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This book is designed as a handy gaming aid for players
of Warhammer 40,000. Within.its pages you will find rules
for every weapon, statistics for every troop type, and a
-complete alphabetical listing of every item of wargear and

Games Workshop website have been incorporated, SO
the rules are completely up to date. Vehicle access and
fire points are included too, plus there are background
descriptions and artwork of many of the armaments. The .

skl

vehicle upgrade in the current range of Codex army
books. All the corrections and clarifications found on the

book will serve as the ideal quick reference manual * .
during your battles.
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&= B y the 41st millennium, warfare has spawned innumerable weapons of destruction, ranging in capability from the
simple but efficient laspistol to the barely controllable energies of the plasma cannon. In this section we will be .
describing how characteristics and special rules reflect the differences between different weapons.

Every weapon has a profile which consists of several elements:

Bolter Range 24" Strength 4 AP 5 Rapid Fire
I Weapo!\ Name ]
| Maximum Range |
I Weabon Strength l
[ Armour Piercing Value I
I Weapon Type

WEAPON NAME
Some weapons have several names, depending upon who
is using them. The one given will be the most common.

Plasma Gun

MAXIMUM RANGE

Ranges are all given in inches. If the weapon’s range is
given as ‘Template’ then the weapon fires using the
teardrop-shaped Flamer template. The exact method is
explained later. If the weapon has a ‘G’ next to its range
then the weapon can be fired over obstacles by means of
the gunners guessing the range. These are called
Barrage weapons. Such a weapon may have two ranges
(for example, G12"-48") — in this case the first number is
the minimum range for the weapon, the second is the
maximum.

WEAPON STRENGTH

As explained in the Shooting rules, when rolling to wound
for shooting hits, you use the weapon’s Strength rather
than the firer’s.

ARMOUR PIERCING VALUE (AP)

This shows how good the weapon is at punching through
armour. The lower the number, the better the armour it
can pierce without allowing an Armour Saving throw.

WEAPON TYPE

Different weapons have unique characteristics when they
fire. For example, some guns rattle off-a burst of shots
which means they can hit multiple targets, others may
fire a single blast of energy or a shell which explodes on
impact and can kill several things at once. Some
weapons are so massive that they can only be mounted
on vehicles and are so powerful they can destroy not
only the target but anything near to it as.well. These
qualities are all represented by a weapon’s type. All
weapons will be classified as either Rapid Fire, Pistol,
Assault or Heavy.

Some weapons may be able to fire in different ways,
representing different power settings or different types of
ammo. Where this is the case there will be a separate
line in the weapon’s profile for each.

Some weapons such as storm bolters and multi-lasers
fire multiple shots. Where this'is the case the number of
shots a weapon fires is noted after its type. For example,
a multi-laser fires three shots in each Shooting phase so
its type is noted as Heavy 3.

In addition to the weapon type, a weapon may have
some additional characteristics that define the way they
work. These include things like Gets Hot or Blast. A
weapon may have one or more of these characteristics.



RAPID FIRE WEAPONS '
Weabons which are self-loading and carry a reasonably

large load of ammunition are called rapid fire weapons.

. These are very common and usually come in the form of
'sub-machine guns or similar. They can lay down a
withering hail of bullets, particularly at close range. Their

* high rate of fire means they can be fired effectively ‘from
the hip’ when a squad is advancing, spraying shots into
the enemy whenever they present themselves.

An infantry model armed with a rapid fire weapon can
shoot twice at targets up to 12" .away.

If an infantry model has not moved, it may instead fire
once at targets over 12" away, up to its‘maximum range.
Models carrying rapid fire weapons that wish to charge
_ intoclose combat in the Assault phase may not fire in the
Shooting phase — being constantly on the move limits
them to short, close range bursts of fire as they charge
in, the effects of which are included in the assault.

PISTOL WEAPONS

' Pistol weapons are similar to rapid fire weapons but are
light enough to be carried and fired one-handed. As
pistols often have a less powerful charge their range is
limited. On the plus side, they are handy enough to allow
a trooper to fight in-close combat with a combination of
a pistol and sword, axe or other close-combat weapon.

+ |f a model armed with pistols moves, it can shoot once at
targets up to 12" away. If a model armed with pistol
weapons remains stationary, it can shoot twice at targets
up to 12". Models carrying pistol weapons can fire them
once in the Shooting phase and still charge into close
combat in the Assault phase, but cannot charge if they
remained stationary to fire twice.

ASSAULT WEAPONS

Assault weapons are fired by warriors as they charge
forward into the attack. They either fire so rapidly or are
s0 indiscriminate that you don’t have to do much more
than point and shoot. For example, a flamer is a weapon
which fires a fan-shaped gout of burning fuel, so it's just
as accurate whether you are moving and firing or not.
These weapons shoot the number of times indicated —
whether you move or not and regardless of range.

Models carrying assault weapons can fire them in the
Shooting phase and still charge into close combat in the

- Assault phase. This means they are very good for
moving and assaulting things... hence the name!

EAPON TYPES

HEAVY WEAPONS

“These ‘are heavy, man-portable weapons, such as

missile ‘launchers or lighter weapons, that require
reloading between_each shot, careful set-up or bracing
against their considerable recoil. If an Infantry unit moves
then it cannot shoot heavy weapons — they either move
or shoot, but not both (remember that even if the model
armed with the heavy weapon doesn’t move, it still can’t
fire if other members of its unit move). .

When shooting, heavy weapons aIvyafys fire the number
of times indicated regardless of range, in the same way
as assault weapons. They are very. g'ood for laying down
long range supporting fire or taking out tanks and such
like. Infantry units that fire heavy weapons-in the
Shooting phase may not charge into close combat in the
Assault phase, although some rare units may be an
exception to this. ; v

- Note: Vehicles, monstrous creatures, riders on bikes.

(including jetbikes) and certain other models are capable
of moving and firing freely with- heavy weapons thanks to
their strength, powerful exoskeleton, internal power
sources, efc.

ORDNANCE WEAPONS

Ordnance weapons are so huge and powerful that they

cannot be physically carried but must be mounted onto a*
vehicle or be built into the structure of a bunker or

. fortress. Units using ordnance weapons may not charge

into close combat in the Assault phase.

Designate the target and place the large Blast marker
over it with the following restrictions:

* You may not place the marker so that any of your own
models or vehicles (apart from wrecks) are underneath it.

* You must place the Blast-marker so that one enemy
model is under the central hole; you cannot place the
Blast marker over empty space.

Next, check if it landed on target. If the hole at the centre
of the marker is beyond the'weapon’s maximum range or
no line of sight exists to the target the shot is an
automatic miss and has no effect. Otherwise, proceed to
see where it hits.

If the target is in range and can be seeén, the massive
impact of an ordnance weapon means it's going to be very
hard to miss completely. Nenetheless, the shot may not
land exactly where it was intended to. Roll the Scatter dice
and a D6 to'see where the shot lands. If the Scatter dice
rolls a HIT symbol the shot lands on target. If an arrow is
rolled, the marker is shifted in the direction shown by the
arrow the number of inches indicated on the D6.

If the Ordnance weapon was fired by a moving vehicle
then two-D6 are rolled and the highest taken to
determine the distance the Blast-marker scatters. Scatter
rolls can take the Blast marker beyond range or out of
sight, representing the chance of ricochets, the round
blasting through cover and other random chance.
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BLAST WEAPONS
Blast weapons fire shells, missiles or bolts of energy which
explode on impact, potentially injuring several victims with
the shock waves and shrapnel. They pose less of a threat
to a well dispersed unit, but can wreak havoc among closely
packed ranks of warriors. This section covers blast
weapons fired by non-ordnance weapons only (ordnance
weapons fire even larger shells or missiles — these are
handled using the rules for ordnance weapons).

When you fire a blast weapon roll to hit as normal; if the shot
misses it has no effect. If a hit is scored take the Blast marker
and place it over the target unit so that one model is under the
hole to see how many models are affected.

Models whose bases are partially covered by the marker
are hit on a D6 roll of 4 or more, models whose bases are
completely covered are hit automatically. The defending
player may remove any casualties inflicted from the unit as
a whole, not just from models beneath the Blast marker.

MULTIPLE BLASTS

If a unit is firing multiple blast weapons, just place one marker
after another, resolving the casualties from each blast before
placing the next. Remember, casualties can come from
anywhere in the unit, not just under the marker.

LARGE BLASTS

There are two sizes of Blast marker: the normal one and the
large one. Nearly all blast weapons use the normal Blast
marker, while ordnance weapons use the large Blast
marker. Some non-ordnance weapons may use the large
Blast marker and where this is the case it will be noted in
their description. This doesn’t convey any of the other
advantages of ordnance weapons, however.

Some ordnance weapons have optional ammunition that
doesn’t use the large Blast marker. These benefit from all
the advantages of ordnance weapons even if the large Blast
marker is not used.

GETS HOT

‘Gets Hot’ represents the penchant of certain unstable
weapons for overloading and badly singeing their user. If
you roll a 1 to hit, the weapon has overheated and injured
the model firing it. The model must make an Armour Save
or it suffers a wound (an exception to the normal Casualty
Removal rules) — the model with the overheating weapon
must take the wound. Weapons on vehicles are not affected
by overheating. It is possible for a model to hit with shots
that also result in an overheat — the hits are still resolved as
normal, even if the firer also falls victim to his own weapon.

MULTIPLE GETS HOT SHOTS

If a Gets Hot weapon is firing multiple shots, the chance of it
getting hot is even riskier. The chance of suffering wounds is
equal to the number of shots being fired, so firing two shots
means that the weapon Gets Hot on rolls of 1 or 2, while
firing three shots makes it a ludicrously dangerous 1, 2 or 3.

TWIN-LINKED WEAPONS

Weapons are sometimes linked to fire together in order to
increase the chances of scoring a hit through the crude
expedient of blasting more shots at the target. To represent the
fusillade of fire laid down by a linked weapon you may

'SPECIAL WEAPON CHARACTERISTICS

re-roll the dice to hit if it misses; if the second roll is also a miss,
you may not re-roll the dice. again. Twin-linked weapons don'’t
get more shots than normal ones, but you get a better chance
of hitting with them. The big advantage of twin-linked weapons
is that they only count as a single weapon being fired.

Example 1: A Space Marine Land Raider is firing its twin-
linked heavy bolters  at an enemy. It gets three shots (as
heavy bolters are Heavy 3) and may re-roll any To Hit dice
which don’t score a 3 or higher — a hit for a Space Marine’s
BS of 4 — because the weapons are twin-linked.

Example 2: A Space Marine Dreadnought with a missile
launcher and a twin-linked lascannon can fire both weapons
and still move, as it is allowed to shoot with two weapons
and the twin-linked lascannon only counts as one weapon.

MELTA WEAPONS

Melta weapons are devastating short-ranged ‘heat rays’
Melta weapons roll an extra D6 when rolling to penetrate
vehicles’ Armour Value at half range or under. See pages
65-67 of the Warhammer 40,000 rulebook for more details on
armour penetration.

TEMPLATE WEAPONS

These are particularly indiscriminate short-ranged devices,
such as flame throwers, which affect a broad, cone-shaped
area represented by a template. They are indicated by
having the word ‘Template’ for their range characteristic
instead of a number. Instead of rolling to hit, simply place the
template so that its narrow end is touching the base of the
model firing it and the rest of the template covers as many
models as possible in the target unit without covering any
friends. Against vehicles, the template must be placed to
cover as much of the vehicle as possible without also
touching a friendly model. :

Any models fully or partially under the template are hit
automatically. Against vehicles use the direction of the firer
to determine which armour facing is attacked. Because

template weapons bathe the area in burning fuel, baneful
energies or something equally dangerous, Cover Saves are

ignored when resolving hits. As with blast weapons,
casualties inflicted by template weapons do not have to be
taken from amongst the models actually covered by the
template, but must come from within range of the firer.

MULTIPLE TEMPLATE WEAPONS

SR S

If a unit is firing multiple template weapons, resolve them

one at a time.

TWIN-LINKED TEMPLATE WEAPONS
Twin-linked template weapons can re-roll to wound against
each model hit. Against vehicles, you may re-roll the Armour
Penetration dice instead.

BARRAGE WEAPONS

Certain blast weapons launch their shells high up into the air :
so that they plunge down upon their target, passing over -

any intervening obstacles en route. Weapons like these fire

by the crew guessing the range to the target point and *

hoping the round lands close enough to inflict harm. Their
greatest advantage lies in their ability to fire at targets which.
are out of sight. Some pieces of ordnance are used for
laying down a barrage in the same way.
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FIRING BARRAG’ES SR LT

Bafrage weapons never have to test to see |¥ they must fire

. at the closest enemy. Designate the target unit and place
the Blast marker over it, with the following restrictions:

* You may-not pléce the marker so that any of your own
models or vehicles (apart from wrecks) are underneath it.

“» You must place the Blast marker so that one enemy model

e is‘'under the central hole; you cannot place the Blast marker
 hole over empty space.

You then see if it has landed on target. If the hole at the
_ centre of the marker is inside the weapon’s minimum range,
or beyond its maximum, the shot is an automatic miss and
has no effect. If its range is good, proceed to see where it
hits, remembering that no line of sight is required. Roll.a
Scatter dice and a D6 if a line of sight exists to the target, or

- two D6 if not and take the highest. If you roll a HIT on the

Scatter dice the shot lands on target. If an arrow is rolled,
- the marker is shifted in the direction indicated by the arrow
a number of inches equal to the D6 roll.

- Note that it is possible for a scattering shot to land beyond
_ the weapon'’s range, out of sight, off the edge of the table or
even on your own troops! Such are the vagaries of barrage
weapons. With barrage weapons, the centre of the marker is
used to determine which direction hits occur from in relation
to Cover Saves. Barrage weapons are always pinning
weapons as well. See the Pinning Weapons rules for details.

. MULTIPLE BARRAGES

If a unit has more than one barrage weapon they’ll all be
 fired together in a salvo, with one Blast marker landing for
- each weapon that is within range. Place the Blast marker
and roll for any potential scatter with the first shot as
before, this is the ‘ranging shot’ for the salvo — all other
. shots will land nearby. Once the first marker is placed, roll
- aScatter dice for each other Blast marker in the salvo.

~ Ifan arrow is rolled, place the marker in the direction indicated
s0 that its edge is touching the edge of the marker placed for
the ranging shot. If a hit is rolled, the firing player may place
the marker so that its edge is touching the edge of any of the
Blast markers in the salvo which have already landed.

Multiple Barrages: This Ork unit has been hit by a salvo
of three Blast markers from a multiple barrage. The first
barrage is a direct hit (dice A) and a Blast marker is placed
in the centre of the unit. The second Blast marker is
placed touching the first marker in the direction shown by
dice B. The third marker is placed touching the first
marker in the direction shown by dice C.

ORDNANCE BARRAGES

Some ordnance weapons fire barrages. These use the firing
procedures for barrage weapons to determine where they
land but hit with all the benefits of ordnance.” Just like
normal barrages, ordnance barrages are pinning weapons.
See the Pinning Weapon rules for details. Note that

_ordnance barrages may not be fired from moving vehicles.

~ INCOMING!
ORDNANCE BARRAGE PINNING

Ordnance barrages are even more terrifying than
normal barrages — the -ground shakes and heaves
under the thunderous impacts, troops caught in the
open are completely annihilated and those in cover
are virtually buried alive by a- furious rain of
incandescent death. Units suffering casualties from an
ordnance barrage must pass a Leadership test with
the following modifier to avoid being pinned down:

-1 'Leadership. for coming under fire from an
ordnance barrage.

'PINNING WEAPONS

Coming under attack from some weapons can. be sudden
and shocking, making troopers throw themselves flat and
hug cover rather than risk being hit. This is usually due to

- momentary confusion about where they're being attacked "
from. Sniper fire, barrages, etc, are the most common.When -

the firing of a single .enemy unit inflicts casualties with
pinning weapons, the target must take a Leadership test to
avoid being pinned down. If the unit fails the test it may not -
move, shoot or assault, or make any other actions in its"
following turn. A unit may be called upon to take multiple
Pinning tests in a single turn. A pinned unit does not have
to take a Morale test if it sustains 25% casualties from
enemy fire, as the. fact it is pinned overrides the Morale
test. If assaulted by the enemy, the pinning effect is
immediately cancelled and the unit will fight normally.

SNIPER WEAPONS

These weapons are precise and deadly and can be used
to pick out a target’'s weak orvulnerable points. A sniper
weapon hits on a 2 or more regardless of the firer’s BS.
Sniper hits wound on a roll of 4+ regardless of the victim’s
Toughness, and roll 2D6:for armour penetration against
vehicles, but with no additional bonus for Strength.
Against vehicles, this represents their chances of
successfully hitting exposed erew, vision ports, fuel or
ammo storage, etc.

RENDING WEAPONS

Rending weapons fire a hail of shots so focussed they can
literally chew through flesh, bone ‘and armour alike. Any roll
to hit. of 6 with a rending weapon automatically causes a
wound with"'no Armour Saving throw possible. Against a
vehicle, any Penetration roll of 6 allows a further D6 to be
rolled and the result added to the total score. Note that only
one extra dice is ever rolled, even if this additional roll is also
a 6; no further dice are added.

LANCE WEAPONS

~ These weapons fire a coherent, focused blast which can

bore through even reinforced vehicle armour regardless of
its thickness. Due to their unique nature, they count vehicle
Armour Values higher than 12 as 12.
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WALKER

Grey Knights Grand Master  +2

Armour
. WS BS S Front Side Rear |- A
L Dreadnought 4 4 6(10) 12 12 10 4 2
~ Space Wolf
- Venerable
*‘Dreadnought 5 5 6(10) 12 12 10 4 3
‘Furioso’ i
Dreadnought - 4 4 6(10) 12 12 10. 4 2(3)
VEHICLES Armour
A Front Side Rear BS
Rhino 11 x s ISR o 4
Razorback 11 1 10 4
Land Speeder - 10 10 10 4
Whirlwind e =50 4
" Predator 1335 5l 10 4
Vindicator 1feiR 10 4
Land Raider 14 14 14 4
Land Raider Crusader 14 14 14 4
Leman Russ 14 12 10 4
NEMESIS FORCE WEAPON BONUSES
Strength Power Force
Rank bonus weapon weapon
Grey Knight +2 No No
Grey Knight Justicar +2 Yes No
Grey Knight Terminators +2 Yes No
Grey Knight Brother-Captain  +2 Yes No
Yes Yes

* May fire either frag or krak missiles.

WEAPONS ‘Rarige S AP Type
Assault cannon 24" - 6 4 Heavy 4, Rending
Autocannon 48" 7 4 Heavy?2
Bolt pistol 12"~ 4 5 Pistol
Boltgun 24" 4 5 Rapid Fire
Deathwind 12" 5 6 Heavy 1, Large Blast
Demolisher 24" 10 2 Ord. 1, Large Blast
Flamer Template 4 5  Assault 1
Heavy bolter 36" 5 4 Heawy3
Heavy flamer  Template 5 4 = Assault 1
Hunterkiller missile n/a 8 3 Heavy 1
Lascannon 48" 9 2 Heavy 1
- Meltagun 12" 8 1  Assault 1, Melta

Missile launcher® A

Frag 48" 4 6 : Heavy 1, Blast

Krak 48" 8 3-: Heavy 1
Multi-melta 24" 8 1 Heavy 1, Melta
Plasma pistol 12". 7 2 Pistol, Gets Hot!
Plasma gun 24" 7 2 Rapid Fire, Gets Hot!
Plasma cannon 36" 7 2 _Heavy1,Blast, Gets Hot!
Shotgun 12" 3 - Assault2
Sniper rifle 36" — 6 Heavy 1, Sniper, Pinning
‘Storm bolter 24" 4 5 Assault2
Typhoon missile 48" 5 5  Heavy1,Blast, Twininked
Whirlwind**

Vengeance G12-48" 5 4 Ord 1/Large Blast

Castellan G12-48" n/a na Ord 1/Large Blast

** May fire either vengeance or castellan missiles.




Standard Bolt

Depleted deuterium core

the Emperor’s divine retribu

reactive, ‘;gxplosive shell, t death and
is fustly feared by the unrighteous and unclean.

. ?.";‘ i »h‘ et - Bolt Pistol

3 £ — Astartes MK 111

Variants include Inferno bolt, Hellfire round,
Metal Storm frag shell, Stalker Silenced
shell and Kraken Pattern Penetrator round

6-10 round magazine
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Heavy Bolter

Stormbolter Astartes MK IV¢; 7,?\5\
Man-portable

Astartes MK VII;

Terminatus Pattern

40-60 round
drum magazine

Powered feed or high capacity box magazine
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= Cloge combat weapons | .
R 3 The sword, the axe, the mace and the glaive; all are equal
i P _ The Powerfist smites the in the aid they provide to those who carry out the
: : ~ unworthy from the Emperor’s will. With them, the heretic, mutant and xeno

Emperor’s sight, shall be cleansed from the stars.
f = . crushing the

B \ life from their 0

- -~ l§ 9 3 bodies with its "J < o
R lethal energies. o &

._

Chainsword i

e N s
. Flame weapons

Flamer weapons fire ﬁ;«hpky mix of blessed chemicals that
 ignite upon comacf_.""ii;itﬁ the air and burn the enemies of the
Emperor in the cleansing fires. Carried extensively by the
i ;f_(';rccs of the Emperor, they are particularly favoured by the Flamer
e .' ,'_Chambcr Militant of the Ordo Hereticus. It is an honour to

e k! Ty ’ MK Illa; :
. carry such a weapon of divine purification, though the warriors “Hereti 'a p 6 burst ‘f
who carry them are often less than grateful for the privilege. SIETAC.. L attern promethium tank i
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Sl s el 2 I B I i Cross Index: Astartes Wargear file 6380a. Scaled.

Yas weapons
‘Cheap to manufacture aﬁh simple to maintain, las weapons are
issued to the Imperial Guard and are readily available on most

Imperial worlds. Many variants;on the basic design exist, but all
serve the same puspose — the destruction of the Emperor’s foes.

—p ¥
Al ._:g‘h

/ Mk 2 Gyro-stabilised:
Laspistol A1 backpack power-source

&

Short pattern; Kantreal manufactured 18

Vo MYt |2
" Lasgun

== Mk 4 'Catachan’ Lascarbine type F 3

Mk 6
rechargeable
power cell;

£ fluid metal core

| e A o R R O R BT e =
olid slug weapons

~ Cheap and commonly available, such weapons fire a hail of
bullets or shells and are often carried by the Emperor’s servants. iy

12 shot
solid slug

Autogun
M40 Armageddon pattern

Combat Shotgun: Arbites Pattern III; ‘Lawbringer’

e e ’ | P : 2 = il s l l

j;-. ; ! P 5 ?—! l]__]L i | |

1 ‘:ﬁl a zm a m B apung Rare and devastating weapons, they are the burning light of the Emperor.
g 3

magazine

_1._
2

Plasma Pistol - ——-——-
MK III; ‘Sunfury’ '

Plasma containment

flasks: 10 shots

o
- Melta quns

Melta guns use a two part infection system to force the

pyrum-petrol gas into a sub-molecular state, which will
vaporise fust about any target, reducing it to a bubbling pool

b

of molten slag. Many commanders issue such weapons to their

Melta Gun
Ultima Pattern;
Tank Killer’

most courageous soldiers, as they will be expected to put
themselves in harm’s way most often, attacking tanks and
storming cnemy bunkers to employ their weapons to best effect.

o e ; et i "f__ié
T]\ouglxn for the day: Blessed are the Gun Ma%d.s_‘

H
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IMPERIAL GUARD

WALKER Armour
WSBS S T W | A Ld Sv WS BS S Front Side Rear | A
Heroic _ Sentinel S g 10 TN +3 %l
Senior Officer f4 4 3 3.3 4 3 9 5+
Senior Officer 4 4 3 3 2 4 3 8 5+ VEHICLES Armour
JuniorOfficer 3 3 3 3 1 3 2 8 5+ Front Side Rear BS
Valeran Basilisk 12 10 10 3
Sergeant I e R L [ S - Chimera 1288 0RSS10 3
Guardsman BR~8 3 '8 «+fi »3 1..7 By Hellhound 1274205 30 3
Conscript ke e SRS e 1 ek TR R [ S Leman Russ AE S1250H0) 3
Commissar 4. 4 3..3 2 4 2F 10 5% Demolisher 14 K18 11 3
g:;'fg:)ned 2 2 3 3 1 3 1 8 5. WEAPONS Range S AP Type
Priest 4 4 B 85 9 4 Sraglas Autocannon 48" 7 .4 Heavy?2 )
Tach-Priest Battle cannon 72" 8 3 Ordnance 1, Large Blast
Enginseer I T P S R [T L s Boltgun 24" 4 5 Rapid fire
Hardened Bolt pistol 12" 4 5 Pistol
Veteran Sergeant3 4 3 .3 1 3 2 8 5+ Demolisher 24" 10 2 - Ordnance 1, Large Blast
HardenedVeteran 3 4 3 3 1 3 1 8 5+ Earthshaker 120" 9 3 Ordnance 1, Large Blast
Storm Trooper Flamer Template 4 5  Assault 1 '
VeteranSergeant3 4 3 3 1 3 2 8 4+ Grerids ElRaRaT
Storm Trooper 3 4 3 3 1 3 1 8 4+ Frag 24" 3 6 Assault1,Blast
Ogryn 4 3 5 4 3 3 2 8 5+ Krak 24" 6 4 Assaulti
Ogryn Heavy bolter 36" 5 4 Heavy3
Bong L R R BN Heavy flamer Template 5 4  Assault 1
fadling g & 2°'2 1 &' 1 6 & Heavy stubber 36" 4 6 Heavy3
Hellpistol 2R3 s B RIS10]
Hellgun 24" 3 5 Rapid fire
Hunter-killermissile n/a 8 3 Heavy1
_Inferno cannon™ 24" 6 4 Heavy 1, Template
Lasgun 24" 3 - Rapid fire
Laspistol 12" +3+ = +-Pistol
Lascannon 48" 9 2 Heavy1l
Meltagun 12" 8 1 Melta, Assault 1
Missile launcher*
Frag 48" 4 6 Heavy 1, Blast
Krak 48" 8 3 Heavy1
Mortar G48" 4 6 Heavy 1, Blast
Multi-laser 36" 6 6 Heavwy3
Multi-melta 24" 8 1 Melta, Heavy 1
Plasma cannon 36" 7 2 Gets Hot, Heavy 1 Blast
Plasma gun 24" 7 2 Gets Hot, Rapid Fire
Plasma pistol 12" 7 2 Gets Hot, Pistol
Ripper gun 12" 4 6 Assault2
Shotgun 12" 3 — Assault2
Sniper rifle 36" — 6  Sniper, Pinning, Heavy 1
Storm bolter 24" 4 5 Assault?2

*May fire either frag or krak missiles/grenades.

**Place flamer template on target. Roll to hit. If you hit, all models
touched by template are hit. If you miss, they are hit on a 4+.



SERVANTS OF THE EMPEROR

AGENTS.OF THE IMPERIUM

VEHICLES o Armour

' WSBS S T. W | A Ld Sv Front Side Rear BS
InquisitorLord 4 4 3 3 3 4 3 10 3+ Chimera ' e Eto 10 3
Inquisitor AESAT3 3 oA Sot R Immolator o110 4
Daemonhost 4 4 6 4 4 4 D6 9 -* Exorcist Yoge s 10 4
Imperial i '

- Assassin SR 4 4 278 3 T0MEER WALKER Armour
Death Cult WS BS S Front Side Rear | A

- Assassin SRS 3:%2 5, 2.8 =% Penitent Engine4 2 5(10) 11.- 11 10 3 D6
Henchman B eyl ot N (IR SRR R - T e . :
Warrior : WEAPONS Range S AP Type e S

- Henchman BRI, 8 S 3 B 4 Also see the Weapons table on the opposite page.

5 . Exorcist missile 48" 8 ‘1 /Heavy.D8. ;

BATTLE SlSTVE:‘ SB'S S T W 1 A Td sy Eirearms 24" 4 6 Rapid Fire, _Gets Hot!
3 Incinerator Template 5 4  Assault 1; nho
Canoness Al i R R e DAY TR Y B (0 o Invulneretieton
Palatine ANSRNGs s 2 45 0" ob 3y Cover Saves
‘Priest B GEil 3 D Wy Q58 = Inferno pistol 6" 8 2 Pistol; 2D6 Armour
Celestian Penetration within 3"
Supetior qe04, .3 3 1 4 2 9 3 Needle. pistol 12" -~ 6 Pistol; wounds on 4+

~ Celestian A e e Y SR e R Psycannon 18" 6 4  Assault 3; ignores

B iSisterSuperior 3 4 3 3 1 3 2 9 3+ y Invilnerable, Saves

" BatleSister 3 4 3 3 1 3 1 8 3 e S

~ Seraphim " ;

:'Supeeior B s s 5 Stake crossbow 24°52°%3- 5 ggjs:rl; i,nw;fr\;’ciitsh :
Seraphim SR 8 3 AR ke T 3 no Save.
Arco-flagellant 4 0 4 5 1 4 1/D6 8 -—* *May be fired either as an assault or a heavy weapon.
Mistress 4 4 3 38 1 45)28) 10 4+ : :
Sister Repentia 4 4 306) 3 1 3 1 4+ ORBITAL
B sader P e . WEAPONS S AP Notes
Barrage bomb 6 4 Barrage Ord blast
- | *Indicates a 5 + I Inerabio Save. - Lance strike 105 Barrage Ord blast
‘ “Indicates a 4+ invulnerab/e Save. Melta torpedo 8 8. Barragé Ord blast;

2D6 Armour Pen

N:':”"'IHH 178 =

11
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CHAOS SPACE MARINES

CHAOS SPACE MARINES

WS BS S Ld Sv WS BS S T W | Ld
Chaos Lord 5 5 4 4 10 3+ Chaos Biker 4 4 4 45 1 4. 2 9
Chaos Biker Aspiring
Champion BESE- T4 4 10 3+ Champion 4 4 4 451 4 38 10
Chosen 4 4 4 4 10 3+ Raptor 4 4 4 4 1 4 1 9
Chosen Raptor Aspiring
Terminator AMsd 4 4 10 2+% Champion 72 e e S Wi [ il B | 0
Chosen Aspiring :
Champion 45 4 4 4 10 3+ CHAOS DAEMONS
Chosen WS BS S w oI Ld
Terminator Bloodthirster 9 0.8 6 . 41 451 10
1 5+
Champion /- S e N 10 2+ e T
Possessed 4 4 5 4 10} 3+ 5 HSEG D I A (5 S A6 D G A )
Possessed LordofChange 8 4 6 6 4 6 3 10
Aspiring a8
; per of
pucppn . 4 -4 54 10 3+ Secrets 73 7 -6 & 4 B .10
1 5+
Obliterator 4 4 5 4(5) 9 2 ‘Bioodletter 4 0 5 4 1 4 2 10
Chaos
CoacoMarne 4 4 4 4 g 5 Plaguebearer 4 0 4 4(5) 1 4 2 8
" Horror 2 N3 ™4 3. 2K-2 1 8
Aspiring
Champion 4 4 4 4 10 3+ Daemonette 4 0 4 E | 4 2 8
Nurglings T80y 8 4858 3§ T
Elesh:Hound 4 =02 5 =54 = B P8
Screamer 4 04 4 1 5 8
Furies e e e DX 2 EPT
LOST AND THE DAMNED
WSBS S T W I A Ld
Big Mutant 45 PE6 . e B o 29857,
- Boss Mutant 4= S 2e B AT SRR e B S
Traitor 3.3 I3 .1 Bim - LB
Agitator e e e S I O e 7
Mutant 8 2. 3 3(4). 1. 8 1(2)°a7
MutantBoss 3 2 3 34) 2 3 2(3) 8
Arch Heretic 5 6 4. 4 2 :"5=a£3 .10
WALKERS Armour
WS BS S Front Side Rear |
Chaos
Dreadnought 4 4 6(10) 12 12 10 4
Defiler 20488 3l Sl e s
VEHICLES Armour
Front Side Rear
Chaos Rhino 11 i1l 10

Chaos Predator
Chaos Land Raider

([ S LS [
T e O Bt T

* Indicates a 5+ Invulnerable Save.

* Indicates a 4+ Invulnerable Save.




WEAPON Range S AP Type : " WEAPON Range S AP Type
. Autocannon 48" 7 4 Heavy?2 Heavy stubber 36" 4 6 Heavy 3 (Assault 3 if
. Battle cannon* 72" 8 3 Ordnancel, Large Blast used by Big Mutants)
or G36'-72' 8 3 Barrage, Ordnance 1, Lascannon 48" 9 2 Heawy1
Large Blast Melta gun 12"_ 8 1 Melta, Assault 1,
Blastmaster"* Missile launcher*** '
Varied frequency 36" 5 5  Assault 2, Pinning Frag 48" 4 6 Heavy 1, Blast
‘ Single frequency 36" 8 4 Heavy 1, Blast Krak 48" 8 3 Heavy1
H Bolt pistol 12" 4 5 Pistol Plasma cannon * 36" 7 2 Heavy1,Blast Gets Hot!
| Bolter 24" 4 5 Rapid Fire Plasma gun 24" 7 2 Rapid Fire; Gets hot
\ Combi-bolter 24" 4 5 Rapid Fire, Twin-linked Plasma pistol 12" -7 2  Pistol, Gets hot!
\f Doom siren Template 4 5  Assault 1 Reaper
Firearms 24" 4 6 Rapid fire; Gets hotl Autocannon 36" 7 4 Heavy 2, Twin-linked
Flamer Template 4 5 Assault 1 Sonic blaster 24" 4 5 Assault 2 or Heavy 3
Heavy bolter 36" 5 4 Heavy3 * May be fired either as a normal ordnance weapon or as a
Heavy flamer Template 5 4 Assault 1 efrrage .wea;? i ) .
1 » May fire either at a single or varied frequency.

*k K

May fire either frag or krak missiles.
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-1 —TLe—Eldail arc famed for their shuriken

weapons. These range in size from the

_ shuriken pistol up to the shuriken cannon,

and all work on a similar principle. The

‘ammunition is stored as a solid core of

plasti-crystal matcrial that is forced up
from the magazine by a magnetic repulsor.
- A series of rapid high-energy impulses

originate at the rear of the weapon then
move it forward at a terrific speed. These
impulses detach a monomolecular slice of
the ammunition. core and hurl it from the
weapon's barrel, while the ammunition
core is kept in the line of the firing
impulse by the magnetic repulsor.

This allows the weapon to fire up to a
hundred rounds of ammunition in a burst
and cach
ammunition core is good for ten or more

of onc or two scconds,
bursts of fire before it nceds replacing.
The downside of this firing mechanism is
its lack of rifling on the barrel, which
drastically reduces its accuracy, keeping
the weapon's cffective range below that of

dard solid

similar size.

weapons  of

Idar laser weapons appear to function
in a similar way to our own, using
highly focused light beams to ' causc
traumatic temperature change on impact
with the target. However, they have far
and

transmission  systems, using artificially

more efficient power generation
grown crystals to filter and refine the laser
bursts to their optimum power and
potency. This has given risc to such
weapons as the bright lance, scatter laser,

lasblaster and prism cannon.

The bright lance’s highly charged energy
bolts are much more accurate than those
of an Imperial issue lascannon, making
thickness
redundant. The scatter laser and lasblaster

armour under a  certain
use crystalline power cells to store up a
charge of laser encrgy and then fire them
in a concentrated burst, much like our
own multi-lasers but in a far more
encrgy-cfficient manner. The prism cannon
uses a two-stage firing process, with a
medium magnitude laser charge fed into a
crystal prism which greatly amplifics the
shot in a fraction of a sccond, whilst
dispersing the energy burst to target a

wider arca.

. aesthetic purposes.

S gl _
There are a wide-var
used by the Eldar. We

of shuriken patterns
¢ unable to ascertain

rava{ir;L =

whether varictics in shape -and design are based £/ ¥ = L
il f 5% accelerator
upon ballistic grounds (for longer ranges, 44 ARy e |
better armour piercing effect, etc) or just for giihtins & T mmunition | -
0| -

Shuriken Catapult

) G0

Eldar shuriken ammunition recovered from

. battllcficldsrof— the Darian Conflict.

Shuriken lsistol

Darius Variant

Ammunition coil

Shuriken Cannon

Sighti.ng

Triple accelerator AT "-..

........ " field !
—

&

Stabilising gyroscopes Coolant pipe for accelerator

r T T T T T T T T T T T 1

Elvar Heaby Weapons

e

Laser acceleration chamber

(magnetically shiclded) Prism Cannon

Primary charge chamber

Prism iocus"

3 Main prism
adjustment motors

T T T T T T T 1

Scatter Laser

.. Power cell (solid base)

Multi-lens laser

< (L1 e SRR Filtration
(==} lenses

+++ Sighting array

Multiple-lens
filter and

focus system
within barrel T

Bright Lance



; Warp corc containment
o field generator

e

X Warp/1eal space
Warp vanes (guidance s:ystcm) disruption module

[} ™ T T T T T - 1

+Sonic Disruptor
-‘ Resonant harmonics array
(varying frequencics)

Magaetic channel
. profector

Vibro Cannon

Weapon Jconography

The meaning of many of these symbols is ==y
Sl 4l

Origin

unknown

unknown to the Emperor's servants. Perhaps
they form some badge of ownership or are a
record of the warrior's history much like our
own troops ‘kill markings”

NeElRAR  bIFIDILLIZIE

Location: Tarsis system Inscription from Battle of Rimestar

‘Banshee Mask’

Psychosonic amplifier
(Howling Banshee

Aspect Warriors) ‘Mandiblaster’

Needle conductive
laser discharge unit
(Striking Scorpions
Aspect Warriors)

Gencetic detector in

© grip prevents use
when captured

Eldar Power Sword
2 Crystalline power circuitry within blade itself
|

{

= ; = B LS

In war victory is onc part planning and ninc parts faith. =

Ithough shuriken and laser technology

form the bulk of the Eldar arsenal,
they employ a number of large support
that very  sophisticated
technologics. Most common of these are the
Distort cannon, Shadow Weaver and vibro
cannon.

wecapons usc

The Distort cannon uses a warp enginc to
collapse an area of real space, cffectively
creating a miniature warp hole. If the target
is not wholly swept into warp space, it is
most usually torn to picces by the complex
gravitational forces employed. Luckily, the
D-cannon is relatively short-ranged and
inaccurate by Eldar standards.

The Shadow Weaver

monofilament mesh

dense

yC'
unidentificd  organo-polymer compound.
This compound is kept in a liquid state

creates a
from an as

within 2 magnetic reservoir, and when
through the theusands of
microscopic firing ducts is woven into a

released

web-like cloud by spinning gravity clamps.
The clouds arc forced high into the air
before they drift down, making them ideal
for disrupting an attack and causing the
Eldar’s cnemices to seek shelter.

The vibro cannon contains a sonic field
generator that creates a rapidly scaling wave
of sonic encrgy ranging from ultrasound to
hypersonic  frequencies. This  wave s
dirccted along a magnetic tunncl, and when
it hits, the resulting resonant frequencics
shake the target apart. This is most cvident
when two or more vibro—cannons cross
their sonic beams, causing tremendously
powerful disparate energy waves which can
damage even the toughest target.

Likc all wargear of the Eldar, their close
ombat weapons are highly advanced
and well crafted. As with most races, they
make wide use of mono-molccular edged
blades and disruption powerficlds. However,
there | are also numerous other devices
designed to overcome the foe in hand-to-
hand fighting. Perhaps the most fearsome is
the Banshce Mask, which contains complex
circuitry dcsigncd to amplify the Howling
Banshee's war crics into a psychic shockwave
which obliterates the nervous system and
scrambles  the  brain’s ncural pathways,
rendering the victim incapable for a few
seconds, or causing death in cxtreme cases.

The  Striking  Scorpions’  so—called
mandiblaster is another example of exotic
wargear. Triggered by a psychic pick-up in
the helmet, the mandiblaster fires a hail of
needles at the foe which act as a conductor
for a short-ranged but powerful laser
‘sting. Comparisons: have been  drawn
between the mandiblaster and
Tormentor Helm of certain Eldar pirates,

which ytﬂiscé a similar mechanism. s

L 1
46\ Jile. unnatural witcheraft pervades alt,

the -

— s of the Eldar — their minds. |
their culture and (enhnnlrgy." ‘ |
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ELDAR WALKERS Armour
S T w | A Ld Sv WS BS S Front Side Rear | A
Avatar ORRNEREEON. "4 . 5 2581 S 0ka 5 War Walker SRS 10 10 A 10 4 M2
Farseer (1o, 2 0 L AT S TS I [0 21 §
Warlock 4 4 3 3 1 4 1 g8 4y VEHICLES Armour
Exarch R T O W B Reont Side Rear BY
Warp Spider 4 4.3 7371 N5 10 OmNgH ARG S iz 12 L R
StrikingScompion 4 4 4 3 1 5 1 9 34  Falcon 12 12 10 3
HowingBanshee 4 4 3 3 1 5 1 9 4+  Vyper 1010 10 3
FireDragon 4 4 3 3 1 5 1 9 4% Fire Prism 1212 10 3
Wraithguard 4 4 5 5 .1 40 SEsOREE
Ranger 3 4 8 Mo YEAPON Qs AP, Type
Giardian 3 3.3, -3 {0 4 Bright lance 36" 8 2 Lance, Assault 1
DireAvenger 4 4 3 3 1 65 1 9 4+ D-cannon* G24" 10 2 Heavy 1, Blast
Cuardian Death spinner 12" 6 - Rapid fire
on Jet Bike RIS o ] 4 8 18+ Exarch death spinner 12" 6 —  Assault 2
Shining Spear 4 4 3 5 1 9 8+ Firepike 18" 8 1  Melta, Assault 1
Shining Spear Flamer Templale 4 5 Assault 1
e 2 e auRE 1.6 e navNea Fusion gun 12" 6 1 Melta, Assault 1
Swo?ping Hawk, 4ol 1 R Hawk’s talon 24" 4 6 Assault3
Aaithlon o it S ANEI BT ster 24" 3 6 Assault2
Dark Reaper 4 4 3 IO R IR i
Spiritseer 4 4 3 14 1 10 4+ SEREEEESEEHETE
Krak 48" 8 3 Heavyl
Wild Rider Chief 5 4 3 25 5. 3 0 3% Plasma 48" 4 4 Heavy 1, Blast
Kinsmen G 16 2 9 3+ Prism cannon 60" 9 2 Heavy 1, Blast
Pathfinder SR s TS S0 Ranger long rifle*** 36" n/a 6  Sniper, Pinning, Heavy 1
Defencerqtadss sl en L W Reaper launcher 48" 5 3 Heavy2
StoRSHE A LR B L Scatter laser 36" 6 6 HeavyD6
Shadow weaver G48" 6 — Heavy 1, Blast
Shuriken cannon 24" 6 5 Heavy 3
Shuriken catapult 12" 4 5 Assault2
Shuriken pistol 12" 4 5 Pistol
Starcannon 36" 6 2 Heavy3
Vibro cannon**** 36" 4 — Heavy 1, Pinning

Wraithcannon®****

12" n/a 1 Assault 1

* Use Ordnance Damage tables to resolve damage on vehicles.

** May fire either plasma or krak missiles.

*** If a 6 is rolled to hit, AP is 1.

**** Roll to hit target. If hit, draw a line between target and cannon.
Any unit the line passes through suffers D6 hits. Vehicles suffer a

glancing hit.

e Always wounds on a 4+. If a 6 is rolled to wound, inflicts
instant death. On vehicles, causes a glancing hit on a 4+, and a
penetrating hit on a 5+.



VEHICLES

" Talos S 9

if more than one model is hit.

. DARK ELDAR : Armour
e ) WSHBS S T, W ... 1" A 'Ld Sv Front Side Rear BS
Archon S R SR Raider 40 x10 - 10 4
Dracon 5 5 83 3 2 6 2 9 5+ - Ravager N o 4
Haemonculus 4 4 3 4 2 4 2 8
IncubiMaster 5 4 3 3 1 6 2 9 3+ WEAPON Range ¢ AP :ype
Incubi 5 43 3 1.5 1 8 3 Blaster 12" 8 2 Lance, Assault 1
Grotesque 4 0 4 3 2 3 2 5 na Dark lance 36" 8 2 Lance, Heavy 1
Wych P s 3 '\ 6 1 8 6+ Destructor Template 4 D6 -Assault 1
hych Dis;\i/giﬁ;?f;r* 3" 7 2 Heavy 1 Blast
Succybus S i 8 2 B 6 Sustained 24" 4 3 Heavy3
- Beast L AR s A = Shredder 12" 6 — Assault 1 Blast
EEEREECENh 4 3 L@ 6 1 B 6+ Splinter cannon 24" 4 5 Assault4
fadioke e R Splinter pistol 12" 3 5 Pistol
herite EREEESIEN SIS e 24" 3 5 Rapid Fire
gierior R RPN Stinger** 12" n/a 6 Assault 1; Wounds on 2+
Beaver R 4 KRl 61 8 e Terrorfex*** 12" n/a n/a Assault 1 Blast
g eaver Talos sting 24" 4 5 Assault6
Succubus 424 4 ;4- 1 6- 2. 8 4+ !
Hellion A% 4 3 31 6 1 8. by * May fire either at maximunr or sustained.
Hellion ** If target killed, place Blast'marker over it. S = target's T.; AP =
S 4 4 /3 .3 1§ 2 8 b5+ - [lagSESAmourSawe.
o R i et L
7 7 3 -4 D6 na 3+ g
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"*T File: | 64/DE |
| ot L ‘Sﬁbieﬂ-" Symbols of ddar

&mk'ﬁlm hﬂ Combat TWeapons .

Thc} sub—r{cc of tldlr known to many as the "Dark Elda: employs a number of hand-held weapons designed to eviscerate, Iacemc and

at close quarters. Although varying widely in design and usc, ﬂTmploy a similar technology in their construction. They are built

{ro very lghtwmght materials, with blades honed to a mono—molccul edge capable of cutting through even ceramite armour when
. sufficient force is :mploycd. .Wcapons Jincorporating powerful shack Ixcl'ds. (such as the punisher depicted below). have also been r:cqvcrcd.
and 4!1“118: an energy gcncrmen and transference system as yet beyond the comprehension of our Tech-adepts.

NE’&W j

L b —— NI

“’ r

Combat Dagger

| origin ol o
Meaning: Unknown e
Date: 3478547 M39 | handle. Sce

: : Shock ficld generator

- | Discovered: Battle of Regi IV | file 64/DE

Source:  Weapon recovered
from body of
Eldar pirate

_____
o

P UnlShCr Extcn;iblc haft

Splinter WWeapons

The standard armament of Eldar pirates is the so—called splinter
rifle. This gun derives its name from its ammunition, as it fires a
hail of splinter-like shards at the enemy. A hi