ADEPTUS ASTARTES

The datashets included in this section replace these in previous publications, and have been updated
with any additional equipment and options available te these units, We have also incloded the rules for
Reserves i Kill Teans, which several units available to the Adepias Astartes can make use of,

RESERVES

Thee rales foursd here can be used in any ganses of Bill
Teanm, with the exception of missions that use the Ulira-
close Conlines rubes

SETTING UF IN RESERVE

Druring deployment, instead of setting ap a model on
the batilefick] a5 described by the mission, you can sel
thaat model up in Reserve You can do this with up o
half af the modes in your kill peam, but i you are wsing
a Hanle-fomged kill seam, the tatal points cost of amy

mandels you set up in Reserve can be no greater than hall

al your kil 1wam’s Farce,

SETTING UF FROM RESERVE

A el that is set up in Rewerne can be e up on the
batthefield a1 the end af any Mavenent phase, A1 the
el of the phase, if'a player has any modes in Riserve,
they can decide to sel up one ar more af them on the
batthefield IF more than ane player has any madels

in Feserve, the players take it in tum (o set up all of
the midels they wish v (induding, wsing any Reserve
Tactics they wish to wse, as described bidow), inthe
arder determined in the Initiative phase.

Players dlo nist have bo st up any modhds from Reserve
il they do not wish o, but i any modes ane still in
Resserve al the end af the third baitle round, they are
comsiclered 1o be out al action. When a nwodel i set up
{rom Reserve, it mast be set up an the battlefield more
than 5° fromm any enermy mwdes arl within 17 of
thee edyge of the batilefiekl. 1t nws also
b whlly within your deploynsent
eome, whiere the nrission provides
a deployment
eome Mate that
thee restrictions
described in
Reinforcermnents in
thee Kilf Tt Core
Telamusal apply ta
menlels set ap in
this way.

RESERVE TACTICS

Somne Tactics alver how mdels arrive from Reserve,
When players use these Tactics 2 part af their meslels
arriving from Beserve, they do s in the sequence
describeie] above amml I.T!-'I:'-:llll.'-'ll-".ug, the imstruclicims

a1 the Tactse, Mote that the restrictions described in
Beinforcemsents in the Kill T Core Maraal apply Lo
mocheds s up in this way, unless stated atherwise,

The follwing Tactic can be used by amy player with an
least ome model in Reserve

Tactic

U this Tactic at the emd of the Movement phase
Cherosar - mwide] Erom o Kill e that was sel
up in Beserve and set themn up within 1 ol the edpe
af the batthefield. and more than 5° vy {ruen any

enermy mnels
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KILLTEAM

INCURSOR

Incursor 6" 3+ 3+ 4 4 2 2 7 3+ -

Incursor Sergeant 6" 3+ 3+ 4 4 2 3 8 3+ 1

This model is armed with an occulus bolt carbine, bolt pistol, paired combat blades, frag grenades and krak grenades.
One Incursor in your kill team can be an Incursor Sergeant.

WARGEAR OPTIONS « One Incursor in your kill team may take a haywire mine.
ABILITIES And They Shall Know No Fear: You can re-roll failed ~ Haywire Mine: In your turn in the Movement phase, a
Nerve tests for this model. model from your kill team with a haywire mine that has
not been primed can prime it. If they do, at any point
Transhuman Physiology: Ignore the penalty to this during that model’s move, place the Primed Haywire
model’s hit rolls from one flesh wound it has suffered. Mine within 1" of it, and more than 3" away from any

enemy models. If an enemy model moves within 2" of
that Primed Haywire Mine, roll one D6; on a 4+ each
model within 2" of the Primed Haywire Mine suffer

1 mortal wound. That Primed Haywire Mine is then
removed from play.

The Primed Haywire Mine is represented by the Primed
Haywire Mine model, but does not count as a model for
any rules purposes.

SPEGIALISTS Leader (Sergeant only), Comms, Demolitions, Scout, Veteran
FAGTION KEYWORD ADEPTUS ASTARTES
KEYWORDS IMPERIUM, INFANTRY, PHOBOS, PRIMARIS, INCURSOR

ELIMINATOR

Eliminator 6" 3+ 3+ 4 4 2 2 7 3+ -

Eliminator Sergeant 6" 3+ 3+ 4 4 2 3 8 3+ 1

This model is armed with a bolt sniper rifle, bolt pistol, frag grenades and krak grenades.
One Eliminator in your kill team can be an Eliminator Sergeant.

WARGEAR DPTIONS « An Eliminator may replace their bolt sniper rifle with a las fusil.
« An Eliminator Sergeant may replace their bolt sniper rifle with a las fusil or instigator bolt carbine.

ABILITIES And They Shall Know No Fear: You can re-roll failed ~ Camo Cloak: When an opponent makes a hit roll
Nerve tests for this model. for a shooting attack that targets this model, and this
model is obscured, that hit roll suffers an additional
Transhuman Physiology: Ignore the penalty to this -1 modifier.

model’s hit rolls from one flesh wound it has suffered.
Concealed Position: When you set this model up
during deployment, it can be set up anywhere on
the battlefield that is more than 9" from any enemy
deployment zone.

SPEGIALISTS Leader (Sergeant only), Comms, Scout, Sniper, Veteran
FAGTION KEYWORD ADEPTUS ASTARTES
KEYWORDS IMPERIUM, INFANTRY, PHOBOS, PRIMARIS, ELIMINATOR
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INFILTRATOR

Infiltrator 6" 3+ 3+ 4 4 2 2 7 3+ -
Infiltrator Helix Adept 6" 3+ 3+ 4 4 2 2 7 3+ 1
Infiltrator Sergeant 6" 3+ 3+ 4 4 2 3 8 3+ 1

This model is armed with a marksman bolt carbine, bolt pistol, frag grenades and krak grenades.
One Infiltrator in your kill team can be an Infiltrator Helix Adept, and one Infiltrator in your kill team can be an Infiltrator Sergeant.

WARGEAR OPTIONS - One Infiltrator in your kill team can be equipped with an Infiltrator Comms Array.
ABILITIES And They Shall Know No Fear: You can re-roll failed ~ Concealed Position: When you set this model up
Nerve tests for this model. during deployment, it can be set up anywhere on
the battlefield that is more than 9" from any enemy
Transhuman Physiology: Ignore the penalty to this deployment zone.

model’s hit rolls from one flesh wound it has suffered.
Omni-scrambler: Enemy models that are set up on the

REIVER

Reiver 6" 3+ 3+ 4 4 2 2 7 3+ -

Reiver Sergeant 6" 3+ 3+ 4 4 2 3 8 3+ 1

Infiltrator Comms Array: Add 1 to the Leadership battlefield from Reserve cannot be set up within 7" of
characteristic of models within 6" of any friendly this model.
models equipped with an Infiltrator Comms Array.
SPECIALISTS Leader (Sergeant only), Medic (Helix Adept only), Comms (Infiltrator with Infiltrator Comms Array only),
Demolitions, Scout, Veteran
FACTION KEYWORD ADEPTUS ASTARTES i
KEYWORDS IMPERIUM, INFANTRY, PHOBOS, PRIMARIS, INFILTRATOR !

This model is armed with a bolt carbine, heavy bolt pistol, frag grenades and krak grenades and shock grenades.
One Reiver in your kill team can be a Reiver Sergeant.

WARGEAR OPTIONS . A Reiver may replace their bolt carbine with a combat knife.
- A Reiver Sergeant may replace their bolt carbine or heavy bolt pistol with a combat knife.
- This model may take a grav-chute.
- This model may take a grapnel launcher.

ABILITIES And They Shall Know No Fear: You can re-roll failed ~ Grav-chute: A model with a grav-chute never suffers

Nerve tests for this model. falling damage and never falls on another model. If it
would, instead place this model as close as possible to

Transhuman Physiology: Ignore the penalty to this the point where it would have landed. This can bring it
model’s hit rolls from one flesh wound it has suffered. within 1" of an enemy model.
Grapnel Launcher: A model with a grapnel launcher Terror Troops: Enemy models must subtract 1
can climb any distance vertically (up or down) whenit  from their Leadership if they are within 3" of any
makes a normal move - do not measure the distance REIVER models.
moved in this way.

SPEGIALISTS Leader (Sergeant only), Combat, Comms, Demolitions, Scout, Veteran

FAGTION KEYWORD ADEPTUS ASTARTES

KEYWORDS IMPERIUM, INFANTRY, PHOBOS, PRIMARIS, REIVER
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KILLTEAM

Intercessor

Intercessor Gunner

Intercessor Sergeant

INTERCESSOR

6" 3+ 3+ 4 4 2 2 7 3+ -
6" 3+ 3+ 4 4 2 2 7 3+ 2
6" 3+ 3+ 4 4 2 3 8 3+ 1

This model is armed with a bolt rifle, bolt pistol, frag grenades and krak grenades.
Up to two Intercessors in your kill team can be Intercessor Gunners, and one Intercessor in your kill team can be an Intercessor Sergeant.

WARGEAR DPTIONS

« This model may replace its bolt rifle with an auto bolt rifle or stalker bolt rifle.

« An Intercessor Gunner may take an auxiliary grenade launcher.

+ An Intercessor Sergeant may replace their bolt rifle with a hand flamer or chainsword.

- If an Intercessor Sergeant is not equipped with a chainsword he can be equipped with a power fist, power sword,
thunder hammer or chainsword.

ABILITIES

SPEGIALISTS

And They Shall Know No Fear: You can re-roll failed Auxiliary Grenade Launcher: If a model is armed with

Nerve tests for this model. an auxiliary grenade launcher, increase the range of any
Grenade weapons they have to 30".

Transhuman Physiology: Ignore the penalty to this

model’s hit rolls from one flesh wound it has suffered.

Leader (Sergeant only), Demolitions (Gunner only), Combat, Comms, Sniper, Veteran

FACTION KEYWORD
KEYWORDS

ADEPTUS ASTARTES
IMPERIUM, INFANTRY, PRIMARIS, INTERCESSOR

LIEUTENANT IN PHOBOS ARMOUR

Lieutenant in Phobos 6" 24 34 4 4 5 4 3 34 1

Armour

This model is armed with a master-crafted occulus bolt carbine, bolt pistol, paired combat blades, frag grenades and krak grenades and

a grav-chute.

WEAPON RANGE TYPE § AP 0 ABILITIES

Master-crafted occulus C = Add 1 to hit rolls for this weapon when targeting a

bolt carbine 24 Rapid Fire 1 4 0 2 model that is obscured.

WARGEAR OPTIONS - This model can be equipped with a heavy bolt pistol and combat knife instead of its master-crafted occulus bolt

carbine, paired combat blades, bolt pistol and grav-chute. If it is, it gains the REIVER keyword.

ABILITIES And They Shall Know No Fear: You can re-roll failed Nerve tests for this model.
Transhuman Physiology: Ignore the penalty to this model’s hit rolls from one flesh wound it has suffered.
Terror Troops: Enemy models must subtract 1 from their Leadership characteristic if they are within 3" of any
REIVER models.
Grav-chute: A model with a grav-chute never suffers falling damage and never falls on another model. If it would,
instead place this model as close as possible to the point where it would have landed. This can bring it within 1" of
an enemy model.

SPEGIALISTS Ferocity, Fortitude, Leadership, Logistics, Melee, Shooting, Stealth, Strategist, Strength

FAGTION KEYWORD ADEPTUS ASTARTES

KEYWORDS IMPERIUM, COMMANDER, INFANTRY, PHOBOS, PRIMARIS, GRAV-CHUTE, LIEUTENANT
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Bolt carbine
Bolt pistol

Bolt sniper rifle

- Executioner round

- Mortis round

- Hyperfrag round
Frag grenade
Hand flamer
Heavy bolt pistol

Instigator bolt
carbine

Krak grenade

Marksman bolt
carbine

Las fusil

Occulus bolt carbine

Shock grenade

24"
12"

Assault 2
Pistol 1

4
4

0
0

1
1

A model firing a bolt sniper rifle does not suffer the penalty to hit rolls for the target being at long range. In addition,
when attacking with this weapon, choose one of the profiles below.

36"

24"

36"

24"

Heavy 1

Heavy 1

Heavy D3
Grenade D6
Pistol D3
Pistol 1

Assault 1

Grenade 1
Rapid Fire 1

Heavy 1
Rapid Fire 1

Grenade D3

B W W u

'S

= — =

[ 3]

D3

Add 2 to hit rolls made for this weapon. In addition, this
weapon can target models that are not visible to the bearer.
If the target is not visible to the bearer, a 6 is required for a
successful hit roll, irrespective of the firing model’s Ballistic
Skill or any modifiers.

If you make a wound roll of 6+ for this weapon, it inflicts a
mortal wound in addition to its normal damage.

This weapon automatically hits its target.

Each unmodified hit roll of 6 made for this weapon’s attacks
automatically results in a wound (do not make a wound roll
for that attack).

Add 1 to hit rolls for this weapon when targeting a model that
is obscured.

This weapon does not inflict any damage. If an enemy
INFANTRY model is hit by any shock grenades, it is stunned;
until the end of the next battle round, that model cannot fire
Overwatch or be Readied, and your opponent must subtract 1
from hit rolls made for this model.

Chainsword

Combat knife

Paired combat blades

Power fist
Power sword

Thunder hammer

Melee

Melee

Melee

Melee
Melee
Melee

Melee

Melee

Melee

Melee
Melee

Melee

User

User

User

Each time the bearer fights, it can make 1 additional

1 attack with this weapon.

1 Each time the bearer fights, it can make 1 additional
attack with this weapon.

1 When resolving an attack made with this weapon, an
unmodified hit roll of 6 scores 1 additional hit.
When attacking with this weapon, you must subtract 1

D3 .

from the hit roll.

1 -

3 When attacking with this weapon, you must subtract 1

from the hit roll.
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HILLTEAM

ADEPTUS ASTARTES
POINTS VALUES

Eliminatar 14
Captain bn lermainasor Armour | Ley 1) 1] . [‘|i|ll'nl|:"=lr""'q.'rg.':ll'\l: 19
Captain im Terminator Armaour {Level 2 LMy Infilratar 17
Caprain in Terminaor Ao | Leve 3) 120 - Infilzratar HE]iI:MI.'Ft LB
Captain in Terminator Armour {Level 43 145 - Infilerabar Sengeant IR
Capetain im Phisdses Armisr (Level 1) 1l I ursar s
Captain in Phobcs Armosar (Level 2} L] - Inesirsar Sangand 17
Captain im Phidses Armissr (Lavel 3} 121 IntercegsaT 15
Captaln in Phobos Armoisr (Level 4} 146 - Intercessor Gunrer L
Craplain im Termianator Armesr {Level 1} M - Interceses Sesgeant 1]
':'."|.||5|.|i|| i Termuinaar Armsoar {Lavel 20 a4 Reiver I8
Chaplain im Terminator Armeour {Level 5) L14 - Reiver Sergeant 17
Chraplain in Termanabar Arminr {Level 4) 139 Seout 1
Inquisitor Bisenhorm {Level 1) B - Sl Gannwr 11
Inquisatar Eisenhorm (Lavel 23 Ll - Socert Sergeant 11
Inquisitar Eisenhorm {Level 3) L Syponessar L
Inquisstor Eisenhorm {Level 43 o5 - Suppeessor Sergeant an
Librarian in Fhobos Arenour | Level 1) a1 Tactical Marine 12
Litrarian in Fhobos Armour [Level 2] L1l - Tictical Marive Gaanner 13
Librarian in Fhabos Arenaur | Leweld 31 131 - Tactical EIEI',EEEITI 15
Litrarian in Phobos Arenour [Level 4] 156 Ternvinatar ]
Labrarian in Termirator Acmowr (Livel 1} L Termimabor Gunmes i
Litrarian In Termimabor Armoir (Level 2} Li# - Termimator Sengeant 27
Labrarian in Termimabor Armour {Level 2} 126 Weieran ]
Litrarian in Termimabor Armouws (Level 4} 153 - Sternguard Veteran (]
Lszutenant im Phobos Armosr {Level 11 Al - Vimguard Veteran 13
Lieiitenant s Pholses Armoss (Level 2} h - Company Yeteran 15
Lszutenant in Phobos Armosr (Level 3] 1 - Bternguand Guimr 14
Lacutenant is Plosdsxs Armoder (Lavs] 4} 114 Sternguand Sergeant 14
Primaris Captain {Level 1) 7h - Vamguard Sergrant 14
Frimaris Captain {Level 2) 96 - Weteran Sergeant 14
Primaris Captabn | Level 3) 116
Frimaris Captain ([ Lewel 4) 141
Primaris Chaplain {Level 2} 7H Ahsalver bale pistol 0
Primaris Chamlain Level 30 LE} Sccelerator autocannon a
Primaris Chaplaim {Level 4) 118 Artilicr bl pisid a
Frimaris Libraszn (Level 1] Bl Assault cannom 5
Primaris Libraskan (Level X} L1 Astartes -Jn._-u;!:"u L]
Frimaris Libraman (Level 3 121 At bolt rifle a
Primaris Lihresian (Level 4] 14h Hodt carbine Ll
Primaris Lismienant {Level 1) an sl gristad 0
Primaris Licuicrat |Lesd 2) fil Rl rifle L]
Primaris Lismenant (Level 3) 7o BeAdt s ridle L]
Primaris Lisstenant {Leve 4) (1] Boltgan 0
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Ciomnbi-flamer

Cageain in Termisalor Arimosr
Chaplain in Terminator Armour

- Libraram m Terminator Armmour
Lesmnd nsitod
Vieberam

Cioumhi-gray

- Veberam

Cemmbi-misha
Captain in Termimabor Armoisr
Chaplain in Terminator Armour
Librariam bn Termninator Arnoui
lerminator
WenEraim

Combi-plasma

- Cagetain in Termisalon A
Chaplain in Terminator Armour

- Librarian in Terminator Armour

- Tereninaor

- Vieberam

Cyclioise missilie lauscher

Flamer

Frigt pretinde

Grav-cannon and grav-amp

I..r.\_u.'-y,:ll

Giray-pistol

Hamd Hamer

Hueavy holt pissol

Heavy bolter

Heawy tamer

Inferng pistal

Instigator boll carhing

Erak grenade

Lascannom

Las fusil

Mlaster-crafted auta balt rifle

Mlasmer-crafied inst it hidr
carhine

Ma=ter-crafied occulus bolt carbine
Mister-crafted stalker halt Fifke
M amiesrnam bkt carvine
Bdidta bosmha
heltagun
= Weleram
Bizsile Buncher
Vieteram
Mulri-mela
Orculus bolt carbine
Flasma cannem
Flasma gun
Vetvran
Flasna pisted
- Weteram
shodk g enade

kd

L,

Eniper rifle
Spevial issue Bahguin
Stallzr ol rifle
Srarnt baster

Capfaini in Terminator Armour
- Chaghin in Terminator Ammour
- Librarian im Termuinator Armsour
Wrist-mounted grenade launcher

dE S B i &

-]

-1 &) WS A W &

Barbarisaser
Chaimhst
- Coaptain in Terminator Armos

Chairsword

Camban knife

Crorius arcanusm

Furiw azi

Force stave

Force sword

Lezsining claw '::.ll'r!_h.'l'_.'\ull.l
Captain in Termimabar Armosar

Paired conban hlades

Poreeer axe

Priredir Nel

= Captain in Terminabor Armoar

Povaer maunl

Laptaini i lerminabor A rmodar
Poreer sword
- Caprtain i Termbnabar Armoas
- Primaris Captain
- Primare: Lisutenant
- Tereninator
- Veberan
Fetic hlade

Captain in Terminabor Armosar
Rumsegtaff
Teunder hammer

=1 lad

Lhi

Ba -

I':|||I:u||| iny Terrminater Armosr

Hrspex

Auniliary grenade launcher
Cama cloak

Camnbat shicld

Grapoe] laumcher
Girav-chuts

Haywire mine

Infiltratar comms array
pamp |.'\.||.|{

ftorm shield

- {,:iIIl.il'l i Termibnalar A riosar

o -

W G e e A -

-
o
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