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INTRODUCTION

“There is no time for peace. No respite. No forgiveness.

There is only WAR.”

infantry marches forward in
countless legions. Columns of
battle tanks stretch beyond sight
while the ground shakes at the
approach of super-heavy vehicles
- massive mobile land fortresses
bedecked with weaponry.
Towering above the endless
armies like gods of war, stride
Titans - matchless war machines
capable of levelling cities. They
march to tens of thousands of
wars, across millions of planets,
where every one will be destroyed
n the cauldron of battle.

And so the factories of Mars must
never rest, and the Imperial Guard
Can never stop recruiting. In the
far future, there is only war.

This is Apocalypse Reload.

serws. The starting pount for 1 s |

P ——

e DOOK, everyone
erm, carned away. It
one suggested that it

fun t¢

0 include some

And then someone

dea of doing

Using this book you will be able to rn;ke Q
your Apocalypse games even bigger and -
more spectacular. You'll be able 1o field
new battle formations and legendary
units, or be inspired to make up your
own, You'll be able 1o yse cunning new
strategic assets 10 outwit your foe, and
you'll be able to madify the Apocalypse
MISsion 50 that it can cover just about any
type of battie you can think of

~
This is a book for the Apocalypse g
aficionado, for those players that took™ *
everything the 200 pages of Apocalypse
had to throw at them, and then still
wanted for more! This . in short, the
book for players who want to take their
Apocalypse games to the next level

Highest rasking officer a0d supreme commuasder
of the western hemisphers durimg the 20 yaur offensive pash on Moltova

“What? Don't tell me how many millions we have Jost. Tell
me what ground we have gamned. This 1s 2 crucible of
attrition, we are forging 3 new world on the anvil of battle
Send in morc men! Send in morc armour!”

High Lord General Khurpak

WHAT YOU WILL FIND IN THIS BOOK

REIHFDBCING YOUR ARMY

NEwW D_ATASH EETS

NEw STRA_TEG!C ASSETS

BEYOND APOCALYPSE
AT THE GATES OF BLOODSP

Q bDatties and collecting models

nd 1} L ind oepth of the standard Apocalyps

RE HIVE

T —————————————————————————————
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EINFORCING YOUR ARMY

As you decide which of the new datasheets to add to your force,
it's worth thinking about the character of your army.

IMPERIAL GUARD options. Kults of Spee

Apocalypse can bef 2 gr?\j; ::3:):! The might of the Imperial Guard lies in its Wreckin® Krews. Trukk ¢ - i
il Yofusalmceo;d:nnes a Cohort of tanks, guns, and inexhaustible numbers Deffkopta Skwadronz can add mes
ggﬁi&iﬂ, of?a towering brk Stompa, Imperial Guard don't use haif r‘I'I*.-d‘_-L.Ir[_“:_ € the siower but hard -
the addition of any of the legendary units ~ why use a couple of tanks when you can r: pas Kiawstompas, Dred Mo
or battle formations will substantially have a dozen? Dig in, call down as many 33rgantusn SQuiggoths car
enlarge your army, provide an exce{len; thunderous supporting barrages aslym of hurt to your enemie
centrepiece for your collection and weigh can, and let loose the firepower. All your

in heavily in any battle in which they fight.  datasheets will help you play to these
: | strengths, including the newly introduced

As we added new datasheets to the Imperial Shield Infantry Company and a g
- growing arsenal of choices for each lethal new super-heavy tank called the
Warhammer 40,000 force, we realised Stormsword. For those of you not content
how the larger scale gave us a chance to with merely one Baneblade, the Steel Fury a
explore and better define each of the squadron allows you fo field three of

armies. Truly does the armoured might of these mighty tanks!
the Imperium come into its own within

games of Apocalypse. You can forget Tip: Beware deep strikers and flank

about any restriction on Heavy Support attacks, and remember — it is often the -

choices and concentrate on crushing your lowly Guardsman who claims the winning ts light grace. The key
opponent with Imperial tanks. Or perhaps objective, so make sure you have plenty of  weapon 10 use agar
you would prefer an infantry company - footsloggers to do the dirty work. Titans and the

platoon after platoon of infantry, ready 1o
destroy your enemies with massed lasgun

fire and sheer weight of numbers. Some SPACE MARINES

players can't decide and simply qo for What the Space Marines lack in quantity .

both choices. Regardless of the direction they make up for with quality, as each m

you choose, each step adds detail and Space Marine is capable of dominating in

character to your force any battlefield role. The Skyhammer and ance
Deathknell Orbital Strike Force datasheets

To put it another way, every Apocalypse help you deliver the one-two punch at

datasheet should play to the strength and  which the Space Marines excel, using Tip: Avoid wars of atir

character of your force, Every 40K player swift strikes to rock the enemy back on shootouts at afl costs. Re

knows that Tyranids can choose to deploy their heels whilst the rest of your army win the game

a relentless sweeping horde, but until swings the knock-out blow. This book also & drag ‘em out battle ¢

you've faced the living carpet of introduces the resourceful Scout Compan: concentrating '

onrushing aliens that the Endless Swarm and the legendary 1st Company for those Divide the ent

Oatasheet represents then you haven't who want a really impressive formation at could be

seen how scary a mass of Tyranid
Lreatures can be (players who can field

the Endless Swarm datasheet will know Tip: Use lightning assaults to destroy the TYHAN'DS
T} Tvrands an

th |
0:: look of terror they inspire!). When an enemy’s formations, but beware of
player commands Da Green Tide -

the heart of their force

i committing all of vour for 85 at once that & ¢
datashe g your forces at once .
truly feefi’l“iknclsded In this book, he will Always try to maintain the initiative, and available Tyramd B
ot ;als O;Tn Waaagh! is surging ensure that once you commit to taking an feared f
hordes lm?eaux{h he Eldar don't use objective you hold onto it. Assets like close o
elite nlﬁanﬁeuvrebft;rad‘:ll%hﬁ;_ms - Heroic Stand and the Crusade Banner can of charg
: Na pack a hell of a | : = i T EE r
nake already hard unit really tenacio Behemao
zl:?ch This reflects well the dying race ; SO S =i K o . _
t;leO:e every life is precious, as well as I S S
alow the Ery <5 2d tactcs that ORKS o
ar 1o divide an : ENE ; -
enemy forces. d conquer Infantry is usually the key to a Warlord's themot 10 A5
victory. The greenskins can bury thei s ’
As YOou tElnfOI(e your army - expandin Opi‘t‘.ﬂon;:, ina r_"\"t_.‘ of barbarw warmors T : W \ -.'I e
Your units, a(jding a datBShPe1 ; Q especially wath da Green Tide datasheet stralegK as .
World kit, or ever) Krﬂt(h_b';"ld?r: Orge but on a large open battlefield or acainst portion of your ;
Ot\—'vn creation - keep in frind v 9 your a determined gqunline, da Bovz will be meces before th
haracteristics ang strengths .:m;LI” b mown down before they can start ARSIIVEY. o
90 wrong : You can't breakin’ heads. Luckily vou're tooled o4 without . r o |
choice wath speedy or hard-shelled destroyed S '
w
APOCALYPSE: RELOAD




THE TAU EMPIRE

s to close on
y find that a

actives. only t

1y f vour force has redeploved

m Piranha

ence Wing

p: The Fire W r Counter Strike
; exce ast-minute objective
due to the al Surge rule
tof p can even grab
than one wvith this tactic,

NECRONS

s are able to shrug off even

iushing of enemy offensives
erfect for Apocalypse as
they allow you to protect and resurrect
your troops, redeploy your squads, and
t tes around into the

s better than a Monolith
y, three Monoliths, of
irse - especially when one 15 a
msday Monolith, The
e Necron army can be
Do y 8 Harbinger War Cell, a
formation that enables you to ‘awaken’

ew units anywhere on the board each

rn. It's worth it just for the look on your

pponents face

Tip: Keep an eye on your mob lity = units
of Wraiths, Destroyers and a Necron Lord
with a Veil of Darkness will prove
invaluable in the later stages of a game. A
Strateqic Redeployment asset can help

CHAOS SPACE MARINES

The forces of Chaos have some truly nasty
engines of destruction, but make sure
they get maximum use. Think hard about
deployment — that Brass Scorpion is ne
good stuck at the back. Chaos units can
be rather slow, so advance in unison or
your opponent will pick off whatever unit
15 closest. With the new Tower of Skulls
and Nurgle Plague Tower datasheets, plus
the renegade versions of the Imperial
Warhound Titan and Baneblade, you're
spoilt for choice when it comes to super-
heavy centrepieces — why not take several
to truly scare the wits out of the foe?

Tip: Use fast-moving, hard-hitting
formations like the Hounds of Huron and
the Doombringer Annihilation Force to
crack open one part of the enemy battle
line, whilst the rest of your army closes in

CHAOS DAEMONS

The Daemons are an assault army first and
foremost, so you'll have to put up with a
lot of firepower before you can visit your
revenge. Due to the army’s ability to deep
strike anywhere on the board, the
Daemons are in many ways the ultimate
Apocalypse army — you are guaranteed 10
go first, and can be all over objectives like

DARK ELDA

rk Eldar excel =




- IMPERIAL GUARD

h and steel, the Imperial Guard is a nigh
itary machine that grinds the enemlesgm

to dust with thunderous artillery barrages, roar
olleys of lasgun fire. -

Forged from fles
inexhaustible mil

mankind
tank battalions and massed v




‘STEEL FURY’ BANEBLADE COMPANY

uadron of

4

COMMAND BANEBLADE

COMPANY

BANEBLADE

FORMATION:

SPECIAL RULES:

Combined Fire: Should a shot from any of the companys

Saneblade cannons cause an enemy 1o roll on the Super-heavy
y

f;,';r‘ --‘_l'f:]‘_‘ tabl

e the motl s moditwed by +1 for each of the Cor

Saneblade cannon shots that hit the same target that tur

The Ground Shakes: Any enemy wishing 10 assault any Of the
company’s Baneblades must take a Morale check, at -1 for each

Saneblade within 12 of the command tank. If they fal, they

not assault ¢

s behemoth

POINTS: 150 + MODELS

campaign, each indi vehicle returning to its

vidua

once the battle is won

Steel Fu(! companies are most often forer o] 10 face ereer
or super-heavy warmachines, particula /
available itself When facing 7

that all available super-heavie

otherwise dispersed firepower may be co

.—_a,"_"_r_(~ Under attack ‘I"J._rr_ miulticle

Titan must eventually f.

fa

The Stecl Fury compioy was formulised
Ciester, a2 celebrated Colonel of Armour

by Vas

whose
teachings were codified in the Tactica Inpormm Vi
Ciester's  Differentisl Theorem  of Dispersed
Aftrition” states that where the power of 2 s.mpc e
is equal to its coemy, two such tasks arc theer tames
more so. This 15 because the singhe tank & nor asly
ouvtgeaned by 2 [actor of two. but mew o kill
twie its number of cpemics 13 order 10 sErme

Vin Ciester died when hs Banchlade was prowsd
bencath the foot of 2 tramor Titas at the Bustle of
Unuppentn Gorge He was declared 3 Sencoms
Militarus three ceaturies lter He feanr doy = S0
Terra standard. 3 date cclebrated by susy srmouscd
regiments of the Impern! Geard

ORI . Hhee e
’ - <N - .
» r_— o w on L
€ -
w
’ X
- . »a "
LY L ’
Ty
~ -3y . ARD A
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STORMLORD S

<11 suited for ¢C
ombat rofe Is

tively short (ange

that of close support
ight

ampar
%, -] \'\_Il‘Tfn'\lJLI.'.?TI\
. primary «

As a resul

e |
With 3 weapon dligirt
firefights the 't.._'l_w;'.’l-\"I'L-f ’
firefigns. ¢ ”
-. * TV
to infantry 8 . gyper-heavy e
pr wact impenal armies Super-Nex fident ¢o
in most & poldest and most connaey value
e VU Jnd lives) by risking such a ve
€ L 1
e enemy.

o [ ‘“‘l'| [
it starmiord tanks are a rare 3

snks are all
mmanders are pl
able war

but i ri"_f)i'.'Pl'_'!"'t.n‘_lfr_"l
epared 10

e 11 o

and only
_c,dp‘;rql;c' the
. 3 the very

s careers |

#hy 3
~hing ir reeth of 1
macinc v

Twin-linked Wltar_‘l
mega-bolter in raised
superstructure

Commander's (ROl

Main gun sights

Twin-linked
heavy bolters —

Driver viewing port—

UPER-HEAVY TANK

Fven 50,
transport capac .
|'r11{1r"'r1.n’ Guard regiments, such as
and Tingoya
squads traverse :
[resse d into service to defen

hunting enemy

Not rg_r,l'_-,- can the

I"l.{d"'l','

=

- -
N )L T T

Sponson-mounted
lascannon and twin-
linked heavy bolters

Aguila-pattem tracks

Size Comparison

UNIT: 1 Stormiord

ARMOUR
BS FRONT SIDE REAR
3 14 13 12

TYPE: 5 uper-hedvy tank
STRUCTURE POINTS: 3

TRANSPORT: The Stormlord has a transport capacity of 40

FIRE POINTS: Up 10 20 models m

ay fire from the Stormlord’s fighting
platiorm

ACCESS POINTS: The Stormlord is treated as open-topped for the

purposes of passengers embarking and disembarking

SPECIAL RULES:
All Power to Weapons! The

Stormiord does not move, N may fire its

OPTIONS: A <
« A Stormilord may be given th WAy
mounted storm bolter : s s g

A Stormilond ¢ »
S in replace ity wo side SPONSONS With armout ol
» @3ch with one lascannon and one twin-inke

IMPERIAL GUARD DATASHEETS

Vulcan mega-bolter twice in the following Shooting phase (at the same gt & &

ades from ¢ odex: Impenal Guard hunterkilier missie, D e

ates, increasing is side armour 10 14 at no extia (o8
d heavy flamer for «100 points

WEAPONS AND EQUIPMENT.

Turret-mounted vulcan meg:
Two sponsons, each with one
flames

Searchlight and smoke launche
WEAPON RANGE STR AP
Vulcan mega-bolter 6 !
Lascannon 48

Heavy flamer T

Storm A ) o s o
miord’s commander can order all power from the tank's formudable reactor 10 be drec

W P

’ « y rlee rire fircrs
the Srormiord’s devastating close range COOWES 37
Iy makes it highly solght after by tf
thaose raes
":-.fll-n_ '.J_n—}'-_
the battlezone in relative safety, they can 3

3 .
d the Stormio

5 P

.

POINTS: 509

£ i-

et o C atact

Noted Stormiords

s thaf 7



LORD CASTELLAN’S SUPREME COMMAND

mife. the normally nigrd command structure of the

waks down the overly bureaucratic hierarchy unable to

. A cunning enemy can take advantage of this,

' erous Guard can mobilise. An even more daning

und the ssue by eliminating the command itseff, throwing
5 disarray and confusion without a leader, Just such a
srose in 999 M4 1 when much of the Cadian command structure
wunated by agents of Chaos. Hesitating for even a day — let alone
normally taken to appoint a new commander —
wep! aside by the armies of Chaos. Instead controf

Priest of the Machine God

Any officer that refuses 1o serve at the front line in

n'.m: of crisis shall be guilty of cowardice. Only by
taking to the ficld in person and leading from the front
€30 you expect to inspire the loyalty of your men.”

Tactica Imperialis Volume LX, Chapter XII. Verse |

FORMATION:

Lord Castellan Ursarkar E. Creed
1 Comma P
-emmand Squad containing a heroic senior officer
1 Sanctioned Psyker
1 Camnissar
1 Priest
| Techpriest Enginseer
e :
3 Command Squads containing senior officers.

of the newly appointed

Ursarkar Creed’s Supreme Command comprises the most senior '
members of the Cadlan Imperial Guard, mustered together to lead from
the f_]earr of the battle. He also gathers his most trusted advisors
dignitaries, able to lend technical or spinitual advice as the bafﬂ'-: :ﬂm
From their command centre in the midst of the warzone Creec;‘ and
SUpme Command can adapt to the unfolding events on the qamm
devising new counter-strategies and tactics to deal with the fc-ae '

Second Line Command Echelon

1 Fherk

Support Command Echelon

X2l s

Reserve (ommand Echeion

P33 3%

SPECIAL RULES:
Smklhm:uwcmammdmmﬂﬂmaﬁ
Command squads. Each of the ¢ ormmand squdcs masT De Sepioved

of cmacww«.ammmm

within 6 E e crtosnd by Crneth

they miust enter the table within

Command squad
Masters of Strategy: I acsdmon wmm‘gruwm ™e
player gamwwdthemwmaﬂl.m_w

taken. Bunkers, Careful Planning.

High Command: At the start of e hum, you My R oﬂrc:::'
speCial rukes pronacied by the w e AT St StIQET
duration of the turn alfl Impena Guearad

Cammand benehit from thes rufe

IMPERIAL GUARD DATASHEETS s

POINTS: 200 + MODELS

of the counter-attack was thrust into the hands
Lord Castellan, Ursarkar Creed, and his High Command

N

o

—
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INFANTRY COMPANY POINTS: 150 4 mgp,,

Imperial Shield infantry COMparnies are bed by 3 Capt

o MPERIAL SHIELD’

The fighting

rd vary f{[nﬁ:@{?f!tJUSl’)’, £ Wy 9\ RGN, 3 e
formations of the imperia! SUZ dhi}f.}:‘of 5 perimeter all whose expenence of fighting in mnumerable campaign: ~ e
] N oa W - 3 ol

+ infantry squad employed (0 2
‘multi-regiment army groups capal .
snetary system. It's this ability 1O

yle of effectively lead the men under their command inte S

from the smalles
The Impenial Shield is made up of between three a

to the large, mu

the way up :
2 whole planet

consisting of up 1o six Infantry Squads fighting

fighting @ war JCross = h of the

ghting : 3t strength ©

Rradb e hers of men that /s the grec . . aernant The advance o e ¢ e
mobilise U5- m;mu{ ~ct common fighting formation deployed 10 as a Lieutenant. The advance of the Impenal 5

imperial Guard. The most Colit 3 bombardment from Imperial Guard heavy artillery, ¢

3 warzone is the company. miles behind the hattlelines

o

Company command squad
i &

Company heavy weapons souad A

'Yy °

Company heavy weapons squad B

Ist Platoon command squad
; &
1§41 &

frret dyrstd
A RRY Eapraf

fprreey 153333
Brexay farraf

CADIAN SHOCK
TROOPS

bbb by b T

. brbke by be
Bl bk b
bR pair | b i

2
Fye—
p

\ FORMATION:

| ‘3 EON;mand Platoon,

| infantry Platoons. SPECIAL RULES: e
Fighting Men of the Imperium et

assets, the plaver gans the TONOW

| Note: Platoorne oo

y 5e .
UL ‘ii‘Ll optianal su b | \ S SOOS as T
sUppC squads and ATVISOrS ¢ L

| On My Coormates
Scheduled Bombardment

Defence Lines

10 e T

IMPERIAL GUARD DATASHEETS




‘ARMOURED FIST’ MECHANISED COMPANY

ised companies are regularly used
v in seize and control

es5pex

¢+ heavily defended targets, Armoured

rts thunder through enemy lines and

| objective. Overrunning

; of Chimeras disgorge infantry
hrave men must then hold out for

nts to arrive, defending their prize as the

t to regroup and counter-attack

9th Company
150th Armageddon
Steel Legion

Er

ke F®

FIST PLATOON
b ke BY
= N -

ARMOURED

~ F
Te
b

ARMOURED
FIST PLATOON

ke EY B BY

b

e b

OURED

g
&
.
R
&
A
'’
&
&

ARM
FIST

‘ARMOURED FIST* MECHANISED PLATOON

FORMATION:

3 Im al Gu; i lat "
penal Guard Armoured Fist squads. One Chimera must be designated as 3 Mechansed Platoons (see Oppos

the platoon command tank,

MECHANISED PLATOON SPECIAL RULES:

Strike Force: All tanks in the squadron must be deployed within 67 of
the platoon command ta nk, or, if coming on from reserve, 1
enter the table within 6° of the point entered by the platoon command

Lank

Objective Sighted: Whilst the platoon command tank s still mobile
any 1ank in the platoon within 6 of it (Including the command tank

tself) may treat all non-dangerous terrain as roads

ks By

F» By

b
¢ ¢

J

ke Fy
52
Er

T

ke by
ke
Er

My ITHRAST

Armoured Fist companies react to changes in battle plarys
more rapidly than other formations and have 3
reputation for getting a job done, no matter the cost
Such formations see almost continuous service, and 25
result, tend to have an even higher rate of attrition than
more standard Imperial Guard formations, representative
of the dangerous nature of their assigned duties, When

a mechanised company suffers so man y Casualties or
enough of its Chimera transports have been destroyed
that it Is no longer a viable fighting force, the remnants

POINTS:

rigcharyed ¢

patoon at a

: £ o5t of The models
are typically attached to less mobile infantry formations
to provide support
Command Squad - Major Kuroy ‘The Ash Waste Barons’ - the 2th Comoan -
150th Arma s

infantry) Unde
veteran officer of
has fought on
protracted fight

Tartarus Defenc

[ %
Ey
4
3
Er

> P F
e
o g

J

=
Ty
b
Er

o3

o

b
0
s
¢

‘ARMOURED FIST' MECHANISED COMPANY

FORMATION:

impenal Guard) m

MECHANISED COMPANY SPECIAL RULES
Strike Forca: AR tanks in the company BRetSs SRR

. o S0

" - D ertpens Py TE COMmEud
D R
™ LR p—— y
. AT
2 - o B4 ol v

MPERIAL GUARD DATASHEETS n




F - and many enemies retreat at tr

HELLSTORM SQUADRON  POINTS: 50, Mopgg

L art iImperial prometnium ana 3Ny o
flamethrower tanks are usually attacheo 1O H‘”}Q‘r'}1|’lj}“irr.')‘ eannons rather than attempting 10 face such 3 frecs
= . ! { £ . g articuia ] ’ - Pt
o ha_m.c o, farmations when the pattlefield terraiii > pa |
Guard infantry form: -nd well entrenched Hellstorm squadrons are ”
» and enemy troops are dug in and Weil € olis1o =25
e nemy that is wont 1o apprehension by allied Imperia "
1 squadrons are tormed when facing an "—"}‘?”'.\’ a 1' ;"”- a3 e i or
<t LU > af i y—— i Tt CIPWS av 3 . : 3
He{l:ll:flq:: 'in:'hn-'_‘j[\,' forces by using Vasi !'lUI'T"'bE‘f‘: o l“.f E'. .r;‘. rj.,d‘-;(‘- Hellstorm 54 > B gepioyec s 3 "
OWD‘I{ C;rim; hordes of Tvranid swarms. Hellstorm squacror It' 2 ;d ; 3 . 3
SUICH a5 54 s y 3 5 £ Scke -
\w- nta*wh.' found where the concentration of foes is greatest, > r
ViLC [ * ") = ¥ : ] pre S : I :
-L-Lt" ‘1'\.e singular objective of inflicting as much dma_sm orl| :_pl A Fe i ;
% > le. In battle, Hellstorm squadrons unleasn 2

enemy troops as possib
raging inferno of destructi
and ash. A Hellstorm squa
tool: large swathes of tigh

blaze that reduces all to smoke

on, a deadly mOke
y btle nor a discriminating

dron is neither a su min
tly packed troops aré blanketed in burning

6th Squadron, HQ Company.
Mordant 22nd Armoured
Assault Regiment

COMMAND VEHICLE

HELLHOUND

‘Dragon's Might'

HELLHOUND
HELLHOUND

FORMATION:
3+ Hellhounds
One Hellhound must be designated as the command tank gPE[i:M_ et
MM ank ombined Fire: I 3
thesr infemo cannons g L .
single helistorm template oS L
a5 many membe e 1 =

“"Get ready to be baptised by

fi h icel” impossible; 1 ounds sultend
ire, heretics! B i Rl
e B33 sesi
Lt Drake e TR o ‘ .
S—c= the tabie -~ scrpd Dy e
% ——
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CATACHAN ‘DEATH TRAP’ AMBUSH PATROL

rhe Imperial Guard are renowned for fighting warfare on a huge-

ale fiolding large infantry formations supported by battle tanks and

o , -'\;c--' for them the swift hit-and-run tactics of more mobile

ies To counter such enemy tactics, Imperial Guard Commanders
ten make use of lightly armed and armoured guerrilla fighters,

denloving them into terrain where they can counter the more

é,—"r‘_ﬁp“.: rable enemy forces. Named for a particularly dangerous man-

eating plant found in the depths of the Catachan jungles, the

l_—__;,-;,:},__;n Death Trap’ Ambush Patrol is one such Imperial Guard

formation, excelling in the art of querrilla warfare,

W1

Squad A - Master Sergeant 'Mac” Luga

AR K
EiL¥E

Squad B - Sergeant Armstrong

:
5

Squad C - Sergeant 'Bishwhacker” Boulder

A1 &
KitVE

3 Hardened Veteran sQuads
0-3 Special Weapons Suppon squads

SPECIAL RULES:
Strike Force: All models in the Ambush Patrol must be deployed within
6 of another unit from the formation, or, if coming on from reserve, they

Must enter the table within 6 of the paint entered by another umvil from
the formation

Ambush Patrol: So long as the Ambush Patrol Is an the table, you get 4
free Ambush strategic asset at the end of each enemy Movement phase

The Death Trap is a far more offensive formation 3
Imperial Guard platoon, employing Guardsmen tf
countless guerriila Campagns, supported by specialis
The Ambush Patrol deploys far ahead of the main
harassing the enemy battlelines.
unsuspecting foes. A well-planned assauit by the Death Trap
an enemy army in disarray, deprived of supplies. reinfore

bogged down fighting a war 3Gainst an unseen eremy

“The jungle don’t fight fair,

and neither do we”

POINTS: 150 + MODELS

tran 2 typecal

2! are 1B Grs of

I support souads
imperial Guard fings
setting amibushes zsnd Iz 4G traps for

ements, and

Motto of the 222% Catachas Jungle Fightess
The Stalking Devile

Squatt O - Gunnery Secgeant 'Garry’ Lo

£181

A&
£ &4

Guerrilla Warfare: Al memben of the formatse gisr The iriltyate ene
Move Through Coves specal nukes

Traps: At the start of sach eowery BFR yO= My PR § U e
feature (sived vp to 12°x12 ") withen 127 of & unit SOm Ths Sormamoe
Far The Guranon of that plaver turm the Teeasn GOS8 SgeTO

WTam

INFPERIAL GUARD DATASHEETS
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SPACE MARINES

re living embodiments of the Emperor's
of might who strides into battle armed
e wrath. When a whole Chapter of Spa
they become truly unstoppable. o

The Space Marines a
will, each a paragon
with weapons of divin
Marines goes to war,

SPACE
CE MARINES DATASHEF‘TS




ULTRAMARINES HONOUR GUARD

tramarines Honour Guard are the greatest of all the
eferans. £ach has earnt accolades without number and
st terrible of battlefields. They are Space
whom no task s insurmountable, warriors who have
f defeat It is said that but one of Macragge’s thirty
uards is sufficrent to turn a war from disaster to
wd boast, but one that has been proven on any

POINTS: 150 + MODELg

Only Marneus Calgar, Chapter Master of the |

Ultramarines, has

the authority to call together his Chapter's Honour Guard, and he

does. S0 sparingly. Individually, the Honour Guards are potent
warrfors who. carry the weight and traditions of the ('hapf;-rl
squarely upon their shoulders. Brought together fo«_r.; single
cause, they are nothing less than a port =

ent of desperate times —
for what other circumstances could bring such great herpes
together in war? L

Marneus Calgar

Squad Tiberian

YIYRY
?rr}%r

‘Maximus'

FORMATION

1 Mameus Calgar, Chapter Master of the Ultramarines
4-3 ten-man Honour Guard squads (one unit must carry the Chapter
.‘Jf}“fif"l|

0-3 Land Raiders (any type)

“Brothers! In opposing us, the foc has challenged
our Chapter. our Primarch and our Emp:mc.
Let us teach them the folly of their actions

Ancient Helvetious, Ultramarines Honowr Guard

S Helone

3T3Ts

Prandiym | RevenQe

SPECIAL RULES: s
Strike Force: All units in the strice Sorce mus? be Seyiopnd w
. g o B T e
12* of Marneus Calgar o i comeng On Tram: feserve 5
-
the table within 12° of Marmeus Talgars posnt o emtny

B T WERE L o
Accumulated Wisdom: The Litramanmes =
yOu 10 choose WO aRIONS LErategs &onety

- . *
Yo The Death: Al non-welucie model & The e are et
- i - : ~-
of Marmews © S0 hine THe Saed O Pt S0 L
v the strip 1orce withe €7 of Marmesn L A0

6
vehuC e ImOCes §

.
. 4 ¢ N ST et
ignore all 'Unew haken  andad b

SPACE MARINES DATASHEETS 1%




A Pl)lwrs;;,'[m
LAND RAIDER TERMINUS i

KASrIFIE y Arth e Sal T Carn « r
* vid 4 vy
Is te In S5pace ! Py ‘
he ultimat " 5 .
n Land i Raider is the Ul apalnlity in arder 1o ¥ s
= f K 1 Calf " 2 2 Lanerinery y
The Termints Uhtra ;\‘3"& ing its troop caryn t: cap: 'b Jo of iy 2
e Jex Forfeits Liltra s i gl e
shicles TS thickest . v 2y
anti-armour v H\ lascannons, the T¢ hielding and the 0 aly durabl : o it
ount 8 battery ™= T L ar of defensive S m the armoury Ofily —n aacily penetrate eve S gty Nu %
mou hrough all manne ’ mzrm}ﬂ; from can easily : o E
oS g are f-t10 will often cra
;}\.‘._rtan,u."I\] [ nm‘fﬂh a machines ¢ f o POWES build r;;l ] A 24 2
wour. These ve .tances, as the iug cable damage - e COmes -
B of circumstant suse Irrevoca aets 10 pre
~ct olire « ' fires can €é o rr1 M 3
n the mosk i< Uiitra :
o | when a Terminus ermir
prated w
gene ral

o its systems

“There is no such thing as an obscene amopys
ts of the

| of firepower.
during e

s deploymen

Gerpcsnt Astaro Chrosss. The
Sergrast

cia mé( :
vehicles and

y )
SRy ArmocUrec .
enemy single engage nent

titan class kills n @

Searchlight  ——

Hunter-killer
missile

Smoke Launcher

Hull-mounted twin-
linked lascannon

o
Sponser
Sponson mounted P
T lascannon iascanns
Size Comparison
OUR
UNIT; 1 Land Raider lerminus Ultra e REAF

BS FRONT e
TYPE: Tank

WERPUHS AND EQUIPMENT:
Two sponson mounted twir

Two span: son-mounted lasc
= One hull

1-linked lascannons
annons SPECIAL RULES: e
mounted twin ImI-n\.‘l ASCANNoN

Power of the Machine Spirit: (see ~ 00
Smoke launchers
Seatrhhqht

May have a hun

points Ultra (before re<ralls for its twin-lin AT a _a.«--. :
WEAPDN R“"GE S phase, the tank has suffered a potenss e
e Tﬂ AP SPECIAL

The Terminus Wra w
48" ) Heawy 1

ter-killer missile for +10

been eLOne!

16 SPACE MARINES DATASHEETS
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SKYHAMMER ORBITAL STRIKE FORCE

2yt A
extent, the nature of the engagement. A

FOINTS:

4 T
COMysary-leys

3 engagements, a three-squad “Skyharmmer” acsault 5 1 >fhammenes Ottita
most common configuration. Able to deplo bl 3 Sirke Eement a1
T fju‘f(’i-rl and thirty Space Marines, 'l.r’,lr'l.,,_'(,,,.::,I:r’;:’,u_! soiad v . e
J Hf.—‘f.'nPHI:', are more than capable of .r_.\'_.-.-..p,,,e-,, ,j _ - = UL oF B mods
ground defences, decapitating the l“rrf-f'-;f'l.t:r: ': o CoTpEe Shytane
0 ‘-,v.-\f_l_ﬂ".'rlfj! a landing zone for a follow- D J/ ; J r.,—J oy Orttal Siek *a
, :. Thunderhawk Gunships and other (_r,_._.,,r.:.»,,,_,-,.d-i,,}, 2

Ad (lvoe cai of { =
Neediess to say, should a whole company

s A - or Chay be
committed to a Skyhammer assault, then the foe is in ¢

very rough time of it indeed

Squad Vandar

=

Squad Octavian

SKYHAMMER SKYHAMMER SKYHAMMER
ORBITAL ORBITAL ORBITAL
STRIKE STRIKE STRIKE
ELEMENT ELEMENT ELEMENT

Squad Tinan

ﬁ/ 3 & a PRIMUS SECUNDUS TERTIUS
/

SKYHAMMER ORBITAL STRIKE ELEMENT SKYHAMMER ORBITAL STRIKE FORCE

FORMATION FORMATION:
21 1 Caplain and

Jne unit chosen from the ffJi|U'."I|'If_] 1 Sk VAT

aCtical squads

Assault sguad

stator squad

ts must be in Drop Pods. One Drop Pod must be designated as the

smmand pod ELEMENT SPECIAL RU{ES

Strike Force: Al LUrea vhe strike X ve
ELEMENT SPECIAL RULES: the Captain's Drop Pod, byt &
Coordinated Assault: When the glement arrves, determine the deep 2 plaver’s any COMMNIS 8 Shyhamme vee
strike arrival point of the command pod first The other Drop Pods in Strategic Asg-m‘. ~... “‘ Sy Py syt
the element must deep strike within 6" of the command pod, but do Sinke e _1._U . . i\r_h
not scatier e N :
Q




JEATHKNELL ORBITAL STRIKE FORCE iy

i I g e to ynleash fearfiully rir i
joneered Valor used Ine DEaCON 20 ¢ = .'j VIR precse orbita
i Strike Force was first PIONEEIE hombardment that within seconds reduced the comms g
: trike | 9 5 = ¥
nell Orbital ot roan o Ciril y then did Valor 1a0unct -
he.concept of the Deathkne corran Valor during the Forga structures to rubble. O hen did Valor lau his assaulr T
F r ITe -y ot e - e
- Hands Chapter Master ™=, -ir defences and squads materialised amongst the wreckage, and Dreadnpygy
by #ron e ¢h nigh-impenet a t conventional > v Podds — all auided 1o the tarmer &
anguests. Facea Wit nce, Valor kKnew that € ir- deployed from Drop FOAQs — afl QUICED 10 The (arget by the beg
o . | J o g e
Cor erable GrJLJF-ﬂ'-; haseq resl sta . hole thd be made In the @ With assault cannon ar d heavy flamer tF €y SColred the chame
consiGerat active unless clonic i seft ning their aur e
eactics W ould prove | ineffect e xd the P‘?'IO("“ hcaton of a Q¢ A i—.lldra complex o f defenders, before training i QUNS N the a5t «
it .-ma«tﬂ ¢ ah -5 2 & AR Arae Sateat b e
defence network e D2 et-busting payload for a “f’a“"d ) : sir-defence emplacements. Moments Iater, with 3 landing aon
by the planel-o rd half e f ) S =l Py re T Y - <
rorpedo, exchanging te F rm'" ng roar that could be ”e‘; rForga”S secured, Thunderhawks began 1o depioy the rest of the Cha
an. W ith an ea ! } home ami 5 =3 (0l ince than fartv-giaht hours [ster
ca.or beacon. ~ell torpedo cfas hed Forgan iell jess 1nall TOorty-=ighit fRASS fais
rh{' Dt—_""ll-l'(r't L

antinent away
entre
"?E\'- ry mr‘ﬂw‘am‘r centre

Squad Adaman

DREADNOUGHT

TERMINATOR
snum

Squad Kastellus

£
f
g2A
2

!r
A
. &
A

£

Squad Valoran

TERMINATOR

SQUAD

TERMINATOR

2
s b8
iaa

FORMATION:

5+ Terminatar sQuads
1+ Dreadnoughis (of

bought fo

any type - note that a Drop Pod
ght for each Drearmufn.qr'.: in

. 00 transport must be
the Tormation)

SPECIAL RULES:

Deathk T
nell Assault: 10 Deatinknell Oripital Strik

Bame in strategic reserve. Whes & Force always starts the 2) Once the Deathiknell markes has DRy, mhe 20
Using the follow N it armives from reserve. it al } : . e ;
. Rt - 2, it always deplovs bombardment immedtiat o . & T
_ sian DJIHEIS o
‘JP:'\(\ od barrage template s @n med O ¢ LN e T o
tace 3 marwise iennon
S . o i S e Nl " oronal bombargment & O WISE
PacE Matine Terminators the teleport homer in the

box sp4 15 wdeal {or this) i e

bomd ang :
: ) anywhere t *
ol Per does stk nywhere on the

for it as

. -
OCatin the fir i -
o ;E the Dtdlhlne;-l e 4 s nal POsition is the Impact 3} Onee the orbxtal boMDS e W b -
we, ¢+ N a - LR - e 3 z
remaining i aLon 5 lost in the dee g - -
1 1in the » acliabaly: arTive - e
proceed i o ] S wall h.‘]\m o l'll‘{'p strike P Unis smmediatery #Tne Py e

asr n
Deathknel) assault Yormal, otherwise Deathicnell marker anG wil &

1 safely

18 SPAC . |
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SPACE MARINE 15" COMPANY POINTS: 250 + MODELS

A

1 fht aqainst the Space Marines is a task both dangerous and grim It is rare for the 1 Company to fight as one. Jts squads are normall
¢ on the youngest and most inexperienced Battle Brothers are heroes, divided between the various taskforces that perform rr:p fl';aa "' % y
7 arm and pure of purpose. Yet even amongst this elite of the bloody duties. However, sometimes the goal is so mw” '?;H‘

p o are those so mighty as to defy comprehension, warriors by mission so critical, that the 1° iRt i

C"Jfr';f)any 15 reassembled under it

; il is victory forn from the sullen hands of defeat, and by Captain. The Company banner is unfurled consecrated warges
b . - ey N = - <
nchirking valour is the impossible made possible. These are the  brought forth from the Chapter’s vaults Do 5

and battie-songs given yoice
most feared warrior-brotherhoods made

Brothers of the 1™ Company, the blood-steeped veterans of the  Thus is one of the galaxy’s
‘ ready for war. Have pity for any who stand in their wa )

r and the pinnacie of Mankind's martial prowess.

118
Ly g4

Squad Taxamander

Souad Raptonius

\ Captain Agemman

VANGUARD
VETERAN SQUAD

SGuad Losonu,

i

w\fﬂ’iﬂlﬂ SQUAD
<
=
STERNGUARD

X
Bafar Eysens |
i2 Exagsy |

a8l
%&ﬂﬂaﬂ

‘SQUAD

ot of
A
(Bt

TOR

TER

FORMATION
1 Cag
i SPECIAL RULES:
0-1 Chaplain . ] =L e S
01 : First to the Fray: ¥ the st Company are held = srserve, They 0 nes
V-1 Comy . S
0.3\ nand squad (must be upgraded to contain the Company standard count towards the hmit of umits you My Brng or each hun NOREW
3 Venerable Dreadnoughts the 19 Company must ahaass armive fiom meserve in Som o
10 en-man

Terrr units chosen from the following list
erminator Suad

Assault Terminator squad
velran squad
Vanguard Veteran sOuad

€
AMernguard Verer

cannot be hotd DaCs 1o ke § v LAy S ANEORT Agabth PR

Strategic Assets: A playery afmy containing & Spoor Marme s

Compary automatsally has the Mertue Stang ~odd B AR Cosh and

Carpful Manmng strategs: asseh

an SQquad

SPACE MARINES DATASHEETS 19
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SPACE MARINE SCOUT COMPANY PONTS: 200, wopg

he the most battlezones and rotating therr Feom AR &
i g . SCOLIr (-0-'“?‘3-""" "ﬂ‘-i} g i | f;-,'ﬁf‘f,’.'-r qgain the varied cormr hial expefience th at v g -_’ 2 tate
A Space Marine LNd) 2 sinne but it is nonetheless a ¢ rucial Aftly 9 he yaried combaties Sy ’
inexpanienced of 15 pbattle formations, DULT & o ossential role fully trained Space Marine. O s ool simiisen,

art of e \ 0 i ”‘1‘-_' Rtour C—OFHI{J .r 2 S ' g e Y . e firtht tanaethiar it coeme * ’

- tha (Chapter. in .:'!U(.—.'IJO“‘ 0 - g ‘ et 3 Company does fight togel = it AR o

art of the Lhapt e it Droviges « ! | b ‘
" R g ot h&rdeneﬂ NMLP ﬂﬂﬁrmes. S - skill .fj;f.'f.{ﬁ' The luckiless foe comes 1 5 Coina <
in mougIng 1avv = P.;p(_,;-"_s.;]{e_ These Ski 5. = boss :

filtration, recon and disruption

'l g v T ¥ q
wealth of infi already rec onnoitred, mined a8

terence between a grim lyy

) & e II e “I y " #r - s
when propefly appled, &n make all rnc_ﬁj. B s n ‘
T 4 ” L g ~ - nr}[\l § o :
fought campalgn, and a quickly successiul B e

g W IS ofy in the galaxy
ve with the Chapter’s 1% Company. the Scout Company 15 rarely g
Y one it By splitting off its squads o different

deployed as one un

Squad Leandus

CAPTAIN

ut

£a2L
vy
£ne%

ks
i 2

Squad Aristydian

b |
b
pere
b

SCOUT SQUAD

A
}

SCOUT SQUAD

Squad Ticondan

FORMATION
1 Space Marine Captain

0-10 Land Speeder Storme SPECIAL RULES: | YT

10 ten-man units chos - -

Strategic Assets: A players ammiy® - "

e Ambush

G en from the follow
>Cout squad tollowing list: A
Company automatically has

Senl dhuls
Ut Bike squad Ve b

SPACE MARINES DATASHEETS




DEATHWING REDEMPTION FORCE

e oves Of the Dark Angels, the only way that they can rid

POINTS: 180 + MODELS

The Dark Angels will often hunt the Fallen even whiist

mceives totally of their secret shame and restore their honour and their normal duties, Should the Inner Circle gain soli (]
<t in the Emperor's eves is if all the Fallen Dark Angels are found and an enemy the Chapter s fighting is 5 member of the ;m ) Dece ey
m : 'L—: repent, or slain. However, since the Fallen were cast to all been in contact with th ' 2 ' O hias

: . €rmn in any way, 5 Oearhmng Aedernption
will be dispa rched to bring the target into cust Or 10 rec _Fm:e
body. Some whispered rumours Ven suggest nhar’ the kmonﬁ?

manipulates the Chapter’s deployment in order to § ther: facego
face with such foes. o '

22
£2

g22a
-y

. mers of space and time, this is no simple task. Furthermore, the Dark
.L-ﬂlr'}f,'(‘.'S cannot commit all their efforts towards ffirsl task, for they will be
calledl upon for many different missions in the service of the Imperium.
Reqardliess of any ongoing campaigns though, the search for the Fallen
i« 2 constant quest that the Dark Angels can never relinquish.

it @t g

Force Nathaniel -

First wave, Assault on the
Ebon Fortress (mission
parameters undisclosed)

Master Nathaniel

- Squad Tabbris

FORMATION:

Belial Master of the Deathwing, or Interrogator-Chaplain in Terminator Armour, or Librarian in Terminator ammou
3+ Deathwing Terminator squads.

SPECIAL RULES:

Hunt _the Fallen: The inner Circle believes that one member of the enemy
army is a Fallen, or has come into contact with one and may have
Information that could lead 10 one of the Chapter's arch-enemies. Before
Oeployment, YOu must ask your opponent to list his independent characters,
and then You must choose one of them as the individual being hunted
However, if you have any team mates, they are not to be trusted (they may
EVen be Fallen themselves) so you may not tell them which enemy model
YOu have chosen until it is killed. If you do, the mission will be called off and
the Deathwing Redemption Force immediately removed from play

The target model must be killed during the game, and when it . you
5"0"‘_0 Dlat:g a marker to indicate the position of the remains. This marke:
s @ Vital Objective (see strategic assets in the Apocalypse rulebook)

The only units that can claim this Vital Objective are those of the
Deathwing Redemption Force, who all count as scoring units in relation 1
it No other models may do so.

mmmmwmmmum
Assault special rule (the formanon counts a5 2 singie und for The fum
of strategi reserves) When The formaton amves, The Wasier & Seosn
first, using the rules for deep strike Al of the Dethwng Temiister
Squads in the formation are then placed wathen € of The Masier o e
deep strke, but will not scatter

“What great deeds we perform thes duy mes g
unheralded: those of us who full must go

our deeds. for owr secrets must b taken %o ow

graves, or theirs :
7 Grond Maser Aomaine @ the Kollarbons Termenstin

COANE MARINES DATASHEETS
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%+ ks

the greenskinned hordes infest the

Violent and bloodthirsty,

galaxy from en The Orks are constantly at war
howling deafening ;
with crude but €

d to end.
battlecries as

ffective weaponry.

they tear their enemies apzp




GOFF KLAWSTOMPA

~inantic bull-headed, fire-breathing
. mare than oily metal and malevolent
e Goff clan, the Klawstompa
per-heavy tanks in great

re piston-driven arms waving wildly as it

“m< into its orev with terrific force, the air filling
~sms of tortured metal as the roaring effigy’s
i=dec and industrial shears tear the foe apart
Piston-driven 'Big Klaw’ rigs —

Famous Klawstompas:

Glyph Plate

& day Stomgin’ Feet
Size Komparison

UNIT: 1 Klawstompa

TYPE' Super-heay

STRUCTURE POINTS: 4

TRANSPORT: The Klawstompa has a transport capacity of 30
ACCESS POINTS: One rear hatch

FIRE POINTS: The Klawstompa has three fire points in its hull

WEAPONS AND EQUIPMENT:

Two Titan close combat weapons (extra Attacks included in profile) and

the following weapons that can be fired in its front arc:
- Flamebelcha
- Twin-linked bia shoota
- Two big shootas
Three supa-rokkits
It also has a rear-mounted big shoota that can only fire in a 180-

degree fire arc to the Stompa's rear

WEAPON RANGE STR AP SPECIAL
Supa-Rokkit* Unlimited 8 3 Heavy 1, One-shot
Flamebelcha**  Hellstorm Template 6 3 Assault 1
Big Shoota 36" 5 5 Assault 3

*A supa-rokkit is a Grot-guided weapon that hits on a resuit o 2+ It

can only be fired once per game
** To fire the Flamebelcha place the Hellstorm template so that the
narrow end is within 12° of the Klawstompa’s head and the large end

s then

5 no closer 10 the head than the narrow end. The Flamebelcha s

treated like any other template weapon

POINTS: 450

Bull Horng ———

ARMOUR

FRONT SIDE REAR | B
10 13 13

SPECIAL RULES:

Effigy: The Stompa is 2 roaring, Smoke-Dex
of the warnor god Gork (or possibiy Mork) Ihat Dums Wi pus
12" gain the fearies somoal rule

Orkiness, All Ork mobs within 12" ga

Supercharger: Goff Meks frequently supercharge The

Klawstompas, refouting systems thal would nonTsasly De e
operate heavy weapons into fueling & thunde e
A Klawstompa may assault 12" instead of 1he usus b 85
move allowed 10 super-heavy Wakers

Klawfrenzy: A Klawstomps in (lose comas terTriy <

= bnirdes Py

strong enough to 1ip enemy SuEper TRV ¢

even to pick up an enemy vehiCie anc aCrOss The
battiefield. it has the followsng Specas At

» A Klawstompa & specrhicaty O .

.- ¥ . L
pieces. The Klawstompa gams & &4 & C
Pyt L s abwe s he
vehicle Damage 180 T
T wal . NI

C atastrophee Damage 1abD 5 v o LNl

using a Titan Close COMK 1 el

e |f o '\;.f-’-‘l\\\" ll-' .'t“"-‘ NS @ W = - e
nmaechately throw e WL h & WY

dronpa (S PO L the ApOCavi= PR

ry )i a i
s When malong & Sy KL 2
Klawstompa <an e b
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The har
"rfr s
K nown

FORMATION:

Narghikuy

24

~——

e
Gang of wore ~.. # foatsoldier O

SiImTpie

POINTS: 150 & uGDE! :

I.Y BOYZ

GHAZGHKIJI.I.’S BUL

Thrake as I.--- ‘

gtk Ll

f core O f Warlord GOhaly i phagdcles

’ 3¢ mob of the large a s 2 S
. ik LV 4 ¥

a gr a .-J‘lf‘-l'fr,.rr.,;_l,, y o
fe ,.-r\‘,f a0 R

m.: fought

st heatcases have

was d
rh }
| wots the Urkish ads as Y f

f‘lf?'h'fﬂl"“]"l' Irusis | J L wiia

! anb is led by @ Yvdiiis
ol y BOVE Mo ’ A
H”n}. e hewr e 0
ffautenarnts witiin hie horde. S0 .

eutendnis SO .

/ I¢ Wart ¢ gre usually 5

wose less ' :
e t h .J.‘r'u.-m,ﬂ,- .

rryee [ z e
d‘ b e « I)‘I’ L { f ¥ IS
: / f oy D x

PEBR a2
LEYIT ST

SPECIAL RULES:
Strilse FQF(Q; All ity ir b ok -
e 2 _ em Boy:

d - b Bully Resos
1 e S2ghkull or, if - ¥ By ! e deplowea
| . I e . i
tabe within 12* of o d P *
: e POHI erttarad +

Insa B E

Bravery:
4y . " ¥ 1 D ta
r V185 Deing faced with 5 BT 1 ¥ 3 viabue VWAt

Wil Dever back down . A ¢ all L NAIOh Ul 2
reated as faari NS in the B B .
i 5 y N b v el



DEFFKOPTA CHOPPA SKWADRON

one-Ork flying machines that  The first Choppa Skwadron was pioneered during
Ghazghkull's second invasion of Armageddon. The
Season of Fire forced a temporary stalemate upon the
Orks and the human defenders of Armageddon, for
great rivers of lava flowed from the mountains and

b e ile
ruUgely U

+ ~f nofse spit out a constant stréeam
taquently kill the owner within a week of
- Thas o thout doubt the fastest and most

he .'-u"D nt line

Nl P
y gel an Urk [0 |

POINTS:

YOu May ;.F\,"_: s

Cetfenota r#
Ceffropta Chopps
75 points ¢
F -

4 e et

Deffiopta Big C

HWalOn & & cost
uUs e oot

ora

he Waaagh! reaches its height,

clans or tribes group

lots from sew
pta Choppa Skwadron, ready for

e. The first Deffkopta pilot to ‘get

3 at and called a cheatin’ git. Being the first
to splatter bio il over the place carries much
= g [0z oW 'L',T'“

temperatures reached unbearable heights, After such 3
world-consuming war many combatants were glad of 10C
this forced respite, but not the Orks. Every Warbiker in .
the Screechin’ Death Speed Freeks who could afford it
paid a Mek to convert his bike into a Deffkopta. Before
the week was out battle had been rejoined, with 2
massive Choppa Skwadron soaring over the rivers of lavs
to attack with big shootas, rokkits, crudely-made bombs
and the brutal blades of the Deffkoptas thermselyes

Chera
LA

of the Minoek

DEFFKOPTA BIG CHOPPA SKWADRON

DEFFKOPTA CHOPPA SKWADRON

FORMATION;

A Deffi opta C

-nNoppa Skwadron consists of a S!T‘lf.ﬂl‘. unit of 6+ Deffkoptas

SPECIAL RULES:

?him“' Deff: I‘hough they would normally shy away from damaging
et beloved Deffkoptas unless necessary, when large groups of
DEfkaﬁfa pilots gather they can't he-|p but show off by flying at an
angle and driving the blades of their ‘koptas into the enemy, usually
£ausing limbs 1o fly in all directions, Instead of making his normal dose
f;l':amnat attacks, a Deffkopta pilot may opt 1o make D6+1 attacks at
>Wrength 6 (no bonuses for charging). Any Deffkopta that rolls a 1
when making this Whirrin' Deff attack is removed from play at the end
of the combat round as he and his vehicle crash and burn spectacularty
I a tangle of blades and severed green limbs

Floor it Boyz: Deffkoptas can attain breakneck speeds in & very short
space of tme. A Deffkopta formation may opt to make a Strategic
Redeployment move once per game. Because of the manoeuvrability
of the Deffkopta, this move may pass within 12° of enemy units

DEFFKOPTA BIG CHOPPA SKWADRON

FORMATION:
A Deffkopta Big Choppa Skwadios

Defikoptas

SPECIAL RULES: 2
Whirrin' Deff, Floor it Boyz: se€ QOpae -
Bommz Away: A 8ig Thopps Siowadrar will often ;;.i e

- i pa——— "
Deffkoptas with extra bomma Seoppeng Theen i ‘: =
explasives upon enerTy formatons e r: S “Wﬂ =
: S s nots 10 e s Foor t EyS =8 :
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rosoive the folowing Jtiad on a U r’v.‘:t wwnﬂ' e me.m
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POINTS: 50 4 g
L0OTA WRECKIN’ KREW &

f a Wreckin® Krew is comprised of several ramesz 4
The heart Of @ ¥¥ acity with Lootas, Meks and any amerv.
ight-fingered shicles crammed [0 Capacity W : Sx i e 2
¢ to take place, the Hlt‘.ml, vs. The venices ¢ T.. otas often strap their deffguns to the sides of w..
g battle about 10 I8°E 2 o ckin’ Krews Grots. The Lootas ams of bullets (or even the orrasi s
share's g really big Dat ther together into VWIELET 2 first they ke firing off great streams of bullets (o L
o notas often gather { "é t to the prize -50“:;]" sost Trukks, T o previous mechanical 3CquIsitions) in the dire
Ok M @S LOGREE ss they get : the fastes -annon shell from previous : c AL
Orks know now that uniless they 3= they hjjack the 1a5FE3" cannon s hicle that catches their greedy eyes. After 3§ 4 »
Vreckin® Krewd ANU Fet class gL.‘DDfHS, “O wrey - of their trade and any enemy vehicle that C Asou haove to illeaor D
ko put on some first Ches ~ut with the tools O That way they any av ‘to loot summink properly, you have ta z
willfose O o find, kit them out with ttlefield. That way 17=) [ootas say, 'to 100
& hey can find, KIt TIEHE ss the battlel he last enemy  LO 2
VENCIES <5 S hite-knuc Kie rac s |‘: even before the fast ; tF Areckin’ Krow oy - -
25 3 wihile- ol aafr € = e o ns in the Wre W S5
Zoom Ol i @ ¥ ] good honest stealing The Trukks and wago LY i s 5 o
—an get on with some go The t vehicle like a pack of wolves upon an ailing beast o
Loft el % - rg{_\ i LIE IAE ! o i f,-----:f'-'_-_;--' St
ca hits the ground I al ] o ( as the other Lootas swing 5 .
cofpse s ’ Il clan, will quite happly e at point blank range as f the unfortunate target One
hose of the Death Skull C Mr hing cybernetics and into the vulnerable parts of the unfortuna 7€
especially those of the Lieat ll-twitc ) = into the VUine ly disabled and the crew inside cus + -
Lootas, especiall S nuts and bolts to still i Whreckin® Krews, ohicle is well and truly disabled a
away everything from nUD & = - targets of the Wre k of an ML y can really begin
away € hicles. The favourie &'y treat the wreck OfF ¢ hen the fun can really E
super-neavy e |‘_; of the enemy. They lrﬂa; the sensation of then
Supe 5 - vehicles of tl J P " ter =1 {
however, are Te L.i- most precious prize of 2, a
amy vehicle as (ne Most &
eniemy veh

oW

G s placn rse
+ up in the first place, of cou
hlowing T up n
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FORMATION:

3+ Trukks

gpc D
s rivals. The T8 hq:‘“‘hl-,""
Wreckin' Krews and Tankbustas are ‘5'&?'. ..lA_-w: the e "
| that Wreckin' Krews are treading on wsarhios # by Diown' # &
Each Trukk must carry at least 4 Leotas and one Mek or Big Mek. | maintain that the Tankbustas waste .;:»9‘\. e by the O
0+ Looted Wagon -Lcouid easily be salvaged, rebuilt. and use
L o o
SPECIAL RULES: Expert Wreckas: Each vehicle in the WIees? et
Strike Force: Al UMIts in @ Wreckin® Krew must be deployed within 6° of wreckin® bail upgrade free of charge £ “ aeckn oF
€ach other or, if coming on from reserve, they must enter the table within 3t using these unsubtle weapons '
67 of the painy entered by the first Trukk or Loota squad on the il of a 3+ mnstead of the usud &+ e
Pacte WIERES T * >
Qops. sorry mate: Wreckin Krews like to open fire with their detfguns Loot ‘em Ladz: Enemy super-heavy vehsd e ™
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DA GREEN TIDE

5 formidable adversary, muscular and violent with a

ot shisiology and an unquenchable lust for war. A single Ork is

ancountered, however, for when Orks go to battle they do so
< thousands. This is when the Orks are at their most

erous, when they are part of a great Waaagh! 'Uge mobz of

: : ‘f_"?'? for every Ork gunned down, three step forward

ke its place. Their numbers are so vast that they resemble a

sve after wave of Ork Boyz come crashing down on

ek 1S

ssitions, quite literally a green tide that rises up and sweeps

My PC

vay all before it

Warboss Gitstomp

L
POINTS: 75 ‘
AR R s - 75+ MODELS
violent charge _"r y of such a stampede get cauaht -
get (r:}&hﬂdgbe? ome have no choice and must Jour fm breiasis
lagqging af_o;wg b r;;r:)rr_a O{I':’ ) than not the Eoyz'.‘:m‘ f*.;;:‘;’l s
b L Pnﬁ,:n u::nr_r. Something about so s ,_a;, Ak ‘f“:"
Oriche aﬂ'e} a_ﬁ );” aqgﬂf‘ a howling, biood-seeking -_»r-‘ ::f?:r'?
wrong! Even Ork's ;h?,emy_g they're going. 50 man y 8o /I;'P' ':‘Tf O
again swallowed u; Zr do run away qQuickly tum back J;{I e
swell as the char . y'.mF horde. in this way the canks ,:, Tp ’.X':E
that dares 5§Dor-g°er;gdmm momentum, ovenwhelming an '4.- tﬂ
se the might of the greensking g afty resrdiance
.

Gitstomg'’s Lade

TRrER FEARE DaTHrPREYS
AT rhadenr £aSFadaaid

| Prfraserre TaswidaTis
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: MaRalEsdar BAASSsRe

FORMATION:
A single Sy e -
S 'U; unit consisting of a Warboss leading a 'Uge mob
A "Uge mob s - s
felis U;r is identical 1o a normal Ork Boyz mob and has all the same
JPBONS wWith the excp g
Stagen vith the exception that the unit numbers at least 100 models. There
5 N0 maximum Eur
wim size this unit may reach. The Warboss may not leave this

unit. The enti e
2ntire formation qoes to battle on foot and as such may not nde i

any trog .
0P transports, The Warboss may not take a Warbike

Note that the <
&k the ‘Uge Mob counts as a Troops choice for the purposes of being
a SConr "J unit

SPECIAL RULES:
?rt::dll::‘:e. Nothing can stand in the way of S0 many stomy
Sk 185 the move through cover rule to represent the mOMentuim
w Boyz have barrelling through terrain. in addition, the sheas number of
Orks whips the Boyz into a constant state of bioodiust. The formation
may call upon the Waaagh! each and every turn. If the rest of the anmy
also calls upon the Waaagh! then Da Green Tide may roff two chiw &N
pick the highest when determining the extra distance moved

ping Orks. The
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: 60 ORK PULSA ROKKIT POINTS: 200

£ e idiary device. It contains the largest Pulsa Rokkits can crush an enerr A
2 MONKA o = ¥ S S 5 4 e -~ " 1 - J Ea K = T
i e fo t teeters on the Drink Ork Gods themselves have squashed the foe Fat with thek he
_ o force field be green feet
-ollapse with unpredictable but usually devastating
| LG, e 3 2 y 4 J i
i v The Orks like to age such a potentially lethal As with all Ork inventions, the Pulsa Rokkit varies ar
! 3 iy e fiald into a missile and firing the and implementation. Every Big Mek swears by hic oo
- “konstructin®, alithouah even then they colderr bl «

Some are little more than field aenerater - : Mg
- {rives the potent force field inside into a state rokkits strapped to them, others are | il 3
out qreat waves of S'.',"ﬂ,'j."."‘.‘:’l"lg force that can Whatever their size. Pulsa Roki ts all force y
s first into the dirt. The force-pulses emitted by giving da Boyz all the time they need 1o reach the ene =
Pulsa Rokkit ‘Foot of Gork’ A ;

Asgrax Devastation r o oithe

— Pulsa Rokkit

When the Pulsa Rokkn known as ‘Da

ng Gogrok Island,

ed forced an entire

0% Airst

he island

it under the termble

senging the

e polluted depths

Size Kpmparisor

. UNIT: 1 Ork Pulsa Rokkit
ARMOUR SPECIAL RULES:

TYPE: Super-heavy FRONT SIDE REAR Unknown Quantity: _ Roki | ord J § ,\-‘ : J o
12 12 12 of 120" that dewates 4D&" On & Ms ’ - o il
STRUCTURE POINTS: 2 of in AP 315 v cran Deww
WEAPONS AND EQUIPMENT:
Pulsa Rokkit (one shat) D6 RESULT .- a "

1 Fzzacrack

-1

OPTIONS: The Pulsa Rokkit can be upgraded to a Big Pulsa Rokkit
at a cost of +50 points. Big Pulsa Rokkits add 41 to their rols oF

the Pulsa Rokkit chart and have an additional Stnscture Pomt

The Pulsa Rokkit can have a Grot pilot at +30 points. A G

enables you o re-roll the scatter dice to determine where v
e

Rokkit lands
ar
(%2

The Pulsa Rokkit can be upgraded to have a Besta Force Beld at £
cost of 475 points. A Pulsa Rokkit with this upgrace s WEWR S

effect as a Force Fald Generator strategic asset u

il it & taunched




~, . ELDAR

powerful, the Eldar race once ruled the stars
faded grandeur, the skill and sophisticatior{ of th
:

Elegant yet
that their warriors and seers still shz
pe

Despite their
Eldar warhosts is such

the destiny of the galaxy.
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THE PHOENIX COURT OF KHAINE

worrible and rare ritual that awakens an Avatar of Kaela

and it comes at the cost of an invaluable Eldar life.
. > differant way of summoning forth the power of
.L—g.—-v.j,.}p;_ﬁ.-: of the Phoenix Court. This is
amonast the Eldar believe it to be no

s the mightiest of the Phoenix Lords to be

ftworld, surrounding the Avatar

HOWLING BANSHEE

DIRE AVENGER

Baharroth

he Cry of the Wind)

SWOOPING HAWK

FORMATION:

1 Eldar Avatar and the 6 Eldar Phoenix Lords

“Khaine is here. with us, today!

He storms through the ficld of bartle
and at his side arc the living
embodiment of his Aspects.

Nonc can stand before us now!”

Astarch bale roni of B} tae

A== £ | —
Avatar of Khaine

(The Shadow Hunter

of Phospran L

POINTS: 150 + MODELS

and laying their arcane weapons over one of the soirit stones
embedded in its armour. With an eldritch spedl eact »4‘&,. ;:..,

> ; - =ty SRS AN UK L& g g
Lords infuses the Iving statue :
- 5 Ses Ng statue with the energy of one of the Exarch
souls forming their own consciousness. Fuelied by such maght

= S WU Oy S Mty

essence, the Avatar is roused with powers that dwarf tho :_r,: !
the greatest Daemons of Cha ety spessio s - ¢
e greates emons of Chaos, ready 10 stride into battle 3

head of his Phoenix Court

?

Jain Zar

(The Storm of Silence)

Karangaras

SPECIAL RULES:
Strike Force: AN OO -
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BAHARBOTH’S TEMPEST

The Swooping Hav . : hie rp soar upon the v_..u'nd

with graceful wings beforé descending upon their prey- The Phoenix

Lord Baharroth E

Warriors. His name has become

has tumed the tide of many 3 battle.

phoenix Lords aré mighty warriors who have fought for

countless millennia. They tend to appear in times of great need and it

is rare, but not unheard of, for phoenix Lords t0 emerge leading @

group of elite warriors, chosen from across the Craftworlds. They aré
cilled students of their Aspect. When selecting

¢ Baharroth chooses only the fastest and

ed task, the manoeuvre known as the

o above all else.

The ndary

most agile, for their appoint
Bahurkan - the hawk strike = réquires spee

Baharroth
(The Cry of the Wind)

¥

i

Valbath'lani (Harbingers of Justice)

YEYY
YYEy

- FORMATION: g -
| Baharroth lea
ﬂdlng a
2+ squads squad of Swoo :
Each f G'f Swooping Hawk A ping Hawks
! WOOPING Hawk spect Warriors
| Skyleap and Intercept E‘luad must be led by an E
H xarch PoOwers xarch with both e
?‘fh RuLE‘:
Force; Al uni
¢ Al uny
6" of u:ov. if com:zr:,;h:;:“ma ot be
l M%Mt entered by l!al'\a::*m they must mu Wd‘ within 6° of
mmﬁ deployed first, usmgmh When the form. er the table within
\ O of Rabar S Haw Sqnu‘he Tuies for deep 1.1:::0“ arrives
\ Discipl &wd“pstr*,::lhﬂmm,,m“:’h;“oum
3 + DU will not scatime placed within

POINTS: 100 + Mopgy

Whilst vastly superior to the flyers of other

= - 4 g Brs Of other races, it i

the graceful aircraft of the Eidar to retair =S, 115 Oifficut for
2Lain air supenont

of overwhelming numbers. Baharroth has d the face
Nnas celvered the § aF

-0 the Eidar fron

o,

4 7

aerial assaults on countless worlds. Witt
rigds. With a peercing or
- Y e arnd b

Tempest leap 1nto the sky, streaking towards the Phoe
chosen prey, becoming Jittle more thar gk e IR
eyes. The swooping Hawk's haywire ‘L,,; 5

gravitic motors turning them = 963 are fitted with seg
mines. Baharroth and his compantons :
aircraft leaving @ cluster of such m r_,
dodging incoming fire and avoiding PR e i -
enemy vehicle. with their deadly ,-J; ﬂ_ﬁ y g tudwnes of o
fuselage, the Swooping P S
doomed aircraft to Its fate
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THE SUNSTORM

" y lethal and graceful pregator in Its own rr_qh{ When
p .\. l ;nmw is focused through others of its kind, it

l‘. ~u~"~‘ l'.'rildi_‘ﬁ-'-‘ with the power to unleash a !oclaﬂ.rsed
l 1 h \.'rLﬂ..'Lr a Sunstorm Squadron be of sufr:(.'en!
ord PR T ; the surface of a distant moon with their firepower,
i “..I:;t '1:|| o witnessed them in action well believe it.

snd those w

1rm Squadrons take their name from the legendary Sunstorm
oM SQUaUTily eRt «

3l

= 1 down by the father of all Eldar gods, Asuryan. The Eldar tell

¢

gl e nfiict between Asuryan and Kaelis Ra, the Destroyer of

FIRE PRISM
COMMAND VEHICLE

FIRE PRISM

Thrensis (The Nova's Wrath)

FIRE PRISM

FORMATION:
36 Fire py
One Fire

15rmis

Prism msy be des

gnated as the command tank

SPECIAL RuLES

: : : o
trike Force: All tanks in the squadron must be deployed within 12* of
the ommand tank or, if

coming on from reserve, they must enter the
‘db‘@ Wlt'l'nn 12

of the point entered by the command tank

The Sunstorm: Up 10 three fire
described in Code
Cannons

Prisms can combine their firepower as

x. Eidar. Additional Fire Prisms can add thew prism

Gn'the h:; those of thei; comrades 1o produce a truly devastating blast
OWINg chart, use the approphiate profile for the number of Fire

Prissy

SIS in the Sunstorrn Squadron Remember that all contributing Fre
ave line
shot CouMs as

Pris, "
. TS sy b of sight to the firmg Prism and that the finng Fire
Trm's

twin-linked

Lauria’h (The Soul of the Sun)
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POINTS: AS MODELS

Worlds. Such was the power of these immorta beings that neither
foe could gain supremacy over the other The Father of the Eidar
was sorely pressed, however, for it was his children that were
suffering as the battle raged acros

5 the void. In desperation
Asuryan rearranged the suns themselves so that their consteliations

spelt a time of ill omen for Kaelis Ra. With the speed of thought,
Asuryan then harnessed the power of the outraged stars, and wath »
mighty barrage of solar flares he dealt Kaelis Ra a mortal biow that j
all but destroyed him. It is this act that the

Sunstorm Squadrons cat
upon when they open fire

Ty, T
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POINTS: 125 , gpg,

Je point of contamination, cleansing i
gep 1, leansing it and then me

oF THE VOID WEAVER

- SHARD
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{ ct amongst the most aggressive O ;
0 e Ak th a.re{ i\m?:n?!s using their Warp JumP fight the next foreign body. The Warp Spiders a1t MG O b,
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generators 10 ambush enemy [art . tricting and shicing encircling them and blanketing them in ding upon their f
£ ¢ the Warp Spiders clay their prey with constricting ) Goschrcig e 3
spinners, 1€ filament wrre- destroying them utterly before engaging their Wa Destriiction
AR to eradicate yet more targets - YAIP JUMp generter.
Rare and enigmatic, it is unusual for more than a handful of Warp
Spider Aspect Warriors to appear at the same time and only in the When a Shard is formed, one amongst their numé
i S - - s G w nJ E){__’é:: b 2
most die o tmes (2 enough shrines CoTE together i foma manrfe‘of l/o;q Weaver. It is a temporary title, none ous I the
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’ 5 '- sk Al :?r': C3ance I »
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- Y CO0rthnaty

collective known m_vs:enous{v
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immune system repelling a massive infection, surrounding and Is

tect a Craftworld’s infinity circuit, but
a manner similar to an
olating

the Shard’s attacks. He is the architect of 3
A / - L@ OT amt ushes ar
traps; the spider in the middle of the web bushes an
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) Bethkan Maugetath (Harvest of the Void Weaver)
Shia’karkam (Unseen Doom)

4 ' ; Alaitoc Craftworid
L. % r r{r The Battle of a Thousand Strang;

Mier'Ath (Twilight's Blade)
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THE GREAT COURT OF THE YOUNG KING

e venanhobic and hostile Craftworld of Biel-Tan, savage blood
O ~carved. The ritual which occurs on the eve of each

ha hinodest and most ,-'(“f,'-."l'.‘."'g of all. The Aspect Warriors
o F their number to become the Young King, a ceremonial
¥ .‘-Tn.:.r.gh\' .ﬂ' _f-,he celebrant’s death. This is no mortal end,

= " s Young King is consumed utterly by the raging heat of

~fworld’s Avatar There he becomes one with the wrath of his
i srancforming into an immaortal manifestation of Khaine, the

he Avatar of Biel-Tan is attended by a team of Exarchs, high priests of
air souls to the arts of destruction. These

The Avatar of Biel-Tan

Uthriel Rhanadran (Azure Storm Shrine)

.3
244 KR

Gheliae (Shrieking Silence Shrine)

¢4
¥4t ¥

Li'slienn Ka Mensha (The Shrine of the
Bloodied Moon)

EEk g

Ustuqu'inhril {Pierced Heart Shrine)

A A

unit of Dire Avengers with Exarch

Hnit of Howling Banshees with Exarch
Uit of Dark Reapers with Exarch

unit of Shining Spears with Exarch

1 unit of Fire Dragons with Exarch

unmt of Warp Spiders with Exarch.

1 unit of Striking Storpions with Exarch
' Unit of Swooping Hawks with Exarch

-

FORMATION:

1 Ay atar

POINTS: 150 + MODELS

mysterious and violent figures march forth at the

: side of the Avatar
revelling in the presence of their god.

On occasions of great moment, the massed ranks of the Aspect

Warriors will form an honour quard for their immortal leader. A sguad
from each of the Aspects of Khaine forms around their Exarch,

transforming the Court of the Young King from an elite group of
Exarchs to an entire strike force of dedicated and specialised warriors

Each of these units excels at a certain form of war, and when their
skills are combined it is almost as if Khaine himself is with them. There

is no foe that cannot be destroyed utterly by the Great Court and the
towering Avatar at its heart.

[
Yel'muon (Shrine of the Drake’s Claw)
& 4 : 4 i i
!ﬂ ! A £ v
Aei-Ui Khilethre {Strangling Shadow Shrine)
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anid race COMEes from the cold, dark void. Though it |

ousand billion warrior-organisms or more X
r is united in @ single deadly purpose -
e all other forms of life.

the Great Devoure
to destroy and consum




GENESTEALER INFESTATION POINTS: 250 + MODELS

The first wane
cheer brut
vangua organisms in
information ON enemy

biomass

Qrood up

parfectly adapted 10 skulk an

Tyranid inftial forces are characterised

» brood of Genestealers, vicious aliens that are
d crawl amongst the dark and be seeded across the planet to gather more infe - 7

forgotten warrens of cwlisation.

of a Tyranid invasion is not characterised by the proportions their psychic signature will become

e force of a full-scale Hive Fleet attack. Instead, attract a tendril of their parent Hive Fi , n;f;nt enough to
filtrate potential prey planets, gathering implacably close with the planet ha 'ﬂgmd:ew’ slowdy,

defences and other concentrations of bouri malignancy

by the presence of  As the doom of the prey planet draws near, Lictors ~ assassin-beasts
that use feeder tendrils to steal from the brains of their victims - wall

population centres. Then, just as the Hive Fleets reach orbit and
main invasion is about to be launched, the Genestealer Infestation

Should @ world prove rich in prey, the Genestealers will breed, will rise up as one, attacking the command centres of the
multiplying in number until they have become a legion of warrior-  resistance and spreading terror and confusion across the auz'ﬂ
beasts under the command of the first Genestealer to make The crippling fear spread by a Genestealer Infestat m‘?e’d'
olanetfall When the Genestealer Infestation reaches critical enemy morale before the war has even begun.

34
3+

FORMATION:
1+ Broodiord

Genestealer Broods
Lictors

E KBS
®r K& P

“There's nothing down there, Adjutant the Genestraler infestation |

Hellis. Return 10 your comm-servitor.

We have 2 war to win”

Axh Vivran

Last words of Colosel Trax. i Iltﬂmmm“
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TENDRIL SWARM
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BEHEMOTH CRUSHER BROOD

o Broods of Hive Fleet Behemoth were legendary
it  cheer brute force. Each Crusher Brood

armoured Carmirexes that attack in the

. ram. often reinforced by the might of the
~own as Scythed Heirodules

< only the most heavily evolved of Camifexes
ot are proof against alimost all smalil-arms fire,
reinforced with striations of bonded chitin

s claws with which to np apart fortifications
battle tanks in their path and often have bony, club-like
a aside any prey creatures agile enough to avoid their
i when a Crusher Carnifex’s nervous system reaches a
vity the symbiotes in its blood introduce a great

als that drive it into a frenzy of destruction.

CARNIFEX

CARNIFEX

HIERODULE

FORMATION:

3+ Carnife
= exes. These must have at least the Extended Carapace, Crushing
n S ant Bayrnd 2

and Bonded Exoskeleton biomorphs
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¥ lierodules (see Imperial Armour Apocalypse)
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out :K s *‘wf‘m didn't Ginish ‘em eher They qust kept Coming.
of the flames They came out of the [lames

The Court Martial of Sergeant Ryddan

POINTS: 50 + MODELS

Hive Fleet Behemoth achieved what the strategos of
considered impossible, smashing through th ey
Ultramar and penetrating far enough to assail Macrz e g
sledgehammer blow of Behemoth came without ,,zi,} >
Were_ir not for the Hive Fleet’s constant ’,"E{)!Cy’ﬂ:ﬁ: l,?:;r,-,.gr.:’ —
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wmﬁ FORTRESS POINTS: 100 + MODELS

of rock-hard chitin and serrate >d Living Fortresses are produced in response to heavy enemy firepower
 eoptress @ ppIing MBS =L T e ot line. Tyrant Guard as Titans and super-heavy tanks can take  great toll on the Tyranid
g RO o unstoppably towards the v so that the Hive synapse network. A Living Fortress can weather the ficepower of a
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STRIKE BATTLESUIT FORCE POINTS: 100 + MODELS
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veniCles n the formaton count 3 2
Command tank itself
—

Strike Force: Al e Counte

models n

3 b Bl o § poomind ¢ o
1d" Of the command tank, & At
19 o the el € L
enter the table within 12° of the i
: e TN
2t b
in

add&bon, all mfan

they are deployed
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DEVILFISH

s Skysweep

W 8

e
¢ the Daltied

sKYSWEEP MISSILE DEFENGE WING

- e maintain a pool of Sky Ray Missile Defence
TRAr HIres Miagir? o :
it loved primafily in an anti- tank role, but Ihey

> 3re ,‘..:,I"l“'_‘_l

yps X rcraf tem. When
" hiohiv proficient as an anti-aircraft weapons sys

i 1= enaagements, many Fire Caste commanders call
vy fAarQer sCale eVigyayfc! iy

Missile Defence Wing to provide dominance of the

nea

, Defence Wing consists of a Devilfish acting as a command
ool LAeTENiILE

4 5 number of Sky Ray Missile Defence Gunships. The
and @ NUMOEr OF Jk)

Engagement coordination and target acquisition

Ancillary and supplemental engagement

FORMATION:

24 Sky Ray Missile Defence
Gunsh,

\ Deyilf 5h Tr

The Dewlfi
Wit

!‘!ir'

Gunships. The networked markerlights on each
on an anti-aircraft mount
ansport .,

‘P are fitted

SN is designated as

the command tank. The vehicle is equipped
*worked markerlight

on an anti-aircralt moumt

SPECIAL Ry gs.

Mand Oy

SEEKer s erride: While the command t

szl iiles in the formation may be fired together against a single
Y Tyt per turm. (yse

Y Unit in the forrm: of Command Override must be dec Emﬂ? he*r-r:‘
Sky Rav Ormation fi fes, along with how many seeker missiles each
: Y Kay will expend No further missikes may be fired that turn. The

¥ miust hit the fyer with its networked markerhght. It it hits,
Kot Mmissiles declared are fired as per the normal rubes. i it

o 8l g larad seeker missile shots ane wasted

ank is in play, any number of

Al gepl
Migye 5

Area iy
"I"I"‘\]'- ‘Q ed M"”‘ght!: Seeker missiles from the Missile Defence
% Vir

% be fired using networked markerhght hits fram any
OrmMation

(LR
"ehicle in the §

Devilfish carries a suite of sophis
with which its operator can monitor the airspace above o
and bring the weapons under his command 10 bear

command, the operator can lock on to
many weapons will be fired at it, launc
advisory warning to friendly forces, Even the preternat
fighters of the Eldar are hard pressed to
Tau army protected by a Skysweep Missile Defence Wing

.
v "ol & OMp ey
m-\WJHE?\tU‘-"uE nF”\'H‘Mﬂ-
arly 5 » o b,
. fiyer COMWS 0D the table On
an enemy 0

m‘.-ﬂ"
e
tects the fiyer and 0-“’"‘W o~ . e
deteCts t e = 2 e AN
e against the fhees shoting ™
LAy st T

resenve, 1
command 1ark

[

-

POINTS: 150 + MODELS

licated command and comtrol Systems

e battiefioi
With & single

an enemy fighter, select how
h those missies and i

s I Gl

uraily agile
penetrate the anspace of 3

Primary engagemen

L o e o

é




- £ a number of fast, agile skimmers
ht vehicle deployed In small

tary makes use of g
: piranha, @ 1
fés!:::; ::: Isr;eou;rjheaq' ofg*-.‘unrer Cadres and e.ng?g_e ¢
jrs. Whend number of Hunter Cadres _r:g. t
fa higher-leve! scouting force consisting of 2
T lied ‘Firestream Wings aré
They are respons.-br'e
force, but also

The Tau mill
Amongst the
sguadrons and us
anemy reconnaissance un
sogether, they make use ©
number of Piranha sguadrons. These s_ofca .
often called piranha Swarms by u’ﬂ?pe{;al troops. |’
not anly for scouting terrain ahead of @ multi-caore

disrupting enemy forces

The primary function of a Firestream piranha Wing Is t0 hunt down
and ehmmére isolated enemy forces. The Piranhas are often fitted with
sogker missiles, and their chin-moun ted burst cannon can be replaced
with fusion guns This makes them exceptionally lethal armour hunters,
especially when homing in on markerlight targets acquired by other
units. For this reason, the wing often includes a Tetra Scout Speeder
7eam, the Tetra being equipped with markerfights and crewed Dy
Pthfinders expert in their use

Wing Leader

T + A Tat
larget Acquisition Team

FORMATION:

1 Piranha des
= a 0&;191"3;&5 as the ¢
3+ Piranha | s the command ve
0-1 7o '8 Light Skimmer Tearm vehicle
0-1 Tetra Scout ms
Ut Speeder Tegm (6 Iy
i perial Ar

maour 3)
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POINTS: 100 + MQDEL; L

The Firestream Wwing's seconaary function is to disrupt th
¥ g o A [N il
Ay “/ 3 ks PP g il denior
enemy forces They a¢ hieve this by way of 3 highly complex YTt of

communications arey mourited upon the wing's commar
- - s o]

array gathers sensor data from all of the Piranhas in the ENGE. This
< &1 U Wing -

decryps ay communication
‘f*‘iﬁ;"-..-~ Z
{ the encryption re-appiec, and the sonal rec
=ty

signal aré altered,
{, =20 - - - i‘;
berore being { gr.:.rrnffr_‘(j onwards to the intendged recp f; $ C Ls
e 20U gk
o it can getect

signal prove impossibl %
almost any ype of communicati

g

s it identifies. The orders conts
S CONaned in s
- e

le to replicate, the syst
eplicate, the system 5 capable of

L T

The ﬁ?-I-"&ﬁSme{Ed :"'Qn'_-‘-’ is intended to disrupt ene
thout the enemy corm ,F._

changing dispositions Witho

the subterfuge. Enemy units find themselves de
of line, and either ambushed or unabie "', ';f‘;—. SR 5 O
the entire enemy army I5 in Gisarray, allowing :,::, o NE Dattle Sone
Tau units to engage the enemy € tial/ o thal a 9 and Solowmg
pve become so adept at this process that oy
almost any signal, and succeed in G :r;;;-_‘_.r_,: =_=:C o o s
o -

- .

SPECIAL RULES
e ~
f(){‘ S resa - -
ba = TVES, ENSUNNg anemy ,‘1_..4\.\._“‘..‘}—5 ™ q
sett:e-.p»c The Command Piranha counts 3 T D
30N strategic asset

Advanced Scouts: The Frrestream Wing M9 make ¥ >

Redepiovm
edepioyment as per the strateQx asset in thai

e
-

Strike Force:

= e s All Sky Rays in the Choy WSS Y oy

I s Y o
J e = 4 O -

r \WD.O\N within 6° of the COmmant Denatfsh i "
g they must enter the table With

Command tank

L~




NIGHTHUNTER STEALTH GROUP

L Crealth Groups, sometimes referred to as 'Optimised
PR " ore formations of Stealth Teams used to infiltrate far
: Once the main Tau force engages the enemy, the
v <tealth Group reveals itself. It then sets about sowing
hehind the enemy’s lines, destroying ammo dumps,

IE

Command and Control Team

STEALTH COMMAND

Primary Encounter Team

STEALTH TEAM

Secondary Encounter Team

STEALTH TEAM

FORMATION:

4.C ¢ 1+
J Sealth Teams
1 Steaith

Team muys :
=M must be designated as the command team

SPECIAL Ry gg.

Stealth p
oo D€Ployment: The ste wyed at the start of
the i attle ang i stealth group 15 not deploye

fise
rs1 Tay MG‘-JE'PI“E
from

not placed in strategic reserve. At the beginning of the

r Nt phase, nominate a point on the table more than 18

N Enemy model, a i . %

e d te 1 at least ON¢
Ol on i « and place the command team wit y

e on Point. The rest of the stealth group is then placed within
& Ccommand leam

-
M the t
1M the ctps ik
e L the steaith group arrives, all of its shooting attacks (Gnore
B Saves

POINTS: 100 + mopgy s
cutting off communications and ey

| ©n f_t!.'('g}’ ifiry T
holding off the main force to noti stealth o, D5 100 .y
Caught between the Nighthunter

CE he stealth rrey o
stealth group’s apprnacs
army, the enemy is faced with 4

P
oalth -
Jtealth \IOUD and the

<tark e g "J‘

down in the deadly crossfire! T O e

Optimised Stealth Group 233/70¢ (independent)

Note the members of the Command and Cortes

chosen 1o wear XV15 Stealth Asr *- s o s

the newer XV25 mode! The xv1s, ¢ o —:- ’, kg

lightly equipped, has 2 smaller siiho u- af . J *:-- ' .

shrouding, making it popular among : ;—:.:k"z-:-ﬂ';' e

undertaking especially cose-in covert operations A
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RONS

ening across the galaxy. Tomb worlds

evil is awak
¢ dread Necron warrior-constructs stir

A terrible
gions 0

come alive as le
from their aeons
enslaving all mo

-mng_slumber, intent upon exterminatin
rtal life for their own arcaneé purposes g

4
g (e,
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DOOMSDAY PHALANX

ot o

coras of Necrons fielding

NE Wi

DOOMSDAY MONOLITH

FORMATION

vicr 5 iths

One s
T ._.-'|rJ|- olith mu

st be designated as the Doomsday Monolith

“We

T not creatures of flesh and
tMmotj SR,

9ton, but of circuit and reason.
We are the machine,

, and the machinc
will poy be denied”

N . .
“Cron Logd, designation “Herald of Dismay

Damnos Incident

B

First sighted during the Damnos Ine
the imperial Baneblade or
seem o ravour aeployment
whase combined might is very
r parts. Such is the case with

POINTS: 150 + MODELS

ident | <ir
Ioent, but since reported in

many other conflicts, the Dooms
heavily modified Monolith pro
unknown design and capable of -‘f)m;i_fag IWESOME destructive
energies, Worse still, a ‘Doomsday Monolith' is .._,.,,,.,,_,-:.' )

accompanied by several lesser construc tions, i
POWer it can siphon towards its own

s =17} = T i.d
0ay Phalanx hoids at 15 core &
T, ; -
tected by an energy fieid of

wWhose eidritot
Cataclysmic e

=)

MONOLITH

SPECIAL RULES: MR 2
Gauss Obliterator: 1< _\ s

e
: ablitecal
nower matnx as 4 Qauss :
: ik [ OOeS
the same turm in which it 00€
W > (4% £
&
A
. L]
' RV
Phase Shift Generator: The i
save 1
\
e Pnaiank N e ;
sefs Arvy Of Th e
Energy Grid: -
Lanisith M -
Doomsdiay BAOM - . “ | ~
~ (ts Ny 7
+ focusing its € : ' |
‘ e 1y The O AT Al = v
many Monost s v
shooting phase. FOVESL - b o
bwon, the Humbe ; ‘
'll'- WO ! . \:L‘. f-
gauss obiteral e e
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awn acct _ f other races,
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e 0
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NeTo sr if not for the ne of e ResufTec 2 11 Al'u'-?-\e”mg
! nt foreve the action: L o
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i ArctyrDanie
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pecton

PRl
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"darbingers ¢
~signated Harbinge e
ek ¢ but on
i lani Nas &

| :: $ 15 Awarel rlf'l_(_]l' na sl
ledvgerbars + risen and retu

1 sfumbe r eambs N0t Vel
sealf grisen from S h of fomos 1Lt .
oo ftself ans
{ L i

| the
- seart f-i3] cortex are all the )
ctars In s&a ’ Clc ¢ imn
0 » oumey the stars warhinger’s aruiict ¢ with a slumber 9
to jourt the Haroimy -antacl W B
mat . 10 athin tHe o contacl y

s s life. Buned W e .—.\:Jr_‘x". to make Lulie
sham o iTe. ¢ thms Neeged
! <lmarithims

~tinns and 3101

214 L= -
anCrypHon:

31N
< s fife once ‘-::Ja{
¢ 1o ghastly e
ng It0g
snmb and DI i 1 3

Hart

er of
- %

\

-

BERE

1 Necron Lord (Harbinger of Awakening)

3-5 ten-strong Immortal squads

SPECIAL RULES:
Strike Force: 4| models in the Resurr

within 6" of the Necron Lord or,
the table within &* of the point

ection War Cell must be deployed
if coming on from reserve, must enter
eénlered by the Necron Lord

Awaken Tomb: Reaching out
Necron Lord takes tommand o

The Necron Lord may use this
Consult the following

10 the dormant tomb omplex below, the

f its quardians and summons them to the fight
ablity in the Movement phase. Rall a D6 and

table 1o determire what has been awakened

D6 roll Guardians awakened

Nothing!
D3 Scarab Swarms
D6 Scarab Swarmms
1 Tomb Spyger

1 Tomb Spyder an
D3 Tomb Sprd*_nrs

OV a W

d D6 Scarah Swarms

and 2Dg Scarab Swarms

a0 NECRON DATASHEETS

luding summoneq Models)
- 200 + MODELS (not inc
POINTS: 2

22 sll's arnival on the
Resurrection War Cell's arrival o &
re of the Resur - < spuUr Into
svhin hours O " {1 Tomb .r{:"'a"'j‘-‘r" Spur
within scarabs ana 1o kofulness Ofter
tenance Scal ¢ tomb O new wakeiuiness. U
L ~iord M - j
the somnolert t sther races; colonised or perhan:
I ra
[ne nfested by oth
e nfesie

S AT

Ariet

ghastly activit

7 |

3 trwnb

H

main

Vi

nursing
|-‘.uf|'|11I have becor’
[

it of the Necrore

3t rernain ignorant of the i o

. g creatures that remalr f. sl ~f
aver, by Iving .,rh their feet. The arrival o
o beneall’ S

3 Harbinger of £

BB B ey
Hla | spells nothing less than disaster for < ws
-.f !'11.7“?“”9 g muard spells NOoLN Pl - g
Sid ~mortal bodyguald 3¢ e Harbinger directs every Soucie,
Jr"‘”l his Imimn } an incursion, the Harbi = = i
i = amith aler - ’ f

Faced wit
m;o."l'd.

§ 1T frevee e SME3 That s
tomb to drive the living fro 2
ccarab within the tomb 10
sncd Scarab Wiki
and :

s
r}fﬁk
Al I
AT
.3-d-39
Y o1

5 W
\
1

in earnest and opposed
begin in earnest énd u ’

IMMORTAL SQUAD IMMORTAL SQUAD

IMMORTAL SQUAD

. ) ks 1 irvit that immediately ATWE s
The awakened models form a single unit that pseanisrs |
N i ~ Tha r Y ‘L-\r n-- ‘\1 S e 3
anywhere on the board following the rules e .

- 2 <R

. the models for the awakenty

controlling player must have the models fo o are lost

3 X + ha representad 8 &
any guardians rolled for that cannot be represe

e
scm MPTTES
s

Ty Dhave
sssets. the Negon T
In addition to his normal strategic assets, the N

the Reconstruction Scarabs strategic asset

chpold

the ®<

“The Necroas are a fallen race con.mmcdhl‘:lx Ay

that once did their bidding We must tl‘* e >

opposing them we do ot swccumb 10 ¥ E
Teck F"""’w:; W

Wi Srprsots
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STORMCALLER WAR CELL POINTS: 200 , Mop 5

#en heralded by unnatural and violent storms that At the slightest gesture from
> oaf of darkness and disrupt communications for across the sky, shattering wa

the H,
oinger of the Stoem, ightring secs

: r engines and sia .
ch tempest is a Harbinger of the Storm, @ malign precision, Only by des troying rr:f :{ 'Jm-,? nitening infantry g
- Reringer can

et ASSAUNT

~mafral e
AamanNeradit
a7 FTNEY IEL 3

as the heart of ea

A . ' 7 - - . - .
[ 2y & " ose ancient malice are the howling winds and eldritch his command be stilled, but to do s 70 simple f the forces ¢
| QG OF WIRDL & ; J i # P feat 1)
: \ECTC -L“_Ad“_“ Where the Harbinger of the Storm walks, comm—net.s phase shifting Wraiths prow the biliow ving stoem ;‘i Dozens of
; ghtning © ‘H :'o'“ #3ll silent and teleport homers cease to function. and waiting for foolhardy mortal creatures 1o 'rré, r'l_":“ i3 1N 115 engegy
._'\'._T:'t"" LY LD - o - { Afgy 2

fa sread throughout the enemy army, as orders fail to

paniC 5t

ements are dE'L:‘i_;‘Pd-

| e 3Nd e org
|

Harbinger of the Storm

‘Maeistrom Alphey’
Necron Stormcaller War Cal
ref: Bloodmoon Massacres

Threxus Incursion
Destruction of Bellicas

"Pray that night is upon US, for if this
rwilight is the work of the Necrons,

we are all dﬂd mcn.'

Licutenant Krakos, 13th Mordun Light
prior to the Bloodmoon Massacres

FORMATION:

1?‘:(’% Lord (Harbinger of the Storm).
> three-strong Wraith squads,

SPECIAL RULES:

v"":‘ Force: All models in the Stormcaller War Cell must be deployed
T:t N 6 of the Necron Lord or, if coming on from reserve, must enter
"2 13ble within 6° of the point entered by the Necron Lord

::.::: Disruption: Teleport Homers, Chaos Icans and other smul.:l tpnt.'ce&
mm@em do not function within 24" of the Necron Lord .ﬂm\; ;.Iﬂ i
unke':"?g 10 deep strike within 24" of the Necron Lord will st e
the W shap on the roll of a 4+ — see the mission special rules

I ahammer 40,000 rulebook for details




¢ CHAOS
# SPACEMARINES

Marines are corrupt warriors consumed hy

\ 1/ The Chaos Space
These renegades want nothing more thap

bitterness and spite.

to ravage and despoil the worlds of their loyalist kin

CHAOS spag
SPACE MARINES DATASHEETS
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that gn already

’ shile scale
arnane on an |m.'r‘ﬂa_t_1'.'1ub|L scale.

s

.
Tower O1

rSHIDOETS,

Sku

Skulls infuses

Jen the most catastrophic damage

UNIT: 1 Tower of Skulls

TYPE (;I‘

Iper-heavy tank

RNE TOWER OF SKULLS PONTE: 0t

ninad GOC

b ".‘.':_"1' ;'_"{"-Il"'r

ol roam [he
. t ks
_namy ana atly

iR B
a5 §lguUgm

il forth into o1

s can T

e B
imple task. Each soul Clé

; v Toot Of
and 1ron at the Toot O}
al

I C
arye Dfadds 5o | ¢ |
the essence l.l( it 5 = : S

it Of afta

ana in

- fused with @
45 throne i
wils each 10l

ver of Skulls 15 the
.-.-;!-.:j.'!“u.].3'-.'¢'-r.'.'.‘1.'r- army in its own right kulls of the worthy
Lk -m\..'.'-':i, each one named Tor an
_'(!:'f ﬂ‘_-l'('.:‘.'l.‘l'r"Hl'l‘.‘L',! s'.l'-‘i,‘r.’-'f'.'t'Jl tells .
A wastes before the Blood

s cqreal arid

Towers o1

llowing cannons to

(9]

nleashing their be i
alike in Khorne s ynholy name
o an a truly cataclysmic ¢ ale to 'r..".r\-sw a
: the mortal world. To Khorne's
» Tower of Skulls™ arm val is tangible proof
Gox To everyone else, 1t 15 a 5ign
He is about to descend Into
Only by felling the

he foe hope to claim victory, yet
simed by the Tower of

Skulireaper cannon

d's Tavour

ternble bat

Doorrmfre canmon

i+ with unholy power, allowing it to reknit

|
Blood Gargoyles

(Y T

Balemaw Cannon ———

Skulls of the unworthy

Shultshreaoe’

Size :'._-_,-r||,,-]||.-:,:a

STR AP SPECL

RANGE

ARMOUR
BS FRONT SIDE REAR

4 14 13 14
STRUCTURE POINTS: = iz
WEAPONS AND EQUIPMENT:
1 hull-mounted Balemaw cannon "
- 2 hull-mounted Skullreaper cannons
- 2 sponsons, each with one Doomfire cannon and 1 b i

l:JL. L"]I"h"'(h]l'r

Runes of the pod God: ©
SPECIAL RULES: s e pyehic power &
Reknit Form: If the Tower of Skulls inflicts marne than we "‘. .'I attack, TEQATIE b
wounds in a sinale Shooting phase, it immediately FRCOVEE | ‘ ‘e .
Structure Point ‘;"'l earlier in the game. Naturally WOUNCS. GRS Doomsday le.n
the Tower of Skulls exploding do not count! 'y
gl “Levwe

Daemonic Possession: The Tow

Stun

of of Skulls IGONES «

ned’ and 'Gun Crew Shaken' resuits



NURGLE PLAGUE TOWER

St lL"'v‘lr‘- ml‘ :'J.‘E’ U”"""”'r}‘-’ an
the gestruciion

d the
Nurgle revel in qle himself plans for
1le himseit |

ehat is part of existence. NUI f followers
Bt e o he sends his armies Of TOIOWEE

Bryaors OF
'IN. ‘i} .'\‘It L

s the universe anes

F R Tor
his uftimate vICtoly

= T [ #r
ola Y Dr. CUI”'-U.DR"‘-'{ slaves toil 10

]
5 he plague
hines of destruction that will spread the plag
=g machings o7 veal _ . i e
Jyred worlds. When @ grotesque Flague Towe :
] f nar P LA - L = Y . s,
5 Chac ~tes sacrifice the cJaves, their bound Souls
IWVies 3 fLE LF - :
: « with their raw emoton

Myrale's acolytes

Pus cannon

Mangled
corpses

size Comparisor

UNIT: 1 Nurgle Plague Tower

ARMOUR
SIDE

3 14 3
STRUCTURE POINTS: & } r

TYPE: Super-heavy vehicle

BS FRONT REAR

TRANSPORT: The Plague Tower has & transport capacity of 30

ACCESS POINTS: The Plague Tower is cunningly designed to allow troops
10 gisembark quickly and easily. Ary

. ¥ number of units can embark or
disembark to the frant, side or rear

FIRE POINTS: The Plague Towe

f has ten fire points in its hull

WEAPONS AND EQUIPMENT:
- 1 Plague Monar

- 2 Demolisher Cannons

-1 Pus Cannon

SPECIAL RULES:
Nurgling Infestation:
attacked by Nurglings
inmiative 3 (even if the

Any unit assaulting the py
The enemy units suffers 3
Plague Tower is destroyed

ague Tower will be
D6 Strenath 3 hits at
in the assault)
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__— ——plague Mortar

POINTS: 799

. Wesls " ~1i0) f rotter or netrid
The Plague Tower is a huge construction of rotte I Of petrified timber
snd rusting metal that leaves a trail of death and contaminar

LAY 4 e

wake. Though it may look gnarled and rotten, the Plague Tower
-n.osr hardy foe for its layered armour allows it to endure
I - .

heaviest enemy fire. Diseased followers of Nurgle lurk impatient \
within the tower, rfﬂr?d'/ to spring ."'I-.") (mfl'/'fr’l as5aUuit once the

festering drawbridges have been dropped. Suct
led by a Greater Daemon of Nurgle -8 Great y
massive, maggot-ridden bulk is barely constrained within this ¢

engine of war

“There arc many vpos ths

battleficld whe have sot ye!

felt Father Nurgle's pencrons
benedictions

Pray that our towers will

bring us isto the cocmy
Petrified timber

AN

ranks, so that we may shar
our blessings with them!

Puterzowe
Concealed Demagogee of the Pligee

~  drawbridges

Nurgling lairs

WEAPON RANGE STR AP

Pus Cannon* Hellstorm 7 3
Demolisher Cannon 24" 10 2 :
Plague Mortar** 24-72° 7

* To fire the pus cannon, place the RS

end is within 18" of the w

weapon than the narrow end

other template weapon

** NO cover saves are allowed aga e
moftar
~ e
s it [P
e g
Explosion of Filth: When the Plague TOWE = 1 o ™
7 theit CONE o
stored inside will rupture and spray T \. o thie T8 -
. < resil ¢ e T
If the Plague Tower suffers a Wrrecked ™ <actly The W it
—_— re hil, IR ERSRA o
table, then models within 206 af¢ yhyse W
armingd OIS (1R _ ol
explosion” result. All Nurgle-2ignes ot

snd 50 on) ae m
Nurgle, Nurgle Daemons, and s& 04

Explosion of Fiith

e



LORDS OF THE BLACK CRUSADE

POINTS: 250 , mopg s

mes 1N § thousand / ¥/ [
? : , san-thol 59’1}, L’t—“d‘.'_'s has .-'k_bddgon the Despoiler led his Strone
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25 brought death and destruction to Mankind time and time PR ack Lrusade or honouring " Uthes, refiecting o
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or failure SInGre:t
- o 4 i

Abaddon'’s Inner Circle
The Androca Cataclysm
c777.M41
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Lord Deceiver

CHAOS LORD

CHAOS SORCERER

CHAOS LORD

TERMINATOR SQUAD

CHAOS

N the Despoil
1d Ry o SPECIAL RULES:
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POINTS: 100 + MODELs

guNDS OF HURON '
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BIKER SQUAD
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BIKER SQUAD
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1 Chaos Space
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e Bike }
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SPECIAL RULES:

Strike Force: All units in the for
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p0OMBRINGER ANNIHILATION FORCE

POINTS: 200 + MopgL5

2 s renowned for the sheer scale of d@:;!‘r_umrr'm defenders Finally. a large contingent of murdergus ¢ B e
fhe Lords O7 % ,us-J have earned their wrath. When a Chaos Lord  teleports right into the midst of the firestorm 10 elminate = s
they V& y -;:.u‘ur. the doom of a bitter foe, he unleashes a r’c.;'r-..fhdf Dy some miracle .i""'r' survived thus far. if 3 sousd !‘_'.'," :
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%= Orbiting spacecraft rain barrage after barrage on this Is a small price to pay for proving the ¢:‘.-,-,;-,-';.J;.J;.f.-/.q-,'..- -
Every C .':.%\;?5 trooper in the vicinity IS ordered to target the warlord and claiming the ruins in the rame of the Dark Gogs -

Lord Vrexis

TERMINATOR SQUAD

CHADS

TERMINATOR LORD

CHAOS

Annihilation Forces are
frequently used for purposes
that are tactically unsound, e et

instead fulfiling a Chaos Lord's

— —— .

personal whim or desire for
vengeance. During his attack
on the world of Palltech IX,
Lord Harkresh the Soulless
became obsessed with
gestroying a small shrine that
lay many miles from the
invasion route. The priests of
the shrine had been
Droadcasting messages of
defiance against the renegades
10 the populace, and although
the advance was proceeding
weell, Harkresh insisted that they
be silenced. He diverted a large
pertion of his force to assault
the shrine, initiated a ferocious
vombardment and himself led
thirty Chaos Terminators in a
telepon attack into the central
Compound. The shrine had
housed only ten poorly armed
PREsts and their attendants.
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SU\IIGHTEHFIEND BLOODPACK
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to his will. He ro

ters, who first
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the * war for

will. During the
a burning hivespire
and forced the
-machine

on of
his savage
the flames of
S.’aughrerf:eﬂnd
de the Daemon
ht upon @ hellish stallion,

it was Ak
parnessed a Defiler a
Eclipsion Prime f-‘u'(r&i_l"l‘&f

anto the legendary DEE!
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Daem A
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=BT | I T : : : :
Shouid they trong enough, @ Berzerker Champion will chmb
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‘The Soulflayers’
The Fall of Quintus

871.M41

Executioner

FORMATION:
3+ Slaughterfiends (Defilers with four close combat weapons).

TYPE: walker

WEAPONS AND EQUIPMENT
- Four Dreadnought clos

e combat we - f
serldiant weapons (Attacks included in profile)
- Daemonic Possession

SPECIAL RULES

Fieet, Furious Charge

Strike Force: All
: - All models in a Slaughterfi
67 of another Slaughterfiend o i;JCOmi:ﬂd pack must be deployed within

enter the table within 6* g on from reserve, they must

of another Slaughterfiend.

Mpod Ride: A squad of Khorme
within 2* of a Slaughterfieng
tamber onto it, hanging on
hoaks, The squad is moved
move (see below), remainin

Berzerkers that stants its Shooting phase

1::? instead of shooting or running,

by s;n [;a;rg:n Enlgme with chainaxes and

iy nce as the Slaughterfiend's run
of the Slaughterfiend. The Khorne

N e

will wrap the
beast, binding
transformed
and machine

In battle, the Slaughter,

-_..—,r..r-_rr el ir
it 1o his wil

i

into a Slau jhte

he Champion atop its Hill <

flies into a frenzy of
chainsword and axe,

the foe, eager to st

-'fllcl.(,rl( ‘—_I

wilst

ay i i

Gorestor

imbued with the rage ¢

wenid storms fe

the Khorne

‘

POINTS: 100 . MUDELS

-‘Th: Blf)r}d?a

Now our foes

CK Bas g

-
shall koo 4

’ =

truc meanng of 3-_“&'__

i
R
WS BS S FRONT SIDE REA
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cULT OF DESTRUCTION

e and mysterous warriors, their Oﬂ'_t}n'r‘ls shrouded in
o to even the most learned Tech-Priests of Mars.
S ,'.__JI. their presence on the battlefield bodes ill for
¢ apocalyptic of confiicts, when the Chaos
sicularly entrenched foes or faced with an
they call on one of the most devastating

In the
¢ Jr.:.qa D

. SPEIT
# thbhOrT enemy

{ ~haos Space Marine arsenal — the highly dreaded

™ 1wt 1n
t of Destruciion

FORMATION:

3+ Oblterator units each containing 3 Obliterators.

SPECIAL RULES:

Strike Force: Each unit in the Cult of Destruction must be deployed must
within 6" of another unit in the cult, If coming on from resemve, lhEYh
eniter the table within 6" of the point entered by another unit from the

L. 1f deep striking, they must arrive within 6% of another unit from the
Cult of Destruction.

Engines of Destruction: So long as at least six models from e single
formation fire at the same target, you may fesolve the shots 85 8 575
allack with the following profile:

WEAPON RANGE STR AP SPECIAL

Ld'ﬁ'de‘s‘[ruclc,r 48" * D AP Heawvy 1

He‘:iﬁame Hellstorm 4 AP3** Assault 1

Warphlast 48" 5*** AP5 Apocalyplic Blast,
Heavy 1

POINTS: 150 + mopg,

Bristling with Warp-powered We3pons and rwr
armdn?(“nrs, da Cult of Destruction can level 3 :”, 5

(3 ] - ) v T . '
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r"’-""-r”—f)’ 15 Feothine
D

ad At

e r
minded in its objective Acting as one. 1 0t Servgie
destroy every available target until the ¢ hattlefild i e Y
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. O ,‘(f f')ur:""}'-'.‘-? reduced to n
living creature slain :

e Obliterztor

o
e
A JLNE S oy,

Heralds of Oblivion

‘Lords of Destruction’
Toran VI Massacres
934.M41
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oy Py S
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i .

- of APY)
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. Obliteratees
in the oult wand ¥
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phase other than Sh\..‘ £ ke -
for the unit i they 08

oy oy B
fyil NN e
must hire § ’




darkest nightmares of mortals, the Chags
urge and bane of the material univerge

girthed from the
pour through wounds in the fabric of

Daemons are the sco
These hellish creatures

reality to slaughter an

d destroy the worlds of man.
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TETRAGON OF DARKNESS

hen the Four Powers of Chaos set

strife and join their
dangerous. In a

vill can tear a breach in
This breach is held open by one

their great

f each of the Four, each of whom

ak the Merciless Makazari the Swift

BLOODTHIRSTER

The-Blood Swores Death's Sisters

i
.
B
=6 b

E
e b

FORMATION:

! Bloodthirster and 1 unit of Bloodletters

1 Keeper of Secrets and 1 unit of Daemonettes

I Great Unclean One and 1 unit of Plaguebearers
! Lord of Change and 1 unit of Pink Horrors

SPECIAL RULES:

The Four Have Come: All of the units in this formation count as
sIngle unit when dividing your Daemon force into two groups

during deployment for the purposes of Daemonic Assault. When the
formation arrives, the four Greater Daemons are deployed first,
using the rules for deep strike. Place them one at a time, no further
than 24" from another of the four that has already entered by deep
sttike, and then roll for scatter as normal, All the Lesser Daemons
units in the formation are then placed within the Tetragon of
Jarkiess (see beiow) as per deep strike, but will not scatter!

PLAGUEBEARERS

acts ae y
iS5 a5a ff,:(d.l PNt of 1 2
» J v £y

r_n’f l’_JdF.".’l!--Ir_ ;!,/I.'r'.-f 4 + PO e |

5 area o
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POINTS: 200 , MODE( g

through, . e ry

' Hxenri «
nstantly spreading oyer NG Clowsed g e
o Ve e hatri
ervants of the Four > Jattiefiey

14 3N Swathines » - 7 the: ae
unnatural might Vel 7 the batrie o ©  FO——

GREAT UNCLEAN ONE

LORD OF CHANGE
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e o
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All units inside the Tetr a0 A
i o Y pubehoOA, &
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when they

wide the Tebagon
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are shot o
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o { by the K eener f‘_p' the Foroe rr

The quidance ovided

A A

HOST OF THE DAEMON FORGE POINTS: 200 + Mgpgs

/| 15 for ors in great Forge
s Se
of Sous

r toariim ard realnty corsiderat Anth
These betweer the Immatenum d Bty Wy es

th its Soul Grind

hen t Faroe 5 he Forge : y N e e g ey
Whigh the :::* irs minvons are made into Keepel> iIN { e allows the Host of the Daemon Forge 1o Jump on their o
Hosts, @ few O fred with JI(}L$thfIJI‘J1J}n’{ hosonic devices,  came that moment they appear out of the ether The «

Grinders o= 9 4 brethren The VEery 5d fha J s

chosen Soul C

FEMONIc
10 the warhoms <@ "

Iqﬂd hv ”]FI ferod |'rr’ of such atlaces rieyitat Y takes the eneer

allows the Keepers

cimilar 1 uments et A LINSH BRI
5 '_f honic blare of these wpemmumf instru b host through delivering a hos| Jf unstoppable daeme f ket
<y quiding the ather Soul Grinders in the host T e of ek =

gt as'@ 1OCtl, S5
to aCt as .3rrl Lr .h; Warp as they break into reality.
the currenis or INe ¥vai;
L

Dzaxrak the Unstoppaine

The Fall of Drexis _ ¢
The size of the incursion on the Imperial
v underestimated

The Forge Host of Dm 3
Encountered during the final &

planel of Drexis W
what was thought to be a minor

|I'l|.')—'"|[ wrned into the inferno that

jmed the planet, Only when a

o Al R T
= i

o

wholly cons
Forge Host of mulr]rlln_‘h rs suddenly
materiadised in the midst of the great

orum af aughtered the enfire
governmental assemay did the p wtential
scale of the ster become apparent, The
arrwval of the hellish daemon-machines
tore asunder the veil between the
immatesum and reality. A colossal
daemonic host followed in the

} s’ wake, and all of Drexis was
buried in terror and flames

KEEPER OF THE FORGE

DS Kk Y of the Void It Which Must Not Be Named

SOULGRINDER
SOULGRINDER

FORMATION:

3-9 Soul Grinders

- ’ - n . e ‘ v ¢
One Soul Gring Just as Sergeant Pravoaski swore that thiags cosiant & 3 y
e S0ul Lnnder must be designated as th ! - e |
e iy esignated as the Keeper of the wailing skics split apart and the four Dacmon cagins dos< £
2E OF the rorge has the Instryme { - II
" | ' g he. I Le 3 THpPaF
Daemonic Gift (the cost is included) f Chaos Commissar Bone cxecuted the mext man to make & 50 1)
_ .
r b arsh -
Guardemas T

SPECIAL RULES: ¥

Daemonic Strik .
. FD . ‘ : o “ " . i,
available, first deep s:f:;,:':ht: the Host of the Daemon Forge b Forge Ont: Driven inexorably forward by the M0 _.‘

: ‘ W Keeper ¢ . MCOMes the Foros = e S AR o Daem
d(yn!‘o')‘ all the other Soul Gr O the Flltl}[r as normal ¢ Forge. all Soul Grinders o W e

thien vl
| Mmply
QImaton within & of the

atter) i they enter the game

inders in the

the Keeper mselt are allowed to assault
Forge (do not roll for s |

Keeper of the
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QUISITE EXCESS  PoINTS: 150 mope
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The Swirling Death
The Masque i partic ilarly Ik

< led her troupe W many

yat hed by the

axploits, including

The Battle of Medrengard
The Slaughter on Ithila :
srsction of the Gothic class L rUIser

The gestr

se Duke of Machana

THE MASQUE
OF SLAANESH

HERALD OF
SLAANESH
HERALD OF
SLAANESH
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DAEMONETTES

DAEMONETTES

-
FORMATION:
The !\-T:’lSQL.-F_' of Slaanesh
36148 D Daemoneties of . . dance Deg®
l.dpmd of Daemonettes of Slaanesh The players are come. the stage is set - let the arcane G0 <
=0 unit must be e 3 y T
unit must be led by a Herald of Staanesh (on foot) There shall be voyeurs and artistes, supplicants and 5% "

rvivon
a role for cveryone and everything But slas, mo S

o
e Musgee ol SO

SPECIAL RULES:

Grand -
Entrance: All of the units in this formation

whe : d o,
.en dividing your Daemon force into tw ount as a single unit Arcane Dance!: In addition to his normal strategi & =

the putposes of Daermnonic Py . WO groups dmmg deployment for the 1l ‘ 2N . :

P.qarq.JE " deﬂkﬂ'?ﬂ firsy Sauly When the *O"“(“l(}n arfives. th M e player gains the following assets

: GRS, using {h " . the A

Daemonettes OIS in the furn: llIj & rules for deep strike. All of the r P . antred on % s
= AUON 2 aran & v of Slaanesh (must be 8 . ol

Masque as per deep sirike are then placed within 6* of the sy sl : < i s YO

but will nol scatter| * Strategic Redeployment (only affects ¢ /
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KARANAK’S HUNT

asermal and those that cross the Blood God suffer
names anger 8 ¢ tph mortal existence or in the afterlife. Cowards
hather in thewr MOrial €45 s
wrath, WHETR ~mmanders that show mercy, assassins that miss

A Wil
—
» fram battle, C
.,-_:‘ 'I: L
\af X

_j sged glare of the Lord of Battles. Some of
jraw the enraged g/ c
< rses as only a Chaos God can curse. They suffer
herme SIMDYY CUNSES, 6o y C
T nerhaps suffering horrific, crippling wounds, yet
sxrune in battle, perhaps su :

¢ death. lgnominy and defeat stalk their lives and
4 the peace Of geaiit. ik

g +o be forever haunted by their miserable failures.
20 10 O TURS -

K

shair M@k, @

e oo

they 3t

FLESH HOUNDS

The Fangs of Vengeance

o

=1

The scale of Karanak's Hunt fluctuates
M ine with Khome's

Breat

osition in the
5 Gods. Whilst
15 pre-eminent, the
eance rarely travels
1 fifty esee Flpch
versely. when Khome is
xS Hunt may
E mare than a dozen
L 1hes 1s of any
N 10 Karanak's victims — the
0f Vengeance is never denied
056N prey

FORMATION:

1 - L
Flesh Hound unit led by Karanak
3-7 units

of Flesh Hounds

“Colonel Sheirmann complained bitterly about the growlng.
but we never heard it. Not until those things came for hum
3t Absolution Ford. They appeared all around us. st_nrhng.
Prowling back and forth Then they attacked. dragging away
the Colonel's bloodicd body back 1o their lair”

Licutenant Barrikosh, Vostroyan VI “roafioes

POINTS: 50 + MODELS  §
&

There are some for whom destruction in iife i

upon these that Khorne sets Karanak The three-headed Flesch

stalks its prey across time and space, tracking merr; aCros ;M
and aeons. As the Hound of Khorne closes in for the ;x;r“n; rrsﬁm
draws other Flesh Hounds, who Qather at Karanak s r_a.’a‘-[ ¢
those that would protect kKhorne's despised foes The h
through the fabric of reality and pounces, sh
before Karanak drags its victim’s soul back t

< not {gﬂry;h’ and it i

o

0 feast on
; VOF Dack tears
© Khome's throne mom

Hounds of Karanak

BoodhiDwees

iy
< o

Hunt configuration sighted dunng
Contqual purgings of 812 M&T

ref: disappea - :

Preay
-~

Doomtearers

b o

SPECIAL RULES:
The Infernal Pack: mo‘“:"m—'mhﬂwm

it when diveng yo# st W
::Dk’vm‘ for the purposes of CM"‘“" i e el Tor Sep
arrives, Karanak and e e A Karanah ) anit &

.  of thes pens ¥
strike, anywhere within m&wnoﬁ"""

- all othe: umts @
Kmmhp«dﬂnﬂ’ .



' llow
the pages that fo

;):u willpfind literally dozens

of new Strategic A:ssets to

use in your Apocalypse

battles, increasing the nun_'lber of

cunning tricks and strategic ploys
ou can call upon to confuse an

befuddle your opponents!

As you read through the new assets, ys)u
will see that maost are specific to a certain
army or race. These represent tactics and
strateqgies that only that race would or
could use, and you will find that they help
1o reinforce the character of the different
armies found in the Warhammer 40,000
galaxy in your games of Apocalypse.

REPLACEMENTS

You have been carefully mustering troops
so that you can replace losses suffered by
your front line battle formations.

When Revealed: At the start of one of
your side’s turns.

Effect: Roll a D6. On a roll of 4 or more
you may take one of your units that has
been completely destroyed, and add it to
your strategic reserves. On aroll of 1, 2 or
3 there is no effect, but you can roll again
for the same unit next turn, This asset can
only be used to replace a single unit, so
you must choose wisely!

THE IMPERIUM

DISENGAGE AND RE-ARM

With an air-base in close proximity to the
barﬂef;efd, your aircraft can disengage to
replenish their supply of ordnance

When Revealed: During the Movement

phase of one or more of your player
turns.

Effect: Instead of making a normal move
any of your flyers may be removed from ‘
the table to re-arm. In the following turn's
Movement phase, roll a dice for each
model that is ‘at the air-base’. On a 4+ it
Mmay re-enter the battle, with
Weapons that had been used
replenished. If this roll is faile
remains off the table, by
40ain next turn

any one-shot
up now
d, the aircraft
Lyou may roll

66 STRATEGIC ASSETS

For example, while there 15 NONING

intrinsically wrong wnern
decides to take the L
it is much more satisfying ana ¢

an Ork piayer
C areful Planning asset

aral rort

R o B T Rt
if they take ‘Da Big Waaagh! Or ROK &

BO‘,’?E instead.

The army specific assets are also a J
tool for players that are think ng of
running a story-based game o1
Apocalypse, and some car easily provide
the inspiration for a game all on their
own. For example, a battle cou d be based
on an attack on a Chaos Altar asset, or
the terrain for a game could be themed
around the use of the Tyranid World
Digestion asset.

UNIVERSAL ASSETS

HAMMER BLOW

An orbiting spacecraft unleashes a deadly
lance strike against a super-heavy vehicle.
However, at such great range, it is hard
for the spacecraft to differentiate between
friendly and enemy super-heavy vehicles

When Revealed: In any one of your side’s
Shooting phases

Effect: Randomly select one super-heavy
vehicle on the table (friend or foe!),
including super-heavy flyers, The target
suffers D3 hits from a Destroyer weapon

HOLY WAR

The Sisters of Battle march inex orably
towards the enemies of the Emperor
songs of purity and vengeance upon their
lips as they unleash a storm of fireoower
from their consecrated weapons .

When Revealed: Before the beginning
the first turn '

o1

Effect: For the entire game
with the Adepta Sororitas special rule that
starts its player turn in no-man‘s-land
the enemy deploymen

and relentless
that turn

, every mode

t zone has the rage
universal speQial rules for

STRATEGIC ASSE

" «“Myriad are the ways of war...”

TROPHY KIL

Proof of a

When Revealed: Bafors 1y

Effect:f.’:- ODDOST

When Revealed: 41 ™

this abmty 10
-(“i".(\‘f"-:\ the L

it 2 fall hack
L 10 ¥e




IMPERIAL GUARD

DEFENCE LINE ON MY COORDINATES!

~ utilises the The Tactica Imperialis states that an officer
-+~ huild mile upon mile of commanding a position that is about to
SN annad by the be overrun should call down an ad hoc
g artillery strike, with his own coordinates as
the target point. The officer will earn the

nto Munitc

a fine, 1C
-+ imperial Guard

led: During deployment highest decoration as reward for the
When Revea 5 number of enemy killed in the strike. Most
Effect: As part of your deployment, you are awarded posthumously,
may place up to 36° of fortified defence
e where in your deployment zone When Revealed: In the Shooting phase
; .ed not be continuous. These of one or more of your player turns

rovide @ 3+ cover save
' Effect: Choose one model in your army
equipped with a vox or master-vox. This

STRUNG HULDS model must make a Leadership test and if

The bunkers and bastions of the Imperial it is passed, an Orbital Barrage is fired
.35J_L;.-;_I are nigh impregnable, and always directly on his position. The barrage
defended to the very last man follows the normal rules for that asset (see
- page 189 of the main Apocalypse book)
When Revealed: During deployment except that the template must be centred

on the vox-carrying model
Effect: As part of your deployment, you
may place up to three buildings in your Further barrages may be called down in
deployment zone or in no-man’s-land. The this way, up to once per turn
tholds have an Armour value of 14
on all sides and a capacity of ten models,

vy

ther features such as firing points and
access points will depend upon the
models you have available, and these
should be made clear to your opponent.

2 ©

SPACE MARINES

HEROIC STAND CRUSADE BANNER

T"r“’-‘i_@h the lightning assault is the Space Some chapters are fortunate enough o
Marines' favoured method of war, they hold a banner carried in the Great

are no less fearsome when on the Crusade. Though ragged and fragile, suc!
defence, and will hold their ground untif banners instill incredible devotion in those
the end of the galaxy. who look upon them

‘[Nhen Revealed: Refore beginning the When Revealed: Before deployment
st turn )

nominated

Effect: One standard bearer 1S

Fffect: Nominate an objective, All friendly  as the bearer of the Crusade Banner. Every
>Pace Marine units have the fearless and friendly Space Marine unit within 24" ©
r:fJun"e,_aHaCk special rules as long as they  the banner becomes feariess. Howeves
are within 6" of an objective the bearer of the Crusade Banne should
be killed, all friendly Space Maring units
within 24" must take a Moraie Check
jon. Let

“"We attack without warning. mercy of hesitat
know that we will purge cvery last one of the

“We will win this war. It may take 2 hundred years, but we will

win this war; that | promisc you
Cencral Slythe-Malberse. the B of Nenw FProns

TANK RIDERS

[ i
l/."ﬂ:!’./ imperial Guared fr

ANBOGgers are

way 10 the front

.’,',-.'_,-.l’;.f [ that the 'c:"f-‘_’
ft

onen on the -
2iten on the back of 5 pas

INough sometirmes ¢

Sy 1%

than running

When Revealed: ir, 1he M sy
phiase

.« WAJF
Effect: Wheneve 0
T Perial (suge ¢
s, ONE Jefial o r
'Yitd -
within £~ o Ay © L3
g ;. e p—
3 Wty
oe 5k £
€, 0Mmuab a8 u ”
rgers. On 3 1 "] Y& ¥ 2
Casuaity a # - #
tank ¢ S -
at the ve! B e wa
ine unit can shoo
phase as if they had =
angd may even a ¥
Assault pha

Commander Pugils

LEGION HE'LIC

When Revealed: oo’

Effect: One mdepend

the cncmics of mankmd

m. and let them chake with fear
. lroe Knaghn Chapter




I
/ days of prdmed the Orks Up

2 %
m:)?gfrggn:j: gf destructive enthusiasm
in

revealed: In the Shooting
one of your wrms

ffect: made this

. Any Waaagh! moves

- rn are dgubled as the Orks plunge 3
::ckiessiy forward into battle. Go get '@

ladz!

phase of

EFFIGY OF GORK (OR
pOSSIBLY MORK)

idol, or a
it a totem pole, a grotesque 100%
g;pf!e of lucky dung, this effigy of the
Ork gods fills nearby Orks with great

warrior pride.

When revealed: During deployment.
Note that this asset must be represented

with a suitable model.

Effect: If an Ork unit within 367 of the
Effigy ever rolls a double 1 for any Mqra!e
test, their aura of defiant Orkishness in
the air is magnified tenfold. The Ork army
gains a bonus Waaagh! that it must use in
the following Ork turn.

TAU EMPIRE

DARKSTAR WARHEAD

The neutron pulses from this warhead
destroy biological matter whilst leaving
materiél unharmed. It is an ideal weapon
for use when a planet’s resources are of
great use to the Greater Good, but the
population will not submit.

When Revealed: In the Shooting phase
of one of your turns.

Effect: Place a marker at the point you
wish the warhead to land, scatter it as per
the deep strike rules, and then place the
107 blast template centred on it. Roll a D6
for every non-vehicle unit hit. On a 1

there is no effect and the warhead has
shorted out - the marker is removed. On
3 2 there is no effect. On a roll of 3-4 the
unit suffers D6 wounds, and on a 5-6 it
suffers D6 wounds with no armour or
Cover saves allowed.

Units with the Necron speci
unaffected. pecial rule are

Once deployed, the p _
Used at the begj ekstar warhead is

Inning of every
subsequent Shooting phase, centred on

the same marker, until a 1 is rolled.

STRATEGIC ASSETS

S AR e

The tocal ek fraternity car ot .. ’ ,.‘ ik Sion use their ¢

s heir Y
luck ~ the big fight is right o0 T
doorstep! cirlin

'/ .n',f",,‘:

B o
S

i
»
[

By rare o gty
214 s BT i) the

LatTe DGy

When revealed: During O
B e | % 3:;.‘;‘-’/-’ 1 ]
Note that this asset must De 1€

with a suitable mode

When revealed: i The “ionm.,

Effect: Any damaged Ork vehic t_-. .f.;"' " Effect‘ ”{-‘_ |
12" ol the ek Worisln Bl soint of imoact Sor each bt |
be]r_g ch t‘ase (UrﬂaCT e ld h‘l{-fr n 12° ,. nly 10 e b oy " _..--{_,- . 7_‘;-
Furthermorp' dr‘y 'Iﬂep- (r‘,J,J‘Jl ‘.-I --' e ", r_..u- . 2 & s -’ e i - - _I . -
of the Mek Workshop rolls two -’,.r_r: s 3 : £y
when making a Repair roll and picks S

the highest result

Note that a Mek Workshop asset car b
any size, provideo it is represented Dy
appropriate piece of scenery.

“We got big stuff too, ya stupid humics You're gonma got

stomped flat. and then we're gonna cat yer corpses. hur hed
Wirlord Killppw of the Robds Bon

REMOTE DRONE

e o= O

ICEFIRE WARHEAD

The Icefire warhead is deployed from an
orbiting Tau vessel, landing in the midst of  remote o

the enemy and disabling his technalogy information to the Tau forces dete
with crippling electromagnetic pulses

he bartiefelc

AbDove

e 8™ TelRgng b o

When Revealed: In the Shooting phase
of one of your turns

Effect: Place a marker at the point you
wish the warhead to land, scatter it as per
the deep strike rules, and then place the
10" Blast template centred on it. Roll 2@ D6
for every vehicle hit. On a 1 there s no
effect and the warhead has shorted out -
the marker is removed. On a 2 there is no
effect. On a roll of 3-4 the vehicle takes a
glancing hit, and on a 5-6 it takes a
penetrating hit

Any unit with the Necron special rule hit
by the template must take a Pinning test

Once deployed, the warhead is used at
the beginning of every subsequent
Shooting phase, centred on the same
marker, until a 1 is rolled




ELDAR

WAYGATE

ravgates are made of _szfho-sen_s:'m»e
';‘?."\.“"t“ They act as condu_fzs for Eldar
g lowang the psykerns to focus their
\‘:'3:13 ..:'I"*;;J;’ rear of attack from the

adators of the Warp

When revealed: During deployment
Note that this asset must be represented
with a suitable model

Effect: Eldar Psykers from the army of the
plaver that chose this asset receive the
following benefits as long as they are
within 18" of the waygate. They
automatically pass all Psychic tests. If they
use a psychic power that causes hits with
a given Strength value, then the Strength
« increased by D6 (to @ maximum of 10).

“The sooner you admit to
your inevitable defeat and
leave this world, the sooner

the killing will cease.”
Wiarlock Ularic

TYRANIDS

THEY'RE ALL AROUND US!

The vanguard of the Hive Fleet — Lictors,
Raveners and Genestealers — Jurk all
around, ready to pick off enemy who
venture too close.

When Revealed: At the start of an
enemy Movement phase.

Effect: For the rest of the game, treat all
a7€3 terrain as dangerous terrain for
models that are not Tyranid,

SPORE CHIMNEYS
In the

£arly stages of a Tyranid invasion,
great clouds of microscopic spores are
Meleased Into a planet’s atmosphere from
*Pore chimneys, causing the air itself to
thicken into 2 choking fog.

When Revealed: Before deployment.

mme player that chose this asset is
pe 10 place up to three spore
;D:‘";“Ers anywhere in their deployment
e O no-man's land. Any shooting from
2 @ unit within 12" of a spore chimney
St test for spotting distance, as though
€cted by the night fight special rules.

PHANTASM

Your enemies deploy, only to find they
face nothing more than thin-air and
shimmering lights. Your holographic
decoys vanish, leaving the foe confounded
and his flanks exposed.

When Revealed: If deploying first, reveal
this after your opponent has deployed,
but before your first turn has begun.

If deploying second, reveal this during
your opponent’s first Shooting phase.

Effect: Before deployment begins, secretly
select up to 3 of your units, writing down
that they are using this asset.

If deploying first, remove these units from
the table before your first turn begins.

You can redeploy each of the units
elsewhere within your deployment zone or
place them in strategic reserve.

If deploying second, if any enemy fire hits
one of these units, you must remove it
immediately and place it into strategic
reserve. The shots have no effect on this
unit and the firing unit may not target
another unit — all its remaining firepower

WORLD DIGESTION

The Tyranid invasion has reached its final
stage as the world itself begins to turn
against its inhabitants, Great lakes of
digestive acid open up in the ground,
ravenous plant-life sprouts and the very
earth is infested with Tyranid organisms.

When Revealed: Before deployment.

Effect: The player that chose this asset is
allowed to place up to six of the following
obstacles anywhere in their deployment
area or in no-man's land. None of these
obstacles may be larger than 67 in
diameter. You may choose a vanety of
obstacles, so long as the total number
does not exceed Six.

s wasted for that tuen shooting
phantoms, A'Wofﬂieseieaedt;‘nsm
havenotcomeundedireatnmof

your opponent’s Shoomg phase
placed in strategic reserve. -

ELDRITCH TEMPEST

Orbiting in their sleek starships groups
Efdarseerscancmrbmen‘)eﬁm .
powers to unleash a cataclysmic stomm of
mergyonaplanet'sswface,m.g
enemy troops and battle tanks asunder

When Used: in the Shooting phase of
one (and only one!) of your player tums.

Effect: Place the Apocalyptic Barrage
template anywhere on the board. The
Eldritch Tempest has the following profile
Apocalyptic Barrage (6), 56, AP3, Pinning.
The Eidritch Tempest always hits the side
armour of vehicles and has an armogr
penetration of 2D6 + 6. After all damage
has been resolved, any vehicles (but not
super-heavy vehicles) that were under the
template are turned to face a random
direction determined using 3 scatter dice.
The player that chose this strategic asset
may chose the facing if 2 hit" &5 rolled.

« Digestion Pook: The dgestion pod
is impassable terrain to all infantry, ang
inflicts 3 glancng hit to any vehicke
crossing it on the roll of 2 4+.

« Ravenous Plant Life: The ama of
ravenous piant iife counts a8
dangerous terrain to non-Tyrand
modes. in additon, any non-Tyramid
model moving 1o within 67 of the ares
must take a Gangermus tenain 1St

« Swarm Tunnels: Genesteaens
Termagants, Hormagaunts and Riper
Swarms held in SrategK resene My
mmmmm;mw
following the same rules a5 the
Tunnets asset on page 188 of The man

Apocalypse niebook

“Even if cvery last bolt and las-round

on this thrice—cursed planet found its mark.

. ids left to fight
still there W“ldb‘ms TF,:,:SM:M

R N N T
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HORNE

p THIRST OF K

gﬁt?gm an insane desire 0 spaff ba_*ood
disciplined of warnors

aven the maost
forget all of ther fraining _cand charge

forward like trothing Maniacs.

At the beginning of

When Revealed:
hooting phases.

one of the enemy S
horne or

gffect: Pick one Herald of K

r army. When this

Bloodthirster in you
stratagem IS employed, roll 2D6 and

multiply the result by three to determine
the range of effect of the Blood Thirst
{measured from the chosen model).

unit, except for vehicles,
within this range cannot shoot and must
run towards the closest enemy unit. Tl1ep,
if close enough, must then assault it (as if
it had the fleet rule) in the ensuing

Assault phase.

Every enemy

PLAGUESTORM

Enemies fall like flies, as their bodies
succumb to the grisly visitation of the
Father of Contagion.

When Revealed: During one of your
Shooting phases.

Effect: Pick one Herald of Nurgle or Great
Unclean One in your army. That Daemon
cannot do anything during that phase,
other than invoke the touch of the
Plaguefather upon any one model it can
see (friend or foe, but not a vehicle). If the
chosen model is found to be within 24",
it suffers a number of wounds equal to
2D6 minus its Toughness value, with no
armour or cover saves allowed. If the

NECRONS

SUBVERT MACHINE

There is no technology in the galaxy that
the Necrons cannot twist to their own

end_s. No defence that can forever thwart
their influence.

When Revealed: During one
: : of
Shooting phases. ? e

Effect: Nominate one enemy vehicle or

:Iupepheavy vehicle within 24" of a

, :;:2;\ tli-fartd You may immediately fire

e vehicle's weapons as if the
Were under your control. Once the

shot has been resolved
: , the subvert
vehicle suffers D3 glancing hits thatEd

ignore a i i
iy hw‘;? power fields or void shields it

STRATEGIC ASSETS

oS DAEMONS

model dies, you must pick another 'IT:!JG»‘;,ll.,
within 7" of the original victim and do t!
same. This continues until a model

e contagion of there are No
in 7° of the last victim
vehicles

survives th
more models with
Plaguestorm has no effect on

MIRAGE OF TZEENTCH

swayed by the Greal Liar. the enemy
warriors open fire against rherr_comradm,
realising only later their horrifying mistake.

When Revealed: At the beginnin
of the enemy Shooting phases.

Effect: Pick one Herald of Tzeentch or
Lord of Change in your army and select
one enemy unit visible to the Daemon. If
the chosen unit is found to be within 24"
of the Daemon, you control that unit as if
it was yours during that Shooting phase
(yes, you can make a Titan fire against
models on its own side!). Its control
reverts to the owner at the beginning of
the following Assault phase.

GRAND PAVANE OF
SLAANESH

None can resist the lure of the Lord of
Excess’s transcendent music.

When Revealed: At the beginning of one

of your Shooting phases.

Effect: Pick one Herald of Slaanesh or
Keeper of Secrets in your army. That
model cannot do anything else that
Shooting phase, but will act as a conduit
for the energies of the Grand Pavane of

CANNIBALISE TECHNOLOGY

Necrons reclaim any and all materiel that
can be transfigured into useful forms.

Given the proper tools and programming,
some Necron squads can effect substantial

repairs amid the fury of battle.

When Revealed: When a Necron unit

destroys a vehicle or super-heavy vehicle in

an assault (one use only).

EﬁeCt: Roll a D6 for each Necron unit
involved in the assault, adding +2 if the
destroyed vehicle was super-heavy

F)n a score of 4 or more, the unit is
immediately returned to full strength -
p!;ce the ‘resurrected’ models anywhere
within unit coherency.

g of one

5 stratagem 15

G aret eras dtirds, o
wniployed 206 3 rmultioly the
e 2 Ply the res
by four 1o detes

effect of

from the chosen

ring what the range of
the Grand Pavane 15 (measired

- > -
moge )

{'_'I-jr"]( enemy Jnnt within this ranoe i
e SR > By
automatically affected as per the Payane

i . - nraaal * -
of Slaanesh Daemnonic gift (no need 10 st
3 ol

to hit)

MAJOR POSSESSION

No hero is immune 1o the corrupting
promises of the Enemy Within '

When Revealed: Wnen ane of you
Greater Daemons becomes available feoer
strategic reserve

Effect: When arriving from resene
the Daemon can do so by possessing
a model on the table, friend or foet
Roll a dice.

On a result of 3+, the opponents must
pick one of their independent charamen
and replace 1t with the Greater Lw.:
If the model was engaged in comba
place the Greater Daemon as close 25
possible to the position of the chosen
model, but 1" away from enemy mogss

On a result of 2 or less, however, you
must choose an independent characier on
your side to be possessed and repiatas by
the Greater Daemon (such are the
treacherous ways of Chaos!

The Daemon can do nothing in that
Movement phase, but may othenwse &l
as normal that turn (yes, it can assault

RECONSTRUCTION
SCARABS

Billions of nano-Scar
battlefield. The chittenngd
disabled Necrons, reknviimng ant
their sundered forms

When Revealed: At the start & O

™
mw—:—:mﬁ‘

s flows 0%
P e

self-repair rois.
ik o SR
Effect: Each turm you ™3 P e
Necron unit. This unt Mf'-p-afﬂ: as be
Be Back' rolls on @ 2¢ 3%

in range of & Resurmection




CHAOS SPACE MARINES

ALTAR
m-!AOSd is have been performed to
e blasphemous pacts and gain the
SELuTE L'_‘" the D@l" Godg

favouUo

uring deployment

aled: D
When reve t be represented

Note that this assel f’_‘uS
with 2 suitable moage’

gffect: All fnendly units within 12" of the
increase their invulnerable saves by
.1 to a maximum of 2+. So a model with
2 54 save would have a 4+ save, a model
.-, r a 4+ save would have a 3+ save,

and so on. Models that do not have

an invulnerable save receive a 6+

invulnerable Save.

Altar

CORRUPT AND DESPOIL

The bitter Chaos Renegades have fought
their way to their objective not to capture
it, but to defile and destroy it. Either a
coating of virulent pus, inscribed runes
that burn the soul, explosive melta-
charges or some other method has
rendered the location strategically useless
to either side

DARK ELDAR

LORDS OF TWILIGHT

Jsing their arcane technologies, the Dark
Eidar choke the skies with baleful gloom.

When revealed: At the beginning of one
of the enemy Shooting phases,

Effect: The entire battlefield is treated as
being under the night fight conditions for
the duration of that Shooting phase. Roll
only once for spotting distance — all units
use this as their maximum range.

STRIKE OF THE SERPENT

At a signal from their Archon, the Dark
Eldar abandon all restraint and inject
rhme;ves with deadly combat drugs,
tharging madly forward at incredible speed.

When revealed: At the beginning of one
of your Movement phases.

Effect: For this turn, all Dark Eldar units in
the army may run 3D6" instead of the
formal 1D6” in the Shooting phase.
However, such is the strain on their
Systems, that any unit rolling a triple on
this run move also suffers a wound, with
No armour or cover save allowed.

When Revealed: During the Assault
phase of one of your player turns.

Effect: If a Chaos Space Marine unit is in
contact with an objective during the

Assault phase, and not fighting in combat,

they may despoil the objective. That
objective no longer counts for either side.

INDISCRIMINATE
BOMBARDMENT

The over-masters that command the great
qun batteries on board orbiting Chaos
battle cruisers care little for accurate
targeting or the lives of ‘friendly’ troops
on the ground.

When Revealed: During one of your
Shooting phases.

Effect: The Chaos player makes an Orbital
Bombardment, following the normal rules
for that asset (see page 189 of the main
Apocalypse book). Then the opposing side
makes an Orbital Bombardment, targeting
it where they wish (representing the
inaccurate firing). Lastly, the Chaos player
makes one more Orbital Bombardment.

WEBWAY ASSAULT

The fabric of the material universe is tom
open at the whim of the Dark Eldar,
allowing their strike forces to emerge
from the labyrinth dimension

When revealed: At the beginning of one
of your Movement phases.

Effect: Deploy up to three webway gate
markers anywhere on the battlefield,
using the rules for deep strike, except that

“We own this night. just as we OW® the
fear that runs in your Veiss

You may think your pumbers

we shall feast upoa your
before the dawal"

weblade of the Lacerated Eve

you. but

Kiliarg Tong

P —

DAEMON SHELL
AC&baiofSorcmm‘wm ed for

models carnies the Daeman shell The
round may only be fired from 2 bott-pstal
bolter, combi-weapon or Neavy bolter. ang
maymlybefu-edmperm A
vehicle may not fire the Daemon shell On
theturnthemundtsusedweme
weapon's profile with the following
Range: 24", Strength D, 49 2,

Assault 1, 7" Blast, Gets Hott*

*If 3 1 to hit & rolied when firing the
Daemon shell, the wards around the
cursed ammunition crack and the weapon
inflicts 2 destroyer hit on the firer

any gate that scatters ino enemy mooes
or off the board s remowed from Dy
Dark Eldar units entenng piay fom
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+ BEYOND THE
" APOCALYPSE

The mission presented in the Apocalypse book was designeg
to make playing big games as easy as possible - but, as

Jervis: The Apocalypse rulebook details a
new type of mission that IS called, rather
gnimaginatively, the Apocalypse Mission.
This mission provides all the practical rules
for preparing a battlefield, selecting
strategic assets, deploying armies, placing

obiectives, and so on. But Apocalypse isn't  seen as something of a smorgasbord from n closing, | should
r.eéessafale geared towards practical which you can mix and match to create another reason fo
missions. To show off the “make it up the ideal game. As with so many things deas ir
vourself* possibilities we included some about Apocalypse, the best way to :J.ecmlze serve as both an e

' which rules to use is to sit down ang talk inspiration for player

example battles in the Apocalypse book as
well, all with a variety of home-grown
narratives plus corresponding rules and
set-ups. The purpose of this chapter is to
provide something that falls halfway
between these two approaches, by
presenting a number of battle themes and
special rules that can easily be added 10
the Apocalypse Mission. Our aim Is to
allow players to easily expand the scope
and depth of their Apocalypse games, and
at the same time to make it more

straightforward for players to fight out on what rules are used. However, there 15 for your next Apc
interesting story-telling battles based on little point in inflicting a set of rules on a don’t be shy, get
the background and stories of group of players that don’t want to use that it's absolutely p

Warhammer 40,000, Part of the fun of
playing Apocalypse is that it gives the

chance to explore the deep history of the
41st Millennium, and this in turn gives
players a fantastic opportunity 10 create
some really interesting battles

The rules that follow should therefore be

with your fellow players. If you can’t reach

a consensus you'll have to use the
standard rules but, to be honest, if this
happens then someone really isn't playing
the game in the right spirit!

Now, of course, if there is one player that
is organising the game — and in my
experience the lion's-share of the work
always seems to fall to one dedicated

individual — then they will get the final say

them, so even the most dictatorial of
game organisers will find it helpful to talk

up with thedr

that they want IC

here, and it

Jervis points out, that's really only the beginning...

APOCALYPSE AND THE NEW EDITION OF WARHAMMER 40,000

With the latest version of Warhammer 40,000 there are several rules
changes that will immediately enhance your games of Apocalypse
The ability to run is a big help to your footslogaging troops f.m-a large
table. Blast weapons also get a boost, 50 as long as you target a ?"l_qh
concentration of enemy troops, you're bound to hit something! .

The biggest change that affects games of Apocalypse is what counts

AS WRITTEN IN THE NEW WARHAMMER 40,000 RULEBOOK

The first option 1s Simply to use the

in the new edition. This means anly Tro0f

units but any u

it mav o
3
i aY LV

ANY MODELS CAN CONTROL OBJECTIVES

Another option © t0 say that evenyt
as a scoring unit - something that has changed in the new edition of unless it s below half strengt
Warhammer 40,000. Only Troops cholces count as scoring units now, vehicle, or is an mdepende

wh.uch means that only they may control an objective, although any
unit may contest it. This new ruling plays fantastically, but do_vs"- 1 sit
perfectly with the wording in the Apocalypse book, \..".high states ;h.a‘
only scoring units may contest an objective. This was intended to l
keep things like immobilised vehicles from contesting objectives .hu'
now it means that objectives may not be contested b\ elite I

Termin . example, the battle rep COOK
= atc:)rs or even Warhound Titans. It is possible to play in this strenath a . t ‘
anner, but nt 1" 5 = MY strength and NOt IMMOoDHSes A
wasn't the intent we were after. So what to do? the battiefield”. Other misssons mught s
! Odil el . U THSSR) H
=

Well, there s no certain board end, or alter how X5e DG '
o — Lsnr‘lg%e nght answer, the only really important thing i contest an ohiect ks & tart Th g

. v know . | . ontest an oDyechve e MOST IMPOE e

ey ¥ knows which method you are using from the <t it game s k 3 '
\art game starts to avoid any last mnute CONTUs
___,_,__—«-‘,__-

used at

the tme Apocalypse wWat DRUINISTR

MAKE UP YOUR OWN CUSTOM RULES

Apocalypse games are perfect |

there are count

255 Ways you Could oete

BEYOND THE APOCALYPSE
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-BASED OBJECTIVES
smnY Mission, victory 1S
o Ap:m side controls the
J:e\;gw markers. Some players make
abrec  lovingly-modelled objectives,
he,:mt of us will just use coins. specially
i" ed dice or counters from the counter
“: The objective markers rgprese;:t key
SSLE r vital equipment -
Wai‘?}: ;zcni;e fr:?:ory condition worth the
is:u? of entire armies 10 capture. Here
3t the Design Studio our first Apocalypse
games were all of this stra;g_htforward
ature. However, players quickly began
venting background expfanat:gns for lhe
g,mechres a5 well as corresponding special
rules. What if the objective was to slay an
enemy special character? Or capture the
Mek-faktory that was making Stompas,
Deff Dreads, and Killa Kanz? The games
that followed were even more memorable
_ two of them even ended up as the
battle reports we fought in the

Apocalypse book (Exterminatus and
Slaughter at the Kan Factory).

These story-based objective games took a
little more work, as both the story and the
objectives have 10 be decided upon in
advance. Usually this is done to tie the
objective 1o a story, or because you want
an especially impressive character or
legendary unit to be the focus of the
game. Often a games master or organiser
will be called upon to make sure a story-
based objectives game works but it's
worth noting that there is absolutely no
reason at all why you shouldn’t have some
story-based objectives alongside other
objectives chosen by the players. In fact
this usually works very well, allowing the
players to give the game a strong theme,
while at the same time giving the ‘local
commanders’ an opportunity to fine-tune
their battle plan after both sides have
deployed their armies.

TROOP LIMITATIONS

One of our aims with Apocalypse was to
allow players to use all of the models in
their collection should they wish to do so.
However, there are times where applying a
few limits can make for an interesting and
rather different sort of game. Be warned
though, while limiting access to certain
oops has 2 lot of potential for creating a
memorable game with a really strong
theme - it also has the most potential for
spoiling a game too. After all, there’s
nothing worse than having a cool model
¥ou really want to take, and then finding
Cut you can’t use it! The solution is to be
generous and make sure that everyone is
happy with any limitations before you go
ahead and apply them.

The most common type of limitation used
n Apocalypse is to limit allies to those
that one can imagine might logically fight
on the same side. To this end we've

inciuded the "Allies Matrix’ on page 198
of the Apocalypse rulebook. All you have
to do is to cross-reference two armies to
see if they are trusted allies, distrust one
another, or hate one another. In general,
it's considered to be acceptable to have
allies that distrust one another in the same
army, but there should be a really good
reason for armies that hate one another
to fight on the same side.

Sometimes you may want to limit access
to certain troop types, special characters
and even armies in order to fit in with the
theme for a game. As an example, the
Battle of Cold Steel Ridge from the
Apocalypse book was limited to Space
Marines, Imperial Guard and Tyranids,
What's more, we limited the Space
Marines to using models painted in
Ultramarine colours, and they were only
allowed to take Ultramarine special
characters. The most extreme version of
this is when one player works out an
‘order of battle’ for a game, and only the
listed models may be used.

A similar but much simpler idea was used
in a game that | saw recently, where the
players had said that only infantry models
could be taken — a very clever idea that
immediately made for a really different
game, and one that looked very
impressive to boot when all of the infantry
models were laid out!

CUMULATIVE VICTORY
POINTS

Victory in the Apocalypse Mission is
determined by seeing which side has
captured the most objectives at the end of
the battle. This method usually works very
well, especially the first few times that 3
group plays Apocalypse. However,
amongst experienced players it can'iead o
something of a ‘last turn land grab’,
where the objectives are ignored for most
of the game, and then everyone Qoes all-
out to capture them on the final tum.

Asimplechangeﬂﬁtstopsmsw
':sml:eepatallyofhowmmyobgm
eaChsideconlrotsaltheendofead'-af
their turns. Attheendofthebanbtm
sidewnhthehighesrscoreismw
So, if one side controlied 3 objectives at
thee-ﬂdc»ftht!:trl‘trs!turn.alnt'lanr\h'ZGt
theendoftheirsemnd.thenﬂ\u

anunamtom"*"“‘“"‘”_'"
g»natmmmvd!umw"

equal to the turn number $o

Objectives are worth 1 point each, o o
Two they are worth 2 points each, and 3o
on. This makes capturing
in the game more valuable, and usuzl
ﬂwmﬂmasﬂemea”
lead early on in the battie can stil be

PERSONAL

SECRET ORDERS

Most games of Apocalypse ae played
between teams of players, and viciony wal
either go 10 one team or the other A
variation on this idea s 1o give each player
in 3 team their own personal cbjective.
Overall victory 15 determined normally. b
then the players in both teams see how
well they have done at achieving ther
personal objectives. The player m each
team that has done the best s aliowed 1o
laud 1t over their teammates and clasn the
lion’s share of the glory! This can lead 1o
players doing all kinds of strange things
during & battle, with very entertainng
results ensuing.

Personal objectives are determuned by the
players themselves at the start of the
battle, and can be any one of the
following three things:

* Hold the most cbjectives n the
opposing side’s depioyment aea.

o Kill the special character In The Gppcsng
army worth the most ponts

* Destroy the legendary unit i the
0pPOsing army worth the mOSt OIS

gmmmmudmaa
mﬁmnmcmw
the end of the game The persona
B e i
that has done best m
becomes ther side’s champron. I seversl
mmMMw
then destroying a legendiary unit Deats
eise. anC kibng & P
character beats CRpRuNInG n Qbyscine.



PIRED GAME
Ipﬁf{)gﬂ ultimate form of ApOC Ai_\rpse.
i an umpired game In an urnpired game,
'._he organiser forgoes the pleasure of
'lamlm‘p.il'! in the battle directly, and
instead helps devise and adjudicate the

game. At Ils simplest level this involves

organising a game as described in the
ﬂ;;:xaiw.nse book, and then chrwying the
players along 10 ensure the game mo\:res
at 5 brisk pace and sorting out any rule

ons (I know, hard as it is tO believe,

questi
about

some players actually ask questions
our beautifully written rules!).

However, useful as these things are, an
umpired game really shines when the
umpire devises his own themed
Apocalypse game, coming up with the
story and background for the battle,
and any special rules that apply. We'd
recommend only attempting this once
you have a few games of Apocalypse
under your belt and know what the
players in your group like and, more
importantly, what they don‘t like. Your
aim should be to entertain your players,
so they go away looking forward to the
next game you organise. Because of this
it's worthwhile putting some time and
thought into the story you devise so
that it feels convincing, and you may
also want to make handouts for the
players which you can give out at the
start of the game. These handouts
should explain the story, any special
rules the player will need to know, and
any secret information that only they are
privilege to.

The Battle of Elithanar

This game was fought over two tables that were linked

by webway portals — ingenious devices that allowed still be used but

troops and vehicles to instantly travel between any other -"\r 2 .—”-‘}-‘;-- "
Oor even De Gal

webway on either table,

BEYOND THg APOCALYPSE

SOTIE PIGCES

an keep ¢

in play, the umpire C
sOme OF ail U

of information secret fron
the players, only 10 be revealed cdurnng the
pattle. The umpire mignt,
decide that an area of what

in is actually dangerous!

for exampie,

.r.ur-’f'. e

clear terra
radioactive, only revealing thi
unit enters the terrair

matior

when an unwary
The umpire can also keep ODJECIVES SBCret
from each side’s foes, either by having
players tell him what their objec tives are
instead of putting down markers, Or Oy
telling the players what their objec
instead of letting them choose. The las
option works very well if you are using
‘secret orders’ as described earlier

1tne

+

MULTI-TABLE GAMES

If you're lucky enough to know a large
group of players, at a games club for
example, you should seriously consider
setting up a muiti-table game of
Apocalypse. You will probably need at
least eight players to run such a game,
and the more the merrier. As its name
implies, a multi-table battle is played on
two or more gaming tables. A separate
game of Apocalypse is played on each
table, but the tables might represent
different locations that are close to each
other on a much larger battlefield, or
different battlefields within a greater
warzone. This means that the overal
winner is determined by comparing how
well each side did on all of the tables
being used in the game, totalling up the
number of objectives claimed on each

A webway portal

tives are

Broken webway porta
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ance away, while the

her table could be "the front* where

the shelling 1s taking a devastating toll
Une team Of players is trying to weather

the bombardment, while their allies

attempt to sience the b g guns. The other

team is trying to shell their foe |

oblivion, while communicating with the

nes to ensure their titanic barrages

are on target as much as possible

SUPREME COMMANDERS

I you're playing a really large game of
Apocalypse, you may want to allow each
side to have a supreme command team
This works especially well for multi-table
games or large games played on the floor

The supreme command team represents
very high-level commanders, and as such
they don't normally get to move units and
e attacks. Instead it's their job to try
to coordinate the actions of the ‘field
commanders’ (1.e. the players controlling
the units on the table) in order to help
their side better achieve victory. The
supreme command team also gets to pick
all of their side’s strategic assets, and can
then give them out to the field
commanders to use as and when they see
fit. This can lead to one field commander
getting to use more assets than another,
depending on where the demands of the
battle requires them most. For this reason,
field commanders are advised to lobby the
supreme command team strongly in order
to make sure they get hold of the assets
they require

The webway portals count as objectives, but they
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carry out their orders. This has no direcs
IMpact on who wins or loses the
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HAVING FUN

And that last point
any to end this s
Reload. The ide
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onty scratcn the yNal you (ar
do when you play your own games of
Apocalypse. As long as you kesp in ming
that the only really important rule s that
everyone has a good time, then anything
can go!
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Linked tables,
capture a vit

The best way to demonstrate a
multi-table, story-driven
Apocalypse game is to show one.
At least, that’s how Jeremy Vetock
and Dave Andrews got away with
it. These two hobby veterans
wrote the scenario and built the
terrain (well, Dave did most of the
building) for a colossal battle that
they had been talking about for
ages. This game features not just
a massive slugfest with 12,000
points per side, but also a second
connected battlefield in the form
of an Ork spaceship blasting down
deadly barrages from orbit.

805.M41. Warlord Gorklaw's Ork invasion
of Jorun's World bore all the portents of
the start of a steamrolling juggernaut
-apable of tearing across multiple star
systems. Unlike common Ork uprisings the
tribes retained cohesion and conquered
surrounding backwater planets, before
ide the research stations and

| Pictured below - the ga_me
after both sides have deployed
but before Turn 1 had started. ‘

The Speed Freek
Man was 1o redeploy
once the defensive

. walls were breached

an orbiting spa
al Imperial hive — this is going to be hig!

ceship, and an-all out Ork attack tg

that ringec the Vidar systerm

watch posts
the Orks developed

Even more remarkabty,
the know-wotz 1@ laur ch Intc
their ramshackie fleet eager 10 sear

Ultram

richer pickings Neighbouring Uitra

had monitored the sector for many years F
and such an upheaval was £xaf t 3 BoEe
An C're nyasion v alr 3

they feared
momentum, ganing numbers and and the
weapons as they plundered the ruins o through the lower at

overrun planets. Though not | o g

mass, Warlord Gorklaw's green Cru

had all the hallmarks of & growing e land

Waaagh! of titanic proportions east. The counte
Mo Flooe

And so it was that warnings were
broadcast and relayed across va
distances. With powers augmented Dy
arcane machineries, psykers of the

Adeptus Astra Telepathica picked oul the )
signals from across the dark gulf of space regrouy the ¢
But for all that, it was too late. The N 230
Planetary Governor of Jorun's World had 5nd munHof
barely received the ominous message =

when they also received more substantia hattiehn

| The Komm Tower helped
direct barrages from the
orbiting Ork spacecraft

A minefield was
il secretly placed

around the

} Imperial Bastron



THE MENACE FROM ABOVE

e idea Of 2 second gaming table that affects
rut- \ is Ot @ New one, but when that table
cakes the awe-inspiring shape of an orbiting
Ak Spaceship it acquires @ distinctly 41st :
;:!..'rernlur‘“ feel. It is easy 10 Imagine the bruta
snub-nosed spacecraft prowhing above the
planet like some prmeval prec_ialory beast,
pausing 10 unleash salvos of fire from its
massive batteries. With the Impenal Navy

driven off and-planet-bound Defence Lasers
inbeked out or overrun, the defenders of

jorun's World began to lose hope.

On the planet surface the Imperial Guard
rallied around their last strongholds. The
beleaguered defenders attracted the attention
of the Ork craft, which closed in to join the
kill. Barrages rained down, leaving meteoric
wails, the very atmosphere burning as the sun
was lost behind a pall of oily smoke.

And then the Ultramarines arrnved. The most
renowned of Space Marine Chapters, the
Ultramarines had blunted thousands of would-
be Waaaghs! in their glorious history.

They knew the Ork Warlord must be isolated

and destroyed to halt the growing momentum
It was easy'to drive off all of the Ork craft save
one ship whose powerful force field resisted all

incoming fire. Even now the modified
Bommbeast-class vessel was pulverising
Bloodspire Hive in support of its Warlu?d

| Was da Firefara

protective fowre 4

traktor bearn 1
action from the
Af = '
Vvaaagh

Thunderhaw,
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S 10

1o
for the Orks Was
“wme hive - erh' to enSlM
jation and to turm

Step one was 10 determine how

best t0 represent captunng @ hive?
we toyed with puilding a8 massve
city complex, but that amouni of
terran would compromise our urge
1o see droves of tanks, Stompas and
infantry moang it up So we deaded

1o keep it simple — the control of the

hive would go to the army that had
the most units inside the defensive
perimeter. In this way we could use
some city terrain as backdrop, but
not get bogged down by Iots of
buildings. The defensive penmeter
ko made sense in story terms —a
sort of last ditch protective guniine
for the Imperial Guard to man

We wanted an outermost bastion
for the Impenal Guard to hold and a
reason for them 1o fear losing it. S0
it was decided that underneath the
ferrocrete Bastion ran & mag-iine

_IT’S ALL ABO

the hive The Ork

qaware of this secret
sgﬁ:c;ﬁtum told the imperial
commanders that the gfeenskn:s :
vould discover the transit line if they
:,werran the bunker. Clearly the idea
of Orks transporting mobs behmd.
their lines was @ soberng thought to

the Imperial players

So, if the Imperial Guard got free
defensive lines and bunkers, what

did the Orks get?
The Battle In Space

ring the Ork land invasion
?anga F:r%fang, a great hulk of iron
and asteroid that now hung in low
orbit, firing its massve batteries and
using its lethal traktor beam to clear
the way for da Boyz attacking
Bloodspire Hive. The Ork players in
the main battle would get free
barrages to direct at the start of
each of their turns, so long as the

MISSION SPECIAL RULES

Victory Conditions: The winner
would be determined by the
number of units inside the
defensive perimeter at the end of
the game. We decded on units =
not “sconng units”, so a Titan
counted as one, just like a squad
of Boyz. Also units had to be half

strength or better and vehicles had

to be mobile.

Game Length: A time limit was
set, but all agreed that each team
should have an even number of

tumns. The two gaming tables were
not synchronised as, even with the
intricacies of movement aboard da
Firefang, the smaller game (a mere

2,000 pmms each!) would go
more quickly through game turns.

Linked Tables: At the s1art of
each Ork Turn on the ground

battle the Ork players could call in

fire from the orbiting spaceship,

Placing Templates: If the Fire
Control Centre (Shooty Kontrol)
onboard the ship was in Ork
hands and da Komm Tower on
the ground was still operational,
the templates hit automatically.
If one of the two was out of
action there was a chance of
scattering, if both were out the
templates would scatter in feet,
not inches!

The Traktor Beam: This ingenious
Ork device was like the infamous
lifta-droppa, only longer-ranged
and more powerful, To fire the
traktor beam the Ork players
picked a single vehicle (or larger)
sized target that was not a flyer or
protected by a force field of any
kind and rolled as follows:

Vehicle sized target: Roll a
scatter dice. If a hit is rolled, the
traktor has locked on and the
target s lifted straight up off the

Main Gun Batteries:
: Each batt
Ve 2y 2, Strength 8, AP3 2
Apocalyptic Blast marker.

BATTLE REPORT

planet and into orbit. The model
15 removed from the table. If an
arrow is rolled, place a marker

UT THE STORY

key locations of the spaceship WEerE

still in Ork control

A strike force of Space Mannes ::‘Jif;
assenbled to take the fight to the
Ork ship, aiming 10 take out s main
gun batteries, fire control centre a2nc
the command deck

e The spaceship gun battenes
provide the mainstay of the
firepowver bombarding the hapiess
Guardsmen below

« The fire control centre WOrks
with da Komm Tower on the
ground to coordinate the shots
Losing control of this means the
shots from the spaceship
batteries will scatter

« The command deck holds the
controls to the powerful force
bubble, which protects da
Firefang from the Imperial Navy

“Wotter yer mecan We only got four Stompas’?
We had Jots of ‘em! Roight - we need ammo
and scrap, an I know fust where ta get ‘em.

Warlord Gorklaw

4D6" in the direction shown
The Ork player may pick up and
‘throw’ any vehicle within 12°
of this marker. The target vehicie
is automatically destroyed anc
models under the dropped
wreck take a Strength 8, AF3
hit. Vehicles are always
considered to be hit on their
side armour

Super-heavy sized vehicles: A
super-heavy vehicle ¢an only be
lifted on a roll of 4+. Treat
exactly the same as a normal
vehicle, except that when
dropped the super-heavy s Nt
automatically destroyed bul
instead takes D3 Structure FoINts
of damage

Special Reinforcements: The
Impenial players could choose one
(not both) of their Imperial Stwela
Infantry Compamies and use it as
reinforcements. When a full
squad’s worth of modets (10) were
slain they could be assembied
reserves. On a roll of 4« the

1 r,;,;. 3] r.{,,.!,:- !_:r'u,
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»

o r e .
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THE IMPERIUM

“We've been tasked with
holding this hive from Ork
hands for as long as possible
and that's just what | intend
to do. Form up and prepare
the battle line. May the
Emperor help us.”

Colonel Kane
owing Impenal army
tormed the ground force that was
assigned to keep the Orks at bay

from the vulnerable Bloodspire
Hive on Jorun's World. We've also

ed any legendary formations
tnat we used too

Colonel Kane

Colonel Kennck

1 Commissar

1 Techpriest Enginseer
Sanctioned Psykers

Fire Support Squads
Anti-tank Support Squads
Mortar Support Squads

1 Special Weapon Support Squad
150 Impenial Guardsmen
10 Hardened Veterans

7 Chimeras

20 Conscripts

7 Ogryns

20 Stormtroopers

3 Hellhounds

10 Sentinels

10 Leman Russ Battle Tanks
3 Rapier Cannons

3 Basilisks

3 Heavy Weapons platoons

MR N B

Apocalypse units

1 Warhound Titan

1 Steel Fury Baneblade Company
1 Hellhammer

2 Imperial Shield

Infantry Companies

1 Emperor’s Fist Tank Company

1 Armoured Fist

Mechanised Company

1 Emperor’s Wrath Artillery Battery
1 Hellstorm Squad

1 Hydra Flak-Tank

1 Emperor’s Talons Recon Troop

1 Valkyrie

2 Thunderbolt Fighters

Strategic Assets

The following assets were chosen
by the Imperial Guard players (or
given as a bonus by the umpire);

Minefields & Obstacles
Special Reinforcements (see
previous page)

On My Coordinates
Scheduled Bombardment
Shield Generator

Tunnel (see previous page)

12,000 points total

SPACE MARINE
ASSAULT FORCE

Space Marine Captain
Command Squad

Space Marine Chaplain
10 Tactical Space Marines
10 Tactical Space Marines
5 Terminators

5 Terminators

1 Dfeadnouglr.-z

1 Techmarine

5 Vanguard Veterans
10 Assault Marines

Special Rules

The Thunderhawk was aliowea
one turn of finng as ¢ dropped
off #ts aliotment of troops

2,000 points total

WAAAGH! GORKLAW

“My boot is on da throat of
dis world - now we got
nuffin’ left to do but krush
da humies. Tell da Meks ta
| start buildin’ more ships -
. we'll be ready ta leave dis
| rock soon!”
Warlord Gorklaw
| Ork Warlord Gorklaw
| Mad Dok Grotsnik
'| 3 Big Meks
\NEIrdbDy

| Palnb(}y) \

6 Warbosses
160 Boyz

30 "Ard Boyz
40 Grots

44 Nobz

20 Burnas

20 Tankbustas
35 Lootas

20 Kommandos
30 Stormboyz
9 Warbuggies
5 Skorchas

15 Warbikers
15 Deffkoptas

1 Battlewagon
3 Deff Dreads
S Killa Kans

3 Zzap Gunz

1 Looted Wagon

Apocalypse units
2 Stompas

1 Big Mek Stompa
1 Klawstompa

1 Green Tide

1 Skullhamma

2 Fighta Bommas
1 Flakkatrakk

1 Wreckin® Krew
1 Big Choppa Skwadron
1 Shokk Attack Battery
1 Dred Mob

Strategic Assets

In addition to the strategic asses
associated with the Apocalypse
Datasheets, the following assets
were chosen by the Ork players

Strategic Redeployment

Big Waaagh!

12,000 points total

DA BOYZ ON _

DA FIBEFMG _ 7 gekuni o !.:f'ﬂf::.mr. .
Big Mek Cog ‘ead Magog Each one is Meavy 2. St o o)
12 Boyz with NOD AP 3 and has ar Armou ke

12 Boyz with Ned
12 Boyz with Nob
16 Grots with Slaver

17 Meganobl the board v |
10 Stormboyz with Nob
2 Deff Dreads 2,000 points rota’

3 Kdla Kans




GAME PLANS

Andy Hoare (Colonel Kane).

g m the
[N | Wl (L Yall L=

phil Kelly (Ork Warlord):

Andrew Kenrick (Col. Kenrick):
A5 commander of the impenal

ry compary and the

nits on our |

stand |
|

|
vas [0 Tw ter lasgun ‘
ot at the advancing hort > and ‘
i down enougn S0 that our
super-heawes and tanks could have
| time to finish them off

BATTLE REPORT

LET THE BATTLE BEGIN...

The Ork chanting reached a
crescendo and then fell
ominously silent. Now the
Guardsmen lining the perimeter
wall could hear the clanking
tracks, the grinding engines,
and the steady ground shaking
tread of oncoming Stompas.
With an almighty warcry the
Orks emerged out of the dust
clouds that had accompanied
them across the ash wastes.
Angry flickers of red and orange
blossomed all around as shells
thundered down. The battle for
Bloodspire Hive had begun.

They are coming...

The battle opened with accurate
barrages from da Firefang in orbit
Guardsmen begin to die more
quickly than models could be
removed from the gaming table.
Deciding to test the ship’s traktor
beam on something small, the Ork
players guffawed as the command
Hellhound was plucked off the
battlefield and sent spiralling
upwards into orbit. The greenskins
surged forward, closing the
distance between themselves and
the defensive perimeter. The
hidden minefields around the

A tide of i :
of greenskins was backed up by a veritable mountain of iron and firepowes

r 3
Imperica oa

(art 1ts Were

odels. Phil Kelly and Stev

arabbed fistfuls ot dice ang v

down their battie
no threat from the 5kies
barrelled Flakkalrarr
of explosions acra S
Warhound, taking GOw!
ouah the now

shields. Altf
vulnerable Titan survived the

the Skullhamma coula Gi5

Stompa’s L
the Imperial giant hefore it

the ASSAH

chance to move! In

phase the Klawstompa | ed
towards one of the bunkers anc
ripped It apart, utterly destroyinc
the heavy weapons team witr
Return fire!

r rr

Surviving the enemy’s first
of fire in an Apocalypse game Caf
test even the most sport -
players. Andy Hoare and A

rrirens,

tlv rema

Kenrick had patiently oved
model after model during the Ork
round, and so when their 1

Th i i [
e Orks were coming and it seemed like nothing could stop them




THE WALL IS BREACHED...

3 over from the orbiting

=ship table, Dave Andrews
ormed his Ork counterparts that
once again the ship’s full gun

nes could be directed onto

the ¢ at b -
e planet below
e Dlanet pelow. |

his was greeted

; y by Phil and Steve,
out they were warned it was likely
D De less potent by the time the
next Ork turn rolled around - the

Space Marines were advancing

ly. Once again the skies of
un's World were torn apart with
mighty bombardments from

Along with many
Guardsmen, the barrier across the
fCadway was smashed and
feplaced with a crater. The traktor
oeam lacked the power to pick up
ana nhurl one of the Baneblades

above

Wi th th

e barrier and

JOWN

' away, the Ork Boyz heaved
““Wards the opening. By getting a
> On their Rokkit Pack roll the

aining Stormboyz easily leapt
he defe L b

ve walls and were well

nNsice 1.
Site the penmeter, poised to np
1 ihe r_iar'-ff.i’.ﬁ en like wolves
2Mongst
Jarmina

TN Tabie the Nobz and

._'r..--n;; Al the 1[”__. of '.i'-i.‘

supporting Boyz mobs led by could or
Warlord Gorklaw had cleared the Point of damage

minefield and were ready to sucCess again

assault the Bastion. From out of
the clouds a Fighta-Bommer
swooped over the clustered
Imperial troops guarding the
perimeter barrier. Kommandos

Tﬂ()'."{'-'d in TI"D”‘I reserve, ta,-‘”lg ,_]F_: whatsoeve!
positions in the Imperial city ot

The Ork Shooting phase started Not surpris
with the Shokk Attack Guns bett

rolling a double-6 to destroy the uen

Hydra Flak-tank in a vile storm of

daemonic Warp ichor. Even in a d

very large game with lots of biQ

units and exciting events, the

Shokk Attack Gun battery opening
a portal to the Warp is game

stopping. The Orks lament
targeting something larger as U

shot would've destroyed anything

on the table. The Big CNOP|
Skwadron, which haa used \
Strategic Redeployment
one 10 race hehing the
Hellhammer quarding the
penmeters entrance, NOW OpeTieR
fire. 12 twin-hinked roxs
corkscrewed into the rear art

of the super-heavy tank i ¥

HIGHLUIGHTS TURN 1 & 2
Steve “caf-wease May (G
Uvver Ork Warlord

Angy Moa'e

Angrew Kearsd




MEANWHILE, BATTLE HAGED IN SPACE... :

TermlnatOrs on ta’get

|
g
. est of ¢ ; . Lo Ork reinforcements
Dave Andrews {Ork Pia yerk ,‘ -:' ------- = . s




superhuman efforts

The final push

Jeqganobz on the starboard
h . rushing a Tactica

<low down Robin's Terminators
the port side. A Killa Kan was
bilised and then destroyed along

3|l the defenders in the area

vanlain used his jump nack to

ywer to the top, where he slew Big

Mek Cog ‘ead in close combat It was
over — the Terminators gained the top

f da Kontrol Tower and set melta-

arges. In moments there would be
no force field left. Of over 50 Space
Marines that had boarded the ship,
[ ) | |_ 13 were !F'jfT when the
Thunderhawk came to pick them up
A for redeployment
| BRI A Y

| Da Kontrol Tower - by destroying this the Ork force field
[ would go down and leave da Firefang vulnerable to the
more powerful Space Marine Battle Barges

Movemen!

L

‘

Da Big Bomm Battery

there was one on each side




THE END IS NIGH..

1 brought

Their second 1 .
- _,‘_\1.-.." HODe o 1he |'T'|[\{‘-_—1|.-'u
mmgndie it e AR R

afrar anothe deyastaing

sice

the

An Emperor’s

Juled Bombardment

n

trunaled
MDAy angad

gmperor’s Talon Recon

ame on 10 boister the

rimeter. Two

rholt Bighters dropped out
of the clouds and began blasting
oncaming Speed Freeks, a

 of which turned tail and

hed devastating biasts

ushing Orks. After the
<< company added their

ble weight of

inconsiaerd
= strong mass of over

was now reduceg to a
models. “Our Green Tide
{ Phil

5 green tnckle jokec

ter and

Aic

disreqarding losses as only true
A |

Orky Warlords can

A cunnin’ plan
By the Ork's third turn the
spacecraft was down to just one

Big-Bomm Battery and the traktor

Ogryns attack
} out of the
drainage pipe

Andy’s Scheduled
Bombardment lands on the

Orks Gverrunning the Bastion|

L
DaF refang’s b ommand

beam
in Space Marine

Centre WwWas

but aim nag

mattered all that much 10
blasted away

hand never really
ands

qreenskins, <0 they

vas with them as the barrage

Luck ¥ em
landed, killing ye
nen Although the
ated, 11's hard to miss @
neblades. One

t more
Guardsr traktor
beam devi
up of three Ba
perial machines
the battlefield,

, 10 be

ine
of the mighty Im
was whisked off
the first Imperial super-heavy
destroyed in the game.

The Orks had hoped tO

Strategically Redeploy all their
models into the perimeter this

turn, but the sudden appearance
of ten Leman Russ tanks put an
end to that for two reasens. First
off, models that Strategic ally
Redeploy cannot move within 12°
of an enemy so the Leman Russ
tanks physically sealed off part of
the defensive perimeter. More
importantly, models cannot shoot
or assault in the turn in which they
redeploy, so the Ork commanders
wisely deduced that they would be
blasted to smithereens by ten
battle cannons should they

.m.-m:.r tey move Uj BLOODY
» ~ 1 mlavers decided 1O HI
Ir...-,alijj he Ork pioyt 1 jed 1o e GHL|GHT5 :
Ve rat
it cunning eV at-vieasel” |4
Qe ynming i,
'
gaving their siral€gi as ot :
and Steve 5e€l ¢ it a new plar " ‘
to clear the way for a game Narge
winning Strategic Redeploymer inie ’
next turn rhe Skullhamma and St it | d
s roll 10 Save ns orne Sre .

Crompa -r:rr'_;.c_-l;_.a: he lear

Big Mek 5
the eng O

Leman Russ anag oy 5
4 -

¢ W a O
f the

A arle
vrafiorg ’_f

K

chnoting (and f1ra-dropping) four :

AR tre Ii) i i Bastion, before r

‘ﬁﬂki were gdestroyead A00 T cguad nside
nally taking

remaining Deffkoptas fir
out the Hellharmmer ar
tierce choppa work from the
Stormboyz and the O
cleared their own weadge
defensive perimeter. As the we

§ i oar
rom any

A eryme
A

rks hat

was more than i2
enemy, if the Orks could ho
-*P“D_'-.- could

d thi
1

bulge for the next turn,
redeploy everything they nad
jsted o

straight through the bu
and into the defensive pe

C

Elsewhere Warlord Gorklaw
himself wrecked the Imperial
Bastion, turning it into & ruin and
the Big Mek Stompa charged intc
combat with the immobilised bu

resolute Warhound Titan MNP ST

By turns three and four almost all of
the fighting was occurring near or
| inside the defensive perimeter







A DIFFERENT KIND
OF BATTLE

Jeremy (Umpire,

LIKE A BOLT FROM ABOVE

e Imperia

) b Wi athers. with a gev 35 1s

; £all on the Orks 1l vl
st de .,'||1!| 3511 { :
rarn shell aren’l the L ;
dropped QUi { the ¥
the Imperial S10€ e ;
Lramarnnes |-"I:I":-'-' V1) Ir J
[
Anthouah !’.u_'l-lll_-ll'."-f'! 13 f J
maodels (“the dirty Dak er's dozen Vi
Ir

he claim ed), they were Space

Marines and they were I &

Thunderhawk. In redibly, tNe

qunsnip s turbo-lases destructor The Ork gamhil

~k out the pre WIOL J-_,|'.I,- untouct el For the

| Skullhamma In one shot, Throw In Ork turr
the two scpuads of Terminalors 1
'\'l'.'lrll'iul KS and 10 tromn above

destroying twc
Tankbustas and you have 3 pretty
While Robin Steve were confident

orbiting support

dramatic entrance
celebrated his success, both offensive spike into the

imperial players calmly pointed out
that they appreciated the Space was tme t
Marine's sudden appearance, but their last strateg

they had been fighting and dying redeployed a swathe

on the ground battie for over 5 Warbikes, Trukks, and 2
hours now. “We do the hard work hanaers-on thrt i

and the Marines show up and wall. Althoual

steal our glory™ was mumbled by models couldn’t shoot or

the two Andys more than once they now prc
¥ €Y W provided i

The players orbit

high above the planet

|

s o
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AND THEN IT WENT NUCLEAR

»arly going 1o be the

od round an

ar tory could be achieved,

t1if the dice went amiss, then all
d be lost. A perfect place to
fter 2 full day of intense

Blast ‘em, blast ‘em all

Th i
Tk

ould only groan as Andy
Hoare produced his Scheduled
yardment map (again) and

placed the template over the

gensely packed Orl bulge into the
penmeter. This devastation was

followed by Andy’s chipper

alinouncem

ient of “On my
Loordinates”, a new strateqic
&1 1

a55et

hat he had written. This
would allow a truly desperate
‘mpenal commander 1o call down
a TJF.1'|:_|4'F,|[T.EF'1 on |'|\r'r'|".(_‘|1 a
gesperate act that needed only a
-eadership test to be enacted. But
It was the Orks who cheered as
Andy’s dice came up too high, the
cammander was either too -
contfidem to risk the extra shelling
Or rus nerve had failed altogether
0 50 using new strateqic assets

s like using newly painted
Watigres

Was 1

y - they always seem

fated to under-achieve in their first
glorious debut battle!

A Thunderhawk and Valkyrie
screamed across the skies and
strafed the greenskins. The last
remaining Baneblade fired into
the seething mass and destroyed
eighteen Boyz and four Warbikes
in a single shot, before chalking
up a few more with 11s heavy
bolter. An entire platoon of
lasgun fire was directed at Mad
Dok Grotsnik, who almost
survived the ordeal . .almost

And then it happened...
The Orks had taken a beating but
after nailing their tests at the ena
of the Shooting phase, there wert
still a great number of the
qgreenskins left Not a hopeful sign
for the Impenals who truly hac

given it all they had

But then, hinally, atter three rounas

of disappointment, both the Big
Mek Stompa and the Warhount
Titan caused penetrating hits to
each other. The \Warhound @G
Structure Point of damage

clanking Ork monstro

Steve's rolls agamst the warr !

Titan were nothing bu

an impressive 6D

‘E"-'?."-"_w'!"-""! i

As the battie ©

was 1aKing Pie

massive blas

effect the ou

geath that 5

both the Ork

L a batt
SOk

1E vrid BOw
Sk e

THE FINAL RESULT
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APOCA

iIn the grim darkness of the far future there is only war.
And war never tires. It matters not that vast armies are being
consumed every day in the cauldron of battle, more and more
troops are constantly recruited from every corner of the
r's domain. More and more weapons of dreadful power
are forged in the great factories of Mars to fuel the never-
‘ending conflict for the survival of Mankind.

s a wealth of new material for your
es of Warhammer 40,000.

d more alien horrors are ready to
lefields of the 41st Millennium!

is running out of momentum?
crush them under the boots of
ing Guardsmen!”
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about how to best u“%hmm
reinforcements!) in the fury of the et
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formations, from the
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strategic asset — race-specific
pick tactics that befter suit the s s,..'“":' you'to
army and give you maﬂm-::.ﬁ
* BEYOND THE APOCALYPSE. This section agas

even more variety to your Apocalypse -
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* AT THE GATES OF BLOODSPIRE HIVE. The Grsen

Tide approaches. Will the Ultramarines :
Guard manage to save Jorun's World? e




