperial Armour
Volume 3: The Taros Campaign.




This section contains only the rules for Forge World’s latest Imperial
Guard vehicles. More information about these vehicles can be found in
Imperial Armour Volume 3: The Taros Campaign.

Points Front Armour __ Side Armour___Rear Armour BS
Bombard 145 12 10 10 3

Type: Tank, Open-topped

Crew: 5. Imperial Guard

s: The Bombard is armed

: The Bombard may be equip
al Guard Codex: camo-netting,

d heavy stubber, pintle-mounted .
ght, track guards, smoke launchers.




>

S Front Armour Side Armour Rear Armour |

Points WS BS
10 10 3 1

Drop Sentinel 35 3 3 5 10

Type: Walker, Open-topped.
Crew: (1) Imperial Guard.
Squadron: Consists of between 1 and 3 Sentinels.

Side Armour __ Rear Armour BS

Front Armour
10 10 3

Points
120 12

Basilisk

Type: Tank

Crew: 4. Imperial Guard

t they become
36",




Points Front Armour __ Side Armour __Rear Armour BS
Griffon 75 12 10 10 3

Type: Tank, Open-topped
Crew: (4) Imperial Guard

, siege shells

he Griffon is a Heavy S
ES ‘

12748"




Points

Front Armour

ENCLOSED MEDUSA SIEGE GUN

Side Armour

Rear Armour

BS

Medusa 155

12

10

10

3

Type: Tank

Crew: 4. Imperial Guard

Points

Front Armour

Side Armour

Rear Armour

BS

Aquila 110

1"

1

10

3

Type: Flyer, Orbital Lander
Crew: (1) Imperial Navy

utocannon for

er, armoured






Points Front Armour __ Side Armour __ Rear Armour BS
Warhound 450 + wpns 14 13 12 4

Type: Super-Heavy Tank Void Shields: 2
Speed: Normal Crew: Adeptus Titanicus

Structure Points: 3







¢ is believed that the Hell Talon
was first created on the hellish
inrge world of Xana II within
ine Eye of Terror, upon the
rders of Abaddon himself.
hen the Warmaster’s 13th
#lack Crusade spew forth from
Eye of Terror to assault the
“adian Gate, the forces of
“haos were accompanied by
sguadrons these daemonically
mowered aircraft.

ne Hell Talon’s sleek form
mzces through the skies issuing
norrific wails and screams,
swooping low to strafe with
zscannons and indiscriminately
iropping incendiary bombs , to
mring death in the name of their
masters!

Points

Front Armour __ Side Armour __Rear Armour BS

Hell Talon 135

10 10 10 3

Frpe: Flyer

_rew: 3. Chaos Servitors




Like its larger cousin, the Hell Talon, it is believed that the Hell Blade was create<
on the traitor Forgeworld of Xana II. Hidden within the Eye of Terror, the
renegade Adeptus Mechanicus Techpriests churn-out infernal war machines anc
weapons for the heretic legions of the Warmaster of Chaos, Abaddon. Whe=
Abaddon’s forces spew forth from the Warp to attack Imperial worlds they ar=
accompanied by these daemonically powered war machines and aircraft.

The Hell Blade’s slim form races through the skies issuing horrific shrieks, wails
and screams. They are flown with reckless abandon by corrupted servitors
hardwired into the cockpit. They are fast, agile and well armed for their role as z=
interceptor, designed to engage other aircarft in dogfights whilst the larger Hel
Talon streaks in low for ground attack runs.

Front Armour _ Side Armour _ Rear Armour BS
10 10 10 3

Points
130

Hell Blade

Type: Flyer
Crew: 1. Chaos Servitor







Prior to the Horus Heresy the Dreadclaw was the most advanced assault boat in
service. It was equipped with an advanced Machine Spirit similar to that of the
Land Raider tank and was capable of landing on a designated target without ans
intervention from the passengers and then acting in general support totalls
autonomously. The construction was flawed however. When interfaced with the
array of navigational augurs and logic engines, the Machine Spirit began tc
develop a dangerous level of self-awareness, bordering on the psychic. The launch
bays and maintenance decks of Dreadclaw-equipped vessels suffered a high leve!
of fatal accidents which, despite the reassurances of the Techpriests, createc
superstitious rumours that the Machine Spirits were in some way tainted. A
detailed investigation into the construction of the Dreadclaw was prevented onls
by the outbreak of hostilities.

During the Heresy itself the number of incidents involving the Dreadclaw
multiplied exponentially on ships loyal to the Emperor. The Imperial Navy was
prevented from ordering their immediate withdrawal because of opposition from
the Adeptus Mechanicus. However, unofficially many captains simply jettisonec
their Dreadclaws in the Warp. After an incident aboard the Legate Peracles in the
Battle for Terra, the Dreadclaw was only evident in the Traitor fleets, where its
talon-like profile earned it the nickname ‘Touch of Death’ amongst opposing
captains.

DREADCLAW OPERATIONS
The Dreadclaw is still used in two types of operation by Chaos forces. Planetars
landings and for ship-to-ship boarding actions as an assault boat.

For boarding actions, the Dreadclaw’s main thruster drives it towards the targe:
ship. As it closes, the four main claws extend, whilst manoeuvring thrusters adjus:
the final approach before it accelerates into the hull. The impact punches the
main claws through the hull, and smaller secondary claws clamp the pod securels
to the surface, creating a tight seal. A ring of melta-cutters in the pod’s base then
begin to burn through the hull, creating a circular breach large enough for the




troops inside the pod to access the interior. Once the cutting operation is
complete, (which only takes a couple of minutes) the iris hatch rotates open and
the troops inside can disgorge into the ships.

The Dreadclaw is also used as a more conventional drop pod. Operating much
like its Imperial counterpart, when landing on a planet’s surface it does not
extend its main claws until it has landed. Once on the ground, the iris hatch
opens and the squad (or Dreadnought) step onto the surface. The four claws
then extend, driving the pod’s body upwards and revealing its contents, who can
then race off towards their targets.

Unlike Imperial drop pods, which are one use vessels, the Dreadclaw is also an
assault boat. It is capable of lifting off again, and so can be used to extract troops
from a planet’s surface as well as insert them.

Front Armour ___ Side Armour ___Rear Armour BS
Dreadclaw 12 12 12 -

Type: Flyer, Orbital Lander, Drop Pod

Crew: None




Even amongst the Inquisitors of the Ordo Malleus and within the ranks of the Grev
Knights there are names which are only ever whispered, names which invoke
dread amongst even the Emperor’s mightiest servants. One such name is
An’ggrath, the mightiest Bloodthirster yet summoned from the Warp, the most
favoured of Khorne’s servants. He is known by many titles — the Guardian of the
Throne of Skulls, Lord of Bloodthirsters, the Deathbringer. Amongst the ranks of
Khorne’s daemon-followers An’ggrath is one of the greatest and most revered
created by his God to be the ultimate expression of Khorne’s bloody creed
No-one can stand before him and hope to live!

In the past ten thousand years An’ggrath has been summoned forth from the Warp
on only two occasions. Those who attempted to summon him must have pleased
Khorne with their devotion and slaughter, few would even attempt it. Those tha:
do attempt to summon An’ggrath risk Khorne’s displeasure and wrath. Both
succesful summonings have resulted in terrible destruction to the Imperium
worlds have fallen beneath An’ggrath’s cloven hooves before the Grey Knights
were able to stop his rampage.




0-1 AN°GGRATH THE UNBOUND
Ptsimodel WS BS S T Ld Sv

An’ggrath 10 10 8 10 24/ 4+

Because of its sheer size it is always possible to fire at the
' ‘thm 6” of another viable target

ust possess another model to enter the battleﬁel
more details. ' ,

ype
: :Asmsault/Z




Many horrors too foul to name spill from the
daemon worlds of the Eye of Terror. They are the
foul abomination of Chaos, creatures taken by the
dark gods and corrupted for their entertainment or
possessed by ravenous daemons. Tormented and
driven insane by its new hideous form, its soul
driven by the base desires of the daemon within,
the Chaos Beast seeks only to kill before being slain
in its turn.

Chaos Beasts come in many forms, but each is a
creature of muscles, sinew, fangs and claws, with
only one thought driving it, to charge headlong into
the enemy, tearing and goring a bloody path across
the battlefield.

SPINED CHAOS BEAST
WS

Pts/model BS S T w | A Ld Sv

Spined Chaos Beast 140 5 1 7 6 4 4 3 5 6+/5+




Those that seek the aid of the Chaos gods strike a
dangerous bargain. One path leads to power and
glory and ultimately to the immortality of
daemonhood. The other path leads to corruption and
abomination, to the mindless sub-human horror of
the Chaos Spawn. They are drooling, insane creatures
with no will. Chaos Spawn come in all shapes and
sizes, from dog or man-sized creatures to huge
monstrosities. All are foul to look upon, mutations
left to run riot for the amusement of the Dark Gods,
the ultimate expression of the nature of Chaos.

Although they have no mind these creatures can be
goaded into battle, set loose upon the enemy as
cannon fodder or terror weapons. They attack
without thought, hurling themselves towards the
enemy, with no regard for the dangers, in a
nightmarish wave of gibbering mouths, sharp claws
and flailing tentacles. Some powerful warlords or
aspiring champions keep such creatures as pets.

GIANT CHAOS SPAWN

Pts/model WS BS S T w

Giant Chaos Spawn 60 4 0 6 6 4 3 D6




The Hierophant bio-titan is an immense, hideous creature, towering over the
battlefield and bristling with spines, tendrils and symbiote weapons. They are
amongst the largest bio-creatures yet encountered amongst the swarms of Hive
Fleet Kraken.

As well as its many razor sharp claws and spines, mounted along its body, around
its head and on the end of its tail, the Hierophant is also armed with two long bio-
cannons — symbiote weapons which spew forth salvoes of highly corrosive poison
crystals. The creature’s belly is protected by many spiny tendrils which lash out in
all directions, as if with their own will, to bind and entangle enemies which get
too close.

From rends in its armour plates and body the Hierophant constantly exudes a
cloud of highly toxic poisonous spores. These are lethal to all non-Tyranid
creatures, burning and choking those that dare approach the bio-killer.

Like all Tyranid creatures the bio-titans seem to be able to mutate rapidly, evolving
new weapons and defences. Bio-titans have been identified with huge claws and
scythes, cluster spines and other bio-weapons.




HIEROPHANT
Ptsmodel WS BS S A e A

Hierophant 835 6 3 3(5) 10 2+

Brood- - Hierop an

‘ ‘ it back when in combat w1th a war machine, even if it didn’ t
,, destroy the War machine. A ( , '11 be fired upon in the shootlng phase when engaged in
 an asmult w1thu‘

enemy is in base contact draw an ‘imaginary line between
contactanh that line is in contact with the bio-titan.




Harridans are the largest flying Tyranid creatures the Imperium has yet
encountered in its bitter war against the alien menace. Circling high above,
soaring on the warm thermals of battle on its great outstretched leathery wings,
the Harridan waits patiently before swooping down over the battlefield, strafing its
foes with bio-cannons or diving low to rake a tank with its two massive claws.

Being a living creature and relying upon wings rather than jet engines the
Harridan cannot match an aircraft for straight line speed, but its lithe, twisting
body is far more manouvrable, able to twist and turn to avoid enemy fighters or
ground fire.

Harridans seem to act as brood mothers to smaller Gargoyles. Their bellies appear
to constantly writhe with hideous clusters of Gargoyles which hook onto the
mother’s skin and chitinous armour plates. As the Harridan soars over the
battlefield the Gargoyles will detach themselves and flap off to attack the enemy.
When Harridans gather for a large attack, swarms of Gargoyles will darken the
skies around them.

The Harridan has no legs or feet and it has been theorised that once airborne a
Harridan never lands, although other Xeno-biologists believe that the creature is
capable of landing and slithering on its belly, like a snake, but as yet neither theory
has been proven.



Pts/model WS BS

HARRIDAN

636 5 3

Harridan

pply to the Harridan
chine. A Gargantuan
1 2 non Gargantuan

GARGANTUAN CREATURES & MASS POINTS

The rules for Mass Points are part of the ‘Tyranid Monstrosities
— A guide to spawning’ article from White Dwarf 255 which was
reproduced in Chapter Approved 2002. As they are difficult to
find, | have reproduced them here.

Large creatures, which are the equivalent size of war
machines, are referred to as Gargantuan creatures to
distinguish them from Monstrous Creatures. To represent their
immense bulk, Gargantuan creatures have Mass points. Mass
points serve a similar purpose to War Machine’s structure
points.

When a Gargantuan creature is attacked, the weapon used
may not be capable of inflicting serious damage to such a large
creature. A Gargantuan Creature’s mass points must be
reduced to zero before any normal wounds can be lost. Mass
points are lost by inflicting serious wounds. Each serious
wound inflicts 1 Mass point of damage. A Titan-killer weapon
inflicts D3 Mass points damage.

The severity of a wound is only considered after a successful
Wound roll is made and a saving throw (if any) attempted.

Ordnance, massive or mega-weapons with strength equal to
or greater than the creature’s toughness will always inflict
serious wounds. Other weapons with Strength equal to or
greater than the creature’s toughness will inflict serious
wounds on a 4+. In all other circumstances the wounds is
serious on a 6. This is summarized on the Wound Severity
table below.

WOUND SEVERITY TABLE

Ordnance, Massive
or Mega-weapon

Other
Weapon

Serious wound
on a4+

Attack’s strength is equal
to or greater than
target’s toughness

Always a
serious wound

Serious wound
onab

Serious wound
onab6

Attack’s strength is less
than target's toughness

Once a Gargantuan creature has no Mass points remaining it
starts to take wounds as normal.




The Scythed Hierodule is a Tyranid creature first
sighted during the invasion of Hamman’s World,
an Imperial world close to one of the tendrils of
Hive Fleet Kraken. Nothing like it had ever been
seen before. During the battles for Hamman’s
World, the Scythed Hierodule played a major
role in the vanguard of Tyranid attacks, leading
swarms of lesser Gaunts into battle, especially
against strong points and prepared defences. It
is not thought that the Hierodule acts as a focus
for hive mind activity, or is a synapse creature —
attacks were always accompanied by the usual
Tyranid Warriors and Hive Tyrants.

As well as its claws, the Scythed Hierodule also
bears a symbiote creature, which appears to live
on the Hierodule’s back, growing out between
the armour plates. This toxic creature helps
defend its host from attack, squirting a jet of
mutagenic acid against any enemy that gets too
close. No samples of a Scythed Hierodule have
been recovered for research. Those that have
been killed have all been destroyed by huge weapons, leaving few remains for
laboratory investigation.

As yet the Scythed Hierodule has only been reported active within a single tendril
of Hive Fleet Kraken, and even then only encountered on a handful of worlds, but
slowly its presence on the battlefield is growing. Capture of a live sample has
become a high priority for Xeno-biologists if an effective counter measure to this
new threat is to be found quickly. So far four separate Xenos Hunter teams have
been sent in search of a Scythed Hierodule. None have returned!

ws
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Following the loss of Hamman’s World to the
swarms of Hive Fleet Kraken, the Imperial forces
were evacuated and moved to the Moran system.
Reinforcements, originally intended for
Hamman’s World, were redirected to the main
planets of the Moran system. A new defence was
then rapidly established.

Moran did not have long to wait before the
onslaught began. Hive ships moved in-system
and soon the clouds darkened and the skies were
filled with the tell-tale fire trails of mycetic
spores. The veterans which formed the backbone
of the new defenders thought they had seen
everything the Tyranids could throw at them on
Hamman’s World, but it soon became evident
that, whilst the defenders had been busy, the hive
mind had not been idle. Now a new threat
emerged. The Scythed Hierodule had evolved
into a new, deadlier species.

Many Scythed Hierodules had been killed during
the final days of battle on Hamman’s World as the
Imperial defenders learned to bring their
heaviest ordnance to bear at maximum range. The hive mind had recognised its
new weakness, and with dazzling speed had evolved a response.

The Barbed Heirodule (as troops on Moran soon came to know it) had replaced
two of its four huge scythe-like claws with massive bio-cannons. The symbiote
acid creature was gone and the creature’s frontal chitinous armour plates had
grown and thickened for extra protection. Given the creature’s new battlefield
role, it all made a chillingly logical sense to the soldiers on the ground. Was the
alien hive mind learning and adapting faster than anybody thought possible?

BARBED HIERODULE

Pts/model WS BS S T w A Ld

Barbed Hierodule 540 4 3 8 8 5 3 12 10 2+




WINGED HIVE TYRANT
Pts/model WS BS S T w | A Ld Sv

Winged Hive Tyrant 239 6 4 6 6 4 6 3 10 2+(6+4)




When a planet is invaded by a Tyranid hive fleet, not only is it
subjected to the horror of monstrous Tyranid creatures,
marauding and destroying everything in their path, but the
Hive Mind starts to infect the planet with its own alien fauna.
Capillary towers sprout from the planet’s surface, Spore
chimneys grow and start pumping alien spores into the
atmosphere, slowly rendering it toxic and unbreathable.
Brood hives appear, spawning more creatures within to burst
forth and attack the inhabitants.

CAPILLARY TOWERS

A capillary tower is impassable terrain. Skimmers and jump
pack troops may not move over a capillary tower and it blocks
line of sight.

SPORE CHIMNEYS

A spore chimney is impassable terrain that cannot be passed
over by skimmers or jump pack troops. The chimney pumps
out spores to pollute the atmosphere. At the start of each
Tyranid players turn roll a dice, on a 6 the spore chimney
releases 2D6 spore mines, scattering from the centre of the
chimney. The Tyranid player can choose the type before
rolling for scatter.

If a non-Tyranid weapon hits the Spore chimney accidentally
as a result of a scatter etc, then 2D6 spore mines are
immediately scattered from the centre of the spore chimney.
The Tyranid player can choose the type before rolling for
scatter.

The Spore chimney makes an excellent objective in a Sabotage
scenario, with the Tyranids defending it.

Capillary Tower

Spore Chimney




The mysterious Necron
defence turrets, called
Pylons by those that first
encountered them, were
first recorded on the
uncharted world of WDY-
272. Rising suddenly from
the desert sands the Pylons
opened fire without warning
and with devastating effect.
Tanks and armoured carriers
burned as the crescent-
shaped weapons  tore
through the unsuspecting
Imperial Guard column
whilst resisting all return
fire:

The location of the Pylons
was logged and the Imperial
Guard forces withdrew in
the face of the overwhelming
firepower. An air strike was
targeted on the exact
location, but Navy pilots
reported the Pylons were no
longer at the grid reference
given. The weapons had
vanished, seemingly into
thin air, or back below the
sands. The entire area was
quarantined until further
investigations could be
made.

The next encounter with z
Necron Pylon was recorded
during the infamous attack
on Merida. The colony
garrison defending the
surface reported that a large
crescent-shaped  weapon
had materialised, seemingly
out of thin @ air,’ and
devastated the defences. It
was the last message
received from Merida. When
relief forces eventually
reached the planet all the colonists and the defenders had vanished, along with
any trace of their attackers.

Since then there have been five other recorded encounters with Necron Pylons.

The Pylon draws energy from the Necron power matrix and discharges it in one of
two methods, either as a single powerful bolt or as a crackling discharge of
coruscating lightning as a gauss flux arc. It may be able to utilise this energy in
other methods, but as yet these abilities remain unknown. Similar constructs have
been encountered beaming information streams to orbiting spacecraft.




Front Armour___ Side Armour __ Rear Armour BS
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Type: Immobile Crew: None

Structure Points: 2




SUPER-HEAVY VEHICLES

RULES FOR USING SUPER-HEAVY VEHICLES IN GAMES OF WARHAMMER 40,000

The battlefields of the 41st millennium are home to some truly
awesome war machines. These huge vehicles tower over the
battlefield and carry enough weapons to wipe out a typical 40K
army in a round or two of shooting! I've yet to meet a 40K
player who didn’t secretly want to include such a vehicle in
their own army, and the following rules allow you to do just that.

Be warned! Super-heavy Tanks will dominate any game they
are used in, and because of this it should be saved up for
special occasions, rather than being wheeled out willy-nilly for
every battle that is played.

USING SUPER-HEAVY TANKS

Super-heavy Tanks fight in their own ‘army’, fighting alongside
another army as a separate detachment, as described in the
40K rules. In addition, you may only include one Super-heavy
Tank detachment in your army for each ‘normal’ detachment
that you field. This limits the use of Super-heavy Tanks to large
games of over 2000 points, as is appropriate for such rare and
potentially devastating machines. Of course, players that wish
to may ignore this restriction and use Super-heavy Tanks in
smaller games, but only if they get their opponent's consent
first. Super-heavy Tanks may only be used in tournament
games if the tournament instructions specifically say they may
be used.

Super-heavy Tank detachments and Super-heavy Flyer
detachments consist up to three machines of (more or less)
the same type. Baneblades and Shadowswords are
considered similar enough to be mixed into the same
detachment, as are Marauders and Marauder Destroyers.

STRUCTURE POINTS

Super-heavy Tanks are so large that they can absorb damage
that would destroy another vehicle. To represent this, they
must be given 2 or more Structure Points, which equate
roughly to wounds for other models. Basically, the more
Structure Points a vehicle has, the bigger it is.

ORDNANCE
Super-heavy vehicles may fire ordnance and still fire other
weapons. They may fire ordnance even if they move.

TARGETING

Super-heavy vehicles can engage more than one target unit if
desired. Instead of picking a target for the Super-heavy
vehicle, pick a target for each weapon on the Super-heavy
Tank. You must declare all of the Super-heavy vehicle’s targets
before resolving any fire (you can’t see how one of its weapons
did before deciding what the others are firing at).

SUPER-HEAVY TANK SHOCK

Enemy infantry must test at -1 to their Leadership if they are
Tank Shocked by a Super-heavy Tank.

LUMBERING VEHICLES

Lumbering vehicles grind along at a slow and steady pace.
They can move up to 6" a turn. They must always move
straight ahead, but can pivot by up to 90° at the end of the
move. Lumbering vehicles can fire all of their weapons even if
they move.

WAR ENGINES AND DIFFICULT TERRAIN

Super-heavy Tanks treat difficult terrain differently to normal
vehicles. For a start, they can ignore low walls, hedges,
bushes and rubble — there’s no need to test for these at all.
Going through other difficult terrain they test as normal.

However, if they roll a 1, they are not automatically
immobilised, instead they lose D3" of movement, just as if they
had suffered an Engines Damaged result on the damage |
tables (see later).

CLOSE COMBAT ATTACKS

Super-heavy Tanks can Tank Shock an enemy in the
Movement phase. If the enemy pass the Morale check, then |
the Super-heavy Tank moves into contact with the enemy unit
and must fight a close combat against it in the Assault phase.
This is the only way that Super-heavy Tanks can enter close |
combat (though they can be assaulted by enemy units in the \
enemy’s turn as normal). Being in close combat does not stop |
the Super-heavy Tank shooting, and it may fire at the unit it is
assaulting if desired.

Super-heavy Tanks are allowed to ‘barge into’ enemy infantry
units rather than stopping when they contact the first enemy
model. Keep moving the Super-heavy Tank until it completes
its move, moving enemy models out of the way as required.
Any models moved out of the way should be placed back on
the table so that they are touching the Super-heavy Tank as
close as possible to their starting location before they were
‘barged’. Super-heavy Tanks can't barge other Super-heavy
Tanks out of the way.

In the Assault phase, a Super-heavy Tank that Tank Shocked
the enemy receives a number of bonus close combat attacks.
These attacks represent the chance of the victim either getting
stomped upon or crushed under the tank tracks, wheels or
what ever, and are only ever received in the Super-heavy
Tank’s turn; if the Super-heavy Tank is assaulted by the enemy
in the enemy turn then it does not receive any bonus attacks.

The number of bonus attacks is equal to the number of enemy
models or vehicles that are in base contact with the Super-
heavy Tank (ie, each enemy touching the war machine is
attacked once). All bonus attacks count as having a WS of 1
and a strength of 6. Roll to hit and damage normally. All Super-
heavy Tank close combat attacks ignore Armour Saves, and
roll 2D6 for Armour Penetration.

Opponents that fight a round of close combat against a Super-
heavy Tank and fail to destroy it (quite a likely occurrence!)
automatically fall back unless they are a vehicle or another war
machine. Super-heavy Tanks may never pursue or consolidate
— they remain stationary.

NEW WEAPON RULES

Co-axial Weapons: A ‘co-axial weapon is one that is fixed
beside another weapon of a different type, a bit like a twin-
linked weapon but where two different types of weapon are
used. For example, a tank might have a turret mounted
autocannon with a co-axial heavy bolter mounted beside it.
Any type of weapons may be fitted into a ‘co-axial’ mount. Both
weapons must fire at the same target unit, even if fitted to 2
war machine.




SUPER-HEAVY TANK DAMAGE TABLES

Roll on the following tables for glancing
and penetrating hits on a Super-heavy
Tank. Ordnance also rolls on these tables,
not the Ordnance Damage tables.

GLANCING HIT

(S+D6 ROLL EQUALS ARMOUR
VALUE)

1 Gun Crew Shaken — One weapon
may not shoot next turn (chosen by
opponent).

2 Gun Crew Shaken — One weapon
may not shoot next turn (chosen by
opponent).

3 Driver Stunned — May not move
next turn.

4 Engines Damaged — Knock D3" off
the vehicle’s move (vehicles reduced
to a move of 0O are immobilised;
skimmers are destroyed).

5 Field or Weapon Destroyed —
One weapon or field chosen by
opponent is destroyed.

6 Major Damage — Lose -1 Structure
Point and roll again on this table. If
reduced to ‘0’ Structure Points then

PENETRATING HIT

(S+D6 ROLL BEATS ARMOUR
VALUE)

1 Driver Stunned — May not move
next turn (Skimmers drift D6" straight
ahead).

2 Engines Damaged — Knock D3" off
the vehicle’s move (vehicles reduced
to a move of 0 are immobilised,
skimmers destroyed).

3 Field or Weapon Destroyed - One
weapon or field chosen by opponent is
destroyed.

4 Major Damage — Lose -1 Structure
Point and roll again on the Glancing Hit
table. If reduced to O Structure Points,
roll on the Catastrophic Damage table
opposite.

5 Major Damage — Lose -1 Structure
Point and roll again on the Glancing Hit
table. If reduced to 0 Structure Points,
roll on the Catastrophic Damage table
opposite.

6 Chain Reaction — Lose -1 Structure

Point and roll again on this table. If
reduced to 0 Structure Points, roll on

CATASTROPHIC DAMAGE

(S+D6 ROLL BEATS ARMOUR
VALUE)

1 Damage Control — The player
controlling the vehicle must take a Ld
test for it (use the ‘standard’ Ld for the
army, ie, 7 for Imperial Guard). If the Ld
test is passed, then the damage control
systems on the Super-heavy Tank have
contained the damage, and 1 Structure
Point is ‘repaired’. If the test is failed,
your opponent must roll again on this
table (which may give you another
Damage Control test, if you're lucky!).

2-3 Destroyed - The vehicle is
wrecked. Mark the destroyed vehicle
with cotton wool or remove it entirely.

4-5 Explosion — Models within D6"
suffer one wound on a D6 roll of 4+
(Saving throws allowed). Vehicles are
unaffected. Otherwise, as above.

6 Huge Explosion — The vehicle is
vaporised in a huge explosion. Roll a D3
per original Structure Point to determine
how far the explosion extends in inches.
Models in range suffer a wound on a roll
of 4+ (Armour Saving throws allowed).

may not shoot (chosen by

opponent).
2 Gun Crew Shaken — One weapon
may not shoot (chosen by
opponent).

3 Pilot Shaken - Roll a D6
immediately. On a 1-3, the aircraft
turns 45° left; on a 4-6, the aircraft
turns 45° right. The flyer may not
turn again for the remainder of this
turn, and must remain facing in this
direction when it shoots and moves
off the table.

4 Engines Damaged — From now
on there is a -1 modifier to the dice
roll made to see if this flyer returns to
the table after each attack run. The
modifier is cumulative, so a flyer
which suffered two Engine Damaged
results would suffer a -2 modifier.

5 Field or Weapon Destroyed —
One weapon or field chosen by
opponent is destroyed.

6 Major Damage - Lose -1
Structure Point and roll again on the
Penetrating Hits table. If reduced to
‘0’ Structure Points then roll on the
Catastrophic Damage table instead.

immediately. On a 1-3 the aircraft turns
45° left; on a 4-6 the aircraft turns 45°
right. The flyer may not turn again for
the remainder of this turn, and must
remain facing in this direction when it
shoots and moves off the table.

2 Engines Damaged — From now on
there is a -1 modifier to the dice roll
made to see if this flyer returns to the
table after each attack run. The
modifier is cumulative, so a flyer which
suffered two Engine Damaged results
would suffer a -2 modifier, etc.

3 Field or Weapon Destroyed - One
weapon or field chosen by opponent is
destroyed.

4 Major Damage — Lose -1 Structure
Point and roll again on this table. If
reduced to 0 Damage Points, roll on the
Catastrophic Damage table instead.

5 Major Damage — Lose -1 Structure
Point and roll again on this table. If
reduced to O Structure Points, roll on
the Catastrophic Damage table.

6 Chain Reaction — Lose -1 Structure
Point and roll again on this table. If
reduced to 0 Structure Points, roll on
the Catastrophic Damage table.

roll on the Catastrophic Damage the Catastrophic Damage table Vehicles suffer a glancing hit on a roll of
table opposite. opposite. dr
SUPER-HEAVY FLYER
GLANCING HIT PENETRATING HIT DAMAGE TABLES
(S+D6 ROLL EQUALS ARMOUR (S+D6 ROLL BEATS ARMOUR Roll on the following tables for hits on a
VALUE) VALUE) Super-heavy Flyer. As a flyer, all hits are
1 Gun Crew Shaken — One weapon 1 Pilot Shaken — Roll a D6 Glancing. Ordnance also rolls on these

tables, not the Ordnance Damage tables.

CATASTROPHIC DAMAGE

(S+D6 ROLL BEATS ARMOUR
VALUE)

1 Damage Control — The player
controlling the vehicle must take a Ld
test for it (use the ‘standard’ Ld for the
army, ie, 7 for Imperial Guard). If the Ld
test is passed then the damage control
systems on the Super-heavy Flyer have
contained the damage, and 1 Structure
Point is ‘repaired’. If the test is failed
your opponent must roll again on this
table (which may give you another
Damage Control test, if you're lucky!).

2-5 Crash — The flyer crashes into the
table 2D6” away in a random direction
and then explodes. Models within D6"
suffer one wound on a D6 roll of 4+
(Saving throws allowed). Vehicles are
unaffected.

6 Huge Explosion — The flyer is
vaporised in a huge explosion. This
does not affect units on the ground, but
other flyers within D6” suffer a glancing
hit. Remove the flyer from play.




Imperial Armour introduces a new type of vehicle to the
Warhammer 40,000 rules, called a Flyer. These vehicles
are similar to skimmers in that they are capable of flight. The
main difference between a skimmer and a flyer is that flyers
tend to make an ‘attack run’, flying on at one table edge and
then hurtling in a straight line very fast over the table before
zooming off another table edge, all in the course of less than
a turn, while a skimmer can ‘loiter’ and stays in play.

FLYERS

Flying vehicles require rather a lot of special rules to cover
their movement. They start the game off the table, and then
basically carry out an ‘attack run’ by flying over the table in
a straight line. The following rules explain how this works in
a game of 40K.

ON-STATION!

Flyers always start the game ‘on-station’, ie, in reserve,
even in scenarios that do not normally allow reserves to be
used. Roll a dice for them each turn, starting with the
second turn, as you would normally for a reserve unit. When
the flyer appears, place it on any table edge, facing in the
direction you wish it to fly. It will not actually move until the
opponent’s turn, but placing it like this equates to the
opposing army hearing and seeing the flyer appearing on
the horizon! Because it's not really got to the table yet, the
flyer may not shoot or be shot at until it makes its attack run.

ATTACK RUN

A flyer makes its attack run after your opposing player’s
Movement phase, but before their Shooting phase — in
effect you ‘interrupt’ their turn to let the flyer make its move,
(if several flyers all arrive at the same time, make their
moves in any order you like and then move onto the
Shooting phase). Move the flyer in a straight line any
distance you like across the table. The flyer will get to make
its attack at the end of the opponent’s Shooting phase, after
he has had a chance to fire at it.

After making the move, play returns to your opponent’s
Shooting phase. Enemy units shoot normally, or can target
the flyer if preferred. The flyer can be shot at by any
weapons apart from ordnance and barrage weapons, which
may only target flyers if they are in an AA mount.

Measure the range to the flyer’s base, or to any position the
flyer occupied during its move before it reached its final
position (ie, the shots can be assumed to have taken place
as the aircraft moved). Then add 12" to the range measured
to the base to find the range to the flier. Roll to hit the flyer,
but because it is moving so fast it will only be hit on a roll of
6, no matter what the BS of the model making the attack is.
Then roll for damage normally, counting the flyer as a fast-
moving skimmer (ie, all hits are glancing). Stunned and
Shaken results stop the flyer from attacking but have no
other effect. Immobolised results destroy the flyer. Note that
the LOS can never be blocked between a flyer and a target,
either when it attacks or when it is shot at.

Assuming the flyer isn’t shot down or suffers a stunned or
shaken result, then it can make its attacks after your
opponent has finished his Shooting phase. The flyer may
pivot up to 45° either before or after making the attack (but
not both). A flyer may shoot all of its weapons, even though
it has moved.

Measure the range from the flyer’s base to the target, but do
not add 12" to the range this time (the flyer’s attack doesn’t

FLYERS

RULES FOR USING AIRCRAFT IN GAMES OF WARHAMMER 40,000

have to work against gravity!). Then make the attack using
the normal shooting rules. After the flyer has made its
attack, it flies in a straight line off the table.

SECOND STRIKE

The flyer can make further attack runs. Roll a D6 at the start
of the next friendly player’s turn, and position the flyer on
the table edge in the same manner as when it first appeared
on a D6 roll of 2+. On a roll of 1, the flyer doesn’t return this
turn, but you may roll again for it in your next player turn.

NEW WEAPONS

These weapons may only be fitted to flyers.

Bombs: Bombs have the same effect as mortars (G48", S4,
AP6, Heavy 1 blast, may pin). If a flyer releases several
bombs at the same time, count each as a separate mortar
in a ‘battery’. Each bomb carried may be used once per
battle. Bombs costs 5 pts each.

Heavy Bombs: These work in the same manner as a
normal bomb, but it has the effect of a Griffon mortar (G12-
48", S6, AP4, Ordnance 1 blast). Heavy bombs cost 20 pts
each.

Rockets: Rockets have the same cost and effect as hunter-
killer missiles (unlimited range, S8, AP3, Heavy 1). Each
rocket carried may be used once per battle. Rockets cost
10 pts each.

Smart Bombs: A bomb or heavy bomb can be upgraded to
a smart bomb for +50% cost. A smart bomb works in the
same way as a normal bomb, except you may re-roll the
Scatter dice if you don’t like the first result (you must accept
the second roll though!). To turn a bomb or heavy bomb into
a smart bomb add +50% to its standard point costs.

ANTI-AIRCRAFT MOUNT

An anti-aircraft mount, as its name implies, is a mount that
allows a weapon to be fired at flyers more easily than would
normally be the case. Any weapon may be fitted in an anti-
aircraft mount. An anti-aircraft mount allows the weapon to
shoot at flyers using its normal BS, rather than only hitting
on a 6. It also allows ordnance and barrage weapons to fire
at fliers. For ordnance or barrage AA weapons, roll the
Scatter dice — on a ‘Hit’ result the flyer is hit, otherwise the
shot misses. Do not roll for scatter.

Weapons fitted in anti-aircraft mounts may not fire at all if
the vehicle moved, and preclude the use of any other
weapons on the vehicle in the turn that they fired, unless
they are fitted to a war machine.

SUPER-HEAVY FLYERS

The Thunderhawk and Vampire are Super-heavy Flyers,
and all of the rules that apply to Super-heavy Tanks apply to
them also. Note that because they are flyers they can’t Tank
Shock enemy units or assault them! Because
Thunderhawks and Vampires are Super-heavy units they
must be taken in their own ‘detachment’, as described in the
Super-heavy vehicle rules. A detachment can consist of
between 1-3 aircraft. Note that any types of Thunderhawk
or Vampire variant may be included in the
same detachment.
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ORBITAL LAND
If a flyer is an orbital lander then it will fly down from orbit (or
the sky) to land on the battlefield. When the flyer arrives from
reserve it makes an attack run just like any other flyer.
However, rather than firing its weapons it is allowed to land on

the table (or hover low). If it chooses to land troops, it may not
shoot.

The passengers may disembark in the opponent’s turn; place
them within 2” of the access points. The flyer may now com-
pletes its attack run, taking off again and leaving the table in
same manner as if it were completing an attack runner (ie, it
flies off the table in a straight line).

If new passengers wish to embark the flyer must land (or
hover low) through its sides next turn. New passengers must
move to the flyer and embark using the normal rules. Whilst
landed, a flyer cannot move, but may shoot weapons like a
normal vehicle. A flyer may not fire rockets or drop bombs
whilst landed! |[f the flyer is fired upon whilst landed then the
enemy roll to hit as normal, they do not need to roll 6s to hit.

A landed flier may take off again in any enemy turn, after the
enemy has had their Shooting phase. It takes off and leaves
the table in the same manner as completing an attack run.

Example

A Valkyrie transporting a Storm Trooper squad arrives from
reserve. It is placed on the edge of the board until the
enemy’s turn. After the enemy’s movement phase the Valkyrie
moves to the point it wishes to drop the Storm Troopers off. In
the enemy shooting phase they can target the Valkyrie,
requiring 6s to hit, adding 12" to the range and only scoring
glancing hits. After this, the Valkyrie drops off its troops, who
are placed within 2” of the access points. It then flies straight
off the board. It may return next turn on a 2+ roll as per the
Flyer rules.

Vv HOVER MODE

Some flyers (such as the Valkyrie and Vulture) are able to
hover in place, remaining over the battlefield rather than fly-
ing off after an attack run.

When the flyer halts it may declare it is entering VTOL hover
mode. Resolve the enemy shooting phase as normal, but the
hovering flyer is hit using the firer's normal BS. The hovering
flyer may then fire as a normal flyer, or disembark passengers.
Rather than leave the table as per the normal Flyer rules, it
remains on the table. The flyer uses its vectored engines to
hover above the ground. It remains stationary but can turn in
any direction to bring its weapons to bear. Whilst hovering, a
flyer may fire all its weapons.

For the purposes of being fired at, treat the hovering flyer as
a moving skimmer whilst in Hover mode. It can be targeted
using the firer's normal BS, but still add 12” to the range. All
hits are treated as glancing hits. If the hovering flyer is immo-
bilised then it is destroyed. Whilst hovering, it cannot be
attacked in close combat (it is too high off the ground), unless
the attacker can fly or has jump packs, in which case it can be
assaulted as if it is a moving vehicle.

At the end of its own turn the hovering flyer may disengage
VTOL Hover Mode, using its main thrusters and fly off. It now
reverts to being a flyer. It cannot return in the enemy turn
immediately after it leaves the table, but must miss that turn
as it flies away to gain height and speed for its attack run. It
will return in the enemy turn on a 2+ as per the normal flyer
rules.

Example

A Valkyrie transporting a Storm Trooper squad arrives from
reserve. It is placed on the edge of the board until the
enemy’s turn. After the enemy Movement phase, the Valkyrie
moves to the point it wishes to drop its troops off and declares
it is activating VTOL hover mode. In the enemy Shooting
phase they can target the Valkyrie, using there normal BS,

adding 12” to the range and only scoring glancing hits. After
the shooting, but before the Assault phase, the Valkyrie
deploys its troops, who are placed within 2” of the access
points. The Valkyrie then remains on the board, and can fire
in its own Shooting phase before de-activating VTOL mode
and leaving the board at the end of its turn. The Storm
Troopers can move normally in their turn.
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