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elcome to the sweltering green hell of

Codex: Catachans, a book dedicated
not only to the famed Catachan Jungle
Fighters but to Deathwaorld regiments from
across the Warhammer 40,000 galaxy.

AN OVERVIEW OF CATACHAN

Catachan is a deathworld, a planet so
inimical to life that every day there |s a
battle for survival. The hardy people of
Catachan are descendants of the very first
settlers  who colonised the planet
generations ago. By necessity, they are a
tough breed well versed in survival amidst
planet-wide jungles that swarm with
voracious predators, flesh-eating plants,
poisonous insects and virulent diseases,

The pecple of Catachan have but one
resource of value to the Imperium, their
superb regiments of Jungle Fighters. Once
recruited they are dispatched to warzones
all across the galaxy where their skills in
jungle warfare are at a premium. Catachan
warriors readily accept the call to arms and
in exchange for their loyalty their families
and settlements receive technologies and
medicines that would normally be
impossible for them to obtain.

DEATHWORLD VETERAN ARMIES

Catachan is the most infamous deathworld
in the galaxy, but it is by no means the anly
ong, Deathworld troops are also recruited
from Cthelle, Luther Mcintyre, Canak, Lost
Hope, Miral and dozens of other such hell
holes. The army list which follows is
referred to as a Deathworld Vetaerans army
list so that players can also use Deathworld
reagimants of their own invention. This
allows you to devise your own colour
schemes, history and background for a
Deathworld Veterans army. You may wish
to adapt the rules for the jungle
environment in this book to create a
different type of deathworld for your
regiment, such as the polar deserts of
Luther Mcintyre or the methane swamps of
Miral.

WHY COLLECT A
CATACHAN ARMY?

The Deathworld army list can be used in
twa ways. Firstly to add units of Deathworld
Veterans to a standard Imperal Guard
force. This represents a Deathworld
Veterans army that has been at war for a
considerable period of time and has been

moved from one war zone to another, being
combined with elements of other Imperial
Guard regiments along the way

Secondly the list can be used to field a
‘pure’ Deathworld army, representing a
force that has been recruited more recently,
It i5 a relativaly lightly armed force which
uses its skills In jungle warfare to balance
its lack of big guns or tanks.

While Deathword lroopers are better than
the average Imperial Guardsmen, their
greatest strength lies in their ability to move
through jungles unhindered and lay booby
traps and ambushes to confound their foes,
Deathworld troops can uwse the dense
terrain of the jungle to cover them as they
strike and then fade back into the terrain
before the enemy can muster a reasponse.

Visually, a Deathworld Veterans army Is
great for players who like a hard-bitten elite
force made up of rugged individuals. With
no tanks or complex uniforms to worry
about, all you have to master are the basic
technigues of painting tanned flesh and
combat fatigues. For the more advanced
hobbyist there are ots of opportunities for
creating different camoufiage schemes and
converting miniatures as part of the
Deathworld Veterans force.

WHAT’'S IN THIS BOOK?

Codex: Catachans s split into the following
sections, each of which deals with a
different aspect of collecting and gaming
with a Deathworld Veterans army.

The Army List. The army list in this book is
supplameantary to the army list in Codex;
Imperial Guard. It gives the special rules,
weapons and unigue troops available to a
Deathworld Veterans forca.

Collecting and Modelling a Catachans
Army. This section is packed with advice
and tips on how to set about collecting a
force of Deathworld Veterans, tactics to use
in battle and how to paint your miniatures
and create jungle terrain for your battlefield.

The Catachans. The final section tells you
how to set up terrain for a jungle battlefield.
It also contains additional information about
the world of Catachan, specialist jungle
fighting techniques and Imperial reports on
Catachan eguipment, Two Catachan
special characters, Sly Marbo and Colonel
‘Iron Hand" Straken are also included for
you (o use in your battles,
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he following rules allow you to create a 'pure’
Deathworld Veterans ammy or include Deathworld
Veteran units as part of an Imperial Guard army.

CATACHAN UNITS IN
IMPERIAL GUARD ARMIES

The following rules apply to Catachan units in a standard
Imperial Guard army:

1. Any Catachan unit or character may be upgraded to a
Deathworld Veteran at a cost of +3 pls per model
Deathworld Veterans have +1 Weapon Skill and also receive
the abilities described in the special rules that follow.

2. Catachan Command platoons may include 0-2 Assault
teams (see the army list lor details) as part of the platoon's
complement of heavy weapon squads

4. The army may include Deathworld Sentinel squadrons as
Fast Attack choices (see the army list for details).

4, The army may include Catachan Devils sguads andior
Deathworld  Veterans Snipers as Elites choices,
IMPORTANT: When included in an Imperal Guard army
these units are not allowed 1o set up in ambush (though they
can infiltrate in scenarios which does allow for infiltrators to
be used).

SPECIAL RULES

Deathworld Veterans

Some Catachan units can be upgraded to Deathworld
Veterans. The following rules apply to these units:

+« Deathworld Veterans count woods or jungle tarrain as clear
terrain for the purposes of movement, including for
advancing after an assault or falling back

* Deathworld Veterans receive a 4+ cover save for being in
woods of jungle terrain.

» Deathworld Veterans who dont move in the movement
phase may see and shoot through 12* of woods or jungle
terrain, rather than 6" as would usually be the case.

+ Deathworld Veteran units may infiltrate as described on
page 134 of the Warhammer 40,000 rulebook. They may
only do this in missions that allow infiltration and only if they
use their ability 1o infiltrate to set up or move into woods or
jungle. Thay may only use this ability if on foot; players that
havae Catachan Rough Riders or Ammoured Fist squads may
not use them to infiltrate.

DEATHWORLD VETERAN ARMIES

The following army list can be used to create a Deathworld
Veterans army. All units in this army have the Deathworld
Veterans skills described opposite, The army is not allowed
to take any vehicles other than Sentinels and can only
consist of units from the following army list.

JUNGLE TERRAIN

The Deathworld Veterans army list has been designed for
when troops fight in jungle terrain, It has a number of
advantages over other armies in such terrain which have
been taken into account in the points values charged for the
modeis in the army. In particular you will find that the cost of
flamers and heavy flamers is very high, as these are deadly
weapons in the hands of Catachans in such terrain. This
doesn't stop the Catachans fighting in normal terrain (after
all, sometimes they do have to leave the jungle!) but you will
find they are at a disadvantage when they do so.

The rules for Warhammaer 40,000 battles in jungle terrain are
included alter the army list. Due to the special rules and
conditions that apply, you should let any opponents know in
advance that the jungle rules will be used and let them read
through the rules so they know what to expect. It you don't
then the battle is fought in normal terrain.

CATACHAN WARGEAR

Catachans may use the wargear described below. Any
equipment not covered here uses the rules in Codex:
Imperial Guard and the Warhammer 40,000 rulebook.

Demolition Charges
A model armed with a demolition charge may use it in the
shooting phase instead of making its normal shooting attack.

IMPORTANT: Only one model per unit per tum may use a
demolition charge; if a unit has two or more models with
charges, only one demelition charge may be used per turn,

Demalition charges have a range of 6". The attack is treated
the same way as for an ordnance attack, except that the
model throwing the charge can move on the turn that it
throws. Place the large Ordnance Blast marker as you would
normally and then roll to see if the charge scatters (due to its
extremely short range a demolition charge is almost as
dangarous for the user as it is for the targst!),

Demalition charges are one-shot weapons. If a model uses
his demolition charge and survives, replace him with a
Catachan model armed with a lasgun. If such a model is
unavailable, the model is removed Instead (he dusts himself
down and heads home for a well-earned grox burger!).

Weapon Range Str AP Notes

Demolition Charge &" 8 2

Ordnance
May move and fire, one shot only.




Points/Model

Colonel

Captain 5 4 3 5+
Deathworld Vet.

Squad: The Command HQ consists of one OHficer and between two and four
Deathworld Veterans,

Weapons: Lasgun, or laspistol and close combat weapon,

Options: Up to four Deathworld Veterans may be armed with one of the following
each: flamer at +12 pts, plasma gun at +12 pts; meltagun at +12 pts;
grenade launcher at +6 pts. Two of the Deathworld Veterans may be formed into a
weapons team armed with one of the following heavy weapons: heavy bolter at
+10 pts; missile launcher at +15 pts; heavy flamer at +15 pts; mortar at +15 pts.

The entire squad may be equipped with frag grenades at +1 pt per model

Officer: The Command HQ is led by a Captain or Colonel. The Officer is a character
and may be given additional equipment from the Imperial Guard Armoury.

Medic: One Deathworld Veteran may be upgraded to a Medic at an additional cost of i o rﬂn;nbenrr :s us 1I1Hx-
3 L " : 1 electe 5 men, He

+10 pts Th_e Medic receives a medi-pack (see the Wargear section in . b uﬂaﬂammwn;’ |Iwnm e

Codex: Imperial Guard, page 8). A kwarrior, the headman of the

sattlemant from which the
Comm-Link: One Deathworld Veteran may be given a comm-link at +15 pis. Company was recruited or
perhaps the patriarch of an
extended family which has sent

"> many of its men-folk to join the
SPECIAL RULES ranks. Discipline is maintained
Deathworld Veterans: All models in this unit are Deathworld Veterans as 1 through trust and F'E‘E'Fi"—‘ﬂ rather
i i I : than by rank and Deathworld
described in the Special Aules section at the start of this army list (points for the Velerans take pride In the fact
upgrade have already been included above). that their officers share with

ham every danger and

Leadership: Any unit from this army within 12" of a model in the Command HQ ", hardship.
may use the Command HQ Officer's Leadership for all Morale and Pinning tests.

5

The inhabitants of
. deathworlds are
N fiercely independent.

COMMISSARS - SEE CODEX: IMPERIAL GUARD

Outsiders have

N difficulty earning thei i,
SPECIAL RULE particularly Can?missrarr:i?r?n
Oops, Sorry Sir: Deathworld Veterans resent strangers telling them what to do w. == come on all high an' mighty",
or threatening their friends so Commissars have a very difficult time maintaining e
control, They also suffer a disproportionally high number of ‘accidents' when disapproval and for this
serving with Deathworid troops. Roll a D6 for each Commissar before setting :F“'r FE'E:;"?:'"'S IE“_“:"_E'? m
them up (roll fn_r madels in reserve when they deploy onto the table). On a roll c't?m‘:;i;;',:’t‘:;;n’?h*;:e ot
of 1, the Commissar has met with an unfortunate accident and cannot be used. ~ other, more clvilised worlds,

T e

! .f,’tif;: run ﬁ mﬁaﬁi the size n{ I:ﬂtla:‘. tanks, thrr:: men dm& Imm E}rcmt last w:::k I've sweat
¥ caough to fill a lake, my boots got s & sink-swamp and the trces are so thick in
* squeze between them. f.%m help me. 1 love pclat,:!
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Deathworld Veteran
regiments include
squads of warriors

ional aven by

the axacting standards of thair

birth world. In Catachan

regiments these are called

'Catachan Devils' in reference 9

to their famous kill-knives and &

the voracious predators of their 4

world.

Designer’s Note
We have included
Catachan Devils to
allow players fo practize

PointsModel | WS BS S T W | A Ld Sv
Catachan Devil 13 4 q 3 a 1 3 1 B 5+
Veteran Sergeant 23 4 4 3 3 1 3 2 B 5+
Veteran Officer +48 5 4 3 3 3 4 3 8 5+

Squad: The squad consists of one Veteran Sergeant and between four and nine
Catachan Devils.

Weapons: Lasgun and frag grenades.

Options: Any model may have one of the following weapons in addition to, or instead
of, his lasgun: autogun at no additional cost; close combat weapon and laspistol or
autopistol at +1 pt; shotgun at +1 pt. Up to three models may have one of the following
weapons each: flamer at +16 pts; plasma gun at +12 pts; meltagun at +16 pts;
grenade launcher at +6 pts. The squad may be armed with krak grenades at an extra
cost of +2 pis per model.

Character: The Veteran Sergeant may be given extra eguipment from the
Imperial Guard Armoury. He can choose equipment usually only available to Officers.

Veteran Officer: The squad may include one Catachan Devil Officer at an additional
cost of +48 pts. He carmes a lasgun, or a laspistol and a close combat weapon, and
may be given additional equipment from the Imperial Guard Armoury.

their skills at making a
really unigue and
individual unit. We won't
be making modsls to
raprasent many of the
options allowed fo a
Devils squad — it's up fo
you to convart the
models yoursed,

SPECIAL RULES

Deathworld Veterans: All models in this unit are Deathworld Veterans. See the
Special Rules section (points for the upgrade have been included above),

Ambush: Catachan Devil squads can set ambushes as described on page 20.

Hardened Veterans: The squad has the Hardened Fighters and Steadfast Battle
Honours. See page 163 of the Warhammer 40,000 rulebook for details.

DEATHWORLD YVETERAN ASSAULT TEAM

Points/Model | WS BS S T W | A Ld Sv
Deathworld Vet. 10 4 3 3 3 1 3 1 7 5+
Veteran Sergeant +10 q 3 3 3 1 3 2 8 5+

Formed from the
bravest of the

e

thi fight directly 1o the
Thay bear the brunt of
" ombat which often
n jungle fighting and ¥}

Squad: The squad consists of a Sergeant and three to six Deathworld Veterans.
Weapons: Lasgun and frag grenades.

Options: Any model can have a shotgun, or laspistol & close combat weapon, instead
of a lasgun at no extra cost. Up to three models can have one of the following each:
flamer at +12 pts; meltagun at +12 pts; plasma gun at +12 pts; demolition charge at
+10 pts. Two models may form a weapons team armed with a heavy flamer at +15 pts.

Character: The Sergeant may be upgraded to a Veteran Sergeant at a cost of
+10 pts. He may choose extra equipment from the Imperial Guard Armoury.

. eavily armed with
demaolition charges, flamefs,
meltas and plasma guns.

SPECIAL RULES

Deathworld Veterans: All models in this unit are Deathworld Veterans. See the
Special Rules section (points for the upgrade have been included above),

Gung Ho: Deathworld Veteran Assault teams fear nothing. They may re-roll
falled Morale and Pinning tests and can try to regroup even if below half strength.




ATHWOI
Points/Model
20

LD VETERAN SNIPERS
WS BS S T W I A
4 3 3 3 1 8% 1

Ld Sw
T 5+

Sniper

ELITES

Loners: You may include up to three Deathworld Veteran Snipers as a single Elites

choice. They da not form units and are set up separately (see Special Rules below).
Weapons: Sniper rifles,

SPECIAL RULES

Deathworld Toxins: Deathworld Veteran Snipers use the deadly toxins found on
their homeworld. They may re-roll a failed roll to wound when using their rifles,

Deathworld Veterans: Deathworld Veteran Snipers are Deathworld Veterans as
described in the Special Rules section at the start of this army list (points for the
upgrade have been Included above).

Ambush: Deathworld Veteran Snipers may be set up in ambush as described in
the Special Rules section at the start of the army list.

Camouflage: Deathworld Veteran Snipers have a 3+ cover save in woods
or jungle terrain.

Disappear: You may never move a Deathworld Veteran Sniper model. During
your movement phase you may remove the model, representing the Sniper
merging back into the shadows so he can fight another day. Once ramoved, a
Sniper may not retumn to the battlefield but doesn't count as having been killed
for victory point purposes. Deathworld Veteran Snipers can't claim table quarters
or other objectives and don't have to be killed for an attacker to win Meat Grinder.

Deathworld Veterans
racruit ther own
snipars from amongst
; their finest marksmen.
e &alhw-::rld sniper will take
pogition hours, or even
ys, before a battle to find the
dbest spot in trees or among
roots and wil conceal himsel
“e=fully before the enemy draws
near. Cancentrated sniper fire
can throw enemy units into
complete confusion, the snipers
being almost impossible to spol
in the dense jungle canopy.

~

DEATHWORLD INFANTRY PLATOON

Infantry Platoon: 1 Platoon Commander
2-5 Deathworld Veteran Infantry Squads

0-1 Fire Support Heavy Weapons Squad

Platoon Commander

Points/Model WS BS S T W I A Ld Sv
Lieutenant 20 4 3 3 3 1 3 2 a 5+
Captain 35 5 4 3 3 2 3 3 8 5+

Weapons: Lasgun, or laspistol and close combat weapon.

Options: The Commander may be equipped from the Imperial Guard Armoury.

Deathworld Veteran
platoons are
organised differently
to mormal Imperial
Guard platoons. They don'
have a Command Sectlon bul

SPECIAL RULES

Independent Character: The Platoon Commander is an independent character.
He may only join units from his own platoon.

Leadership: Any Imperial Guard squad within 12" of a Platoon Commander may
use the Commander's Leadership value for all Leadership tests,

Comm-Links: Once per tum the Platoon Commander may use the comme-link of
a squad he has joined to communicate with one other squad equipped with a
comme-link. This squad may use the Commander’'s Leadership value, aven if it is
maore than 12" away from him.

instead the Platoon Commander
fights alongside the infantry
squads in the

gth of ten
5 because
thwarid BNE operate
_alone for extended periods of
¥ time-and so casualties cannot
r,,__he replaced very often.
¥
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TROMPS

Deathworld Veteran Infantry Squad
Points/Model WS BS S T W I A  Ld Sv

Deathworld Vet. 8 4 3 3 3 1 3 1 7 5+
Vet. Sergeant +10 4 3 3 3 1 3 2 8 5+

Squad: The squad consists of one Sergeant and between five and nine Deathworld
Veterans.

Weapons: Lasguns. The Sergeant may exchange his lasgun for a laspistol and close
combat weapon at no extra cost.

E':E;’;:D;if: 'u";at“ﬁ‘e Options: Up to one model may be armed with one of the following: flamer at +8 pts:
bulk of a jungle - JF = - plasma gun at +8 pts; meltagun at +8 pts; grenade launcher at +4 pts. Two of the
B fighting force. They Guardsmen may be formed into a weapons team armed with one of the following
are lightly equipped so they can hes h 10 ol 1 SO , "
move gquickly through thick eavy weapons: heavy bolter at +10 pts; missile launcher at 415 pts; heavy flamer at

vegetation but still make use of | 15 pts.The entire squad may be equipped with frag grenades at +1 pt per model.
v weapons when the £ 5 4
T a——— T One model may be equipped with a comm-link at +5 pts.

Character: The Sergeant may be upgraded to a Veteran Sergeant for
an extra +10 pts. A Veteran Sergeant may choose additicnal egquipment from the
Imperial Guard Armoury.

Fire Support Heavy Weapons Squad
Points/Model WS BS ] T w I A Ld Sv
Deathworld Vet. 9 4 3 3 3 1 a 1 7 5+

Squad: The sguad consists of between one and three weapons teams, each
consisting of two Deathworld Veterans.

Weapons: Lasguns.
Compared to a ; .
s.anj_,rd Imperial 3 Options: Each weapon team must have one of the following heavy weapons each:
Guard force, heavy bolter at +15 pts; autocannon at +25 pts each.
deathworld heavy
wWeapons Equﬂ-ﬂﬁ. Are rare,

The weapons’ bulk and weight 1" 4
of thelr ammunition : ¥ SPEE]AL nmn

hes
SEM CINRRCILIR Boh T : Deathworld Veterans: All models in the platoon are Deathworld Veterans as
‘r-l:;:r1r:"|]1:..~lr_!:,'-s. t.hr_! firepower =2 described in the SFIECF-HJ Rules section at the start of this army list {Pfﬁﬂtﬁ for the

of heavy bolters and auto- upgrade have been included above).
cannons can be decisive in Y
close foughl jungle battles.

0-1 OGRYN SQUAD - SEE CODEX: IMPERIAL GUARD

Note: Ogryns don’t count as Deathworld Veterans for the purposes of the rules,
and therefore can’t infiltrate, move through jungle as if it were clear terrain, etc.
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DEATHWORLD SENTINEL SQUADRON

Points/Model | WS BS S Front Side Rear |
Deathworld Sentinel 50 4 3 5 10 10 10

Type: Walker, open-topped
Squadron: The squadron consists of between one and three Deathworld Sentinels.
Weapons: Each Deathworld Sentinel is armed with a heavy flamer.

Options: A Deathworld Sentinel may have any of the following: armoured crew
compartment, camo netting, extra armour, hunter-killer missile, improved comms,
searchlight, smoke launchers. Each Sentinel is fitted with rough terrain modifications.

SPECIAL RULES

Rough Terrain Modification: All Deathworld Sentinels are fitted with rough
terrain modifications. These allow them to re-roll the dice for how far they move
through difficult terrain.

Chainsaw Warriors: The mast common type of rough terrain medification used
by Deathworld Sentinels is the chainsaw attachment. Deathworld Sentinel
crewmen quickly leam how useful the chainsaw is in close combat. This is
represented by a +1 attack bonus (this is included in the Sentinel's profile above).

Note: Deathworld Sentinels don't count as Deathworld Velerans for the purposes
of the rules and therefore can't infiltrate, move through jungle as if it were clear
terrain, etc. Also note that the Scout rule from Codex: Imperial Guard does not
apply to Deathworld Sentinals.

ATHWORLD VETERANS PATROL

Points/Model | WS BS S T W | A Ld Sv
Deathworld Vet. 10 4 3 3 3 1 3 1 7T 54+
Veteran Sergeant +10 4 3 3 3 1 3 2 8 5+

Squad: The squad consists of one Sergeant and three to five Deathworld Veterans.

Weapons: Lasguns. The Sergeant may exchange his lasgun for a laspistol and close
combat weapon at no extra cost.

Options: Up to one model may be armed with one of the following: flamer +16 pts;
plasma gun at +8 pts; meltagun at +8 pts; grenade launcher at +4 pts.

The entire squad may be armed with frag grenades for an additional +1 pt per model.

Character: The Sergeant may be upgraded to a Veteran Sergeant for an additional
cost of +10 pts. The Veteran Sergeant may choose extra equipment from the Imperial
Guard Armoury,

Deathworld Veterans: All models in this unit are Deathworld Veterans as
described in the Special Rules section at the start of this army list (points for the
upgrade have been included abova),

Ambush: Deathworld Vieteran patrols are able to set ambushes as described on
page 20.

d 4 Due to the Impa :

s § terrain they fight in,
Y Deathworld Velerans

- use no vehicles othar

K
than the hard ntinel scout

walker, Semtinels are used as
roving hunter-killer units,
utllizing heavy flamers and
& to obliterate knots of

e, Deathworld
Sentinels are heavily modified,
boasting extra armour,
camouflage and other
innovations.

penatration raids
I‘.chlnd enamy lines, They
out the terrain and locate 1
precise position of the enemy,
Before the main fo
in battie, patrols will
ambushes and lay I:-', 1r1p"
whera they can do the most
harm.

I f‘ eathworld Veteran
x patrols are formed to
maka long range
SPECIAL RULES




Martars are greathy
favoured for use In
jungle fighting. They

hawve the abllity to rain
fire upon the foe while the
Mortar crew stays far backs
among the enshrouding jrees
This makes them an invaluableg
weapon bacause, unlike hoaw ®
bolters and autocannons,
marlars can support the widely=
sprioad Deathworld Veteran
squads despite the close
terrain. Barrages of mortars are-wy
also useful for pinning down
enemy units and enabling
Deathworld Veteran squads to
outmanoeuvre them,

In the jungle, even the

slightest scratch can # ©

prove to be fatal as 2
necrotic bacteria
swarm in to putrefy it
Deathworld Veterans take
advantage of these harah
conditions by rigging traps
from natural materials on the
battiefield such as vines and
tree branches. They also use a
variely of specially buill devices
to creale "Davil's gardens” -
argas where the most
Innocuous looking mound of
leaves or free root can conceal | |
a shredder mine or plasma :
charge.
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REAVY SUpRORT . 7

Points/Model | WS BS § T W
Deathworld Vet. g ] 3 3 3

Squad: The squad consists of batween one and three weapons teams, each made
up of two Deathworld Veterans.

Weapons: Each member of the squad carries a lasgun. Each weapon team is armad
with a mortar at +40 pts each

SPECIAL RULE

Deathworld Veterans: All models in this unit are Deathworld Veterans as
described in the Special Rules section at the start of this army list (points for the
upgrade have been included above),

Paints Str AP Motes
Plasma Charge 20 7 2 See below
Shredder Mine 20 3 5 See below
Spring Mine 25 4 6 See below
Trap 10 3 6 See below

Placement: You may include up to three booby traps as a single Heavy Support
choice. Each booby trap you take allows you to booby trap a 1' square area. The
booby traps you take may be set up in the same area or split between different areas,

SPECIAL RULES

Set-Up: Booby fraps are set up using the special rules that can be found on
page 21.

Ignore Cover Saves: All booby traps ignore cover saves.

Pinning: Any unit that suffers one or more casualties from a booby trap
must test for pinning.

Plasma Charge: The model that triggered the charge is hit automatically.

Shredder Mine: The mine is located DE" away from the model that triggered it,
in the direction indicated by the arrow on the Scatter dice (note that the ‘hit’ face
has an arrow on it for this purpose as well). The player who laid the mine may
place the Flamer template with the narrow end at the location of the mine and
position it in such a manner that the model who triggered the shredder mine is at
least partially under the template. Any models touched by the template are hit
automatically.

Spring Mine: Place the large Ordnance Blast marker so that the central hole is
over the model which triggered the booby trap. Then roll for scatter in the same
way as you would for ordnance, Any models that are fully under the Ordnance
Blast marker are hit automatically, and any that are parially under the Blast
marker are hit on a 4+,

Trap: Place the small Blast marker so that the central hole is over the model that
triggered the device. Any models fully under the Blast marker are hit
automatically and any partially under are hit on a 4+,




WHERE TO BEGIN?

ara g appros as W CE
herea are two approaches you can

take to collecting an army of
Catachans. Firstly, you can field an
Infantry Company army chosen using the
army list in Codex: Imperial Guard,
without any special rules at all. This is a
‘normal’ Imperial Guard army which
includes Catachan Jungle Fighters
miniatures. In addition to this, you can
add some Deathworld Veterans units

from this Codex to creale a combined
force. Alternatively, you could field a
Deathworld Veterans army using just the
army list given earlier without any tanks
or the more specialised Infantry
Company units, However, it does include
booby traps, ambushers, etc. In time,
your collection of models will probably be
large enough, with enough diversity of
units, to allow you to field any of these
differant army types.




There are a number of specialised units available to a Deathworld Veterans army.
For the greatest chance of victory, it's worthwhile learning to use these highly
trained fighters to the best of their ability.

tha
- Deathwo
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Deathworid Vel m and |

Tha Santin ha only armoured support 8 Deatfiw Valarans anmy has an
2 tham, Al mhitly armoured, the Se




" PAINTING AND MODELLING JUNGLE FIGHTERS

Painting skin is an important part of putting together a Catachan army and there
are lots of different ways you can do it. Here are two examples of painting skin
for you to try. Adding camouflage really helps to link your models to your terrain.

2 tn bath of the examplas shown here Dwarf Flesh and Chestout ink have been used
over a different undercoal. The colour of undercoal greatly affects fhwe farne af the
skin colour

Painting over a white undercoat

1. Pairt the skin Dwarf Flesh all over the undencoarl,
2, Wash complately over tha top with Chesinud ink

: A whiite undercoal makes for 8 fghter skin colour

g
% Painting over a black undercoat
1. Paint the skin Owar Flash over the undercoal, leaving the deepest recasses af
J the muscle black. This lghlights the detail of the muscles
2, if you wan! o, you can make the black shadows appear lass harsh by painting
a fittie Chaestrul Ink inlo the recesses

Lising black as the undarcoat creates & darkar skin fone

PAINTING AND MODELLING CAMOUFLAGE

Camouflage is an important element of a jungle colour scheme. Start to paint a basic
camouflage scheme with a light colour and overpaint with a darker camouflage pattern on
top (you can paint progressively darker colours on top for multiple colour camouflage
schemes it you want). As well as painting camouflage onto cloth, you can also paint
camouflage onto skin as well.

Anather way of camouflaging your miniatures is to stick foliage onto them. These examples
show how to create the effect of twigs and leaves wrapped around guns or stuck into
bandanas

Alumiiauwm mesh was cut and wrapped round the asgun Door matting was cuf and gived into holes drilled info the
Once painted brown, amas of the mesh wer painfed miniature's bandana. The strands wera cul cown and
with PVA and then dipped in flock, flocked. The leaves were washed over with Graen Ink,

| Modal fofage was comivned

Cut follage from Fine sponge called A amall Slome was used with gand, gravel and slafic

i modal trea Coarze Turf was soaked to create the trunk of a grass, available from model
rr PVA and flocked ‘Coarse Tur" bush, shops,



CA T AﬂHAN COMPANY ORGANISATION

lﬂwugh mlnd as regiments, most armies from Catachan operate on a company-level basis. They
fight aimost 8s autonomous formations, with anly oceasional guidance from hlghar mmmandimm
Th; Culunﬂ 5 Gnmpnmr is ;ulnrred to as lhn ﬂummand Gumpm'.r. i

o B T =

NOTE: Salid brdors indicate campuisery units,
: Daited borglars dndicata d,uliaw.l Lrits. :

—_———— e -

'L PLA FOON | . PLATOON | ¥ pLATOON

E‘ah‘ﬂlﬂ B squads sbaciass i mmgmaay rw
v e lerdt Plataon Gammanmmm & Command Saction, bl join indiiduel sgtads on dir Jndapmdanthﬂarﬂ ; :
’ ‘Smp#u'm mairiain dhcitedg Par.rnf aqtm witille mast will break up infantny squads.info patrls as and w.lgeq 'n'my .wa nudpd

CONVERTING DEATHWORLD VETE llANb

e Ty —F = E Al the Games Warkshop siudic iofs of ,l_lml.l;;-.'.u have bean pairding
R and converting their own Deathworld Veterans: The plasiic
g gre greal for ren '_J'l:.'.lllr.'i.I_ .1.'.:.lr.!|r_.._.'_l.;|.'.ly Wit parts frovm
: modals, Whanaver you put r.'.-_.f,lr?r.'1|=.~.' yaur modals
culd alwaps save unused pleces. Most exparienced
modelars have a bils box full of these parta, Altematively pou

can always oraer spacific BIs pou need frorm Mail Order,

Haavy famer conversions by Andy Chambers and Gav Thorpa

-
-

Gordon Davidson personafised
oops and officers with

Darts fram his bits box

Gaw mada a dermoiifion charge by
cutting the asnal off 8 comm-link

Dave Thomas has
modeited a sguad of
Catachan Devils
LIS Wanouws axtra
hits, fncluding
Necromunoa
weapans and
Mardhaim heads




[ e ~ MAKING JUNGLE TERRAIN

So far we've talked about the Deathworld Veterans themselves, but now we're
going to look at the terrain they'll be fighting through. On the following
pages you'll find a selection of ideas and technigues for making jungles.

Grean Flock

There s always a comprowmise fo be
made when making any type of ferain -
how good it iooks comparad fo how easy
it 13 fer fight over. This s never more
pronounced than with woods and
,Iurrgl'r?ﬁ‘_ bacausa while yol can make greal
lookitg tevrain pieces full of rees, bushes,
vimas and s0 an, if may be vinually impossible
fo play aver. This is because pou nesd fo be able o move mindafures 7 and
around the lerraim to make tha most of if and the maore details an the farrain,
fhe fess room for mirdatures. When you draw the compramise s up o you,
but there are several suggestions on these pages

Small Pebhies

Plastic jungie lrees can be giued o
thick bases and then flocked, Large
clumps of reas mounfed on bases
ook really great but they do have a
Soupie of drawtacks &5 wai,

For a start you cannol change the
sizg and shape of large basas o it in
witfi other ferrain fealuras, which
may make Mhem awkwand o place
on occasion. I i also hard fo 0t
models belweean the lrees, lBading o
much poking around with range

Brown Flock

rulers fo gel the models in the night

posithons, Having smaler clumps of
trees, but more of them, s the besi
Soiufian

The photo [right] shows some
Jungle made out of plasiic aguanum
plants. These have greal modaling
potential as they can be owt fo
differani shapes and sires, are
bendy enough for you fo wedge
figuras o thewn and some dan’l
even require painting. There's more
about modaling frees ovanaal

This smiky alian caclus
(made from a rough ball of
polystyrens with cockfall
shers pushed nfa i) shows
how indivigdual plants can
b made o aokd vanedy and
an exatic afen slement fo
your lesrain colfiection

Agquanivm plamns

Ready mide
frees availlable
frovm Games
Wiorkshop,

Lictvan ls avalabie in & varely of
colours, winch can easily rapresent
differant kinds of jumgle plants,




Nigel loves to build all his
own terrain to fight battles
over and makes his trees out
of all sorts of everyday items,
junk and rubbish. He's got
lots of ideas about how to
; make trees ook a little
' different which you can use
| to add special touches to
your own jungle.

Once he's twisted together
some wire to make his basic
tree shape Nigel decides how he wants it to look. For instance, he might just paint straight
over the twisted wire it he is in a hurry or wind bandage, wire, tape or string around the
trunk te create a different texture. Nigel says, "If you want to use bandage to texture your
trees, you will need some narrow lint bandage. You can soak the strip of
bandage in a variety of mixtures, including PVA, plaster or watared down
filler, Whatever mixture you use, it needs to be fairly watery. When the
bandage is soaked, wrap it round the wire trunk and leave it to dry.” Nigal
likes to glue the root wires of his tree onto a base of some kind: stiff
card, cork liles or sheets of polystyrene. When the tree is securely
stuck on its base, Nigel spreads the ‘leal’ wires and bends them so

that the leaves curve over realistically. "To make the leaves draw a
series of rough ovals onto paper about the same length as the
branches and cut these out. If you want, cut a series of diagonal lines
into the leaves (be careful not to cut the leaf in halfl). Paint the
leaves Dark Angels Green and highlight with Sunburst Yellow. The
leaves are glued onto the tree branches using superglue.”

Andy Chambers uses
miliput fo mods the bark
on fig wire frees,




‘" .~ JUNGLE BATTLEFIELDS

Balow are just two examples of the many different ways you can represent
and arrange jungle terrain on the tabletop. Also included are some brief
tactical notes on how to use the jungle to make the most of the unique skills and
weapons of your Deathworld Veterans.

Lichen has been used to show Jungle HI — Linits an the bl can see dowr into the ciearing An Assawl! team les o wall, If the
where ihe jurmgle ends and where This makes it & good spot to place Fire Suppot squads, so enemy attesmpts o cross the
ciear terrain sfars. they can use their long rangs weapons fo ast the anamy; clearing, thay can How tham apant

with thair dermalifion charges,

Owergrown Ruing —
Thase are difficult
farrain

This Martar squad s
depioyed far back,
bacauss If neads na
lire of aight to fire on
fhi¢ @rméarmy;

Tranls - Sand and lchen
has bean usad o show
wheva the lrails lead, L_
EY

Jungle Straam - Lichen

This squad’s heavy weapon has
shows wheva the Jungle

Clearing = Units in ihe clearing can teen sited fo fire down the length of

targed the jungle hil the opposite trail stops arr he banks.

Semtlemant — A clearing has been added Sattiprmartis make pood strongooints for
fo the seftisment io create a 6" ring of the enamy. Squads with heavy flamears ara
open grownd around the bulldings good for negating fhedr cover
Barran Hill = You could use
- a focked hill without any
1 rraln

Thesa tralls are representad i LS NN T 00
by commenciatly avaiablie

rubbear sinips | [ .

‘"
"

Thiz sniper is using the

Ogryns move mova sy
trail to make the most of

along frais than through

the fungle, I the long range of his
l sniper mffe.
| Mufti-caioured Rock known as scatter
o i Ambushing squads armad with
e L et Oy b Hamers ars deal or atacking
| g i a e J:m‘ ’:a r the enamy as thay move fn
sanding units through hara. narow formaftion along a frail,

For convervance we've shown x4’ tabies but a jungle battlefiald can be any siza



SHOWCASE

Here are some more great examples of modelling
and painting Deathworld Veterans.

.\-"

Be Tolstrup has made a greal Cafachan Rough Rider Deathworid Velerans Caplain
usirg a Dark EY Cold One

Deathworld Velerans Snipar
by Bo Tolstrup

by Anthony Bath

—
T
s

Michaal Parmy's large scale Catachan Jungle
Fighter painted by Mike Mcley. Michas!
scuiphed this speckal modal for the Opar

Categon: of Golden Deman 1596




his section of Codex: Catachans contains additional

information about the fearsome Jungle Fighters. You
will find rules for using ambushes and deadly booby
traps to make your opponent regret ever stepping into
the bush, along with a set of jungle terrain rules,
including a new random terrain generator,

CATACHAN KNIVES
(see also XXVIF56 Catichan & CCVIMIZ2 Catachun rifles)

A knife s oot oaly o ool and wespon of o Catschan fighser bus abm
1 mark of his status. The steel alloy waed for these knives i caly {oand
on plinct Catschan. A well-honed Catichin blade ‘will wot rust ind it
edge will be keen even after continuous wse

Canichan kmives are highly walued aad sought after theoughout the
Imperium, Many counterfeit copies are sold by roammsg rogie traders,
bat the only sure way 1o get an astheotic Catschun knife » to take it
from 3 Catechan This = ot sy, as the Catachans plice & tremendons
wiluz om their kniven [t is said that @ Catachan will rather give up his
pight arm than bis koife

Each Catschan Juagle Fightes lesrms the crdt of making ksives from
his parents and making your own knife i conmdered ane of the tests
af sdulthood While the basic design of the kmives remain the same
there are subrle varists berween family groups asd individuale depeadany
on the height and prefecences of the nser.

CATACHAN FANG
Messaring wp to 2 inchies of gleaming wteel, the Carschan
Fisg is the most commos type of the hnifs wsed by the
Cataschan  reguments. Equally wieful for curting  your  way
thoough juagle or & deviast Eldar the Canchan Fang s
renremed thrughout thousands of star systems. é |
This knil ia also used far setlmg déiputes hetween Catachans,
Usually, one kaife is placed in the centre of 2 (ighting pit snd
J
By

ek ST o

the combutunts must each strive to get hold of the knile The
duel ends when one fighter draws blood. though this can eftea
mesn desth-as well.

NICHT REAFPER

Simaller than ather typical designs. the bisckesed blade of the
Might Reaper o cspecially suitable for infiltranon and might
missions when light reflecting from 2 blade can meus the
differeace berween life asd desth,  The blade smell
trisngular, so any woumnd caumed by the Might Reiper
unlikely to clot o hesl. Catachans are alsn known fo paisos
these knives using one of the muny venoms native to their
inhospitable planet.

Also contained in these pages are numerous pieces of
background information about the Catachans: their
hemeworld, thelr weapons and their fighting abilties, Two
famous individuals from Catachan history, Sly Marbo
and Colonel ‘lron Hand' Straken, are detailed later,
including rules to allow you to use them in your games,

CATACHANS SUMMARY

WS BS S T W | L.} Ld Sv
Cagptain 5 4 & | 2 3 a a8 B+
Catachan Dol 4 S e 1 3 1 B G+
Cat. Dewil Officer 5 4q 3 k| 3 4 3 8 5+
Cat. Dewvil gt 4 q 3 3 1 3 2 8 5+
Codanel 5 4 k| 3 3 4 3 8 5+
Commissar 4 4 3 F g 4 3 0 5
Deathworld Vel 4 e a 3 1 3 [ T B
Deathworkd V. 851, 4 3 3 3 1 3 2 8. 5+
Liautenant 4 a K| 3 1 3 2 B 5+
Ogryn 4 3 5 4 3 3 2 B 5+
Sniper i 3 3 3 1 3 1 T B

Armnour
WS BS & Front Side Rear | A

Sentinal A 3 5 10 10 ] 3 12
Booby Traps S5tr. AP Motes
Plasma Charge T 2 Hits automatically
Shreddar Ming 3 5 LUses Flamer template
Spring Mine 4 ] Uses Ordnance Biast marker
Trap 3 6  Usessmall Blast' markar

The rules for the different types of booby rap can be found on page §
of this Codéx
Catachan Wargear Range S AP  HNotes

Demaolition Charge & a 2 Ordnance. May move
and fire. Cne ahof cnly.

Weapons Summary
Refer ta the Impenal Guard surmmary: page 7, Codex: Imparlal

Mamed after the learsome predutor of the Cutschan junglen.
this in the largert type of the mriditiieal knives af Catachan,
Asywhers between theet sod fout feet long, the Devif's Cliw
it closer fo & sward than o knife It is weed muinly en the
buttlefield i close quariers and it hes even achisved o
fesrsome repuitatiog gmoogst Crks whe call o D Corea’
The Bade itsell @ bollow aad Ball filled with mereary 1o
give i grester wwinging power. Power swords' wielded by
senioe members of the Catachan regiments arc aften indentical
in dewgn 1o the Dhevil's Clow

{Excerpt from the Anss and Wespoary
o the Dmperial Gaard by Atk Sarasing)

‘I DEVIL'S CLAW

Guand for weapons detals.

“As swilt as a2 lash mamba, as sharp as a sp
15 2 wild grox

Caolorel Panecat m pi



JUNGLE TERRAIN

Heavily forested or jungle terrain is one of the most common
temain types on habitable planets in the galaxy and the
Imperial Guard is often called upon to fight in it This section
contains rules for fighting in jungle terrain. Thay can be used
for any game and do not exclusively have to be used for
battles involving Deathworld Veterans. With a little adjustment
these rules work for any type of heavily forested battlefield, as
well as alien emvironments such as Craftworld forest domes,
sulphate mineral forests ar the famous Greal Petnfied Forest
of Brandon's Landing

Most games are fought on clear, open battlefields. In jungle
battles the majority of the ground is covered with jungle. 11 isn't
necessary o cover the whole table with jungle terrain. All you
have to do is place a few trees and pieces of terrain to
represent areas of dense jungle

The important thing to show is where the jungle stops. This
can be done in a number of ways: you can use lichen to mark
the boundary or you can mark the jungle edge with pebbles,
string or chalk marks, Aiternatively, you can show which areas
are covered with jungle by laying down pieces of green cloth
or paper. See the section Collecting and Maodealling a
Catachans Army for more ideas,

Whatever method you decide to use, vou should aim to cover
betwesn 50% and 90% of the tabla in jungle, The remainder
of the terrain will be made up of clearings, settlements, paths,
streams and rivers, as well as any other maora exolic features
you decide 1o come up with, We've included a Jungle Terrain
Generator below which you can use if you wish, or you may
prefer to use some of the other (less random) methods
described on page 124 of the Warhammer 40,000 rules

JUNGLE TERRAIN GENERATOR (ROLL 2D6)

Roll once on the Terrain Generator for each 12" along your table’s longest edge. The featura generated can be
placed anywhere on the table. Take it in turns to roll on the Generator and place a terrain featurs,

2 Dangerous Terrain

Rcill 106 on the chart below. Refer o the Deathwarkd Terrain
Genarator on p.128 of the Warhammar 40,000 rule-book for
datails. Features can be up to 12" in diamater.

Terrain

Marshes

Thermotropic Vines

Vanus Mantrap

Spitting Cactus / Strangle Vines
Camivora Lair

Boiling Musd / Tar Fits

3 Sattlement

A small group of 2-4 buildings that can have up to 12° of
adjoining walls or lences. 03 trads run from the settlament

4 Stream

A stream is placed so that it flows onto the battiefiald from
one table edge and flows aul from anather adge. The stream
must have al least one ford positicned across its length
which can be crossed as though It were normal ground, with
a trad running In both directions from it

5 Clearing

A clearing 12" in diameters. D3 trails run from |1 Alternatively,
instead of placing a clearing you can add a 6 area clear of
jungle arcund an exlsting setlement.

G H

The hill s coverad in jungle. See the naxt page for rules on
how hills affect a game fought in jungle terrain

Clearing
A cleanng 12° in diameter. D3 traits run from it. Alternatively,
instead of placing a clearing you can add a 6" area clear o
jungle arcund an existing setilement.

a Barren Hill

The hill iz devoid of vegetation and so is clear of jungle. See
the next page for rules on how hills affect a game fought in
jungle teerain

9 Clearing

A clearing 12" In diamatar. D3 trails run from it Alternativaly,
instead of placing a clearing you can add a 6* area chear of
Jungle arcund an existing sattement

10 Road

The road is about 4" wide and must be placed so that it
entars the batilefield from cne table edge and either leaves
from another table edge or ands at a setlament or clearing.
If & stream or ravine has been placed on the batlefield then
the road can cross it via a bridge or ford

l l Ravine

The raving must start from a table edge. It can be from
betweaen 12° o 24" long and batween 1" fo &' wide, The
raving counis as impassable tarrain. Halbway along it thare
i5 a single fallen free that can be used as a brdge. This
counts as difficull terrain. Aoll 1046 for each mode! that
crosges 10 onoa roll of 1 thaey fall o their doom and are
removed Trom play. & trail runs in both directions from the
crassing

l 2 Overgrown Ruins

Thesa ruins may be the remains of a kst civilisation, an
abandoned Imperial firebase or whatever you can think of,
Tha ruined area can have up 1o 12° of adjoining dilapidated
walls or fences, 1 counts as difficult termin fo move through
this area.

JUNGLE TRAILS

Afer all features have been placed you need to link: them
with traits, The Terain Ganerator talls you which ones have
trafls running from them, Take It in tum o pick a terrain
feature and 1o place any tralls running fram il Tralls are 2°
wida and count as claar terrain, They run from the feature to
a fable adge or to anothar lerrain leatura, or to ancther frall,
Each trail should be 12°-36" long and rmust run 1o a diferant
locatian,

Tralls are covered by the jungle canopy so can't be sean inta
by modals on hills. Models on the same level as a trail can
trace a line of sight along it {ie, you can see alang a frail but
nol down into it). After you have placed all leaturas and trails,
Ihe rest of the fable is assumed to be covered in jungle




JUNGLE FIGHTING

NEW RULES

Maost of the Warhammer 40,000 rules have been written
on the assumption that the battlefield consists of a number
of separate pieces of terrain. However, when you are
fighting with a Deathworld Veterans army the entire
battlefield Is usually covered In jungle or similar terrain,
Because of this, a couple of rules need to be modified for
when you fight battles in jungle terrajn.

GETTING SPOOKED

Units moving through difficult terrain usually roll two D&
and pick the dice with the highest score fo sea how far
they can move. This works well for small patches of densa
forest or jungle but is less appropriate for large swathes of
jungle which may hide all manner of menaces. To
represant this, roll two D& for the unit's movement
distance as nommal but if you roll double 1 on the dice the
unit has been ‘spooked’ as described below, Units that get
spooked in a booby trapped square are both spooked and
booby trapped. Units that roll extra dice when moving
through difficult terrain are spooked if they roll two or more
15 on any of the dice they roll. A unit may always roll less
than its permitted number of dice, to show that it is moving
carafully. Units that can re-roll Difficult Terrain rolis use the
final resull of the dice

A unit that has bean spoocked has either been surprised by
some sort of deadly creature which they immediataly
blaze away al in a panic ("What's that moving In the
bushes?") or they have run into an unexpected obstacle,
such as clinging vines or a carnivorous plant. The unit
may not move, shool or assault this turn,

SEEING THROUGH JUNGLE

Models can normally see through up to 6° of woods or
jungle terrain, If the line of sight goes through jungle, then
into a clearing or path and then back info jungle, your
model can see a target as long as its line of sight doesn't
pass through more than 8" of jungle, (see diagram below).

REGROUPING IN COVER

A unit which falls back into cover may atternpt fo regroup
again as it does so. When fighting in jungle terain, the
unit is only allowed to regroup at the end of the fall back
move if it is in jungle, rather than as soon as it falls back
through the cover.

VEHICLES

Vehicles must take Difficult Terrain tests for each &° (or
fraction of 8°) of jungle terrain that they move through. For
example, a vehicle moving 6° through jungle would take
one Difficult Terrain test, while & wehicle moving
7=12" would take two tests, etc.

SKIMMERS

Skimmers may end a move hovering above the jungle
canopy. The vehicle doasn't have to take a Difficult Terrain
test at the end of the move bul is considered to ba in the
open on a hill for the purposes of tracing lines of sight (see
Hills in Jungle Terrain, below).

GROTS
As explained in Codex: Orks, Gretchin allow Ork units in
the same area of terrain to re-roll their Difficult Terrain test,

When fighting In jungle, the whole unit of Orks must be
within 6" of a Gretchin model for this rule to apply.

HILLS IN JUNGLE TERRAIN

Models positioned on a hill can see over the jungle
canopy and onto other hills or into areas clear of jungle,
and can be seen themselves by enemy models located in
such terrain. In this case, the model has a line of sight as
long as it doesn't pass through more than 6" of jungle
terrain that is on the same leveal as it (eg, on another hill).
Although it can see into clearings, it can’l see maodels
located in jungle, so it can't see into a clearing then
through 6° of jungle on the far side of the clearing (see the
diagram below),

Although the Ork is more than 6 fram the Catachan If can still be seen
as the #ne of 2ight does not pass through move than 67 of jungle.

The maodel on the hill can sea infe the clearng and info the jungle on
the apposite hill. It cannot sae inte e jungle beow or the frai




Certain Deathword Veterans units are
able to set up ambushes. Only units in
Deathworid Veterans armies may do
this; Deathworld Veterans in a
standard Imperial Guard army may
not set up ambushes.

You must decide if a unit will set up in
ambush beftore you deploy your
troops. If you decide to do so, you
must Inform your opponent that you
are using the Ambush rules and let
him read these rules, if he wants o

Designer's note: I's important that
your opponent knows these rules
rather than having them ‘sprung’ upon
him during the game, as othenwise he
won't know fo use his scanners or
auspex fo try and find an ambush
Assume thatl the enemy has run info
several ambushes already and s
therefore being cautious!

Once your opponant has read these
rules you may set up the ambush,
Divide your gaming table into 1
sguares and give each a grid
refarence, Then write down the
squares wheare your ambushing units
are hiding (see the diagram below).

AMBUSHES

Mo maore than one ambushing - unit
may be hidden in each square and
ambushes may nol be set in squares
within the enemy's deployment zone,
You must record where  your
ambushes are hidden before you and
your opponent set up each of your
armies but after table edges and
deployment areas have been decided.

The unit stays hidden until you reveal
it at the beginning of one of your own
turns. It remains hidden, even if
enamy units move through the square
that it is hiding inl The unil can be
spotted by an enemy model in the
same square as it which is equipped
with an auspex, scanner or some
other similar device (see the Scanning
Devices list below). The model scans
at the start of the shooting phase and
any ambushers that are detected
must be placed on the tabletop
immediately. This model cannot fire in
the shooting phase If it scans for
ambushers. Once the unit is revealed,
either by yourself or because of a
detecting device, set up one model in
the square you recorded, at least 1"
away from any enemy models. This

Right is the grid for a2 3 x 5' A

model must be
B C D E

table, The orders for an

set up in jungle
or woodland

ambush in the marked square
would be: "Fatrol led by Sgt. 2

terrain, The
other models in

X

Graw sething up ambush in
square D2°.

the unit are set
up so that:

A7

4

a) thaey are in squad coherency,

b) they are all in jungle or woods,

c) they are at least 1" away from
any enemy models and

d) at least half the unit is in the
square recorded.

Any models which cannot be set up
ara removed as casualties.

Units can't mave on the fum that they
are revealad. If revealed in their own
turm they may shoot and do not count
as moving for the purposes of firing
heavy and rapid fire weapons, If they
do not choose to remain stationary to
fire heawvy weapons efc, then the
ambushing unit may make assault
moves as normal.

SCANNING DEVICES

Races that don't have scanners or auspexes
include the following models which have the
ability to detect ambushes and booby traps.

Models that can detect

Race ambushes/booby traps
Tyranids Lictar, Hive Tyrant
Eldar Farseers, Rangers
Orks Mekboyz, Orks with
Squig hounds ar
Attack Squigs
Dark Eldar Mandrakes, Warp Beasts
Chaos Marines  Sorcerer, Veleran squads
Necrons Mecron Lord

Sisters of Battle Auspex: +3 pts per unit
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BOOBY TRAPS

Setting Off Booby Traps
Booby traps are
=r14=rr-'-. urut mov |n|j__1 through a

can do this
5 units in a r|r|r=r|.—1| T Difficult

cannot lay b pursuit

i thr:! lr::u_- If 1r'1'.* uni: |'I-l'

; rmp_. only
off,. This
d randomly.

Adeptum 273
THE

Muny ncw recfuits mistakenly believe that the object of mines and traps 48 10 kill or mam the enemy

given in the army list

THE HOSTILE BATTLEFIELD
ART OF LAYING TRAPS, MINES AND OTHER UNPLEASANT SURPRISES

A booby trap remains effective in the
sguare it has been placed in for the
duration of the battla.

off when an
booby
a double for a

fall back or

Booby Traps and Vehicles
affect vehi that roll &
ult Terrain tast in a square
where a booby t, This
is in addition to the vehic ing
immaobilised, Vehiclas that have dozer

P
Il still be aftected by the booby trap

which of h
trapped quan

.tlf.ll.rtl'f trapped!

A BEGINNER'S GUIDE TGO

This, ol course, 18 anly their secondary

fosction. theer premary valse 15 s disrupting and slowing am enemy's advapce into certain ancas Alter several cocounters with baoky traps most

enemies are liable to become demoralised, overly castsous and spresd oul

There are three main types of mine shredders, Spring & pl .nnu IMINCS

Sheedder Mincs Exple y o inted o n

uprig
cresting an expindmg cooc of destructis
ldeal for covering trasks

lilled warh
whitz-hot Iragments of metal

wiresmn emd paths

Commen mises of the “sh
Hepads

patterm " Widowmaler™ asbi-persoeacl savagor

Sprg Mines: So-called becanse these devices spring inio
detanifing Spresg meses are particalich

depersed targeta However & wary wquad

e leader will advance wnih 3 warrior ving ahesd om ‘point’

r 1‘[ . try 1o redoce the eflectivesess of spring mines
v % - mes ol the ‘sprisg type: Mecromaiada patiom
anth-persemnel lzaper. Cearton tvpe XIV wércsl

Bel: M3 MIRIL
Martan Typs CXI Fragmestsimn mirs

Blast device

Plisoms charges: Most aati-personnel mines employ blast waves and shrpeel 50

Injuse Rill thewr wictms, but this resders thes relainely sseflective ag

sies wearing thick prososal armant wuch a powse smaue. Lunges Ty

armosted walkers arc also likely to surme cwen o ok

shredder mine When such oppoaesis am expecied

CECATUES

letonstion [rom & spring oo

plasms cherges dare most wseful This “lires’ & blast of super-hested plasma a1

whitrier trggers 1l s and mvarishly (s inperies. The' grestesi

drawinck to plsma detangtson parlers comgpured 1o

m 1heir small
comventional muastems

Eydruges

AW

e inclode: All siand

1 wuapon photne

ETIEETTT e, Cadgaths pariers

. leaving them vulnersble 1o o well-pliced smbash

Circumstances may sometunes preclude the eomploymest ol purposc-budt
However, it 5 relatively simple 1o improvise i

wailable

munitsons far booby 1Faps
basic  traps

ammipition. Some common examples are shown below

variety ol fram natural  matersals and  commonly
Catichu Yariamd

Lashing Branch: Locate a springy briach &1

Bead, waist or knee height. Sk

iwigs along the branch Bend the branch

back anid wse & liae [the thinnze the beee]

w im it ofl wiih o Hip-Knot e that ks 3
y T
brasch is wnder fension. Sinmg the line 24 a

trigwire below whese the branch was origieally pesiticned When an ewemy trips the

linc ihe brasch should be arreaged so thar fv will Qash fowasd and ampule them

Spake Po {or Devils Mawk Dig 2 small pit

to about knee—dzep Line its base with
sharpeaed gpikes and place Turther apikes
A the edyes so they poine di towsrds
sing lJeavee,

When an

= into the pit their foot wall be impaled

its hase. . uu--_;l'lq_:r the il

grasses aad whatever else 15 available
copmy
Ag-ibay uzmpt o |'||!I

by the spikes at the borom

dowawardy painting spikes will inflice Terther ingary. A common
the ben wof the put; 1k

of ingmry [assds

T |-|a- ¢ clingesoas Jocal Wdfclarms @i

varlant of

eacouriges an eves [aster eutmcation of the limb and iacreased chiscs

[rom whitever bries, siings ei¢ ke Lifefosms can mihict)

E.

Buried ballets (Toe-papperst These consest al 2 basic bolt round ] l

or shotgen shell buried so that its base s resting co & mil, rock

i the tip o the abel] ia just below he L

When s enciny stzpe on 1he 1p ol he reusd their wegh

it hack oaso the stnker irggering the round directly under thear fom

pushes



COLONEL ‘TRON HAND' STRAKEN

Points | WS BS S T W | A Ld Sv
Straken 130 5 4 3 4 3 4 3 10 5+

SPECIAL RULES

Unique Bionics: Straken was sevarely injured by a Miral Land Shark. He
survived and killed the shark, but is now fitted with a bionle arm and chest
unit, The arm mimics the effect of a power fist but devices in the chest
unit allow him to strike using his Initiative value instead of golng last. In

A Catachan Deathworld Veterans army may be addition he counts as having bionics as described in the Wargear section
joired by Colonel 'lron Hand' Straken (note that ha of Codex: Imperial Guard, If Straken ever makes his special ‘bionics
cannot lead Deathword Veterans ammies raised saving roll’, then it's assumed his bionic arm had been disabled and he
\ on words other than Catachan). If you take him can no longer use it.
!

then he replaces the Officer in command of the
army and takes over the Command HOQ. He must
be used exactly as described here and may not be
given any extra equipment. In addition, ha may
only be used in a battle where both players have Catachan Devil Force: The 2nd Catachan Regiment is unigue in having
agreed 1o the use of special characters. & very high proportion of Catachan Devil units, so a Deathworld army that
includes Straken may count Catachan Devils as Troops choices rather
than as Elites choicas. Mote that they can't count as both Troops and
Elitas in the same army, it's either one or tha other.

Gung Ho: Straken is indifferent to all danger. Straken, the unit he is with
and any friendly units with a model within 6" of him may re-rall failed
Marale & Pinning tests. In addition, they may always attemnpt to regroup.

Wargear: Flasma pistol, shotgun, unique bionics
(see Special Rules)

]

WS BS S T W |
5§ 4 3 3 23

Shy Marbo is a one-man army, He operates alone, striking from ambush
belore disappearing back into the jungle. A Deathworld Veterans army may
include Sly Marbo. If you take him, he counts as one of the Sniper choices
for his army. He must be faken on his own and be used exactly as described below. He may not be given extra equipment and
may only ba usaed in a battle if both players have agreed to the use of special characters,

Wargear: Ripper pistol, envenomed blade, demalition charge, frag grenades, krak grenades.

SPECIAL RULES
Sniper: All of the special rules that apply to Snipers also apply to Sly, excepl where modified below.

May Move: Unlike other Snipers, Sly may move after he has been revealad. You may remove him in your movemant phase
as if he was a normal Sniper; write down the coordinates for a square adjacent to the one he disappeared from. He may
reappear there using the Ambush rules from the stant of his next turn. You cannct reveal and remove Sly in the sama turn.
Whilst on the table, he may move and make assaults like any other model,

Ripper Pistol: Sly is armed with a ripper pistol which fires a hail of poisoned metal shards at the target. It follows the same
special rules for wounding as a sniper rifie. The ripper pistol uses deathworld toxins and may re-roll any failed rolls to wound,
b Rng Strr AP  Notes

' Ripper Pistol e X & Pistol (see above)

Envenomed Blade: Sly carries a Catachan knife with a monofilament blade coated with deadly toxins. It is freated as a power
I weapon and the deathworld toxins allow Shy to re-roll any failed rolls to wound in close combat,

Always Operates Alone: Sly is treated as an independent character. He may not join ancther unit,




hat in 1he

]
L'Huraxi wp

y well dadn’t, | [0
damaed i

¥ i, Sergeant

L

Calonel stepped wp 1o Teaoper Marbo.
Marbo's cye were empty again, like they
shways were when be wasa't sulkisy though
the qungle o carving his name in some
snemy’s iferaal organs. lewardly the Colanel
sighed = there was something wiong with this
‘boy: bload snd death bad wacped him 1o the
poist where he could only be pormal with o
bilade ‘in his bund.
{Oscé apiin the Colonel pronaunced the well-
mm*&m;ma
the Emperar of snbounded
rql- bereby swarded the Star of Term bear
nﬁpﬁlh:pﬁmwﬂhu&?h
WMmlhtmui
w:mﬂzﬂ?hin&mmulnﬁ
breath belore pisning the ribbon cato Marbo's
chest,
Thﬂ.ﬂtliuﬂplgmllrhukqlﬁ
mhmﬂzrmﬂ
i y their command post single-handed
B B Sower 46 Marbs aod wsked. ~You
ot me 1o look afier it for you son’ Like

“Suinking, fly-riddes. pod-laden, Empetos-cursed pmaglel 1 hate il”

Licutenans Cantor Huag his michete st the grousd

“Bure isn't like the forests of home” agreed Trooper Hawen, tumiag to look at the Lievicnent while he
used his buyose! 9o sew theough o viec s thick a8 & mans arm.

“Cant wnderitend how smyabe can E:g'l:r in this,” added 'I'|nuP:| Brea, m-.-iug hiv aigm an ghe: deasc
undergrowth that all but bovied oui the light in every dirscion

Just thes. » movement msthed the purple leaves of o bash o thoir coght and the squad spas round,
lisgemi 2t the ready, For 0 momest it was imposshle b0 sec what bed cavsed the distucbasce, then 2
hur:r [u!_l.u: II':FP:ﬂ '||1:|.r|7|5||. his body covesed e swirls af unmd.ﬂ:l‘r p-iul:d onta his nppl:n.s sl
Five oiber widiers followed him catn the trail where Castor's squed were: sadiog

“Been listening to you boys for hall an bour You surc make onc hell of 3 mcket,” sheir boader deaoded
“Lacky there sint no Eldar nearhy. they'd b becn on you quickl as o bloadwasp on 3 corpee”
“Thanks for the advice, Sergeant..”
Mo, Captsin. Captam Stose. Fourth Company, Catscban Twenty-Thied,” 1be newcamer replied. his eyes

pure white s they stared out from the camo puint on bis face. “You trying o link op worh the wepply
calumn

Cembor said sourly

“Wessir! Secms like this damn pengle doesa’t want us to get there thowgh,” Castar answered: quickly.
Capradn Seone gestured 10 his squad wha staresd 10 sfficiemly tur sy e creepers. blocking the trail
“How does swpone survive in this hellbod™ Bren ssked hall co fimseli. Stone sqeatied down bessde the
kseeling Guardsman sad laid Bis massive arm scross hi shoulders

“Thas s’ nothing. boyl™ laughed Sioac. his pearly: seoth shining throwgh the dask cameallage in o big
s

“Weah, that's mght You Citichass come from the decpest hellbole in the gahixy.”
rolling his syes dramatscally

Riveo mid mrcasticably,

“Thai's r:g]ll boy!” Sioae excleimed, Iurlliu!_ his Bare 1B Raven bt Iw.e_ping Beene ahealder in o vice-Liks
grp We're from the worst Fl.u:t vou coubd emagise, worse than u,.‘llu'ug tha lirtle ba al gr{tngﬂ_r'l Bt
o affer.”

TYeah yesh Two-hundred foeo Catachan Dievids, mantrip plasts ihat swallow you whole, giant Bxerds that
destrey budldsegm We heard the moeies a'nad}.' Baven g:umbkd.

“That's yust what yoo ollworlders kaow, boy. Let me tebl you sbout the real Catachan,” Stone drowled
back with o Jop-seded smile. "You boys been here for sy months bt §owouldes gie you moee than
thiee days on Citachas YWou doa't have 1o worry shoat the bag Ereiieee yon've hieard abair Yoo can fiear
em Lllrbinu ik ey and '|h::,":t ey 10 avaid: Br'w dhe litike l.hw hat's the sesl d.-pger. Thein
Blosdwanps; abaut the size of your thumb, ind they dos’s wait ‘6l you'ee desd 10 st feeding . Sees
them stnp & mun to the bose in as hoos, Thes there's shese tioy little bugs. We call “emi - heretic-ants ca
sceonnt of the [scr that they go for your feen, after your soles sp to speakl Ohe bite from them and
poull be in the infirmary for o mosth Tws of 'em et you sod you've shout o day to ger ‘voorsell
treatment. Thice Mites and !-nu':i Baricr B rnl-d-'r 1o way Bello 50 the ﬁmp;mﬂ The vein wosos ace had an
well They secseie this ‘oare tha nussbs you where 1}4:\- bite; a8 o dea't feel o |.11inH_ then ‘ﬁk thezt
wiy uader your akin apd inis your blaod-streasn to Iar, their ERgE The e et :Pnt.d all soand yoasr
body and then thes lurvae hasch oud, eating st your brain, your heart, yous beas Ain't nothiag scont can
do to save you from wein worms i they get in”

A ih.ilP:rtﬂ [P |h.d;ing hig head

“That ain't the woess” Seane jold the Guardsmen. terning to ook each of them i the eve “Even a
besetic-ant you can ser squash him quack. The doscases. that's another matter. There's all kindy of poxes
ated fevern can kil o mas in o Tew houss Theres some swamps where aps beesth of the lag will bum
yaur '.uuun. five houes later your thraa's sll gwallea .y can’t hreeasthe and yow choke 1o dearh Fom
rot will get you after & few wecks in the bush, your feet dropping off your lege the stink making ok
winma heave. Gotta Jook' after your feet in the juagle, boya”

The asmecmblicd men uj.m.':d down a8 their trovel worn Boots with droibled loaks Swons Llushr;d and
stood up

“This place m jest jungle, oothiag special” e tald them

“Ber you waa really Bj.ud e gl alfwarld, (‘..puin.‘ Tzen -u“mud with o monle,

“Hell po™ Spont exclimed "Us Catachany love our wordd, by Ain't powhere else [d choose o be
brought wp Catschan’s got but cas thing for the Emperar - us. Aw't oo minerads, cant build 3 hoe
world there. But you want some seal tough men for your Dgbting. Catachan's the placz so go 1o You
lve on Catachan, you'rs 3 born survivor, Hall the kids dee before they Tesra o walke Half of 1Bass that
walk won't mee tea yoars But you celebrate your tenth birchdey, you're gonnt Be o resl man. Evervone
warks 1|3FI|¢P. sce Can't o ino the bush withoud scane meal gum! men o watch aut Lop o Ta P-i:l.
off the desthilies from your bhacke to chap the hesd off o big old Catschun Viper whea it snaking
towards your arm. We Jook afeer cach other, we don't backstab po onc We o't out Tor cemschis. we'ne
there o each other. And Catschan's indepeadent, dood relv oa 20 ooc 1o Joak after s Now and thes
youd get some offickl come oo the village ary fo tell yon what e de They deat Lt loog, Hell, 1
shat me three al thes mwsell”

Seans Jooked to where kis men had chopped through the chstructing frees and bushes

“Betier get moving, boys,” Be told them paintiog slang the wow clar traid "Yoo don't waat s be o
bere after dark. Mot with them Eilar wcend. See vl

As Laeueenaat Castor seitled ha
pack oot his showlders and
e ol along the trail be
ghivied baek He
sow Captain Sronz
give 1 frendly
wave with 2 wade
mmile before
disappearing,
inexgeng with the
1u.|gh OOCE mOre.
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ares it i found e Knows by the
inhabatints av Dieath Villey, biss over
250 mibes from the pearcst human

settbement.

Chir poverds. show thar anly three
antes At verritery, of whach noane
huve retusaed These have beco s
Jat few cenniirics and i Pk up
some time to oishbsh the origin of
thas dncamess. :
l-m_ﬁﬁiﬁﬂu,nﬂmd
the expedition ke hesn recavered o
all snd tha page ealy ausvived
becase it hud become entngled in
the appee oot of ont ol the locl
plsnt forms 1t wis whuls o boneing
pacy. e collcring the tosic wed
pods of ihe plaar that fe was faund,
Amabyain boads s 10 hefizve sha the
wthor was ooe Wilkelmas Scaralus
Dowhliis, who made seveal pubilic
cliis thin b wn the e
hazser i@ the galaxy sod vowed 10
briag down « Canichan Dl
Sources ghiw thar he gizhered
emcagk mes o he comidered o
winall sy and i shows =
d-rhq-m-qﬁmm
Shrsndoro m DM

Upnn arriving ca Catschan. be hired
o number ol locaks a5 gusdes,
alahinagh the anly ames e Tound
willing: 1 tikc hiz it the Death
Villey were wabinged indrsiekaale.
th.HCrn:— This =
burther. evidence, i sy is weeded,
that offworlders should peess be
albowed fer winit deathwarlibe

Yours Lishiully,
Adept Skisslay Devkya

Catachan XXIV 'W:f:ﬁng Death’

v The "Waiting Death’ became famed for their almost .
exclusive and highly successful, cmplu}'ml:m of
4 booby tmps. They would spend days, cven wecks,
preparing a w area with mincs. improvised spike |
pits, Jog falls and other deadly traps: before their
fuulh.i _'_}' “Baster’ squads would lure the enemy into the deathiraps
awaiting them, Most notable of their schievements was the almost
complete destruction of Warlord Krakskull's Ork horde. by
completbly covering the mile-deep Hellsmouth Gorge on Arandra
Five perfect was fhe trap’s construction that almost all of the
gr:c_ﬁ'-'!kinn:d horde had started to cross the hidden ravine before
the Rake floor of branches and leaves gave way voder their
. tremepdays weight:
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