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i gYall yourself a Guardsman, you 'orrid little specimen!

# Hal Newly recruited, still wet behind the ears, and you
think you know it all already. Well, let me tell you recruit, you
don't know nothing... not yet anyway. Read this training
manual, though, and you'll learn the basics. The rest can
only be leamt the hard way — in the glory of battle. So, eyes
front, shoulders back, stomach in. That's it. Stand tall recruit.
Show some pride, 'cause you're in the Imperal Guard
now..."

THE IMPERIAL GUARD

The Imperial Guard s the largest and most diverse military
organisation that the galaxy has ever seen, Numbering in
the billions and equipped with armoured vehicles, artillery
and all the other adjuncts of mechanised warfare, the
Imperal Guard forms both the hammer and the anvil of the
Imparium's military might.

An Imperial Guard army consists of troops from thousands
of different worlds across the galaxy. Attempting to imposa
uniformity upon such a massive organisation would be
impossible so its troops sport a myriad of different uniforms,
decorations and customs based upon the mores of thair
home planet,

Although the Imperal Guard is a huge organisation, the
galaxy is enormous and even the Guard's vast resources
are at breaking point as it attempts to protect the Imperium
from its enemies. The huge battles which the Imperial Guard
have fought and won and which form much of its proud
history are thus, in many ways, less important than the
millions of small localised conflicts that the Imperial Guard
take part in. Often a handful of Imparial Guardsmen will form
all that stands between the citizens of the Imperium and
alien forces bent on their destruction.

WHY COLLECT AN
IMPERIAL GUARD ARMY?

Large armies look amazing and the Imperial Guard is one of
the largest armies there is for the Warharnmer 40,000 game.
Although collecting an Imperial Guard ammy can call for a lot
of commitment, the final effect is definitely worth it. The wide
range of models available means that there is something
there for everybody's style of play.

The Imperial Guard is often the army of choice for those
individuals who think that huge armoured fighting vehicles
with great big guns are simply awesome. This said, you'll
find that the core of the Imperal Guard army is its infantry.
The army list in this book is designed to create an army
based upon an Imperial Guard Infanfry Company, rather
than the more specialised Armoured, Rough Rider or Heawy
Artillery Companies that also form part of the Imperial Guard
(though we may cover these in more detail later on In
supplemental codexes, or White Dwarf magazine).

The colourful diversity of the Imperial Guard army is another
part of its appeal, especially for experenced painters and
modellers. Other armies may have a varied appearance but
they can't begin to approach the sheer range and divarsity
of uniforms and troop types of the Imperial Guard.

At the time of writing there are models available for several
Imparial Guard regiments and we will be periodically
releasing new models for other regiments. Really dedicated
modellers will have a field day dreaming up new unifarms,
vehicle paint schemes and even converting models to creats
their own unigue armies and units.

All these are excellent reasons to collect the Imperial Guard
but for many players the main appeal of the Imperial Guard
is that they are the down-trodden grunts and foot-sloggers of
the Warhammer 40000 universe. Other armies may be
more flamboyant or have better characteristics and access
to more sophisticated weaponry and wargear but somehow
the Imperial Guard will win through with a combination of
numbers, determination and sheer cussedness [(and
perhaps the occasional tank or three).

WHAT’S IN THIS BOOK

Codex: Imperial Guard is split into the following sechions:

The Army List. This section contains full rules for the
troops, vehicles and wargear available to the Imperial
Guard. There is also a selection of famous Imperial Guard
characters who may fight with your army and background
information which will give you some insight into the
organisation and nature of the Imperial Guard,

Collecting and Modelling an Imperial Guard Army.
This section contains advice on how to collect an Imperial
Guard army, tactics you can use in battle and lots of painting
ideas and tips to help you get your army painted and ready
for battle,
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n the following pages is an army list that enables

you to field an Imperial Guard Infantry Company
army. The army list allows you to fight battles using the
scenarios in the Warhammer 40,000 rulebook but also
provides you with the information you'll need to field an
Infantry Company in scenarios you've devised yourself,
or that form part of a campaign.

The army list is split into five distinct sections: HQs,
Elites, Troops, Fast Attack and Heavy Support. All of the
units, vehicles and characters in an army list are placed
in one of the five sections depending upon their role on
the battlefield. In addition, every model included in the
army list is given a points value which varies depending
upon the effectiveness of the model. Before you can
choose an army for a game you will need to agree on a
scenario with your opponent and the total number of
points each of you will spend on your armies. You can
then proceed to pick an army as described below.

USING A FORCE ORGANISATION CHART

The army lists are used in conjunction with the force
organisation chart from a scenario. Each chart is split
into five categories that correspond to the sections in the
army list, and each category has one or more boxes.
Each light toned box indicates that you may make one
choice from that section of the army list, while a dark
toned box means that you must make a choice from that
saction.

MNote that unless a model or a vehicle forms part of a
squad or sguadron |t counts as a single choice from
those available to your army.

STANDARD MISSIONS

The Standard Missions force organisalion chart is a good
example of how to choose an army. To begin with you will
need at least one HQ unit and two Troop units (dark shaded
boxes indicate units which must be faken for the mission).
This leaves the following for you fo choose from to make up
your army’s total points value: up fo 1 extra HQ unit,
0-3 extra Elite units, 0-4 extra Troop units, 0-3 extra Fast
Attack units or 0-3 extra Heavy Support units.

USING THE ARMY LISTS

To make a choice, look in the relevant section in the army
list and decide what unit you want to have in your army,
how many models there will be in the unit and which
upgrades you want (if any). Remember that you cannot
field models equipped with weapons and wargear not
shown on the model. Once this is done, subtract the
points value of the unit from your total paints and then go
back and make another choice. Continue doing this until
you have spent all your points. Then you're ready to do
battle!

ARMY LIST ENTRIES

Each army list entry consists of the following:

Unit Name: The type of unit, which may also show a
limitation on the maximum number of choices you can
make for that unit type (0-1, for example).

Profile: These are the characteristics of that unit type,
including its points cost. Where the unit has different
warriors, there may be more than one profile.

Number/Squad: This shows the number of models in
the unit or the number of models you may take for one
choice from the force arganisation chart, Often this is a
variable amount, in which case it shows the minimum
and maximurm unit size.

Weapons: These are the unit's standard weapons.

Options: This lists the different weapon and equipment
options for the unit and any additional peoints cost for
taking these options. It may also include an option to
upgrade one squad member to a character. Please note
that any weapon options may only be taken by ordinary
troopers in the squad.

Special Rules: This is where you'll find any special rules
that apply to the unit.
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Example of Imperial Guard Company




INFANTRY COMPANY ARMY LIST

"L Lord Qeundros Srluul. do swear my witer and whale ﬂ]:gjlm and
|_ devotion to the Emperor. 1 do ke upon mysell the mantle of Imperial 1
Commander of the Emperor's realm, and 1o me shall fall the custodisnabip

of the domain of the fourth world of the Landor system. To me also shall f
fall the prosection of these domains, and a5 such | acknowledge my duty 1o
l nazse such fleets and armics a8 are sccesry 1o fulfil this duty,

As Commander of Lindor IV, | shall make available to the Hosts of the 1
Emperor no less than one part in ten of the armics of my realms for the
prosccution of such wars as decreed by the Servants of the Emperor. and s

many of my soldiery a8 deemncd pecessary in times of extreme conflicr or
upheaval In return, 1 may expeet the full support of the Offices of the
Emperor in the defence of my realm should sisch o threst asise that mine

own armics are msufficient defence

1 sweir that such men e are given over to the defence of realms other than
mige shall bear arms and be equipped 1o fight, and that my domain shall
stand ready with such engines of war and machineries a8 are needed by my
armies, should the spectre ol war cogoll ws | understand that i this matier
it ia L and 1 alone, who holds the sole responsibility for this undertaking
and that, a5 Imperial Commander, if my armies shall be lacking og wanting
in ny vegard that impuirs that ability to delead this realm for the Emperor,
I shall so Bonger be fit for Lordship of the Emperor’s domains and shali
risk summary cxecution for any weglection or dercliction im these most
impartant of duties, as decided by the Lords of the Adeprus Achites,

| swear this upon my immortal soul with the Emperor a8 my witness. Losy
shall His hand guide us, long shall His eyes watch over s, long shall He f
take us woto Him after death”

ommisasrs are recrvited into  are incompetent o luck Coutage,
the Commissar must retrain and

fortify them or have them

Commisgar must be prepared to
the Departmenta demonstrate his courage in hartle
Munitorium from the Schola
Progenium, the rigorous
orphanages for families of
Adepts, rua by the Abbots of

the Ministorum of Terra. Masy

if he is to command any respect
replaced h?‘ more II.I}'II officers. I from them
this is not an aption,

Commassar may dishand 3

regiment and it8 forces will be

Like all good officers,
Commissars arc firm:l}' lowal 1o

Fil: Z7483/ b Hartle of Kalkas 11
Commussar Severinne: Honoured

serve in one of the highly elite
Storm Trooper regiments before
i:lv:t.,l.u:!n.::wI Commissars. 5o they
irc o FITABRETS 1o warfare and
bardship. Every regiment has at
least one Commissar, and many
large rlu.irﬂtﬂ.rs have several, who
remamn with the regiment while it
is deployed in & wir zo8e

The chiel task of the Commissar
is to preserve the (ighting spirit
and loyalty of the regiment he s
overseeing. I discipline s lax, he
will step in 1o reinforce it with
whatever means he deems

dispersed to other commanders. 1§
troops are troublesome the
Commissar must keep order. A
Commissar knows that the besi
troops are the hardest 1o keep in
line He embodies strength,
bravery and loyalty, and serves as
the ultimate example of human
Courkge.

Commissars have 1o be tough,
vigilhint and resourceful: some
regiments are composed of savage
gang fighters. o wicious barbarians
who are matunlly astagonistic to
wutharity. The Joyalty of such

neceamary. H the regiment’s officers troops must be earned and the

the Imperial Creed embodicd by
the teachings of the Ecclesiarchy
They love the Emperor and desire
pathing more than te ssrve Him
to the best of their abilities. They
do ot talerste disloyalty and
remain vigilant for spies, mutants
and agents of corruption that may
have infiltrated the men under
their charge They are well versed
in the Imperial seriptures and will
frequently give readings before
battle. Most of all, I]|.|::,.' despise
the Emperor's enemics and want
nothing more than the opportunity
to crush the for beneath the
righteous heel of Imperial might

7
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IMPERIAL GUARD SUMMARY
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lMl’lilllAL_éUAllll WARGEAR

rl! his section describes how the specialised Imperial Guard equipment works. These rules
supersede those in the Warhammer 40,000 rulebook. Items not listed here function as described
in the Warhammer 40,000 rulebook. All wargear chosen must be represented on the modelfvehicle.

Bionics

Bionics allow an Imperial Guard
character that has sufferad a
crippling Injury to return to service
but they do not improve his abilities
in any way.

Howevear, there is a chance that an
attack will damage a bionic part
rather than doing any real harm. To
represent this, # a modal with
bionics is killed, instead of removing
it place it on its side. Roll a D6 at the
start of the next turn: on a roll of &
the model is stood back up with
1 wound but on any other rofl & s
removed as a-casualty.

Carapace Armour

Carapace armour’ is made up o
large rigid plates of armaplas or
ceramité moulded to fit parts of the
body. This provides better protection
than “the  flak:. armour ~which s
normally worn by the Imperial
Guard. A model that has carapace
armout regeives a 4+ armour saving
throw

Combi-weapons

A combi-weapon Is essantially two
weapans joined together and gives
the Imperial Guardsman using it a
choice of two weapons to fire.

An Imperial Guard model armed with
a combil-weapon may choose which
ona of the weapons to fire in the
shooting phase. The bolter may be
fired any number of times, but the
other weapon may only be fired
once per battle. Note that you may
not choose to fire both weapons at
once

Comme-Link

Communications between Imperial
Guard units on tha battlefield are
dealt with by troopers trained to use
special comm-links. The size and
appearance of a comm-link depends
on its place of origin but in game
terms they all have the same effects.
if a Command HQ or Command
Saction has a comm-link, then one
squad per turn that also has a
comm-iink may use the Leadership

value of the Officer, no matter wheare
they are located on the battiefield
(e, they don't have to be within 12"
of the Officer as would normaflly be
the case). You may chogse 10 use
the comm-link at any time (eg, when
an aligitle squad is about to lake a
Leadership test or if the command
unit is In resane)

Hellguns & Hellpistols

Hellguns use a very advanced form
af fasgun that utilises a high enengy
lager beam. In game t@rms they are
treatad as a las weapon of the same
type, except that their AP value |5 5
rather than ‘=,

Holy Relic

A model bearing a holy relic may
revaal it once per battle, This may be
done at any time, as long as the
modeal with the ralic does not move
on the tum it is shown.

On the turn the relic is revealad all
Imperial Guardsmen that ara within
206" get a +1 attack bonus for the
rest of that turmn. The relic may be
revealed In an opposing player's
turn if you wish

Master-Crafted Weapons

A master-crafted weapon follows the
normal rules for the converted
weapon except that it allows one
failed to hit roll per tum to be re-
rofled, Such a modified weapon is
taken as an upgrade for a weapon
already carred by a model and must
e represented by a suitably ornate
weapon on the model itself, A
grenade cannot be master-crafted.
The upgrade cost of 15 points is
added to the normal cost of the
weapon but only the upgrade cost is
taken against the 50 points limit on
wargear taken by a model (so a
master-crafted power weapon costs
25 points but counts as only 15
points against a character's 50
points Wargear limit).

Medi-Pack

Medi-packs (also referred to as
Marthecium) allow a unit with a
medic to ignore the first failed saving

throw it rolls in every um.

The medi-pack may not be used on
any model who's sufferad ‘Instanmt
Death' (see page 53 of the
Warhammer 40,000 rulebook) or
that has been hit by a close combat
weapon that allows no save at all,
The medi-pack may not be used if
the medic is in base contact with an
enemy model

Ogryn Close Combat Weapon

Some Ogryns prefer to use huge
close  combal  weapons,  Thair
favourite weapon is the biggest,
spikiest club they can find! This adds
+1 to the Ogryn’s Strength.

Power Weapons

These weapons generate a
crackling energy field that can cut
through an opponent’s armour like a
hot knife through butter, The type of
pOwWEr weapon most commonly usad
by the Imperial Guard is the power
sword. A& model armed with a power
WEAPON igNores anmour Saves.

Refractor Field

This piece of equipment produces
an energy field that gives the model
a 5+ invulnerable save. This may be
used instead of the model's normal
ANMour save,

Regimental Standard

This has the same effect as a normal
Standard Bearer (see page 12). In
addition, add +1 to the combat
resolution score of any assault that
takes place within 6" of a Hegimental
Standard (ie, they count as hawing
inflicted one more wound than they
actually did). If the model bearing
the standard is slain in close combat
then the enemy model that slew him
captures the standard and the
enamy gels the +1 bonus from then
on. A standard can change hands
several times in a single battle.

Scanner

A scanner (alzo known as an auspex
or surveyar) is used to detect hidden
anamy roops. If enemy infiltrators
set up within 4D6" of a model with a
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scannar then the model is allowed o
take a ‘free’ shot at tham (or sound
the alarm in a Raid scenario), If the
modal is part of a unit, the whaola unit
may shoot These shots are taken
betore the battle begins and may

causa the infiltralors o fall back
Targeter

Modeds equipped with a targeter are
allowed to pre-measure the range 1o

a targel before they decide who fo

shoaot at in the shooting phase. After
you have used a targeter then any
Guess’ range weapons may not be
red thal turm

Designer's Note: This rule is

noiuded fo avoid players using their

targatars o gamn adv

othar units that don’t have tham,

ages for

Trademark ltem
This is

carnas

something the character

battle show his

disregard for the enamy. It could be
a swagger stick or a nonchalanthy
smoked cigar, or something more
grandiose like a billowing, scarlet
cape or a chestful of shiny medals
A unit led by a character who carries
a trademark item will ba reassurad
by his presence and may re-roll any
failed Morale or Pinning checks that
it suffers. Howaver, if the character is
slain the unit must pass a Morale
test to avoid falling back

IMPERIAL GUARD VEHICLE UPGRADES

Armoured Crew Compartment

Thesa may only be added 1o cpen-topped vehicles. The
vehicle no longer counts as belng open-topped

Camo Netting

Vehiclas often carry rells of camoufiage netting that can
be unrolied to halp hide the vehicle. In scenarios using
fhe hidden set-up rules (see page 134 of the Warhammer
40,000 rules) vehicles carrving camo netting can be sat
up hidden anywhera in their deployment zone, nol just in
ar behind appropriate ferrain teatures

Crew Escape Mechanism

Tha vehicle is fited with protective devices, such as
additional escape halches, which increases the crew's
chance of escaping if the vehicle is destroyed. If the
vehicle is destroyed, D3 crew members sunvive. Thay
form & small unit placed within 2° of their vehicle. Each
ona is armed with a lazgun or lasplstol and has the sama
stals as a basic Guardsman. They are considared to be
balow hall strength for purposes ol morale checks,
claiming lable guarters, atoc. They are worth zero victory
painis on their own but their vehicle counts only as being
damaged for victory point purposes whila the crew lives,

Extra Armour

Vehicla crews sometimes add extra armour plating to
their vahicle to provide a liftle extra protection. Vehicles
equipped with this count 'crew stunned’ results on the
Damage tables as ‘crew shaken' resulls instead

Hunter-Killer Missile

These missiles are ftreated as krak missiles with an
unlimited range but may be used only onca per battle
Rall to hit and wound or to penetrate armour as normal

Improved Comms

These upgrades lake the form of long ‘whip' aerals or
othar large aarial sat-ups. A vahicle with improved comms
can communicate with other Impernal Guard formations,
such as nearby resenves or artilery support. To represent
this, the impraved comms altow the Imparial Guard player
o re-rofl one Resarves roll per tum, and to re-roll the dice
whan checking to see || an enemy unit or obstacle is hit
by & praliminary bombardmeant.

Mine Sweeper

The vehicle s fitted with a heavy dozer blade or some
other devica designed 1o clear minefiekds {see page 134
of the Warhammer 40,000 rules). It can anter a minafisid
without baing attacked. Any minefield that the vehicle
mioves across is cleared and removed fram play.

Pintle-Mounted Storm Bolter

Pintie-mountad storm bolters are located on the cutside
of a vehicle and can be used by a crawman from an open
hateh or by remote control from ingide. They ara traated
as an axtra storm bolter and may be used in addifion to
other weapons the vehicle can fire, so 8 moving vehicle
can fire ona weapon and tha pintle-mounted storm bolter,

Rough Terrain Modification

This Is a catch-afl category for the many upgrades that
help vehicles move through difficultterrain; such as dozer
blades. They allow a vehicle moving no further than &
that turm to re-roll a tailed Gifficult Terrain test.

Searchlight

Searchlights can be used in missions where tha rules for
night fighting are used (see page 134 of the Warhammer
40,000 rules). They allow one enemy unit spotted by the
vehicle to be fired at by any other Impenal Guards in
range that have a line of fire. Howevar, a vehicle that uses
a searchiight can be firad at by any enemy units in heir
next turn; they can see the searchlight shining in tha dark.

Smoke Launchers

Thase carry charges thal can ba fired o hide the vehicle
behind a clowd of smoke. Once per game, after
completing movemnent (no matter how far), a vehicle with
smoke launchers can trigger them. Place cotton wool
around the vehicle to show it is concealed by smoke. The
vehicle may not fire and use its smoke launchers in the
same turm. Any penetrating hits scored by the enemy in
thelr next shooting phase count as glancing hits. Alter the
anemy's furn the smoke disperses with no further effect,

Track Guards

Track guards protect the vulnerable track mechanism of
an armoured vehicle. The vehicke freats Immobilised
results as Crew Stunned Instead, on a D6 roll of 4+.




Desr Sebastian,

Well. we're finally here Zaro's World. From

when | left the farm, it's been about three

moaths, though s bard to tell what with

teavelling on o starship and everything It ook

about two weeks to get the regiment mustered and then we had to wait another week after that for the Navy to arrive with the transports, That's
whes we all swore our osths 10 the Almighty Emperor, 1o protect mankind and defest our enemies. | don't keow how many of us are in the
regiment but it took two whole days 1o shuttle ws up, with two hendred men to a shuttle, one every hour or s Onee we were on bourd they
split ws wp imto trainisy groups asd gave owt weipons aed other kit I've got my standard imswe lisgus, made in the fictorses on Last Reach, but
same of the lids from A Company have got o batch of lsguns from elsewhere, | think someone mestioned Triplex Phall Anyway, the guns are
the same. but different a5 well You can strip them down wnd clean them just the same, but their gums have 1 menl sieck, ours is wooden, theins
have got this facy pistol grip. ours hive post gotr 3 stubby handie | guess its because theres pot much but wood on Last Rech, so the factories
have 1o make do with what they can get. Asyway, whatever they look like they work the same wiy - point them at the enemy and pull the
trigger!

Our ship was the Prde of Laurence. and to be hosest 1 dadn't empoy the pourncy that much | shared 3 bunkroom with the rest of my plataos,
filty of ws in all though of course the Licutenant was with the other officers on another part of the ship. It wan eramped and after o hard day's
training it was a bit amelly. Mot like rthe fresh air you're still enjoying! They worked us really bard Marching drall before breakfist, them more
drill and a0 hour on the frmg rsges The afternoon was hand-to-hand combat snd wilderness survival, Of course, we've all been saying ‘onr
prayers regularly too. with a proper service a1 the ead of every diy before lights out. The chapel on board the Laurence is bigger tham the one at
Homeward. I've never heard so many people singing hymas st once, It's really stirring to konow that I'm part of this whole thisg

It tack about two mowths. 1 reckon. 1o get from Last Beach to here and then snother two days of shuttling down. | was worticd sttt
) wuid we might have 1o drop in right at the front line, but in the end we landed in 3 town where the maim base is, south of the
masntains here As we got off the lighters (that's what the MNavy call shuttles sometimes) another regiment was getting oo, | managed to falk 10
some of them uod they mid thet they'd bees fighting on Zaro's Worbd for slmost ten yearsl These Orks doo’t give up casily by all scconms We
were their replacements. Apparently, they'se sllowed 1o go off ad pin one of the crusades. They even get to seitle 4 whale ‘wew wadld il they
conguer one. Can you imagise that, being able to start your own sertlement? | hope we do well emough to get & similar reward - perhaps itll he
called Dumsk’'s World or Damek's Landing, that would be funny!

The men leaving were from Lorestion IV and, from what they sad, that's s lot closer to Zaro's World than Last Resch The Licuieains cxplained
that the losger the war goes om the further and further sway from the world they have to g0 to get new recruits APF""““"‘."' it's o hive world

where there are huge cities full of millions of people in o really small B R e e
U e = et et e i S -

s mldmar
s TR T e s - e ——————— The Lorestuss told me that

T o

they weres't the [is1 Bere cither, so this war i probably older than you are! 1 could tell they were ghd 1o be offworld soon, there were nul}-
wbout six shettles—worth of them lcft, Stll. the men ] was talking to were proud 1o have fought the Ovks, protecting the people of Faro's Wacld
[rom the slica scum. When we marched rhrnll-ﬁh the town, | don’t remember ity name, there were people cheeting us. and ,.l.rr}.,;f“"s_ i if we'd
already won the warl We all empoyed that, and i's good to koow thet F'm going to Light for the Emperor, It was a hit stramge, ws marching one
way with our sew red uniforms and shining buttons and Ireshby-punted tanks, while the Lorestuns marched the other way, wearing muddy browns
overalls with bits of bushes ind other camo stuck 1o them One of them joked sbout the Belore and Alier posters you get at rhxptla. the ones
that show the man full of sin before confessions] wnd then free and glad ooce he's paid his pesance at the scourging rack

Well, drums are sounding the Company musier w0 ['d better get going now. unbess | want » quick turn st clesning the privies ot even end up
with & [ew sirips off my back | bope you get this better, apd remember 1o help Uncle Maximillisn whes the Grox—cull scasom starts, You kpow
his hack isn't a8 stromg es it vsed to be Take care of everyone for me little brother, and keep me in yoor prayers st night. | miss the farm, but
I'm gld that I'm here now. doing something for the Emperor and the people of Zaro's World keep up the hunting practice, and_gaybe when
youre older you'll be able to join up tool Tm proud of you, be prowd of me! —~

Mortant V11 'Headhunters'

It is commen pricrice amongst the *

savage hive gangers of Mortant 1o

take body parts as trophics from

defeated enemies, Colonel H;.dgn:‘ of

the Mortant VI encouraged his men

to continye this custam. carning them a

vicious reputation, This came to a head during the
infamous Sacking of Colonia, during which it i
said that the Headhunters' weat on 2 thres month
rampage, pillaging and plundering from lmp'&?;q_]_
seftlements on Colonia. after defeating the Ohrkish
hardes' of Warlord Gharag Badtoof. Tt *was’ Later
claimed that the Orks had beca responsible for
much of the devastation, but there are those who @
still blame the 'Headhusters'
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1 Command HQ
0-5 Heavy Weapon squads

Command Platoon:

Command HQ.......................55 points/70 points

Points/model WS BS S T w I A Ld Swv
Guardsman - 3 3 3 3 1 a 1 7 S+
Led by Captain 55 a4 4 3 3 2 4 a 8 54
Led by Colonel 70 4 4 3 3 3 4 3 9 5+
Veteran Sergeant +10 3 3 3 3 1 3 2 8 5+

Squad: One Officer and four Imperial Guardsmen.
Weapons: Lasgun or laspistol and close combat weapon,

Options: Up to four Guardsmean may have one of the following weapuns each: flamer
at +6 pts; meitagun at +15 pts; plasma gun at +15 pts; grenade launcher at +15 pts.
Two Guardsmen may form a heavy weapons team armed with one of the following:
heavy bolter at +10 pts; missile launcher at +15 pts; lascannon at +20 pts; autocannon
at +15 pts: mortar at +15 pts. The Command HCG may have frag grenades for +5 pts.

Character: The Command HQ is led by either a Captain or a Colonel. One
Guardsman may be upgraded to a Veteran Sergeant at an extra cost of +10 pts. Any
character may be given additional equipment from the Armoury.

Standard Bearer: One Guardsman may be upgraded to a Standard Bearer at a cost
af +10 pts. Any Imperial Guard units with a model within 12" of the Standard Bearer
may re-roll any failed Morale checks. The Standard Bearer may be given a regimental
standard or holy relic bought at an additional cost from the Armoury.

Medic: Cne Guardsman may be upgraded to a Medic at an extra cost of +10 pts. The
Medic receives a medi-pack (see the Wargear section).

Transport: The squad may be mounted in a Chimera. See the Chimera army list entry
for points cost and details.

SPECIAL RULE
Leadership: ﬂmf {mrint
Guard squad within 12" of a
Command HQ may use the
Laadgrahin ‘of the Command
HQ Officer for all wmlnnd
Plnningm o

Sentinel Squadron: The platoon may include
one squadron of Sentinels, see the Fast Attack
section for points values and upgrades. The
Sentinels operate as a separate unit, including
for set-up and Resarve rolls,

Comm-Link: One of the Guardsman may be
given a comm-link at an additional cost of
+15 pts.

0-2 Anti-tank heavy weapons squads. . . . . . 35 points + wpns

Points/model WS BS S T W I A Ld Sv
Guardsman - 3 3 3 3 1 3 1 T 5+

Squad: The squad consists of six Imperial
Guardsmen organised into three heavy
weapons teams.

Weapons: Each weapons team must be
armed with either a missile l[auncher at
+20 pts or a lascannon at +30 pts. All six
Guardsmen carry lasguns. One model may
carry a comme-link at +5 pts.




0-2 Fire Support heavy weapons squads .. ... 35 points + wpns

Points/imodel WS BS S T W I A Ld Sv
Guardsman - 3 3 3 3 1 3 1 7 5+

Squad: The squad consists of six Imperial Guardsmen organised into three heavy
weapons teams.

Weapons: Each heavy weapons team must be armed with either a heavy bolter at
+15 pts or an autocannon at +25 pts. All six Guardsmen carry lasguns. One model
may carry a comm-link at +5 pts.

0-2 Mortar heavy weaponssquads . ............ 95 points

Points/model WS BS 5 T w I A Ld Sv
Guardsman - 3 3 3 3 1 3 1 T 5+

Squad: The squad consists of six Imperial Guardsmen organised into three heavy
weapons leams.

Weapons: Each heavy weapons team is armed with a mortar, All six Guardsman in
the team carry lasguns. One model may carry a comm-link at an additional cost
of +5 pts.

Points™odel | WS BS S T W I A Ld Sv
Commissar 40 4 4 3 3 2

Commissar Squad: You may include up to five Commissars in your army. These do
net count as one of your HQ choices and may be taken in addition to your usual
allocation of HQ units in a scenario. Each Commissar must join a separate unit in the
army, as described below.

Weapons: Laspistol and close combat weapon.

Options: The Commissar may be given additional eguipment from the Armoury.
Commissars accompanying a Sergeant who is leading a unit of Rough Riders must
also ride a mount, although he receives one at no additional poinls cost.

SPECIAL RULES

Advisors: Each Commissar accompanies an Officer, beginning with the
highest ranking Officer in the force and working down through the ranks (ie,
Colonel, Captain, Lieutenant). This means that the first Commissar taken for
the army must accompany the Command HQ, while others will join platoon
command sections if it is possible, or any other Officers in the force if not. If
there are more Commissars than Officers, the extra Commissars are assigned
to a Sergeant of the player's
choice. Commissars cannol join
Hardened Veteran units or vehicle
units.

A Commissar must always remain
within 2" of the Officer or Sergeant
to whom he is assigned. If they are
killed, the Commissar must remain
with the unit they were leading.

Summary Execution: Special
rules apply to Commissars (see
the Commissars' special rules on
page 5 for details).




w1 A Ld
Veteran Trooper 10 3 4 3 3 1 3 1 B 5+
Veteran Sergeant 20 3 4 3 3 1 3 2 8 5+
Veteran Officer +45 4 4 3 3 3 4 3 9 5+

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

Weapons: The squad is armed with lasguns 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 a laspistol or
autopistol at +1 pt; shotgun at +1 pt; needle sniper rifle at + 5 pts {(maximum of one
per squad).

Up to three models may be armed with one of the following weapons each: a flamer
at +6 pis; bolter at +2 pts; plasma pistol at +10 pts; meltagun at +15 pts; plasma gun
at +15 pts; grenade launcher at +15 pts.

Two of the Guardsmen may be formed into a weapons tearm armed with one of the
following: heavy bolter at +12 pts; missile launcher at +18 pts; lascannon at +23 pts;
autocannon at +18 pts, mortar at +15 pts.

The squad may be equipped with krak grenades for an additional cost of +2 pts per
model. One model may carry a comm-link at +5 pts.

Character: The Sergeant is a Veteran and may be given additional equipment from
the Armoury. Sergeants from Hardened Veteran squads may be given equipment
normally only allowed to Officers.

Veteran Officer: The squad may include one Veteran Officer at an additional cost of
+45 pts. He carries a lasgun, or a laspistol and close combat weapon, and may be
given additional equipment from the Armoury.

Transport: The squad may be mounted in a Chimera. See the Chimera army list entry
for points cost and details.

Hardened Veterans: The squad has two Battle Honours, which will always be
Hardened Fighters and Steadfast. For details see the Infantry Battle Honours table on
page 163 of the Warhammer 40,000 rulebook.




Points/Model | WS BS S T W | A Ld Sw
Storm Trooper 12 3 4 3 3 1 3 1 B 44+
Veteran Sergeant 22 3 4 3 3 1 3 2 B 4

Squad: The squad consists of one Veteran Sergeant and nine Storm Troopers.

Weapons: Heligun and frag grenades. Any model may exchange his hellgun for a

hellpistol and close combat weapon

at no extra cost. All models have carapace

armour and targeters (see the Wargear section for details).

Options: Up to two models may each be armed with one of the following: flamer at
+5 pts; melta gun at +10 pts; plasma gun at +10 pts; grenade launcher at +10 pts. The
squad may be equipped with krak grenades for an additional +20 pts. One model may

carry a comm-link at +5 pts.

Character: The Veteran Sergeant may take additional equipment from the Armaury.

Transport: The squad may be mounted in a Chimera.

SPECIAL RULES

Deep Strike: Storm Troopers are

the Deep Strike rules if the mission
that have a Chimera may not Deep

Infiltrators: Storm Troopers are trained to work their way into a forward position
on the battlefield. This means that they may set up using the Infiltrators rule, but
only if the mission allows for Infiltrators to be used. If not then they must set up
as normal. Storm Troopers that have a Chimera may not infiltrate.

grav-chutes. To represent this, up to one Storm Trooper unit may deploy using

sometimes deployed using para-gliders or

allows for them to be used, Storm Troopers
Strike.

Points/Model

30

Squad: The squad consist of between three and five Ogryns,

Weapons: Ripper gun and close combat weapon

Options: May replace ripper gun with an Ogryn close combat weapon al no additional

cost (see Wargear section for details).

Transport: The Ogryn squad may be
list entry for points cost and details.

mounted in a Chimera. See the Chimera army

SPECIAL RULE

tha unit when they embark,

It's dark in dere!: Ogryns hate confined spaces and this can make it very
difficult to get them into a Chimera.
embark if thera is an Officer or a Commissar within 12" of at least one model in

Because of this, an Ogryn squad will only

Ogryns can start mounted
in a Chimera without an
Officer or a Commissar
being nearby (it's assumed
they were convinced to
enter the vehicle earlier on)
and may disembark freely
at any time.

THOUGHT FOR THE DAY:
BE STRONG IN YOUR ICNORANCE

| used fa wr Tead
so don tmmuy%m
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Points/Model | WS BS S5 T w | A Ld Sv
Ratling Sniper " 2 i 2 2 1

Squad: The squad consists of between three and ten Ratling Snipers.

Weapons: Sniper rifles

SPECIAL RULE

Infiltrators: In the right circumstances Ratlings have the ability to work their
way into a forward position on the battlefield. To represent this they may set up
using the Infiltrators rule but only if the mission allows for Infiltrators to be used,

If the mission does not allow troops o use this rule then the Raltlings must set
up normally with the rest of the army.

e g———

Infantry Platoon: 1 Command Section
2-5 Infantry squads

CommandSection............c 00 eeasin 35 points

Points/model WS BS S T W I A Ld Sv
Guardsman - 3 3 a 3 1 3 1 T LT
Lieutenant 35 3 3 3 3 1 3 2 B 5+
Veteran Sergeant +10 3 3 3 3 1 3 2 B 5+

Squad: The Command Section consists of one Lieutenant and four Guardsmaen.
Weapons: Lasgun or laspistol and close combat weapon.

Options: Up to two models may be armed with one of the following each: flamer at
+3 pts; meltagun at +8 pts; plasma gun at +8 pts; grenade launcher at +8 pts.

Two of the Guardsmen may form a weapons team armed with one of the following:
heavy bolter at +10 pts; missile launcher at +15 pts; lascannon at +20 pts; autocannon
at +15 pts; mortar at +15 pts. One model may be glven a comm-link at +10 pts.

The entire Command Section may be given frag grenades for an additional +5 pts.

Characters: One Guardsman may be upgraded to a Veteran Sergeant for an
additional +10 pts. The Lieutenant and the Veteran Sergeant may choose additional
equipment from the Armoury.

Transport: The Command Section may be mounted in a Chimera. See the special
Chimera army list entry for points cost and details.

SPECIAL RULE

I.aﬂnmhip Any Imperial
Guard squad within 12" of &
Command Section may use
the Lieutenant's Leadership
value for all Morale and
Piming hah
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Points/model WS BS S T w I A Ld Sv
Guardsman - K| 3 3 3 1 3 1 T 5+
Led by Sergeant 60 3 3 3 3 1 3 1 T 54
Led by Vet. Sergeant 70 a 3 3 a 1 3 2 B 5+

Squad: The squad consists of ong Sergeant and nine Imperial Guardsmen.

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

Options: Up to one model can have one of the following: flamer at +3 pts; meltagun
at +8 pts; plasma gun at +8 pts; grenade launcher at +8 pts. Two Guardsmen can form
a weapons team with one of the following: heavy bolter at +10 pts; missile launcher at
+15 pts; lascannon at +20 pts; autocannon at +15 pts; mortar at +15 pts. The squad
can have frag grenades for +10 pts. One model can have a comme-link for + 5 pts.

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

PointsModel | WS BS S T W | A Ld Sv
Guardsman L 3 a 3 3 1 3 1 T 5+
Veteran Sergeant +10 3 3 3 3 1 3 2 8 5+

You may have up to one Armoured Fist squad per Infantry Platoon.
Each Armoured Fist squad counts as a separate Troops choice.

Squad: The squad consists of one Sergeant, nine Guardsmen and a Chimera,

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

Options: Up to one model can have one of the following: flamer at +3 pts; meltagun
at +8 pts; plasma gun at +8 pts; grenade launcher at +8 pts. Two Guardsmen can form
a weapons team with one of the following: heavy bolter at +10 pts; missile launcher at
+15 pts; lascannon at +20 pts; autocannon at +15 pts; mortar at +15 pts. The squad
can have frag grenades for +10 pts. One model may carry a comm-link at +5 pls.

Character: The Sergeant may be upgraded to a Veteran Sergeant for an additional
+10 pts. The Veteran Sergeant may choose additional equipment from the Armoury.

Transport: The squad is mounted in a Chimera armoured carrier, purchased at an
additional cost from the Transport entry below.

TRANSPORT: CHIMERA
Front Armour Side Armour Rear Armour BS
12 10 10 3

Chimera

Type: Tank. Crew: Imperial Guard.

Weapons: The Chimera must have one of the following turret weapons: multi-
lasar at +10 pts; heavy flamer at +10 pts; heavy bolter at +10 pts. It may also
have a heavy bolter or heavy flamer mounted in its hull at +5 pts

Options: A Chimera may have any of the following: camo netting, extra armour,
hunter-killer missile, improved comms, pintle-mounted storm bolter, rough terrain
modification, searchlight, track guards, smoke launchers.

Transport Vehicle: A Chimera can carry up to twehe models (count Ogryns or
maodels in Terminator armour as two models). It is always taken as a transport
upgrade for another unit and may only transport the unit it was bought for, |
Indepandent characters that join & unit with a Chimera may also travel in it, ;




Front Armour __ Side Armour _ Rear Armour
Hellhound 12 10 10

Type: Tank. Crew: Imperial Guard.
Weapons: Turrel-mounted Inferno Cannon and hull-mounted heavy bolter,

Options: It may have any of the following: camo netting, extra armour, pintle-mounted
storm bolter, rough terrain modification, searchlight, track guards, smoke launchers.

SPECIAL RULES

Inferno Cannon: Such s the ferocity of the Inferno Cannon that any squads who suffer
casualties because of it must make an iImmediate fall back move as if they had falled a
Morale test. Units that ignore Morale checks ignore this rule. The unit is not actually
broken and does not have to regroup at the start of its next turn, If the unit suffers 25%
casualties it takes a Morale test as usual but this rule applies if it passes the test.

Range Strength Penatration Shots
Inferno Cannan Tampiate [} 4 Huizaivy 1

Move ‘n Shoot: A Hellhound that moves over B can shoot in the shooting phase but only
with fts Inferno Cannon. It it moves over 6" it must fire the cannon via a side or rear facing
= it it were fired ahead the flames would wash back over the Hallhound itself!

Fuel Tanks: The Hellhound's large fuel tanks make it very vulnerable to enamy altacks.
To represant this all glancing hits are treated as penetrating hits instead.

Armour;
PointsModel | WS BS S Front Side Rear | A
Sentinel 35 k| 3 5 10 10 10 3 1
Type: Walker, open topped. Crew: One Imperial Guardsman.

Squadron: The squadron consists of between one and three Sentinels.

Weapons: A Sentinel must be armed with one of the following weapons: either a
multi-laser at +10 pts or a heavy flamer at +5 pts.

Options: A Sentinel may have any of the following vehicle upgrades: armoured crew
compartment, camo netting, extra armour, hunter-killer missile, improved comms,
rough terrain modification, searchlight, smoke launchers.

SPECIAL RULE

Scouts: Sentinels are used to scout ahead and are always in the vanguard of the army,
T represant this, any Sentinels in the army may be deployad at the start of a battle, even
in scanarios where they could not nommally be deployed. For example, if you were the
defender in a Take & Hold mission then your Sentinels would set up at the start of the
battle instead of being placed in reserve with the rest of the Fast Aftack units. If you're
playing a scenario where you can only deploy a limited number of units then any
Senfinels you deploy are not counted against the limit for the scenario,

In addition 1o this rule, after both sides have deployed, any Sentingls may make a ‘free
mava', The move happens before the first turn takes place. All of the normal movement
rules apply.




Points/Model

Rough Rider
Veteran Sergeant

Ld Sv

|
+10

3 3 3 3
3 3 3 3

] 1 7 B+

Ws BS § T W | A
1
1 3 2 8 5+

Squad: The squad consists of one Sergeant and between four & nine Rough Riders.
Weapons: Close combat weapon & laspistol.

Options: The squad can have frag grenades at +1 pt per model and/or hunting lances
at +3 pts per model. Any number of models may be given a lasgun in addition to their
other weapons at +1 pt per model. One model can have a comm-link at
+3 pts. Up to one model may have one of the following: flamer at +5 pts; meltagun at
+10 pts; plasma gun at +8 pts; grenade launcher at +8 pts.

Character: The Sergeant can be upgraded to a Veteran Sergeant for an extra
+10 pts. A Veteran Sergeant may choose extra equipment from the Armoury,

SPECIAL RULES
Cavalry: Rough Riders are cavalry (see page 83 of the Warhammer 40,000 rulebook),

Hunting Lance: Rough Riders are sometimes issued with a long hunting lance whose
head bears a shaped explosive charge. In tha first combal round of the first close combat
theay fight in Rough Riders must use this lance it they have one. Thereafter it is useless,
those that have not exploded on impact are discarded as they draw their laspistols and
chainswords. A model using a hunting lance receives only one attack in the close combat
phase. Ignore the model's Attacks value and any modifiers that would normally apply. The
lance adds +2 to the user's Strength and ignores armour saves. A charging modal using
a hunting lance doubles its Initiative. Hunting fances may nol be combined with other
weapons and the user does not receive any benefit for being ammed with any other close
combat weapons.

Trot: Rough Riders may move at a trot. Declare this in the movement phase, before
maving the unit. Any that move at a trot move up to 9" in the movement phase but may
then only charge 9" in the assault phase. Rough Hidarrsmwingltairmmyuﬁyshmt
with pistol weapons and may not enter or cross difficult terrain.
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EMAN RUSS BATTLE TANK
Paints Front Armour  Side Armour  Rear Armour BS
Battle Tank 140 + wpns 14 12 10 3
Type: Tank. Crew: |mperial Guard.,

Weapons: The tank is armed with a turret-mounted battle cannon and must have one
of the following hull-mounted weapons: lascannen at +15 pts; heavy bolter at +5 pts.

Options: The Leman Russ may be upgraded with two side sponsons armed with a
pair of heavy bolters at +10 pts or a pair of heavy flamers at +10 pts.

The Leman Russ may be equipped with any of the following: camo netting, crew
escape mechanism, extra armour, hunter-killer missile, improved comms, mine
sweeper, pintle-mounted storm bolter, rough terrain modification, searchlight, track
guards, smoke launchers.

You can find the rules for tanks and other vehicles on pages 77-91 of the Warhammer
40,000 rulebook.




Points Front Armour  Side Armour  Rear Armour BS
Vanquisher 175 + wpns 14 12 10 3

Type: Tank, Crew: Imperial Guard.

Weapons: The Leman Russ Vanquisher is armed with a turret-mounted battle cannon
and a co-axle storm bolter (counts as a pintle-mounted storm bolter). In addition, it
must have one of the following hull-mounted weapons: lascannon at +15 pts; heavy
bolter at +5 pts.

Options: The Vanquisher may be upgraded with two side sponsans armed with a pair
of heavy bolters at +10 pts or a pair of heavy flamers at +10 pts.

The tank may be given any of the following: camo netting, crew escape mechanism,
extra armour, hunter-killer missile, improved comms, mine sweeper, rough terrain
modification, searchlight, track guards, smoke launchers.

SPECIAL RULES

Vanquisher Battle Cannon: This cannon can fire special Anti-Tank (AT) shells that can
smash through the thickas! armour. Declare that you will fire an AT shell before you fire
the cannon, AT sheils have a range of 72" and a Strength of B, Don’t use the Ordnance
blast teamplate. Instead, roll 1o hit using the crews' BS of 3. If a hit ha scored roll two D6
for Armour Penetration and add the scores together.

Veterans: The crew may be upgraded to Veleran status at a cost of +20 pis. & Veteran
crew has one Battle Honour which is rolled for at the start of each battle from the Vehicle
Battle Honours table on page 183 of the Warhammer 40,000 rulebook.

LEMAN RUSS EXTERMINATOR

Front Armour __ Side Armour _ Rear Armour BS
Exterminator 14 12 10 3

Type: Tank. Crew: Imperial Guard,

Weapons: The Leman Russ Exterminator is armed with a turret-mounted twin-linked
autecannon. It must also have ane of the following hull-mounted weapons: lascannon
at +15 pts; heavy bolter at +5 pts.

Options: The Leman Russ Exterminator Ena:.r be upgraded with two side sponsons
armed with a pair of heavy bolters at +10 pts.

A Leman Russ Exterminator may be equipped with any of the following vehicle
upgrades: camo netting, crew escape mechanism, extra armour, hunter-killer missile,
improved comms, mine sweeper, pintle-mounted storm bolter, rough terrain
modification, searchlight, track guards, smoke launchers.
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LEMAN |

USS DEMOLISHER

Paints Front Armour __ Side Armour _ Rear Armour BS
Demolisher 150 + wpns 14 13 1" 3
Type: Tank. Crew: Imperial Guard.

Weapons: The tank is armed with a turret-mounted Demolisher cannon and one of
the following hull-mounted weapons: lascannon at +15 pts; heavy bolter at +5 pts.

Options: The tank may have two side sponsons armed with a pair of: heavy bolters
at +10 pts, multi-meltas at + 30 pts, plasma cannons at +20 pts or heavy flamers at
+10 pts. It may be given the following: camo netting, crew escape mechanism, extra
armour, huntar-killer missile, improved comms, mine sweeper, pintle-mounted
storm bolter, rough terrain modification, searchlight, track guards, smoke launchers.

Points/mode! | Front Armour  Side Armour  Rear Armour BS
100 12 10 10 3

Basilisk

Type: Tank, open topped. Crew: Imperial Guard.

Weapons: The Basilisk has an Earthshaker artillery gun & hull-mounted heavy bolter.

It may also be equipped with any of the following: armoured crew compartment, camao
netting, extra armour, hunter-killer missile, improved comms, pintle-mounted
storm bolter, rough terrain modification, searchlight, track guards, smoke launchers,

The Basilisk may be modified to allow it to fire indirectly as described in the special
rules below, at a cost of +25 pts,

SPECIAL RULES

Indirect Fire: The Earthshaker can fire ‘indirectly’ at targets it can't see in the
same way as a mortar or Whirlwind. Earthshakers that fire indirectly obey the
normal Earthshaker cannon rules, except that they become Barrage (le, Guess
range) weapons with a range of 36"-240" (see page B4 of the Warhammer
40,000 rulebook). Note that the minimum ‘guess’ for indirect fire is 36".

Points/model | Front Armour

Side Armour
Griffon 75 12 10 10 3

Rear Armour BS

Type: Tank, open topped. Crew: Imperial Guard.
Weapons: The Griffon is armed with a heavy mortar and hull-mounted heavy bolter,

A Griffon may have any of the following: armoured crew compartment, camo netting,
extra armour, hunter-killer missile, improved comms, pintle-mounted storm bolter,
rough terrain modification, searchlight, track guards, smoke launchers,

A Griffon may be armed with siege shells at +5 pts.

-

SPECIAL RULES

Ehle-AGﬁﬂnnmyﬁmasiagaahallinmndnlanm Siege
shells use the smaller Blast template instead of the Ordnance template but are
ordnance in all other respects, Roll 2D6+5 when rolling p&m on
for siege shells against bunkers, instead of two D6 and e highest. If
you're using the rules for buildings from the back of the Warhammer 40,000
rulebook, siege shells affect models inside a building on a 4+ instead of a &.
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Points | WS BS S T W | A Ld Sy L3
Macharius 173 |D3+2 4 3 3 4 4 D3+110 4+

AI'I Impenal Guard army of 2,000 points or more may include Macharius. If
you decide o take him he counts as one of the amy's HO choices. The
army may include a Command HQ as normal, although Macharius is the amy's

leader being the Senior Officer on the field. He may not be given any extra ' -
equipment or wargear. In addilion, he may only be used in a battle where all
players have agreed beforahand to the use of special charactars.

Wargear: Master-crafted bolt pistol, master-cratted power WEAPON, Carapace
ammour (save already modified above), trademark item (crimson claak), Helm of
Macharius

SPECIAL RULES

Independent Character: Macharius follows the Independent Character
special rules in the Warhammer 40,000 rulebook, I

Commanding Presence: Any Imperal Guard unit within 12° of Macharius
takes Morale or Pinning checks using his Leadership of 10.

Ferocious Charge: To represent Macharius's legendary ferociousness he
adds D3 attacks when he charges, instead of the usual +1

Helm of Macharius: This ornate artefact protects the wearer with a powerful
force field. The wearer receives a 3+ invulnerable save.

Old War Wounds: Macharius suffered debilitating wounds during the Siege
of Jakart that troubled him for the rast of his Ife. To represent this, his WS
and Attacks are generated randomly at the start of the battle. '

Master Strategist: Macharius' sudden assaults enabled him to launch
devastating attacks while the enemy were at their most vulnerable. If
Macharius is present then you may choose to go first in any misslon where
this is normally decided randomily

-

LL ome called him a mo ., & matlman. Indeed the line berecen nie determanation and ingane rut RS 15 Vague
S.i-l'lnl! wavering. h s true that he or d the bombardment of rids wntil tMey submitted It is also true that he
Id have driven hes men into the jaws of deat e all eternity had thiey oot Dinally grown weary, It s truc that he
g | W times order the hull.'l:l:rlng of whole worlds that opposed his, | But this was not all that he was. He was
magninimous in viclory sod many were the times he spared & world that had umpressed hem with s

He was 4 deeply spiritual man too, driven cver onwards for the freater 'h']n:r'p al the 1'.||'|p'.r-'-r. nat only

was consumed by his desigs, & passionate man who wus willing 1o pay any pric fulfil his drean [
Impcmml nee such 3 man ot that time &5 it o the threshold of g once again Th \ ies had passed,
the Treaty of Ceres had rounited Earth and Mats once again andh the Con of | t Amalath itofss to such
gizat promi He was the man to {ulfil those promiscs, 1o stretch out the Emperor's grasp once more It was he who
dri;_;gcr! the 1 n [I:II.F'I:rIII.HI through the lires of hattle, 3¢ reaming 4 ncw birth cry as its golde je Ci ut, the
renith of Mankind's power Withowt him, wk s to say what might pot have come y aibts | |u1.'q‘f-:|:||
sceded in the heart of It!': Ii“F'"'"'""" omce more. Mo-one can dare say they think of him without huo ar the

i A be perlormed. Many men have been dubbed insape for putting into practice what many Sants have preached, So

' Macharius was such i man.”

:,:‘ Extract from General Sepanus’ "Breac hing the Darkness

i
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Bemeber: €2l No Mas Hapy Until He s Diad

r" —— TI‘.: {lames of
4 Leminitus burmed

it the night skies,

casting 3 bloody
glow oato the
srattered stars of the
heavens. The Lord
Solar stood upon the
hilltop i the ruins
of the Carnelian
Palsce with the tcitwrs Gemeral Seqanus and
gazed over the rubble of the capatal ™ Another
world has falkeo to your gresteoss, Lord” sad
Ceneral Sepsus. "Owve more woeld under the
light of the Emperar of Terra,” agreed the
Lord Selsr, “And yet ot is oot coowgh”™ the
Lord Sclar commented, his vowrs tinged with
bitterness. “Your plans to go further are pot
unknown to vs” General Sepnus mformed the
Lord Solar, “but it casnot be so” "We have
coane here to the very edges of the stars, o
the halo of the galaxy. and you sy we must
stop” argued the Lord Solar, "The men cannot
go oa, General Scpous told him “For seven
years they hove fowght and liboured hird woder
your command. Ten fimes a hundred worlds
have fallen bescath yome fect. mot sance the
times of the Grest Crusade by the Emperor
himself have sach congquests been made We
have all had owr Gl of todl wd bloodshed,

should we mot now enjoy the peace which our
endesvours have carned us?”, "Peace™ the Lord
Solar asked with scorn oo his tongue. Peace?
There cansot be pesce in these times. A

thousasd worlds may be mine but 1 thosmsd
The Lord Solar stretched

omt hes hands to sweep across the heivens

mofc yel awail ms

There lies our destimy, past the nm of koown
space into the vorl beyond. What prizes, what
jewels of the wmiverse swuit ws out there? MNow
the adventure 15 just beginning Now is the
time that we become real heroes, Seqanus
Prople will sing of our explosts {or & thousind
years but f we go oo they will sing of ws for
all eternity.” Gemeral Sepmus thea did see thar
light of madness that was wont to enfer the
Lord Solar's eyes whea he spoke of s dreams
and ambitsons. But the Geseral was weary, [or
he bad fought for sevem years He had seem
untobd bartles and worlds destroyed “The men
will mot {ollow us, Macharius,” Sequnes told the
Lord Solar. “The habe 18 no place [or living
men for i is 4 realm populited by the ghosis
ol centuries past, and sirens call men to thew
doom who dare to eoter s hightless deptha”
At this the Lord Solir was overcome with
anger and hes face contorted with rage
"Spectres and ghouls are no match for men and
tanks! The men are afrasd becsuse they are

cowards and fools Have not my glorious armies

conguered so mamy worlds that to but pame
them all fakes o day? Have they sot overthrown
the tyramnies of the Durk Age of 'l?n:hu,ulum
on Lapis Majoris, prevailed agamst the
unenlightened masses of Hederode scorned the
animal intentions of Palus Olidus? What do
they bhave 10 fear of the wastes hetween worlds
that they have mot already overcome?” Gencral
Scpanis bowed his head before the Lord Solar,
“Macharive” he wlispered to his master, “the
men will oot follow us snymore For searly o
decade they have gone inta battle, followisg you
351"”_}' inta the blood aed thunder of righteous
war, but they canmot go on They have seen
more death and ruin than another soldier wees
in ten lefetimes. Their hearts and souls are dead
now, they simply caneot fand ot in themselves
1o F'ILH-JI forward into the great darkness. Judge
them not so hasshiy, for 1]|r}' have foaght well
for you and fought hard, They Jove you still
for all the glosies you bave brought them, the
plunder that has heen beaped wpon the altars of
the Emperor in their same But they will go
o further” And thes the Losd Solur did
dismiss Scqanus and for the rest ol the flame
filled night be stood upon the hill amongst the
ruims of the Carpelian Palice of Lemisitus and
wept hot fears of rage and disapposmntment as he
gized wpom the distant stams that would now

forever remain beyoed his grasp

Pc.n:c ? Thére
cannot be
peace in these

fimes.

Lard Saolar Macharius

hey have scen more death and ruin than another

soldicr sces mn ten lifetimes.
.

eral Sejamus




n Imperial Guard army of 2,000 points or

maore may include Yarrick. If you decide
to take him then he counts as one of the
army's HOQ choices. The amy may include
other Commissars as normal. He must be
used exactly as described below and may
not be given any extra equipment or wargear
In addition he may only be used In a battle
where all players have agreed beforehand to
the use of special characters.

Wargear: Master-crafted storm  bolter,
master-crafted laspistol, carapace armour
{save modified above), force field, Bale Eye,
battle claw (counts as a power fist)

COMMISSAR YARRICK
B R e e e e e

COMMISSAR YARRIC

Points |[WS BS S T W | A Ld Sv

Yarrick 1m 4 4 3 4 3 4 3 10 4+

SPECIAL RULES

Force Field: Yarrick is protected by a special torce field that reduces the
energy of enemy attacks. Whenever he is hit, roll 2 DE and deduct the
amount from the strength of the attack. If reduced to 0 or less the attack
is stopped completaly. The force field has no effect on attacks that don't
use strangth to inflict damage.

Bale Eye: Yarrick’s Bale Eye is a bionic implant that incorporates a laser.
It can be used at the sama time that Yarrick attacks in close combat and
hits autornatically with a strength of 4.

Independent Character: Yarrick is an Independent Character and
follows the Independent Character special rules in the Warhammer
40,000 rulebook. Mote that he does not follow the special rules for
Commissars and so is not assigned 1o an Officer or Sergeant, nor will he
execute members of a squad that he joins.

Fearless: Yarrick is totally fearless and never has to take Morale or
Pinning tests. He confers this ability to any unit that he joins.

Iron Will: Yarrick suffered numerous wounds during the Battle for
Armageddon and yet miraculously cheated death and bravely carried on
fighting. To represent this do not remove Yarrick as a casualty if he loses
hiz last wound (even if the wound was lost to an ‘instant kill' attack).
Instead, place him on his side. Then, at the start of the Imperial Guard
player's next turn, roll a D6, On a roll of 4+ Yarrick staggers back to his
feet, bloody but defiant, and is restored back to 1 wound. On a roll of
1-3 even Yarnck has bean laid low by the wound and is removed as a
casualty,

panay wmie git, wn't ‘& E sin't o maoch for you

i ARRICK™™ bellowed the Ok Warlord, bit amused by his avtempt ot cheering him up. “Uzbek, you are lml}' di stupidest Ork | know,
“Yarrsch cursc ' hide” Iustesd the Ok Warlosd had fimed Uszhek with amd dat’s wying soimeling Yarrick will never be
Chusghleull Thraks dumped inio bis throne, his D docp. seely guze. casy 10 dull up. 'E ain't lucky - "¢ makes s own
eyen ghowmng red from wnder o fusowed brow. "Uhek” growled Chazghhull, s it ever ocemred 00K, ot like ot I doz. °E beat e dat fime a1
Atosnd him Gretchin sturmied to chear oway the to you dat dis pansy wmas duffed over some of H'"l"_: Hive, and ‘_bﬂ:r me fair and o Or da
debris af abjeces thar he had smashed a5 he raged  our tosghest boyr at da Bartle of Hades Hiwe! ya think that all & ‘wmie needs 1 be is ucky 1

abost Commimr Yirrick. The throse room fell  Dat hive would 'sv fallen ists my hasds if it beut me

“silent spart from the womc made by the scurrying  weren't for im E trined up da ‘umics wot "N oo, Bows” Usbek bubbled, ). dat’s net wot
Cretchin. Then came 2 cough Ghasghkoll's eyes  defended dut plice ‘E organised ‘e 'E Jed ‘em I fink, ‘onest it ain't”

moved 1o the prostrate fomm of Big Boss Usbek,  imwo batile 'E sever gove op, sat ever. Sometumes

“Good, cause I'd bave to pet oid of ya if ya

wha liy cowrring o the foor is [ibl;l of the I think dat there's o bit of Ork i fim..” thought that. now wauldn’s 77 Ghaaghkuils eyes
theooe. 1t was he that had anformed Chasghkull Chazghkull remembered the Armageddon campaign  blazed red, snd Urbek once more hurked himsclf
that 'l.'mi:t was in the sector that Ghasghball was oy o0 Btk e Voriioh to the Noor sad prostrated himadlf Bl the Ok
Ry to andk. Chazghkull had bearnt that Yarrick bad been Warlord. “Never farger, Urhek” he contimued. “dat
“Wot i it Ushek, ya uscless piece of squig-dung” banshed 16 Hades Hive for opposing his planetary & worthy foe ‘a been blessed by Mork snd Gork
Mh.“ snapped. overbord. Yarrick bad orgasised  defence which 1o make ws Orks da best warriors in da pllx]-_ i

The Ork Big Boss cautsonaly stood up, dusting had balted Ghasghleull in his tracks. More and sameose gives yu & tough fight, ya hate ‘em, bus
himsell dows i be did so. "m Boss, 1 jast movre of Chazghkull's troops had been drawn into - ya honowr dem oo Mow, do Yarrick, | hate im
wanted ts sy dat dis Yarrick, well he's caly some the bartle, and wlthosgh the Hive had eventually more dan any ‘wmic alive.. but T honour ‘im da
been overrus, the Ok army had been bled dry in most too An' wiv i help, you'se boye will be da

Bos. | bet you'se just playing wiv ‘im. before you the process. It had bees the turning point in the  tooghest Orks m do galaxy. Now git osr me

to amash ‘im gpood and ¢ Har. campaige. And it hed oll been dows to ooc man - sight, Uszbek and don't come back - ol m keaw
?:rr::" . i Commimsar Yarrick exactly where dit Yarrick u” {
Ushek's biughter dowly trailed off when he “Yesh, bt Boss, v was qust fucky, weren't e And with that he sterted to confemplite how be
realined that Charghbull scemed not in the beast You'd dull ‘om over casy nexi time ch Boss would defest hia grestest foc once and far all .
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Points| WS BS'S T W | A Ld Sv
Nork Deddog 55 5 4 5 4 3 4 2 9 44

ou may include Nork Deddog in your Imperial Guard army as a bodyguard

for the most senior ranking Officer. Mork is added to his Command HCQ and
counts as an extra member of the unit. He must be used exactly as described
below and may not be given any extra equipment or wargear. In addition he
may only be used in a battle where all players have agreed beforehand to the
use of special characters

Wargear: Ripper gun, frag grenades, carapace armour (save already modified
abowve)

SPECIAL RULES

Very Loyal: Nork sticks to his commander like glue. So long as the
commander is alive Mork must remain within 2" of him if at all possible

Bodyguard: Mork will do his utmost to protect his master, even going so
far as to throw himself in front of enemy fire. To represent this, you may
choose to take any shooting hit on the commander on Nork instead if he is
within 2°, In addition, in the close assault phase, after models have moved
but before combats are resolved, Nork and his commander may swap
places if they are within 2" of each other (ie, Nork will fight whoever the
commander was fighting while the commander takes on Nork's foas)

¢ huge figure shambled towards where the thin and tangled
dy of C ncl Gr lay. Luckily the ancient colomel had
¢ of the carrier as it veered owt of control Now shafted ‘:II:_i_II.[]'I.' He heaw
d wp-ended in o drainage ditch. steam and metal ax the cormier pivoted against the soft ed
ring from its crew compartment. The force of the and came to rest om its d tracks.
os hid piched Gress mto a ditch on the other side of

the track

As the massive Oygryn towered over the tiny body he senxed that

his master was badly hart. He ed Tor 2 moment at the oddly

twisted limbs and blood d waiform and p d the d man moise af the :.\Fimslm All ke

a couple of times to make sure he wase't {ooling. € moaned 5|'|n|.|_'lh|||tg ];rﬂ._— and  heavy hl-'m[i

laintly u|11."||:i|.‘||n|_.; srface. His sight secmed d wing dim
shadowy, Then he realis v stand byaens
bes MNork was the w

3 { the armoured « alit of the e L
bt him 1I;_\.'|I-t i The UE:"HI R dragged the armoured carnier ot of the ditch aod tweaty yards

? down the road
barnle h"':JL.I.IIE_ il the cap with clumsy ha 8 he gently AW LAt Ao
Fr-.li-:rl:-:ll the bottle 1o the man's LI.|“ "1 said fetch the medi-kit, sor the CAFriEr, Moark.” wl'.ur!:r:d
Greiss. He was regaining the 1.I:I.'|II.'IH i his arms and I"'i!"'"' amd

didn’t like s much

mirmured as the cool water splashed over his [ace

he w |'nl-P:F':-‘|. ".‘_\'[u-_;! trying to n me and ferch the

imedi-pack ™ “Da medi-kit 35 0 da careier, surr,” beamed the Oytyn

Yus, sartl” showied Nork. saluting imstinctively with his left "Good thinking Nork.” grunted the | through clenched
hand. then his right hand. then both hands together tecth and mounting pain “Mow bring the medi-kit

Nork shuffled 1o his feet and loped back toward the carmer He “Nux, sure’” came the lovd and snap
P ked his way past the crumpled bo of the crew and the wta the Chimera, remembered he
Hi U d. ticimg with only passing curiosity the pamn i his back, saluted twice [or

own legs ¢ numerous shrapnel enctrated his thick :.“rn_'l'.mH for the v
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SPECIAL RULES
Single Unit: Colonel Schaeffer and his squad

Schaeftfer 4 4 3 4
Last Chancer 3 4 3

form a single unit. The Colonel must remain
with the Last Chancers at all times.

Harsh Discipline: As long as the Colonsl is

Squad: The squad consists of Colonel Schaeffer and his eleven Last
Chancers.

Transport: The squad may ba mounted in a Chimera. See the Chimera amy

list entry for points cost and details.

Hardened Veterans: You can use the Colonel and his Last Chancers as the
Hardenad Veteran squad allowed for your army. They count as one of your
Elites choices. All their equipment and characteristics are described balow
The Last Chancers must be used exactly as described and cannot be given
any extra equipment or wargear. In addition, they may only be used in a
battle where all players have agreed o the use of special characters

alive, the squad will automatically pass any
Marale or Pinning tests that thay have to take.

Combat Master: Schaeffer is a master of
close combat. Opponents must subtract -1
from their dice roils to hit him.

Hardened Veterans: The squad has fwo
Battle Honours, which  will always ba
Hardaned Fighters and Steadfast. For details
see the Infantry Battle Honours table on page
163 of the Warhammer 40,000 rulebook.

R B S T A e R e S e

INDIVIDUAL SPECIAL RULES

The wargear carried by each model is listed below. All models are assumed fo have a laspistol, frag and krak grenades

as well as the equipment listed in their entry.

COLONEL SCHAEFFER

Crime: Mone.

Wargear: Plasma pistol, powar weapon and carapace
armour {save already modified)

Crime: Refused direct order to lead unit on a suicidal attack.
Wargear: Lasgun, laspistol and close combat weapon

Crime: Killing three off-duty officers with his bare hands in a

drunken brawl
Wargear: Heavy bolter.

‘BRAINS’

Crime: Hacked into regiment's accounts to change his own
pay code

Wargear: Lasgun and comme-link

‘DEMOLITION MAN’

Crime: Caught breaking into Colonel’s personal drinks
cabinet,

Wargear: Lasgun and melta bombs,

Crime: Thought to have killed twenty civilians on Lactor
Prime over a five year period

Wargear: Plasma pistol and mono-filament knife (counts as
power weapon)

Crime: Went AWOL, Reason unconfirmed, but suspected to
be related to assassination of Chief Arbitrator Abraxtes.

Wargear: Needle sniper rifla.

‘GREASE MONKEY®

Crime: Stealing Eldar grav-vehicle belonging to ambassadar
of lvanden Craftworld.

Wargear: Bolt pistol.

Crime: Murdering fellow Master Sergeant for unknown
reasons.

Wargear: Missile launchar.

‘FINGERS’

Crime: Chargad with Black Marketeering.
Wargear: Lasgun and missiles,

‘ANIMAL’

Crime: See sub-file 84 beta, sections 103-196,
Wargear: Melta gun, scanner and close combal weapon.

‘WARRIOR WOMAN’®

Crime: Member of banned sect (ref: Artermis sub-cult),

Wargear: Lasgun, sword and knife {counts as two close
combat weapons).

,
e e
]







Administrates R LML |||||'.'||_. Files B9

[sub: 98 M40-400 MA41)

hundreds of thousisds of worlds of Munkisd that constine the Imperium ste bousd by astient Tithes 1o supply men asd musitions 15 the lmperial
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Chapter 27 Tank Recognitios Codex lmperium — 79%th Edeticn, 17th [mpeine, Galsctic Standard text

Leman Russ Battle Tank
-'*I.[H'I.DIJ-ICEI Note: The Leman Russ

'|'mOP Carrier is the maost widely

dcp]r.r!_rc:i bartle tank

wsed in the service of

the Emperas. There

are 4 number of

vartants on the basec

Leman Russ huoll. some

4 4 of which are shown

Mote: Pintle e sy . below

mounted storm ’

bolter and dozer

blide may be presemt

on some vehicles

Standsrd ; - K
Inemallaticn | o ' = Leman Russ
Mi 111+ ek : b Armus Vanquisher
structire | } Tezugdt  Infermus Bartle Tank

_F'J.rreru. m
Griffon - Armoured ot (g Mortar
Weapons Carrier b Weapon powered by

multiphasic genesatos

ﬂr.Jniorud i s " 2 | —— Leman Russ
Cerumine =+ ! J

(- : V. £
—— e J Exterminator

shiclding et 4
Azsault Tank

Basilisk - Mobile
Artillery Platform &3 = R ] st e
@ y with words | will crush
with the tanks of the
Imperial Guard™
Liwd Beler Mlaifims

by

. Mere Pentle
L[E}mJT!].]T:ISS ”__:ﬁ_lj__llgz';?'_' s mousted storm
emalisher Taifes o _.,---1,_...“&;.. bolter 18d: doaet
Omegs Parvern Siege Tank | ! ; blade may be

METY present an some
vehikles

T

SENTINEL

’I Scout/ Insurgency

Lightly armed onc-mas

scoat Iﬂd |nrur!,¢nr.3,'

“Let faith protect your mind and metal your Desh”

vehicle. Used for
Varanr; 162

recoanisance and losc 3 . 1 i omperative that all members of the Imperial Guard should be able 10 recogaise
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i PECASUS SECTOR- SECMENTUM SOLAR Hartle of Nifleimos. Ove World Hymir 11,
- Emherpur Brigade. 26th Vilhallan Regiment...

i++PLEASE SELECT A WARIONE ENVIRONMENT ~Merthus Crusade. Victory. Praise the Emperor.
AND MILITARY FORMATION TYPE & SIZE+—

FORMATION TYPIE FORMATION SIZE WARZONE TYPE

[fot combined formations select ol '..-!-r-.l far combined breikdows sebect sll simes) [eelect all ApprOp |
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Conquest Picoeer High Pressure Tar pits

=53 rusadesnmns Scout Tank High Tectosic Temperate

Cybersctika Shack Hive lemperate - cold

Enganeer Siege Includes Abbuman formations and non bic Waste Temperate ) hat
Exotic! Storm  Trooper standard equipped troapa Tundra
? Suner ank F 3 of 5 ¥

|..__",| Recoahaissande Saper Hesvy Tunk Ussally employed due to bigh L:-u. ;:;rm. v:ii:ulul.
Fortress Artillery Trench W L. ava Flows sleandc
Walke 1 Low Gravity Wasteland

Carrison ond categars define sub
ceand category b0 define sal Low Pressure Other (please speciby)

Heavww Tisk Wulker Recon
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Ll Chiand at ease recruil. So, you're new fo the Guard and everything ls just a bit : _ ”

damned confusing. Well, don't worry son because I'm here lo tell you how the
Guard works, You'll learn what makes up a combat ready force, what tactics you
should use and how to recognise units from their uniforms and insignia. You'll also
learmn about some of the famous
ragiments and heroes that make up
the brave body of men that is the
Imperial Guard. By the time I'm
finished with you, recruit, you'll be
ready lo take your place on the
battlefield and defend the Imperium
against anything thal alien scum
and human degenerates can throw
at you. Now listen carefully
because I'm only going to say this
onca...”

WHERE TO BEGIN?

s an Imperial Guard player you
have at your disposal a large
and diverse army, with lots of troops
and vehicles to choose from and a

]

=3

massive choice of regimental

uniforms to inspire you. Mo doubt, you'll
be tempted to collect as many different
types of Guard as possible but you
should try to resist this urge. Instead, aim
to put together a ‘core’ force so you can
start playing games as quickly as

possible. You can then expand this at
your leisure, adding units as and when
you need them for your battles.

The best way to start your army is by first
choosing the compulsory units from the
Standard Missions force organisation
chart. Because the most commonly
fought battles are Standard Missions, by
collecting these compulsory units you
can start playing as soon as your models
are ready. The compulsory units for a
Standard Mission are an HO unit and two
units of Troops.

The Imperial Guard is the perfect force for gamers and palnters who love big armies with loads of infantry!
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nd fofs of tanks! Th ¢
lechon of armoured vehicies, ke the
ty to put alf

nd, wihasa infer
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Laman Russ battie fank

SPECIALIST SQUADS

Ogryns




BY NICK DAVIS

he detactmant pictured hare s part of my much larger 85 Cadian Rifles
regimen!, which is a massive army with a huge selection of In
vahicles, The detachment s based around the Standard Mis
orgamsation chart amd s Jed by a Command plafoon. This con
Command HQ unit accompartied by up fo five heavy weap
— alf of which counts as a single SO cholce! In s case | ha
Just hwo squads - a Fire Support sguad for ant-persomnea)
Anti-tank squad in casa | rn info somathin
fingl HQ ehoice has fo be the rghtly feared
| can gat as a single HQ choiga, v

The naxt atep is
of twa). Again, this is wh
Marines. An infantry matos

re ffe ML
must take par plafoon. Bac
allows me fa
purchase an A Fist sgquad as a
saparata Troops chaice, | can have up
fo two of these mobile units. Thal
means that four Troops ‘siots’ have
bearr filed up, atthough | actually have
aight Infantry sguads and fwo
n telal (ten separate woits)!
mimissars are assignad to the
Command HQ ard the twe Command
sactions.

fts only when 've formed this baslc
arrry that | go back and ook af my Effte
choices. This defachment has fwo
abhuman squads as gned la i -
Ratiings are great for pinming amnamy
urits, white Ogryns provide the
deachment with wital Witing power for
assaulis.

Finally, | must decida on my Heavy
Support w The Impenal Guard has
lots of fanks to c Friw e af

L - g T - -f"'l"l P

"~ 'J“f'l; = ) . gre playing against tightl

5 - - - armias Wke Orks buf s mot as effective ag Space Marines. [ 'rm out

. ' i N ST ‘ f the three Heavy I ; twir Leman Russ battle

. " . < " army = II's adaplable, reliable and can take a greal deal of punishment
‘-i' B 0 ".L‘ T“ L . ; bafore i's destroyed,

Ly + " Well, that's how | put logether this detachment, With the Imperial Guard

» I g fo fght defensively buf you can easily turn them ifnfo & mora

. * offensiva force with the Inclusion of Rough Riders,

4, k - Halhounds and Senbinel sguadrons, Whatever you

% ,11 s T ﬂ;\_ 3 ” decide to do, | can anly recammeand thal you keep

Dlaying gamas with

way pou will start fo develop your own 1&c

sfyha of play, which will in furn affect what you decide
to get next for your own army. For the Emperor!

SUMMARY

2 HOs Command Platoon 4 Troops =2 Infantry Platoons
Commissars 2 Armoured Fist sguads

Ratlings; Ogryns 2 Heavy Support - 2 Leman Russ

(C:



aving collected your army you next need to decide what to do with it. To be
honest, learning how to use an army well is part of the joy of playing Warhammer
40,000 and, as with painting, no two players ever end up with exactly the same way
of doing it. And remember, practice makes perfect!

ATTACH Laman Russ hul down bahing Al Guess range waapons out of sight and together fo help range
. 0 astimalions fwhen using guess range weapons always iry fo farget
F“MATIHN = betwean fwo squads 5o that if you scafter vou hif somethings).

Armoured Fisl squad

supported by Rough
Ridars ready fo move

Advance fo wittin 247 of anemy and
then stop and shoot i out (don't tny
o hug cover = stay in formabion!),

Saoifd fire of lroops fo Block fine
of sight, Squads showd spraad
oul whan facing ordnance.,

forward when enemy
waakenad by firng.

Armoured Fist squad o™
for Helthound) ready i ) "
DEFENCE to counter aftack, Ogryns can : & ook (s
FORMATION \ MESUR St -

and countar aifack Extarminator

b

=i

Pickal fnes of infantry spread thin. Swesping advance rde
means each line can shoot af the enamy as they break forward
uriils i chose combal Ensure mimimum of 4" gap bedaaan lines
fo sfop enemy consolidating fmio new squad,

Use lerrain to
anchoar Ranks,

Vi

-
_ G

Always take a special and a haavy weapon in avery squad. Plasma guns are excellen!, flamers are paricularly
good for Armoured Fist squads whare the lroops engage the anemy up close and personal.



Presented here are plenty of examples of Imperial Guard uniforms. Feel free

to copy these or invent your own.

Jungle Fightar colour schemes

lce Warriors colour schames

Junghe camouflage

Smat [1!-&1‘"1
Chaos K,
Gobiln Grean

S Grenan,
Chaos Black

lca Blua,
Fovtrass Grey,
Encharted Bive

lee Biue,
Enchanted Blue

Chaos Black,
Bestial Brown,
Seewpion Greon

Snal Green,
Chaos Black

Skl White,
lce Blus,
Enchanted Blue

A,

Stall White,
lee Blue




MORDIAN IRON GUARD

Mordian colour schemes

CADIAN SHOCK TROOPS

Cadian colouwr schemes

fea Blue, Fortrass Gray, Chaos Black, Codex Gray, Goblfn Green, Bestial Brown,
Chaos Black, Scorched Brown,  Scorched Brown, Chaas Black, Scorched Brown, Chaos Black,
Fovirass Grey Chaos Black Fortress Gray Skull white Bieached Bone Goblin Green

TALLARN DESERT RAIDERS

Vermin Brown,  Snakebite Leather, Vomif Brown and  Bleached Bone,  Space Wolves Grey,  Codex Gray,
Scorched Brown, Scorched Brown,  Skul While mix, Varmin Brown, Codax Gray, Red Gora, :
Space Wolves Grey  Bleached Bane Bgatial Brown Ice Blug Skl Whita Scorched Brown




ORGANISATION AND MARKINGS =

Tm charts below are typical examples of the way Imperial Guard units are
organised. You can choose to represent this organisation on your models if
you want and there are lots of different ways of doing this. Vehicles especially
benefit from some kind of marking and you can see lots of examples in the rest
of this book.

NOTE: Soiid borders indicate compuisony units.
Dotted bordars indicate ophional units.

YELLOW COMPANY BLACK COMPANY

(2

Blue Company Biack Company
Red Platoon  Gresn Platoon
badge badge

PLATOON

NOTE: Singhe platoons may be replaced by Armowred Fist squads,

NOTE: Additional supporting units may be assigned fo fight as part of tha Company:

s - )& !"
TANK Cﬂﬂp ANY In this example of an

Army or Campaign Imperial Tank Company,

mm ”“df" ‘ . ten tanks are organised

force, including \ thus: a lead tank with
Space Marines, Imperial Exampie three squadrons of
Guard and Titans. LEAD TANK (LEMAN RUSS) Squadren badges, three tanks each. Within

the vast organisation of
the Imperial Guard

there is enormous
1 variation. During the
huge Siege of Atria IV,
the Valhallan 5th Tank
LEMAN RUSS LEMAN RUSS Company had
squadrons of eight
* * tanks each. The
individual tanks within
LEMAN RUSS LEMAN RUSS squadrons may vary,
with Vanquishers,
3 * 3 * Demolishers and
Exterminators mixed in
LEMAN RUSS PEMOLISHER LEMAN RUSS VANOQUISHER LEMAN RUSS VANGUISHER  with the standard
IST SQUADRON 2ND SQUADRON dRD SQUADRON Leman Russ.
COMPANY MARKING SOUADRON BADGE TR INGIAERS

Tarnks are numberad within the
squadren, wsvally 1, 2 and 3. Some
covmpanies wse move baroque systems
of numbenng ag 111,112,113

NOTE: Arillery Companies are organised in much the same way as fank Companies, comprising Griffons, Basilisks and Hydras.

Siripes padnted on the spongan, the badge remains the
il or furret. sama, the colour vanes by sguadron,

A seres of broad * Shown on the furref, hwll or side




T ; PAINTING INFANTRY

( ere are two things that constitute an Imperial Guard force — lots of tanks
and lots of infantry! It is an important point to remember that, as you will be
playing with literally dozens of Guardsmen, they should look good as a big

group as well as individually.

Knowing how to paint flesh quickly but
effectively will greatly help with getting
your Imperial Guard army ready. The
colours you use will depend on how dark
you want the skin to be - sun-scorched
desert fighters are probably going to have
| darker, more tanned skin than warriors
fighting in a frigid ice waste. Below is just
one of the many ways of painting skin for
you to try, which should result in the skin
tone for a typical human soldier:

Starting with a black undercoal, paint

the skin Dwarf Flesh (for a much

* darker skin fone use Dark Flesh), Two
thin coafs should do it

: f i
Apply a wash of Flesh Ink all over the

A skin area (Chestnut Ink /s another
altemative for shading skin).

w

[

Finally, you can highlight the raised
areas with ENf Flesh, mixed with a Gitle

bit of Skull White if you prefer.

This calour scheme s

@nmmwmrmmﬂmﬂmnMnmammwm The casings on the guns can be painfed
a differant colour such as Chaos Black, Camo Green or even Bestial Brown lo simulate wood grain, Small
symbols such as sagles can be picked out in Mithil Sifver or Shining Gold.,

Pouches and straps on modals with dark colour schames can be painfed muted colours like Bestial Brown or
Snakebite Leather and, on models with dress wniforms, Skul! White or Sunburst Yellow i a good cholce, You
can also use these colours on haimel siraps, water boffles and knife sheatfts.

Even it you use a variety of miniatures
representing different regiments you can
make the army resemble a cohesive
fighting force by painting each model's
uniform in a consistent colour scheme.

Often the style as well as the colour
scheme of the uniform will be influenced
by the terrain you play on (a desert world
camouflage scheme is no good in the ice
wastes!). You can use the same colours
you used to paint your terrain with if you
wan.

CAMOUFLAGE
One of the most important elements o
painting the Imperial Guard s

camouflage. The easiest camouflage
schemes are two colours, usually a light
colour followed by a darker colour. Simply
start with the lightest colour and then
paint the darker colour on top,

DESERT
Lighten Vomit Brown
with Skl White and
add
Bubonic
Brown an
fop, This camo scheme was created by
painting the whale area Snot Green
R and than painfing over It with Chaos
Biack. On top of this basic paftern
Splatter Skull ware painted blotches of lightar
White with a colours [Scorpion  Green  and
tocthbrush Bubonic Brown).
over Fortress
Gray.




ainting camouflage schemes on

tanks is basically the same as
painting camoufiage onto troops: ..
paint the lightest colour first
then the darker ones.

Whan palnting lanks yow have a much
larger area fo paini on so Agirr[l |,uur

¥

rusfiing to I'Tigl'?.lll:h"lr

Wogo .EIuJI'th I the

et left,

os Black was painted first, then Codes
ers'r was added.

The Jungle colour scheme
above starts with Dark Angels
Green and then a flowing
camoullage of Bestial Brown
was painfed over the lop. The
ana fo the rght is also made by
painting Bestial Brown, this time
over Snakebite Leather. This
last axample was painted with a
red, Drokan patter
mpared fo the crsply pamied
amples before. After painting
the camoullage patfern rub moss
of the paird off your b
using a oclrcular =
mofiart blur the darker ¢
info the lghter. Balow are some
move axamples of different fank
oolour schames

Skl White paint was spanged onto the grean base colour of
thig Leman Russ Oemolsher.

Basilisk




any gamers like to do something with their army that sets it apart from all

the others. This may be a uniform scheme they've devised themselves,
interesting conversions on their character modeils, or even making up a whole
new regiment. On this page are a few examples of ways different Imperial Guard
players have made their army personal to them.

You can maka great smoke sffects for
flamers and large guns with coffon
wool painted lo ook ke smoke and
fire. Warwick Kinrade's Guardaman
with corvertad flamer features faming
smoke made from wire wool,

Some gamers Wke o create umnique regimants and characters, thay
just raid the Cltadel Miniafures catalogues and White Dwarf for ideas,
Far instance, impenal Guand anmigs are offen raised from hive
warlds, s0 Necromunda gangers make greal Imperial Guardsman,

The home planet of Nick Mackie's Stalinvast TV army is a ruined urban
world and he chose a colour scheme that best reflected thal, with
Shadow Grey and Chaos Black camoufiage, Note the Leman Russ
(above) has two sets of tracks. His army conlaing some inlereshing
conversions including his Colonal Cometus (laft), based on Commissar
Yarrik, and the Ralling Sniper with a peaked cap (insat),




Tsaragmd is the name of an Imperial
city that Warwick invented for his
Imperial Guard force to fight in
(based on the Battle of Stalingrad in
World War Il). As well as converting
and painting his Imperial Guard to

represent a city-fighting force,
Warwick and lan Pickstock actually
made a complete set of gaming
boards and terrain (including a wide
river saction) to represent the shattered
ruins of the city. This is an excellent
example of how you can personalise your
own Imperial Guard army and how a little
bit of thought and effort can turn a good-
lcoking force into a great-looking one.

If you are feeling inspired, you should
have a go yourself — it isn't as difficult as
it first appears! The original gaming board
was made by lan for Games Day a few

years ago. He started with three 2' x &'
sheets of MDF board covered in various
thicknmesses of polystyrene sheet, glued
with Copydex. lan used ceiling tiles to
make raised city block areas and roads
and then added squares of card to make
paving stones. When they decided to use
the board for Tsaragrad, lan and Warwick
covered the whole board with a mixture of
gravel, sand, PVA glue and stones to
make it look covered in rubble. The
ruined buildings, were made from
foamboard which were also covered in
texturad paint for a concrate-like effect.

Warwick normally treats the canal as
difficult (rather than impassable) terrain,
uniess he wants a game where
possession of the bridges is the objective.
The road bridge is a converted model
railway bridge.







SHOWCASE

The following pages show just a small selection of the modelling and
painting projects diehard Imperial Guard fans get up to!

] Tava and
the Basilisk pictured
balow ware axie
convitad and | el
by Mark Bedford, Ha
ugsed & mik of Brown and
Crange ink fo creata the

Mark looked at refarance

for raal tanks and only

appied rust marks fo
and araas of baitle




Dave Andrews has painted thes
ALAEFISMIEn 0 an wiban
ige scheme wsing S
adow Grey and Chaos

depicting & huge ballle befween the Imparial Guard and Orks. Loks o Brgions ware made but wa'v
only bean able fo squeeze in the the Recovery vahicle and Hydra by Fred Reed (above).

This Chimeva variant by Fred Reed is based on & Chimara kit and heavily converted to be & Command tank.
Frad used Impanal Guard heavy weapons components and piecas from & plastic kit of a modern day tank.
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