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fire a single blast of energy or ashell which explodes 
impact and can kill several 'things at once. So 
weapons are so massive Phat they can only be 'moLin 
on vehicles and are so powerful they can..cp@roy 
only the target but anything near to it as.@jl. Tb 
qualities are all represented by a ~-&qoofd,type; 
weapons will be classified as 8ither:"Rapijf Fjrd;s.,Pis 
Assault or Heavy. 

' shots a weapon fires is noted after its type. For exa 
a multi-laser fires three shots in each Shooting pha 

a- 

- -. : 

cl in the Shooting rules, when rolling to wound 
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WEAPON TYPES , I 
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are 'self-tddlpg.and carry a reasonably 'The~Se 'are heavy; man-partible weapom, such as , 

are-callecf rapid fire weapons. -r~issile,'.launchers or lighter weapons, th& require . '. 
reioadjng &tween.?ach-shot,: ~areful  set=up or bracing ' 
against lbeir co~sideratlle recol; lf$n Infantry unit moves 
the! it c$nnot shoot heavy we@o:ps - they .either moveT 
or shoot, buf  not both (remQ~ber t b t  even i f  the moddi :. - 
armed with the heavy weqqiL@)8sn't move,.St still can't 1; 

-,d . 
fire if other members of itqqnij Ridk~),- " . - .- . . Z  - 

-3 * - 
f d  infantry model armed with a rapid fire weapon cak. When shooting, heavy weapons ilw&= &re the number ' *!a 

of times indicated regardless of ra&. in the same way . 
as assault capons. They arevbr$'good for laying down : 
long. range supporting fire or taking out tanks and such'- .-.-' 
like: lbfantry units that- fp,e he.avy weapons- in the -"' 
shahllg phase may not charge into close combat in.]he 

. , .& 
.'"? - - . . . -. . - . . - - - - . - . . . . - - - . . - -, . . - - . . -.-- ,. . . -. . - 

r - hoinn enndtnntli, nn tho mnYe jimjta Aswult .phase,. although some fare units..m& be .an .-%4< 

p{me enects or wn~cn are lncluqq! ~n tne assault. - Npf6: W h i ~ l e s ,  'monstrous creatures, n'@s on b i k w  . 0 

@dud!ng jetbikes) and certar'n other modelsere cap&..+ - .- 
~ n l  WEAPONS . 

of rnoving.and firing freely withheavy Weapops th'an.ks to . . .:i - 
. . ,-- - , I , ,  h, .-,:A r:., ...,,,,,, ~ . . r  ,,, . ' their strength, powerful ' exoskeleton; internal , power ;.. . 

sources,, etc. . .  . .  - .  . :?-., . -0 
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on  the plus side, they are handy enough to allow -. ORDNANCE .WEAPON~ . . : . .  

It with a *inbination Of ' : Ordnance weapons ate so huge. and p6weifu?thph& 
close-cor?bat weapon- iannot be physically cairied but must be .mounted onJ6 a 

model nrmerl with nistnls moves it &an shoot nncb at .whi@le. or built Ma the structure of a bunker or. _ . 
, . fortress. Units using ordnance. weapons may not cbakge': 

" ' 

intoalose.~ombat in the Assault phase. 
.- . . ji.-IF - I 

&Wn 'Ire lnem pesigtiaie the target and place the-kge  Blast marker - 
~ l : - @ @ ~ ~ e  mer-it with the following restrictions: .. I 

tne Assault pnase,  it cannot charge if-they . . 
stationary to fire twice. You may hot place the ma!rker.so that a i y  of your own ' - - 
. . 

. . models or vehicles (apart fromwrecksj areunderneath it. . -,+ - > 

You must place the Blastmarker so that one enemy 

-If'- . model is under the central hole; ybu cannot place the 
. Blast marker over empty spce: f 

. - 
~ e x t ,  check if it landed oh' ' 

- 
s h;ek at the cepfrer 

of the marker is beyond th mraximur~ ranae or 
k' . I , , . \ Mc1ta8un no line of sight exists to the-tqrget tbe shot is gn : - .- 

automatic miss and has no effec;t Qthewise, p m i e d  to ? - - - - 
I . I  . . 

. - see where it hits. , 

,C 
BTCI A I r i  T I A I C  A n n w ~  

+ -!  ;e7; If the target is in range and &I be seed, the i ~ ~ s b d e  ' 

5 .  L $ ? . = . .  impact of an ordtiance weapon mean$ fils goiw3p-bB very / . 

&ult weapons are fired by warriors as they ctarge" - hard to mi%-coflpletely. Nqefh~kis, the skt m y  not 
layd exadl-x.whe%? it was imt.etic@l to. Rolkthe S w W  d t y ~  . . 

- .and a D6 toyee where We sh& Ian&. If$& @@~tte~:'d'k% '' . 
tolls a HIT symbol t h e q o t  lands on tap if 
I ,  the marker is h i  h o n  3 

bcurate wheth.er you-are moving and firing or not. arr& the number of inch&todicated of?. the Q&. 
ies indicated - 

, . .  C . . .- 
JQ1w=JJ of range. \ . If the @&an- weapon was flred-by a rno$ng Qehiclc 

. .-'.+' lj?sn two. D6 \ are rolled and- ?Pie. hlnhest 'takhk..ti 



- 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 
15 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 c h a m  of scaring a hi 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 

re-roll the dice to hit if it misses; if the second roll is also a miss, 
you may not re-roll the dice 
get more shots than normal 
of hitting with them. The big 
is that they only count as a single weapon being fired. 

Example I :  A Space Marine Land Raider is firing its twin- 
linked heavy bolters? at an enem# 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. I 
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 fo shoot with two weapons 
and the twin-linked lascannon only counts as one weapon. 1 

, I 

MELTA WEAPONS 
Melta weapons are devastating short-ranged 'he$ rays'! 
Melta weapons roll an extra D6 when rolling to penetrate 
vehicles' Amour Value at half range or under. See pages. 
65-67 of the Warhammer 40,000 rulebook for more details on 
amour penetration. I 

TEMPLATE WEAPONS 
These are particularly indiscriminate short-ranged devices, 
such as flame throwers, which affect a broad, cone-shaped 
area represented hy 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 ftrei 
to determine which armour facing is attacked. BecauQ 
template weapons bathe the area in burning fuel, banefd 
energies or something equally dangerous, Cover Saves a* 
ignored when resolving hits. As with blast weapons2 
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 
If a unit is firing multiple template weapons, resolve 
one at a time. 

TWIN-LINKED TEMPLATE WEAPONS 
Twin-linked template weapons can re-roll to wound again@ 
each model hit. Against vehicles, you may re-roll the Armou 
Penetration dice instead. 3 
BARRAGE WEAPONS 





SPACE MARINES BLACK TEMPLARS 
WS BS S T W I A Ld Sv WS BS S T W I A Ld Sv 

Master 5 5 4 4 3 5 3 10 3+ Marshal 5 5 4 4 3  5 3 1 0 3 +  

Captain 5 5 4 4 2 5 3 9 3+ Castellan 5 5 4 4 2 5 3 9 3 +  

Master of Emperor's 
Sanctity 5 5 4 4 3 5 3 103+"  Champion 6 4 4 4 2 5 2 10 2+ 

Reclusiarch 5 5 4 4 2 5 3 9 3+* Initiate 4 4 4 4 1 4 1 8 3 +  

Epistolary 5 5 4 4 3 5 3 10 3+ Neophyte 3 3 4 4 1 4 1 7 4 +  

Codicier 5 5 4 4 2 5 3 9 3+ Cenobyte 4 3 3 4 1 3 1 8 -  

Familiar 3 3 3 3 1 3 1 8 6 +  

Space Marine 4 4 4 4 1 4 1 8 3+ BLOOD ANGELS 

Terminator 4 4 4 4 1 4 2 9 -3+% 
WS BS S T W I A Ld Sv 

Techmarine 4 4 4 4 2 4 2 9 3+ , Sanguinary 
High Priest 5 4 4 4 2 5 3 9 3-1 

Tech Servitor 3 3 3 3 1 3 1 8 5+ 

Combat Servitor4 3 3 3 1 3 1 8 4+ SPACE WOLVES 
Gun Servitor 3 4 3 3 1 3 1 8 4+ WS BS S T W I A Ld Sv 

Scout 4 4 4 4 1 4 1 8 4+ Wolf Lord 5 5 4 4 3 5 4 1 0 3 +  

Space Marine Fenrisian Wolf 
Biker 4(5) 3+ Battle Leader 

Scout Biker 4 4 4 4(5) 1 4 1 8 4+ Rune Priest 

Attack Bike 4 4 4 4(5) 2 4 2 8 3+ Wolf Priest 

slndicates a 5+ lnvulnerable Save. 

&Indicates a 4+ Invulnerable Save. 

Iron Priest 

Thrall 

Grey Hunter 

Blood Claw 

Blood Claw Biker 3 3 4 4(5) 1 4 1 8 3+ 

Long Fang 4 4 4 4 1 4 1 9 3+ 

Long Fang 
PackLeader 4 4 4 4 1 4 1 '@-'$* 

13TH COMPANY 
WS BS S T W I A Ld Sv 

Wulfen 5 0 5 4 1 5 2+1 10 3+ 

Storm Claws 4 4 4 4 1 4 2 9 3+ 

Greyslayers 4 4 4 4 1 4 2 9 3+ 

WolfGuard 4 4 4 4 1 4 3 9 3+ 

Storm Claws 
Biker 4 4 4 4(5) 1 4 2 9 3+ 

GREY KNIGHTS 
WS BS S T W I A Ld Sv 

irandMaster 5 5 4 4 3 5 4 10 2+* 

Grey Knight 
Captain 5 4 4 4 1 4  3 1 0 2 + %  

5rey Knight 
erminator 5 4 4 4 1 4 2 10 2+* 

Justicar 5 4 4 4 1 4 2 9 3 +  

5reyKnight 5 4 4 4 1 4 1 8 3+ 
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IMPERIAL, a d  GUARD,. .3 . . 
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IMPERIAL GUARD WALKER 
I WS BS S T .W I A Ld Sv 

' l o  -A;tncr 7: ? *  
WS BS S Front Si s RBar I 

3 Heroic Sentinel 3  3  10 ' 3 1 
w 

Senior Officer 4 4 3  
* 

! \ / 

Senior Officer 4 4  VEHICLES Armour 

Junior Officer 3  3 8 3  1 -, 3 2 8., 5+ 
! 

\I-*-.?... . 
v c t c l a l  I 

Sergeant 

Guardsman 

Conscript 

fi Comrmssar 4 4  3  . 3 2  4 2 10 5+ Demolisher . , .14 $13 1 3  

Sanctionea 
Psyker 2 2 3 3 1 3 1 8 5 +  

Priest 
% 

4 4 3 3 2 4 2 8 - ,  

I 1  

\ 

VeteranSergeant 3  4 3 - 3  1 3  2 8  5+ 

l-kkl& - s3- 
Earthshak 

I Flamer '. lbmfab4 5 Assault 1 
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- SERVANTS OF THE EMPEROR. , 
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Bark ClUar CLoee Combat WLBeaponzi 
T hc  sub-racc of Eldar known to  many as thc 'Dark Eldar' cmploys a numbcr of hand-hcld weapons dcsigncd t o  cvisccratc. Iaccratc and 

incise at closc quarters. Although varying widcly in design and use, all cmploy a similar technology in thcir construction. They arc built 

from very lightweight materials, with bladcs honcd t o  a mono-molecular cdgc capable of cutting through cven ccramite armour whcn 

sufficient forcc is cmploycd. Wcapons incorporating powcrful shock ficlds (such as the punishcr dcpictcd bclow) havc also bccn rccovcrcd. 

and utilisc an cncrgy gcncration and transfcrcncc systcm as yet beyond thc comprchcnsion of our Tcch-adepts. 

id!: - 





. a.  NECRONS . ; . . -  

, . ,  - 4 - 
, . . .. I _ . A  

WS BS S T W I A Ld Sv 

The Nightbnnger 6 4  10 8 5 4  5  10 -" 
TheDeceiver 5 3 9 8 5 5 4  10 -" 

WS BS S T W I A Ld Sv 

4 4 4 5 1 2 P -  

Armour Value is greater than could 
Note that a roll that beats the target's 
a '6' doesn't cause a glancing hit as 

If a gauss weapon inflicts a glancing hit on a vehicle against 
which only glancing hits are possible, for example, a vehicle 
screened by smoke launchers or by a kustom force field, then 
a glancing hit is still inflicted. 

t 20 

lk 







" ' " (Mw~ 

d the fa-@)'' 



ORKS 
. . ...' p', . . 

, .  . i 
LI-. ORKS -d WALKERS 

.- - WS BS S 'Td w I A Ld Sv 

1,. Warboss . 

Efpa if#w 

Mad Bok $ '  1 a ~ -  : . ~ - - .  - - 

e Ork BOY 

7 Skarboy Nob k;l@-% -# -5% ' 
' 

~ ' K o r n r n a n d o  4 2 3 4 1 2 2 7 1 

a '  
L I Gretchin 2 2 2 ' 2 1 2 1 5 -  

VEHICLES Armour I 
Front Side Rear 6s. 

Battlewagon 13 12 10 .. 2 

- -Tgl =4 --F-qq&K- 

Shoota 24" 4 6 Papid fire 

- 
Warbike Boy 4 2 3 4(5) 1 2 2 7 6+' ,,, 
Barbike Nob 

Squighound 3 0 3 3 1 2 I 2- - 

Nobz Warbike 4 2 4 4(5) 2 3 3 7 6& 

Outrider Nob 4 2 4 .  4(5) 2 3 3 7 6+* 

&ttl KUm1, .> 
Deth Kopta Mek4 2 4 4(5) 1 2 2 7 Ik* 

e m o r e  details. Zzap gunis dt, not roll to hit. 

b7* more details. Kannons share some 
*Has a & Cover Save from shooting. 1 





5 I ,  - T r r  
. A Kroot gun 48' ,,7 -4. -pip)rlF!r~ , . 
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licn. do hot use convcntjonal 

garbrotic links-with oihcr 

evolvcd~ lo bc living wcaponr. 

thcir bodies. sharing a mcntal 

to lay down a fusillade of 

single pulsc of thought. Tbc 

arc able to disgorge yct 

th a powerful muscular spasm. 

cxpcnd its bricf lifcspan in a 

into thc hot flesh of its targct. 

w-- 
Deathspitter 

tad77 Devourer / I 





ACCESS 6 FIRE POINTS; ICLE 

RH1NO.APC - RAZORBACK 

The Razorback 

hatches and a 
rear ramp, any 
which can be u 
as a e s s  poln 

ch can-be used by up 

- - 

Mxl Chapters &gad the Razorback as a uqmnkw, azpting some 
Ices d passenger capaclty In return for gxdy Lnproved h;epclwer. The 
hatch In me hdl roof is therefore replxed by the turd housing, lemng 

f no Cre points tor pawngem, The turret provich mgdor fire support fm 
1 the squad and can be augmented wlh a plntle-mcmW storm bd8w. 

CHIMERA 

I The Immolator has 
hua skit3 hatches 

 sported units I 
enter and exlt via 
the access ramp at 
the back of the hull. 

- 
FlRE P a W S  - 2 
k bas & hull kqum that can onty be used by pa-. Onemodel 
t m y f b a ~ k w n h e l o p h a l e h ,  whlchmaybsaheavyweaponw~ash 
C h m  doeart m. A d Snng from the top hatch must engage Ihe spme 
tarpetaslhclselrlngVlekpm 

FIRE POINTS - 1 
The Immolator is similar in pnnaple ta the Razoib&ck except that its 
roof hatch Is not mmpranised by the IMnEps'Iar the Inferno cannon. 
Up to two passengers a n  stand up In Re top hatch and Rret while 
embarked. The weapons fired may not draw a lEne of slgM thrauph 
the Inferno Fannoa hwvever. 





Like the F 
no fire po 

NECRON MONOLITH 
8 - ------ - 

I? ACCESS 
. P ACCESS / i POINTS - 3 POTNTS - 0 

The Qw~tr sh has The Mono!lEh IS not a lransport vehicle but Necrons can emerge 
-A & three Acres pol&, from 11s Iront p~rtal  when lhat sbrlrty rs used 
- - - a rear n m o  and ----------- - 

bS hw ade h s ? h -  

- 
I 
i FIRE POINTS - O 
1 The Devilf~sh has nn flrs points. 
I 

- - - - - - - - - - - - - - - 
i FIRE POINTS- 0 
i The Monolith has no fire points 



CODEX ICONS 
Each vehicle upgrade and 
wargear Item 1s accompanied by 
an jcon showing wh~ch Codex it 
or~grnated from. 

0 Space Marines 

0 ~mperia~ ~uard  

8 Witch H.unt~aemonhuntw~ 

@ Chaos Space Marines . 

8 Tyran~ds 

0 Orks 

0 Eldar 

0 Dark Eldar 

0 Mecrons 

0 Tau 

0 Common weapon 

ARMOUR PLATES 0 
A vehicle wiEh amour plates has extra 
protmlon againsf hrts. Roll a D6 for 
each glancing or penetmtmg hit caused 
agalnsi at. On .a 6 tbe hit IS ignored . 
hav~ng been de fkdd  by the a m r .  
Armour plates will have no eff& against 
ordnance hits -they're just t m  big1 

BIG GRABBER I WRECKER 
BALL / REINFORCED RAM / 
BQAR~ING PLANK 0 
Although these' upgrades work in 
different ways their effects are the 
same Thev allow an Ork vehicle to 
attack an enemy vehtcle In close 
wmbat. The Ork vehicle must move 
Into contact with the target vehicle 
during its Movement phase but may not 
attack i f it moved more than 12". The 
Ork vehicle may shoot in the Shooting 
phase as normal and then resolves an 
anack in the Assault phase. The vehicle 
has one attack for each upgrade l~sted 
(~e, a veh~cle w~th a bmrdlng plank, b ~ g  
grabber and ram would have 3 anacks). 
Attacks hit on a 4+ regardless of Ihe 
target's speed and are resolved with a 
Strength of 6. Walkers, skimmers, 
Infantry and any other models that have 
a WS character~stic may not be 
attacked as these weapons are to6 
cumbersome to be used agamst them. 

BLACKSUN FILTER 0 " 

This is s~mply a veh~cle-li~ounted 
version of the hard-w~red Wacksun 
filter. The vehicle rolls 4D6x3 for 
visibil~ty d~stance when subject td-the 
Night Fighting .mission special rules, 
and traces line of s~ght normally. 

BLASPHEMOUS RUNE @ 
The hull of the vehicle is daubed wilh 
the symbols of the Chaos gods. These 
blasphemous scrawls are disturbing 
Bnd can unnerve the most experienced 
t-. Enemy tank shocked by the 
vehicle sumact 1 from their Leadership. 
If scribed on a Dreadnought, any Morale 
check taken by enemy m cbse combat 
wrth ~t are at -1. 

> - 

BLESSED 
Grey Kn~ghts consecrate their machines 
thoroughly and only deploy the purest 
machine spirits in the~r work. As such. 
Grey Knight veh~cles gain +1 to the~r 
Arrnour Penetration against enemy 
vehlcles w~th any of the following 

-Chaos vehicle upgrades; Daemonic 
possession, mutated hull, living 

. vehicle andlor - pnrasltic possession. 
Dreadnoughts wlth thls upgrade also 
benefit from The Aegis special rule - 
every- trme an enemy psyker .uses 
a ,power that [targets a blessed 
Dreadnought and requires a Psychic 
test, that unll can reslst ~t by rolling a D6 
and adding 10. The enemy psyker must 
roll equal to or higher on a D6 plus 
their own Leadership character~sbc to 
penetrale the blessed Dreadnought's 
defences. If the psyker rolls under the 
blessed Dreadnought's total, the power 
falls Minor psychic powers have no 
effect at all on blessed Dreadnoughts. 

BLESSED AMMUNITION 0 
Any storm bolter or heavy bolter shots 
fired by the vehrcle ignore Cover Saves. 

BLESSED HULL 0 . 
Blessed by the of fhe 
Techmarines and their prayer servitors, 
adorned with spir~tual icons of purity 
and ano~nted with blessed oils and 
sacred unguents, the hull of the Land 
Raider Cmsader is proof against the 
myriad weapons of the foes. of 
Mankind. Weapons with the Lance 
special rule do ~ o t  count the amour of 
a Land Raider Crusader wrth a Blessed 
Hull as 12 - ~t is always counted as 14. 

BOLT-ON BIG SHOOTA 0 
A bolt-on b ~ g  shoota can only be 
mounted Onto a Wartrukk or 
Batthewagon. I t  can be fired by one of - 
Ihe Boyz on board who IS a passenger 
as long as the veh~c!e itself d w s  n d  
move more than 12" hat  turn. 

CORUSCAT1NG  LAME @ 
The vehicle is covered In weird 
gargoyles th'at constantly chatter 
Incantations, pausing only to exhale - 
great clouds of warp fire. The vehicle is 
covered in a sheet of Warp flame that 
consumes enemy troops. Any model 
attack~ng the vehicle takes a Strength 
D6, AP4 hit befdre resolving ~ t s  attacks.. 

CRYSTAL - 
TARGETING MATRIX 0 
The crystal targeting matrix allows the - 
crew t~ raprdly locate the~r targets 
'whlle on the move. A veh~cle with a . .. ' - 
crystal targeting matrix may shoot . - .  
during the Movement phase rather 
than .the Shooting phase - rnov~ng,' -- 
shooting and then completing its ' ' 

move. All the normal restrictions apply 
to the number of weapons that can be I '.' 
fired due to the total distance the 
vehicle moves (~e, the d~stance moved 
before and after shooting). 

DAEMONIC POSSF~SION @ '. 
This upgrade cannot be chosen for 
open-topped vehicles. The vehicle 
does not have any crew, instead it is 
possessed by.a Daemon. Hatches are 
all welded shut and sealed with runes 
and sigh. The vehicle may no longer 
transport any troops. The Daemon 
controls the .vehicle and mav ionore . 
'shaken' and 'stunned' results. i vehicle 
may be subject to both Parasittc 
Possession and Daemonic Possess~on. 

DECOY.LA'tlNCHERS O 
Decoy launchers are mounted near 
the englnes of Tau skimmers and fire 
clouds of reflective strips . and tiny 
emitter drones to protect the 
vulnerable thruster arrays. Whenever 
a glancinghlt result of 4 (Imrnobilised) 
is rolled against the vehicle, !he decoy 
launchers will force the damage dice 
to be re-rolled. The decoy launcher 
can only force one re-roll, so the 
second result stands even It is 
immobilised again. 



DESTROYER @ 
The vehicle is equipped w 
manner of sp~kes, slic~ng blades, 
scythed wheels, grabbing claws and 
torture implements. If given to a 
Dreadnought, ~t may re-roll one close 
combat mlss in each round of close 
combat and, when rolling for Fire 
Frenzy, will enter Blood Rage on a 1 or 
2. If given to a tank then during tank 
shock each enemy forced to move 
takes a wound on 4+ with normat 
Saves allowed. 

DIRGE CASTER @ 
The dlrge caster is a broadcaster 
which outputs a non-stop litany of 
Chaos. Incomprehens~$le and 
disturbing to all others, the sound 
enthrals and absorbs the followers of 
Chaos, driving out any uncertainty or 
doubt. Apart from Daemons, all Chaos 
units with a model with~n 6" of a 
vehrcle with a dirge caster become 
Fearless. A dirge caster cannot 
be mounted on a vehicle with a 
Warp amp. 

DISRUPTION POD 0 
A disruption pod throws out distorting 
images In both visual and magnetic 
spectra, making it hard to target at 
long range. Weapons firing at the 
vehicle have their range reduced by 
6", down to a minimum of 24" or the 
weapon range if less. 

DOZER BLADE OQO@ . 
Vehicles equlpped w~ lh  doi-rr blades 
can re-roll a fa~led D~ff~cult Terra~n test 
as long as they are not golng to be 
moving more than 6" that turn. 

EXTRA ARMOUR 0@0@ 
Some vehicle crews add aati~t~nnal 
armour plat~ng to therr vehrcles to 
prow~de a little extra protection. 
Veh~cles equipped with extra armowr 
count Crew Stunned results on the 
Vehrcle Damage tables as a Crew 
Shaken result ~nstead. 

FLECHElTE DISCHARGER 0 
Powerful clusters of reactlve chargcs 
are attached to the prows of many Tau 
vehicles. I f  the vehicle moves into 
close proximity of an enemy, they fire 
off vrcious clouds of high velocrty 
flechettes. If an enemy model elects to 
make a Death or Glory attempt dunng 
a tank shock attack by a vehicle 
equipped with flechette dischargers, ~t 
must flrst pass an Armour Saving 
throw or suffer one wound. 

GROT RIGGERS 0 
An Ork vehicle with Grot riggers on 
board which becomes irnmobil~sed will 
be able to start moving again on a D6 
roll of 4+. You can test to see if the 
vehtcle becomes mobile at the start of 
each Ork turn. 

HAVOC LAUNCHER @ 
Thts IS a rnult~ple missile launcher 
commonly mounted on Chaos 
veh~cles. Its profile 1s as follows: 

Range: 48' 5: 4 AP: 6 Heavy 2, Blast 

HOLO-FIELD O: 
The vehicle 1s surrounded by a 
sh~rnrnerlng hob-fletd that distorts its 
shape and prevents the enemy from 
targetrng its most vulnerable locations, 
Whenever your opponent rolls on the 
Damage table for the veh~cle, he must 
roll two dice and apply the towest 
result. 

HOLY ICON /g 
The vehicle has a suitably large and 
impressive symbol of the Ecclesiarchy 
mounted upon ~ t ,  a potent s~gn of the 
Emperor's bless~ng and protection. 
Any friendly unit w~th a model within 6' 
of the vehtcle adds 1 to its Leadership 
for the purposes of taking any Morale 
checks and Plnning tests, up to a 
maximum of 10. The effects of multiple 
holy icons are not cumulative. 

HOLY PROMETHIUM 0 
An Immolator armed w~th tw~n heavy 
flamers and equlpped w ~ t h  holy 
promethium will force a unit it causes a 
casualty upon to take a Morale check 
as if ~t had just suffered 25% or more 
casualties. 
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HC)RA~RFEX'^O . - . . 
As the vehicle falls- irpon +it< foes, 
arcane grenades rnade fcom captured" 
Eldar . wraithbone sow discard and ' 

' terror w~thrn the.e?ern$s ranks. The 
veh~cle is fitted with a larger vers~on of 
a Terrorfex, which can be lrred jnstead 
of another of the veh~cle's weapons rn 
the Dark Etdar Shoot~ng phase. It has 
fhc same effect as a Terrorfex except 
tliat IS has an 18" range. 

HUNTER- 
KILLER MISSILE 0 0 @ 
Hunter-k~ller misstles are a cornnion 
uagrade for Imperial vehicles. They 
are treated as a krak missrle with 
utibm~ied range, but can only be used 
once per battle. They are treated as an 
addrtional rnaln weapon with the same 
Ballistic Skill as the vehrcle. 

LAUD HAILERS 0 
Pqoclarming the powel of the Emperor 
In heavenly tones, laud hailers 1111 $he 
enemles of Mankind with dread. Any 
unit tank shocked by a vehicle with 
laud ha~lers deducts 1 from ' ~ t s  
Leadersh~p when taking the 
subsequent Morale check. The effects 
of multiple laud ha~lers are not 
curnulatlve. 

LIVING VEHICLE @ 
The veh~cle rs able lo attack like a living 
creature lrslng blades, tentacles, lashes 
or spurts of .flame and bile. In the . 
Shooting phase ~t may attack any 
enemy unit within 3" with 06 atlacks at . 
Strength 4, 'AP -, counted-as having BS ' 
4.This attack cen be rnade In addltron to 
any normal shooting attacks, but only i f  
the vehicle could normally make at least 
one Shooting attack. Units attacked do 
not count as be~ng in close combat and 
can move freely.~n lhe~r next Movement 
phase. If a Weapon Destroyed result 1s 
scored against a living vehicle, i2s dose 
combat weapons may be chosen to be 
ellmrnated. lmmob~lised results have no 
effect on its ability to make clos~! combat 
attacks. 

MULTI-TRACKER 
The vehicle-mounted multi-tracker is 
combined with advanced stabilisers, 
enabling a vehicle to fire as i f  rt were a 
Fast vehicle. 

MUTATED HULL @ 
The vehicle's hull has been changed 
by the Dark Gods. Set with- spikes, 
gargoyles and arcane symbols, the 
hull writhes and reforms each time it is 
hrt. The Armour Value of each of the 
vehde's locations is increased by +l 

point, up to a maximum of 4. 

N I ~ T  SHIELD 0 
Tha vehicle's open deck is covered 

+by a wrde-area shadow f~eld, 
enveloping the veh~cle rn darkness 
and hiding its true location. This has. 
the effect of addbng 6" to the range 
from enemy un~ts wJvishEng-to fire ht a 
vehicle wlih a Night Shield. Thrs may 
put the vehicle out of range, in which 
case the shoot~ng automatrcally 
misses. The extra distance is also 
counled for working out ~f the vehicle . 
is within Raprd Fire range. It has no 
effect on temolate. ordnance or 

can either be used by. a crewman 
from an open hatch or by remote 
from -inside the vehlcle. .They are 
treated as an additional 'defensive 
weapon. 

P L ~ U E  CARRIER @ ' 

The vbhicle I S  equ~pped with 
smouldering. censers whrch release 

billowing clouds of sickly smoke in its 
wake and has 369 same. effect as the 
Nurgle gift Nurgle's Rol (see page 54). 

barraae weaoons. The Nioht Shield 
does "affect whether the vehicle can 
be seen in a Nrght Fight. POWEH'OF . ' 

THE MACHINE.SPIRIIT 0 0 

OVER-CHARGED ENGINE 0 
Blood Angels hunger for close 
quarter fighting more than any 
Chapter. Often a Blood Angels 
leader will entreat the Techmarines 
to improve the engines of a Rhino or 
Razorback to get as maximum speed 
out of it as possible, A vehicle w~th .  
an over-charged engine can attempt 
to go faster, although there is a risk 
of burning out , the  engines 
completely1 At the end of its move, a 
vehicle w ~ t h  an over-charged engine 
can-try to go an extra 6". It must first - 
take a Dangerous Terratn test (rolt 
2D6. On a 1 it is immbbtlised, on a 
double 1 it is destroved) and. if 

'successful, can be moved straight 
toward up to 6". A vehicle that uses 
its over-charged engines may not 
shoot in the same turn 

, 

. . 

PARASITIC POSSE~SION @ 
The vehicle has been possessed by a 
parasitic Daemon that infests the hull. 
The Daemon eats ~ n t o  the constructron 
and ~nsinuates ttself Into every parZ of 
the vehlcle. Whilst appearing 

ramshackle as a consequence, the 
vehicle IS held .together by the 
Daemon. At the end of the Chaos 
player's turn any 'Immob!lised' or 
'Weapon Destroyed' effects are 
repalred on a roll of 4+. 

The combi-bolter IS the standard 
add~tional pintle armament for Chaos 
Space Marlne vehicles. The combi- 
bolter can be upgraded to either a 
cornti-flamer or a cornbi-melta. h.18~ 
not be fttted to Dreadnoughts or 
Defilers. No. more than one pintle 
comb!-bolter vehicle upgrade can be 
ktted to any weh~ele. 

A Machine Sp~rit is a combination of 
organic and' mechanical components 
that helps to- -control a tank's 

- movement and weapon systems. If the 
-tank suffers a Grew Stunned result on 
the Veh!cle Damage tables, the 

' Machine Sp~rit allows the tank to move- 
d~rectly ahead up to Rs'maximum': 
speed. Also, the Machlne Spirit can: 
operate one weapon per turn aslong , 

as the .veh~cle has moved- no more 
than 6", even 11 the tank suffers a Grew 
Shaken ox Crew Stunned result. This 
is in addition to any weaponry that can 
normally f~re. The Machine Sp~rrt has a 
BS .of 2. 

PSYCANNON BOLTS : 
The veh~cle's secondary weapons 
systems carry a magazlne of 
psychically ~mpregnated psycannon 
bolls. A storm bolter or heavy bolter 
(twin-llnked or otherwise) with this 
upgrade counts as AP 4,and Ignores 
Invulnerable Saves; only normal 
Armour Saves or Cover Saves may be 
taken. 

RED PAINT JOB 0 
An Ork vehicle w ~ t h  a red paint job 
adds +I1! to its move distance. This 
does not affect the speed it can 
move and either fire weapons or 
disembarkternbark passengers. 

SACRED HULL 0 
The vehlcle -1s covered in potent 
scriptures, purlty seals, icons of faith 
and inscriptions of abjuration. It IS  

extremely dlfflcult for a Daemon or 
its kln to approach such a potent 
symbol of faith. Any Daemons 
attempting to assault the vehicle 
must pass a Difficult Terrain test to 
reach it, and suffer -1 to their 

PINTLE-MOUNTED Leadership when in base contact 
STORM BOLTER 000 with or when they are tank shocked 
Pintle-mounted storm bolters are - by the veh~cle rn question, in addition 
fixed to the outside of a vehbcle and to other modifiers. 
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uaa~lcu, dltho~gh B a ~ r l  r I ~ G U ~  LLI UF es wrth no fut-iher effect. Note 
gulded by a separate markerhght. Each th i t  a vehrcle may still use smoke 
missrle 1s a one-shot weapon. The launchers even if it suffers a Crew 
rniss~les do not need a lrne of slght from Shaken or Crew Stunned result. 
the vehicle they are mounted on to the 
target, and they hrt on a 2+. The missile 
IS assumed to move in a straight lrne SPIKES 'N' BLADES 0 
between the model carrying the missile Enemy infantry whrch try to attack a 
and the target itself for the Puwses of vehicle that has splkes 'n Mades in 
dectdfng whether the shot the close combat and miss suffer a S3 hit, 
front, slde Or rear. The target may Count waflrukks may not be fitted with 
the benefits of cover they are in or sptkes 'fig blades because da Boy;! 
immediately behind. The vehicle vjould get skewered by them when 
carrying the seeker missiles has no they jumped 
control over them and cannot launch 
them itself. The mechanism is remote 
and resoonds only to markerlight users. SpIRK STONE 0 

web of netting Hangs to !he E 
3rn 'the Raider, allowrn! 
lssengers to get on and off 

- viftly. A unit- may embal 
disembark onto or from the Rai 

a any pant durrng its move, rathe 
just at the begtnnlng or the end 
may not do this if ~t will be movm 
12"' in total that turn, and they ( 
move before embarking or conti 
move ,after disembarking as i 
moving vehicle. However, the 
also provide easler access for 
and any enemy un~f  attackln 
Raider In close combat hlts 
straight 4+, rather than the 6-k L 

needed for sklmmers 
Scaling Nets cannot I 
Slave Snares. 

lround 
J its 
mare 

rk nr . -. 

der at 
'r than 
. They 
n over 
4 - - -  

:annot 
nu@ to 
t is a 
! nets - - 

' foes, 
g the 
on a 

lsuallv 
,. A Raida 
lave Scytl 

:r wit9 
hes or ~ m ~ t e d  S: 8 AP: 3 Heavy 1 

The vehicle incorporates a large 
spirit stone. The essence contained 

Range: unl 

within it can control the vehicle for 

Sensor spines are arrayed over a 
vehrcle to allow it to detect a range of 
hazards. These sensors allow them to 
detect arnbusHes (see Codex: 
Catachans). They may shoot and scan 
In the same Shooting phase. 
Additionally a vehicle fitted with sensor 
splnes wlll only tngger a mine when 
passlng over a rninef~eld on a roll of 6. 

short periods of tlme should ihe crew 
be disabled in some way. If the 
vehicle suffers a Crew Shaken result, 
roll a D6. On a 4+ the vehicle IS 

unaffected. If the vehrcle suffers a 
Crew Stunned result, roll a D6. On a 
roll of a 4 or 5 treat this as a Crew 
Shaken result. On a roll of a 6 the 
result is ignored. 

s 0 
with adc 

nnr 3 . r h i n C  

SCREAMING JET 
The veh~cle is fitted fitional 
high-powered jet engi, ,,,, ,,, allow 
it to drop from the skies with a 
characterist~c screaming wall. A 
vehcle f~tted with Screaming Jets can 
Deep Strike i f  the scenarlo normally 
allows Deep Strike to be used. The 

:hlcle counts as moving over 6" on 
le turn it arrives and troops on board 

STAR ENGINES 0 lav not d~sembark that turn. 
SLAVE SNARES 0 
The Raider trails numerous long 

S 
V 

chains and whlps, each lined with 

TI ,, .,, ,,,,e r,as been flttec barbs and hooks to pluck unwary foes 
~tr~ggers and blades that allow it to from the battlefield as lt swoops pas!. 
lake swwpmg attacks on the enemy If the Raider Passes over an enemy 

; ii flies past. Any enemy model that unit during the Movement phase, and 

ills a 1 to h ~ t  when atlackmgfhe vehicle does not move more than 72" in total, 

a Strength the unit takes D6 Strength 4 htts, with 

~ves atlowe normal Armour Saves allowed. 
Models removed as casualties are 
treated as prisoners for Victory Points 

SEARCHLIGHT 0 0 @ I purposes. Slave Snares have no 

Searchlights are only of any I effect on vehicles. Any casualties lost 

rnlsslons where the Night Fi by a unit in the Movement phase are 

mlsslon special rule is in effec,. ,, , added to casualties from the next 

vehicle has a searchllght, it must still Shooting phase far the Purposes of 

use the Night Fightlng rules to pick a out rf they have lost 25% 

target but, having fired at that unit, will >. 

illuminate kt with the searchllght. For the 

The veh~cle tncorporatcs a number of 
secondary engines that can give it a 
much-needed boost. These can be 
used to move the vehicle 2D6" straight 
ahead In the Shooting phase, instead 
of firing any weapons. A vehicle may 
not use its star engines in the same 
turn that ~t embarks or disembarks a 
transported unit. Star engines and a 
crystal targeting matrix may not be 
used In the same turn. 
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STIKKBOMB CHUKKA 0 
A vehlcle or Dreadnought equipped 
with stekkbomb chukkas can make a 
tank shock attack even though it un't a 
tank. A vehicle may not move more 
than 12" and aftempt to Tank Shock, 
and a Dreadnought can only attempt a 
Tank Shock attack in its Movement 
phase. In the Assault phase it must 
move into close combat instead. If a 
proper tank is equipped with 
stikkbomb chuckas, any Tank Shock it 
inflicts has an extra -1 modifier to the 
troops' Morale check. 

working 
casualtie: 

rest d the Shoot~ng phase any 
frrendly unit that fires at the illun 
unlt does not use the Night 'F 
special rule. However, a vehlcl 
uses a searchlight, can be ta 
dunng thefollowlng enemy turn, a 
Night Flghtlng rules were not in 
as the enemy can see the searct 

r other 
hated 
ighting 
le that 

SMOKE LAUNCHERS 0000 
Some vehicles have small launchers 
mounted onto them that carry smoke 
charges. These are used ta temporarily 
hide the vehicle behlnd concealing 
clouds of smoke, especially if the 
vehicle is moving out in the open, Once 
per game, after completing its move, a 

rgeted 
s l f the 
effect, 
rlight. 

SEEKER MISSILES 0 
Seeker miss~le arrays are provided to 
allow Tau Infantry to immediately obtain 
flre support. Any mcdel equpped with a 
markerllght may request a slngle missile 
to be launched if they score a h ~ t  on h e  
desired target wilh thefr markerlight. Up 
to four rn~sstles can be fitted to a single 
vehicle and launched In a single turn if 

vehicle with smoke launchers can 
trigger them (it doesn't matter how far it 
moved). Place some cotton wool 
around the vehicle to show that rt is 
concealed. The vehicle may not fire in 
the same turn as it used its smoke 
launchers, but any penetrating hlts 
scored by the enemy in their next 
Shooting phase count as glancrqg hits. 
After the enemy's next turn, the smoke 

TARGET LOCK 0 
The target lock identifies potential 
targets and plots fire plans to counter 
them, granting the vehicle gunner far 
more choice about the targets to be 
engaged. Each weapon on the vehicle 
may flre at a separate enemy unlt if 
desired, subject to the normal line of 
srght rules. 



TARGE~INC WRAG . % ' -  ' ' Leadershrp regardless of the number 
Targetrng arrays assi3 !he' khicle ~ f ~ ~ a r d e r s  with trophy racks with~n 6". 
gunner's alm by adjustinq for the' ' 

% largct s range and speed. Add 1 to the -. 
vehrcle's BS. . ' 

-. 

TORTURE AMP 0 
Durlng battle a Haernonculus tortures 
captured slaves and traps their 
screams In special volceboxes. These 
crles of agony are filtered- through 
complex projectors to create a wave of 
terrily~ng sonic energy around the 
vehlcle, wh~ch can scatter enemy 
units. A vehicle wlth a Torture Amp ~s 
able to Tank Shock, even though it IS 

not a tank. 

TlJRBO BOOSTA 0 
A vehicle with turbo boostas can 
trigger them in any of its Mov~nient 
phases. The turbo boostas addJD6" to 
Its movement, but for shooting and 
disembarking troops the veh~dle 
counts as moving at the speed it went 
before the turbo boostas were added. .. 
The extra D6.movemenit must be 
used to move In a stra~ght IFne, and 
the vehicle and any passengers 
onboard may not shoot or disembark 
that turn as they're too busy hanging 
on for grim death. 

TROPHY RACKS 0 - VECTORED ENGINES 0 ' 
The Raider IS adorned with skeletons The vehicle's engines allow ~t to turn 
and skulls impaled on staves, while almost on the spot, allowing the crew 
prisoners taken in bank are t~ed to ~ t s  to easily steer around intervening 
decks with barbed filaments. The . terrain. The vehicle may re-roll any 
enemy troops flnd this immensely failed Difficult Terrain test. 
ddurbinq and threatenqnq, so anv - 

enemy &it with a model wthin 6 df 
!he Raider must subtract - 1  from its VEHICLE GUN DRONES 6 
Leacfersh~p value. Note that a unit ' A veh~cle may be equ~pped wt; two 
suffers a maximum penalty of -1 to its Gun Drones The drones will move 

wRh the vehicle, safely contained in 
specially desrgned. recesses. Dufing 
any Tau Movement phase, the drones 
may drsengage in the sam'e way as 
infantry dismount from a transport, and 
form an independent unit. From then 
on, .the drones function as a Drone 
squadrori. The drones may not rejoln 
the vehicle during a game. While 
attached, the Gun Drones may fire as 
part of the vehicle, using therr own BS, 
in addit~on to any other weapons that 
would normally be permitted to fire, 
and are treated as passengers if the 
vehicle is damaged. 

WARP AMP @ 
The vehicle is-equlpied with a device 
designed to ampllfy emotions and 
sensatrons by projecting resonant 
.warp energies trom rune-encrusted 
horns and pipes that sprout from the 
veh~cle. Enemy within 12" are at -1 Ld, 
at -2 Ld wlthln 6" or at -3 Ld in Contact. : 
Note that ~f performing a Tank Shock. .: 
the Warp amp and blasphemous-rune - 

abil~ttes are cumulative. Count the . 
nearest Warp amp equipped vehicle 
only. 



ACID MAW 0 
The creature has a powerful prehensde 
tongue dripping with highly corrosive 
bile and rnucusfhat is used to snare 
prey and drag it in for dtgestion. A 
creature with an ac~d maw may re-roll 
unsuccessful rolls to wound rn the flrst 
round of a close combat. 

ADAMANTINE MANTLE 0 - 
The character wears a cloak or cape 
made of the strongest materrals. The 
character does not suffer Instant 
Death when wounded by a weapon 
whose Strength 1s at least twice the 
character's Toughness, taking a single 
wound instead. 

ADRENAL GLANDS 0 
Adrenal glands are a common 
Tyranid biomorph that can be found 
on most of their fmnt-line fighting 

AMMO RUNT 0 
An ammo runt IS a heavily overburdened 
Gretchin who Games a masslve amount 
of extra ammo for his master. One Ork 
model in base-to-base contact with an 
ammo runt In the Shooting phase s 
allowed to re-roll one To Hit d~ce. The 
ammo runt is removed once the re-roll 
has been used -it can be i m a g r d  that 
the runt has gone running back to camp 
to fetch more ammo for hi master (but 
with typical Grot slovenliness will not 
return durrng the battler). An ammo runt 
may not be chosen as a casualty caused 
by enemy shooting (they stay well out of 
the way %os they're carrying lots of 
ammot) but Blast markers and template 
weapons will affect them as mmal. 
Ammo runts removed because they are 
'used up' do not count for morale or 
Victory Pornts purposes. 
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Ammo Runt 2 2 2 2 1 2 1 5 - 
creatures. Polyp-like organisms clamp 
themselves to the host and secrete 
doses of a powerful adrenaline-like ANIMUS VITAE 0 
substance irlto it durlng combat. Thrs detestable devlce resembles' a 
Adrenal glands add + 1  to a sphere of barbed wire, which can be 
creature's Weapon Skill or Initiative m d e  to explode outward, caPiurlng 
characteristics. unfortunates within its agonising 

embrace and slowlv drainina thew l~fe 

AGONISERS 0 
These are close combat weapons that 
affect a v~ct~m's nervous system, 
causing such severe pain that they 
can d~sable or kill even the largest 
opponent. They come In a w~de var~ety 
of types, but the most common are 
whips and barbed gauntlets. All foms 
of agonisers work as fotlows: roll to hlt 
as normar, but don't roll to wound. 
Instead hits cause 1 wound on a 
D6 roll of 4+ regardless of 
StrengthTToughness, and no Armour 
Saves are allowed (Invulnerable 
Saves may be laken as normal). 
Vehicles hit by an agonlssr take a 
glanclng hit on a 06 roll of 6, 
regardless of the vehicle's Armour 
value. 

ALLURE OF SLAANESH @ 
During the Shooting phase, Instead of 
firing a weapon, the Champion 
prolects a siren song up to 12" at a 
single enemy independent character 
or unit that is not in close combat. 
Make a Leadership test for the model 
or unit affected. If they fail they must 
immediately move D6'Voward the 
model, stopping 1 " short of any Chaos 
models they encounter and Ignoring 
difficult terrain penalties. 

force. The Dark ~ l d a r  find &is highly 
invigorating. Any models captured by a 
unit including a model equ~pped with 
the Animus Vitae count for f~ve Victory 
Points each instead of the usual one. 
Once one or more rmodels has been 
captured by the character with the 
Animus, he benefits from +I WS and 
+1 S for the rest of the game. 

ANOINTED WEAPON 
The Daemonhunter has carefuTly 
anointed a rune-~nscribed weapon with 
holy water blessed by a potentate of 
the Ecclesfarchy. The anointed 
weapon counts as a power weapon, 
and against Daemons mll always 
cause wounds on the roll of 4+, unless 
hrs normal Strength would make this 
roll less. Against possessed vehicles 
and possessed Dreadnoughts, 
the anointed weapon confers 
2D66trength for Amour Penetrat~on. 

ARCHANGEL OF PAIN 0 
The Dark Eldar are able to seal the 
essence of a daemon within a cask 
which is covered In runes tnimical to 
it, driving the imprisoned djinn wild 
with agony. Upon the daemon's 
release, it appears as a winged, 

bl~nding figure before returnlncj to the 
warp, its screams rncapacitatlng even 
the bravest foe. A Dark Eldar model 
w~ th  an Archangel of Pain can release 
t@e Archangel tn the Shooting phase 
instead of f~ring a weapon. Place the 
Flamer template touching the model's 
base. Any unit with a model at least 
parttally underneath the template 
must make an immediate Pinning test 
at -2 to their Leadership Any unlt w~th 
a model In close combat is immune to 
the Archangel's effects. T h ~ s  weapon 
may only be used once per battle. 

ARTIFICER ARMOUR 0 . 
Artificer armour is forged by master 
craftsmen and is even more ancrent 
and ornate than a norrrtal suit of power 
armour, It offers greater protection for 
a warrior, increas~ng his Amour Save 
to 2+. 

ATTACK SQUlG 0 
Some varieties ol  sqi~ig are vicious 
predators w~th  razor sharp fangs or a 
poisonous bite, Attack Squigs are 
specially trained to accompany an Ork 
character and attack the enemy on 
command. They have the following 
characteristics: 

AURA OF ACQUIESCENCE fi 
Champrons with this gift are wrapped 
in the glamour of Slaanesh. Such rs 
their magnetism that their enemies 
subjugate their own survival instinct to 
the will of the Champion even if their 
cause is hopeless. If an enemy unit 
fights In close combat against a model 
with the Aura of Acquiescence and 
loses, they do not take a Morale check 
and remain in combat. 

AUSPEX 0 
An auspex is a short-ranged scanner 
used by Space Marines to detect 
hidden enemy troops. If enemy models 
with the Inflitrate special nrre set up 
within 4D6" of a model w ~ t h  an auspex, 
then that model is arlowed to take a 
'free' shot at them (or sound the alarm 
if sentries are being used). If the model 
is part of a unit then the whole unit may 
shoot These shots are taken before 
the battle begins and may cause the 
infiltrators to fall back. Othenrv!se. the 
normal shooting rules apply. 
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AXE O~KH&E:O - .  - 
The Axe of Khornc ls-u-rtbued' Gith 'the 
rnsatrable bloodlust of Khorne. Hlts fro9' 
!he Axe of Khorneignore Armobr Saves. - 

In add~tion, any lo h!t roll of 6 allows the 
model lo makc an add~tional aidack As 
long as you keep rolllng 6s you can 
keep mak~ng addltlonal altacks, . 

BANNER OF RAGE @ 
Thc Banner of Rage contains the 
bound souls of the most bloodthirsty of 
Khorne's servants. It radiates pafpable 
waves of anger and lust for slaughter 
that beat upon the minds of those near 
~ t ,  dr~v~ng them into a kltllng frenzy. As 
well as functionrng as an Icon for 
Daemon Summon~ng purposes, .the 
banner may unleash ~ t s  special power 
once per battle In any Assault phase 
(including your opponent's). Any 
models in the same unit as the model 
bearing the Banner get +1 Attack. 

I I 

BANSHEE MASK '0 
Howling Banshees ,Mar a speciallL 
modllied helmet, whlch overloads their 
foes' nervous systems by uslng 
psychosonic ampld~ers to turn thek 
battle-cries into powerful energy waves. 
A model wearing a Banshee mask 
always strikes first in hand-to-hand 
cambat in the first round of any assault, 
regardless of Initiat~ve .or other factors, 
Thls applles even if they are not in base . 
contact with the enemy. If the combat 
lasts more than one round, then the 
mask has no effect in subsequent 
rounds. If an enemy model abo has an 
ab~lity that allows rt to always strike first 
(such as Dark Eldar Wyches on certa~n . ' 

combat drugs) then the attacks are 
resolved s~multaneously. 

BEDLAM STAFF @ 
The Thousand Sons Legion of Chaos 
Space Marines.were powerful adepts 
before the Horus Heresy compelled 
t'lem to serve Tzeentch. Their 
Sorcerers always used their staves as 
loci for their powers and the few staves 
!hat remain are steepedin Pen millennia 
of wild psychic power. Enemy struck by 
it are temporarily dazed as its power 
drives conscious thought from their 
mlnds. The Bedlam Slaff is a Daemon 
weapon that clouds the rnlnds of those 
struck by it A kdllam Staff counts as a 
power weapon but any model wounded 
by it and not killed may not attack until 
Ihe end of the next Assaulr phase. 
Vehicles hit by i t  are Crew Shaken in 
addition to any other results they suffer. 

BELT OF RUSS 0 
Each Great Company has a single Bell 
of Russ. The belts were crafted by 
master Iron Prlest Stef Blacksoul 
following Fluss' disappearance, and 

they-are sa~d to have been based on 
the m~ghty belt that Russ h~mself wore. 
Each bell rncarporates a devtce that 
generates a protect~ve freld that will 
protect rts wearer from harm. In game 
terms they have the same effect as an 
Iron Halo. 

BERSERKER GLAIVE' 6 
The bearer of the Berserker Glaive 
carries a weapon he must constantly 
struggle for dominion over. The 
blade contains the bound kssence uf 
a Bloodletter dr~ven to !he depths of 
rage by ~ t s  captivity. Although the 
Glarve is a devastating weapon, it 
has no compunction over whose life 
is taken. The Berserker Glaive is a 
two-handed power weapon, which 
can only be carried by an - 
independent character. The bearer 
cannpt then join another- unit, be 
accompanied by Followers or ride a 
Steed. In effect the m0det. i~ treated 
as a unlt in his own rrght rather than 
a character. He can therefore be 
picked out by enemy'fire. Each turn,' 
Blood Frenzy automatically grlps the 
bearer without havlng to roll the dice. 
The Glawe confers-a 4+ Invulnerable 
Save on the bearer and doubles the 
baslG number of Attacks on his 
prof~le. The bearer must always 
Sweeping Advance when victorious 
in Close combat (unlesp wearlng 

.Terminator armour) and cannot use 
any special movement modes. See 
the full rules .for Daemon weapons 
on page 13 of Codex: Chaos Space 
Marrnes. 

% . - . - 
81G HORNSllRON GOB 0 
Ork leaders commonly d~splay their 
prowess by- hunting down and killing 
dangerous beasts. The creatures they 
fight aga~nct the most are those with big 
horns or -tusks that can then be 
dtsplayed pn the Nob's helmet for all the -- 
Boyz to see. If such a creature has a 
dtsappointlng lack of horns or tusks the 
Ork leader will sport a huge metal jaw 
instead to sI?ow that he has got the '5 1 

brggest brte around! If a mob 1s led by a - 
Warboss or Nob with either Big Horns or 
an Iron Gob they. add +I to their 
Leadership value. Note that the two .. 
may not be combined to get & 42 bonus. 

BlONFCS 0 0 @ ' 
Chaos Space Mar~nes, Space Marines 
and Irnper~aE Guard. Bronics are . 
. mechanical augrnentatlons that allow a . 

.warrior who has suffered a cr~ppllng 
injury to return to service, but are 
unl~kely to Improve or enhance h ~ s  
abilit~es. However. there IS a chance that 
an attack or shot wll h~ t  a blonc- part ' - 
causing less damage, (eg, a shot that ' 
would cripple a leg will only cause m~ld . 
damage to a bionlc leg). To represent 
this, ~f a model wRh blonlcs suffers a 
wounding h~ t  and farls h ~ s  Savlng throw, 
roll a D6. On a rolt of a 6 the model 
ignores the wound. A model that suffers - . 
a wound from a close combat attack 
that allows no Amour Save, or an attack 
that causes Instant Death cannot be 
saved by bionics, as they wit[ be 
destroyed as easrly as flesh and blood. 

:t 
If the model has the 'Feel no Paln'abil~ty 
then blonlcs will have no elfed. 



- BlONlCS v .- 
Mtch Hunters & Daeqonhunters. 
31onlc's allow a character who has 
iuffgred a crippling injury m return to 
sen~~ce. To represerlt th~s, rf a mc"-' '" - 
bions is killd~, vlstaad of ~ r n ~  

- the model on rts srde Roll a DG at 
of the next turn. 07 the r0!1 of a 6 tb 
isstood back upwth one wound b~ 
other m l t  II iS remove 

Nurgle's favourtte plagues. Any 
enemy unit charged by one or more 
models with blight grenades suffers a 
-1 to hit modifier In the ensuing close 
combat round. 

BLACKSUN FILTER 13 
The Blacksun.filter enables the user to 
see up to 4D6 x 3" when fighting at 
night. See page 84 of the Warhammer 
40,000 rulebook for details of night 
fighting. Only models equipped with 
the Blacksun filter gain any extra 
beneftt. If, for example, a Broadside 
team leader has the fllter and hrs team 
doesn't then only the team leader may 
fire at ranges above the normal 206 x 
3" v~slbility distance at night. 
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BLOOD ANGELS 
DEATH MASK 0 
Some Blood Angels heroes wear 
symbolic Death Masks in memory ol 
the sacrffice of Sanguinius. In combat, 
these indlvtduals fight with a grlm 
madness that terrifies their foes. Anv 
enemy untt that loses a close combat 
against a model wearing a Death 
Mask suffers a -1 mod~fier to its 
Leadership for the subsequent Morale 
check, in addition lo any other 
modifiers for belng below half strength 
or oufnunbered. 

BION~K ARM-0 
Ork bioniks are typically crude but 
effectwe. Ork bion~k arms are equipped 
with bu~lt-in weapons as standard - be 
they one-shot sluggas, retractable 
spikes, ferocious creatures In cages or 
something even less subtle. An QrR 
with a btonik arm causes one automat~c 
Strength 4 hit in close combat w~th the 

- equivalent ol lnitiatrve 6, but o 
base-!*base contact with the 
The plethora of spikes, blad 
other hurty bits welded on to 
mean it also counts 
close combat weapol 
combined with mega 

BLADES OF REASON 0 
The Blades of Reason are ancient, 
horriflc devices that look like knives 

7y sharply honed and polfshed 
Etched Into the blades are 

1s extremely fine neural wires 
;t agonislng parn an any nerve 
ev cut throrrah. With an sxaert 
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)is device, 2 but the most 
of prrsoners will very quickly BOLT OF CHANGE @ 
3nv lnformat[on thev have. To The of Change Is a psychic power 

, as an at 
n. This ma 
amour. 

represent (his, aslong as the holder of be used In the 

the Blades of Reason is alive at the Shooting phase instead of firing a 

end of the ba~le,  the Dark Angells weapon. When used, the Bolt Change 

player rolls a D6 for each enemy model Counts as a weapon with the foilowlng 

that was slain: on a roll of a 13. thev do ~roflle, Roll to hit, etc, as normal- 
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BIONIK 
Orks with 

6 
~eed  rnjuri 

w ~ l l  come n the Ma 
wllh mosl ot thew cranium rep) 
sol~d armour plates. An Ork 
bronik bonce adds +1 to its 
Saving throw. T h ~ s  may 
combined with mega armour. 

not die and are instead captured bj the 
Dark Angels. Each captured prisoner 
adds +D6 V~ctosy Points to the Dark 
Angels' total in scenarios where V~ctory 
Po~nts are being used. The &tades.of 
Reason may not be used against 
Necrons or Tyran~ds. 

Range: 24" S: 8 AP: 2 Assault 1 es may 
d Dok's 

' .  
BONESWORD 0 
A bonesword crackles with psychic 
energy, and when stimulated its hrlt 
smds oul a signal that dr~ves the Hlve 
Tyrant and Rs min~ons Into a frenzy of 
bloodlusi. A Hlve Tyrant with a 
bonesword is permanently under the 
effects of the Catalyst power. With a 
successful Psychic test taken at the 
beginning of the Tyranld Assault phase, 
the Hive Tyrant may use the bonesw~rd 
to extend the effects of Catalyst to all 
broods with a model within 6". 

aced by 

with a 
Armour 
not be 

BLASTED STANDARD @ 
Riddled w~th the power of change, Ihe 
standard's des~gn shifts constantly 
through the battle. Energy and power 
growl through it and when an enemy 
approaches it, the energy is released 
in a blind~ng roar. I0 addilion to act~ng 
as an icon for summoning Daemons, 
the standard contains a powerful spell 
that may be used once per battle in the 
Cham player's Shooting phase 

of its bearer f~ring a weapon. It 
aimed at any enemy unit with 
I within 6" of the Icon Bearer 
y even target a unit in close 
The spell inflicts 2D6 Strength 
iits. 

BIO-PLF 1 
Some Tyranld crratures h: 
capacity to internally energlse 
of bio-plasma that they vom~t fc 
ball or bolt of blinding green f~ 
process makes a h~gh- 
screaming whlch precedes 
plasma attack. Creatures w 

- plasma may make a s~ngle ext 
. combat attack, worked out at aouale 

the model's Initiattve (ie, Init 
for a Gargoyle, etc). 
b~o-plasma hlts on a roll of 4+ 
regardless of the target type or ws. rt 

infllcts a slngle hit w~th  a Strength 
equal to the creature +I (to a 
maxtmun of S10) - this hit is 
unaffected by the benefits nf the 

Monstrous Creature specral rt 
casualt~es caused by bio-pla 
count for cornhat resolutton. 

4 - *  
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ra close . . .  BONDED EXOSKELETON 0 

As a Tyrantd ages its exoskeleton 
luses. Layers of muscle, bone and 
cartilage grow together to form a tough 
but flexlble sheathing over its few vltal 
spots. A creature w~th  a bonded 
exoskeleton gains +I  Toughness. 

iative 8 
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on a D6 .-.... .. 
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BONDING KNIFE 0 
This 1s a ceremonial knife, not 
intended for combat, carried by the 
leader of Fire caste warrior teams who 
have performed the Ta'lissera ritual 
and bonded as a group. The bonded 
team may regroup even if below half 
strength. Battlesu~t wearers need not 
actually carry the knife but may have a 
knife design painted onto thew armour. 

-. ...- 
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BLESSED WEAPON @ 
lncludlng such renowned weapons as 
the Blade of Admonition, the Axe of 
Retributron and the Flail of 
Chastisement, 'blessed weapon' is a 
category that includes the most revered 
artefacts carrlsd to war by the Orders 
M~titant. A blessed weapon is a master- 
crafted power weapon (see page 53) 
that adds 2 to the bearer's Strength. 

BITING BLADE 0 
The teeth ot a B~ting Blal 
through flesh and armour, SF 
muscle and bone. It is use( 
assault and if a model using it 
an enemy with more than 1 
you may ro[l to wound that ol 
again. Keep roll~ng unt~l you fail to 
wound. Each wound ~nfl~cted must be 
saved agalnst separateb- 
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pponent BOOK OF SALVATION 0 
This weighty tome lists the names of 
all the Fallen who have been captured . 
by the Dark Angels during their Great 

la GRENADES O: 
3re made from the shrunken 
of those kllled by Father 

BLlGH 
These ; 

heads 
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crusade: It - I? of vast -, culttlral- 
srqndrcance +to+ the Qark A-ngels and 
t h ~ y  wrll never willingly let it fall mtb- 
enemy [lands. It'.ls treated as a holy 
relic for the Chapter a d  all the rules 
'ha\ apply t~ a holy' reltc apply to rt. In 
addlflon, I A  the holder is slarn, then do 
not remove his body. Simply place the 
model on I& side and leave it on the 
tabletop. The flrst Dark Angel to reach 
Ihe body will retneve the book but may 
do nothlng else that turn. I f  there are 
any Dark Angels within 5* of Phe Book, 
one of them must move to pick ~t up. 
UnBI lt has been plcked up, all Dark 
Angels become stubborn, i f  not 
already, all may Ignore the lntraclable 
specral rule, and all add + 1  to thelr 
Weapon Skill. However, i f  the Dark 
Angels have falled to retrieve the book 
by the  end of the battle then they lose 
the game. 

BOOK OF ST LUCIUS 0 . 
I I t u i )  yl G a l  LUI I IG UVI I L ~ U U  11 11 I ,  la! ly 

~nspirational writlngs and sermons of ' 

St. Lucrus of Agatha Any frlendly unit 
with a model wlthin 6 may use the 
bearer's unmodified Leadership vqlue 
for any Morale checks or Pinning tests 
~t 15 required to take. 

. 
close combat within the same turn. In WS BS S T W- I A Ld Sv 

close combat, burnas roll 2D6 instead s ~ f i o r  4 3 3 4 1 3 1 8 4+ 

of 1 D6 for Armour Penetration aqainst 

-. - 

sasspot€ 0 w~lh an attachmen1 desrgned ta carve - 
CARAPACE ARMOUR 0 through armoured bulkheads or In addrtron to thelr B g  Horns and Iron 

~ ~ b ~ ,  ~~b~ hawe a trophy -Caiapace arrnour IS made ~f rlgld armoured veh~d~s .  11 is treated exadly -- 

oole ,,, carry rnteresting souven,rs plates of armaplas or ceramrte as a Power fbst, but roll 2D6 for its 

from foes have defeated ,,, battle. moulded to frt parts of the body. It Armour Penetration value. 

The pole may be carned by the Nab confers a 4+ Save to the - -. < 
. . 

(strapped to hts back) or by a member CHAPTER BANNER 0 . 
of ha mob (including a Grot but not a The Chapter Banner is the physical 
Squg). An,Ork mob hying to mob up * CEN'bBYTE SERV~TOR 0 representat~on of the honour of the 
wlih a mob carryrng a bospole may Augmented ser~ltors that assist the Chapter. No Space Marine will ever 
re-roll Ihar Leadership test if they fail chap]alns in maintaining the sanctity allow ~t to fall into enemy hands. It allows ' 

on the Lrst try. of the chapels aboard the Crusade any Space Marine unit with a model 
fleet. these are Neoehvtes who did not wlthin 12" of the banner to re-roll faded 

BRAZIER OF HOLY FIRE 
This holy artefact 1s said t o  light the 
faces of the faithful and leave the 
impure shrouded En darkness. In 
battle, the brazier can be wielded like 
a weapon in close combat and 
contalns enough fuel to spray a jet of 
flames at the enemy. The Brazier of 
Holy Fire counts as a close combat 
weapon. In addition, it may be used 
once per battle like a flamer. All of the 
normat rules for a flamer apply. 

BURNA 0 
Swrnas ate cuttina torches used bv 
Pdekboyz for c a w 1 6  up vehicle wreck; 
~nto useable chunks. However, a quick 
lsist of the mrxture valve and 
WHOOOSH! - the burna sprts out a 
blast of incinerating flames. A burna 
may be fired in Ihe Shooting phase 
wllh the stats shown below or used In 
close combat as a power weapon. It 
may not be used lo shoo! and fight in 

become Initiates ye; siwe the Chapter 
stlll. In battle, they accompany the 
Chaplains, carrylng Chapter relics, 
holy tomes or other such religious 
artefacts; rcons of faith spurrrng the 
warriors around them lo even greater 
heights of zeal. Fox each Cenobyte 
Servitor accompanying a Chaplain. 
you may add + I  (to a maximum of +3 
per unlt) to the dice roll when rolling for 
the drstance moved due ta the 
R~ghteous Zeal special rule. Note that 
thls affects any Infantry squad the 
Chaplaln and his Servitors have 
Jolned, leads or bs attached to. Each 
CenobVte Servltor takes ua one snace 
In a ttansport vehicle a i d  couit as 
being armed wrth a single close 
combat weapon. A Chaplain with 
Cenobyte Servitors and any squad he 
IS attached to may-not choose any 
Veteran Skills. If the Chapla~n IS 

removed as a casualty, any Cenobyte 
Sewltors are also removed from play. 
They use the following profile: 

. . 

Morale checks. In addihon, ~f an enemy 
model charges and contacts the unit 
containing the banner,.all members of 
the unit galn the Counter-attack ability 
(see page 74of the Warhammer 40,000 
rulebook) and wrll have + I  Attack for 
that turn only. When a Standard Bearer 
chooses a Chapter Banner, ~t replaces 
the effects of the Fighting Company 
Banner or Company Banner. 

CHAOS COMBI-BOLTER fi 
F~res as a bolter but may re-roll any 
mlsses in a Shootrng phase. Each 
miss can only be re-rolled once. 

CHAOS GREAT WEAPON @ 
A great weapon IS a larger and heavler 
version of a close cornbal weapon. It IS 

wielded In two hands, thereby 
preventing the use of an additional 
close combat weapon but can be 
swung wlth more power so ~t adds +I 
to the user's Strength In close combat. 
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del can at the %an or any ~ssault pnase, ano 
allow the character to choose any 
numb& of the oplions below. Roll 106 
per option chosen. If a double is rolled 
on the dice then the model suffers 1 
wound. If a triple is rolled then the 
model is killed outright. Yes, thts 
meansthat you cannot be hurt i f  you . 
only pick one option. Note that no 
saves are allowed against this wound, 
not even Invulnerable Saves. All 
effects last for one Assault phase 
(apart from wounds inflicted on the 
user by the drugs, which are 
permanent!). 
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CHRONOMETRON 0 
The Necrons are the mastcrs of space 
and time. The chronometron allows 
the Necrons to act out of phase with 
the normal time flow, advancing 
normally while their opponents move 
in slow motion. A Necron Lord wilh a 
Chronometron, and any unit he has 
jolned, rolls an extra dice (and 
discards the lowest) when determ~n~ng 
how far they can make a sweeping 
advance and fall back. 

raos Hounds move at the 
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wes 12" in the Movement I 
:y may move 12' in the Mow 

pl~ase; if.he is able to move 12" 
AssauA phase they may move 
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transport as their master and b 
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a) May make 12" Assault move and 306 
Pursuih/Frall Back move. 
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CLOAK 
A magnific 
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e) Re-roll any misses in close'combat OF ST, ASPIRA 
:ent cloak of velvet and fur, 

ulesseu 111 the Ecclesrarchat Palace of 
Terra to ward away the blows of the 
Emperor's enemies. The Cloak of St. 
AspIra adds 1 to a model's Armour 
Save, so an Adepta Soror~tas Heroine 
in power armour wearing the cloak has 
an Armour Save of 2+. 

CHAOS 9 +1 Attack 
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COMBAT DRUGS d 
Chaos Space Marines. Slaanesh 
champions have access to a wide 
range of combat drugs, each produced 
from the renderrngs of sentlent 
creatures. They may be taken at the 
start of any Assault phase. When they 
are taken, Ihe Slaaneshi player can 
choose up to three abilities from the 
list below. The abilities chosen last for 
the duration of the Assault phase. Roll 
a D6 for each power chosen. If a 
double is rolled, the character lakes 
one wound that cannot be saved En 
any way. If a treble is rolled then the 
model is killed outright. If only a single 
power 1s chosen then the model 
cannot be harmed. 

Steed. Moves as Bike 
models have +1 
Additionally, their bike? 
sp~kes granting +1 AnacK. Ihe 

med with a combl-bolter, 
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lrnetimes the cornbi-bolter is rey 
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CLOSE COMBAT WEAPONS 
(CHAINSWORDS I AXES / . 
PISTOLS ETC) @ 
There is a bew~lder~ng array of close 
combat weapons, all of which confer 
no bonus to the Strength of 
combatants. Swords and pistols (or 
sirnllar hand weapons) gain the 
wielder an additional close combat 
attack. A plasma pistol can be used as 
a close combat weapon, though It 
confers no Strength bonus 
or particular armour penetration 
advantages. 

,---.- 
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E SLAIN 1 
If charglng through difficult terrain, the 

model may roll an add~lional dice when 
determining how far he nioves 

Th~s  is a mechanrcal fly~ng crea 
that is attuned to a Rune Pr~est's 
paltern. It can fly ahead of the 
Prrest so that he can see what 11 
and ~t wiff protect hlm If he is att: 
Enemy infiltrators may not set up 
their special rules agalnst a ! 
Wolves army that ~ncludes a 
Priest with a Chooser of the 
unless they first roll a 4+ on 1D 
separably for each unit). In ad1 
Rune Priests that have a Choo 
the Slain count as hav~ng an add ,..,..,, 
close combat weapon in close ct 
(ie, e l  attack), although this rnl 
does not apply i f  the Rune 
already has an additional 
weapon. 

brain 
Rune 
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~cked. 

+l Weapon Skill - +1 Strength 
GULLAH OF KHORNE @ 
The Collar of Khorne is a talisman 
forged In the heat of Khome's rage at 
the very foot of the Blood God's throne 
of brass. The collar is able to suck the 
energy of the Warp from around it, 
fortifyrng the bearer against psychic 
onslaughts. As a result, force 
weapons lose thelr special ability to kill 
the bearer outright, and psychic 
abilities that target the wmrer or 
include hlm in their area of effect are 
nullifiad and will not work on a D6 roll 
of 2+. 

uslng 
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The model lanares the first unsaved 
wound taken in thls Assault phase as long 
as it does not bnflict Instant Death 
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COMBAT SHIELD 0 
A combat shleld is a I~ghter, more 
manoeuvrable version of a storm 
shield. A model using a combat shleld 
wears it fastened to their forearm 
leaving the hand free to use other 
weaponry. The combat shield does not 
count towards the maximum number 
of weapons carried and confers a 54- 
Invulnerable Save in close combat. 

mbat  
sdifier 
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CHOPPA 0 
Beloved of Ork Nobz in particular, 
choppas are usually immense axe-like 
weapons or brutal cleavers. Choppas 
frequently have a chainsaw edge to 
make them extra rippy when ~t comes 
to chopping through amour. In close 
combat, choppas limit the Armour 

COMBAT DRUGS 0 
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COMBI-WEAPONS 0 0 0 
This IS a bolter joined together with 
another weapon. A model who IS 

a m e d  wlth a combi-weapon may 
choose whlch of the weapons he is 
going to use in the Shootlng phase. 

uruys, 

automatic 
controlled 
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The bolte; may be fired any nymber of . CRUCIBLE OF 
times, but Ihe other qeapon may only - MALEDICTION 0 
be fired once per battle. Note that you- 
may not choose-lo f~re both weapons . No One "Ow' what arcane the 

at once Dark Eldar use to "  create thew 
Crucibles of Malediction. Each 

COMBI-WEAPON: BOLTER- 
STAKE CROSSBOW 0 
Th~s flres a blessed silver stake that 
lmmolates ~ t s  target in a burst of holy . 
Lre. The stake-crossbow is an Assault 
2 weapon with a range of 24". Any 
psyker hit will be wounded on a 2+ and 
recewes no Armour Save (though 
Invulnerable Saves may be taken-as 
normal) On any other target, the 
rveapon counts as Strength 3, AP5. 

crucible appears to contain the 
trapped spirlts of psykers captured 
and tortured by the Dark 'Eldar. 
When released, these sp~rrts hurtle 
across the battlefield unleashing a 
psychlc cacophony that can drive an 
enemy psyker insane. A character 
carrying a crucibrle may use rt In the 
shooting phase instead of moving or 
shooting. When the crucible IS  used 
the nearest enemy psyker must pass 
a Leadership test. Subtract -I from 
t h e  osvker's Ld if he IS within 12' of 

COMPANY BANNER 0 . ' 
the Addel with the crucible, and add 
+1 to h ~ s  Ld il he is over 24" away. I f  

Reoresenting the honour of a.Space th, test is failed the psyker is 
'lanne Cornpan' a Company Banner 

removed from play. NO saves of-any 
allows any Space Marine unit with at kind allowed, and the psyker is 
least one model within 12" of the killed no matter- how many wounds 
Company Banner to a failed ' he has. If the nearest psy ker passes 
Morale or Pionlng test.' his Ld test then the next nearest 

COMPANY STANbARD 
Un~ts of Imperial guard ~nfan p .y (not 
Including Conscripts), Enginseers, 
Ogryns, Railings or Storm Troopers) 
with a model whhin 1 2  of the-standard 
can re-roll failed Momk tests. 

CONSECRATED SCROLLS 
The Daemonhunter carries several 
scrolls, trealed wrth sacred ails and 
covered In ~llurnlnated scripture that 
boost his psychic abtlities and repel 
any denizens of the Warp attempting 
la ravage his mind. They arlow a.  
Daemonhunter to use more than one 
of his psychic powers durlng a turn. 
They may only be used once per 
battle. 

CRfSIS BATTLESUIT 0 
Note that some Tau Ilattlesuits 
Improve thetr wearer's characteristics. 
Th~s includes Toughness. When 
determining whether a model is killed 
outright by a weapon; the adjusted 
Toughness is used. So for example, IF 
a plasma gun (Strength 7) wounded a 
Tau rn Cris~s armour, the Tau would 
only take 1 wound. This is d~fferent to 
the way that modified Toughness 
normally works in Warhammer 40,000 
and reflects the fact that it is 
impossible for an attack to hit a 
battlesult wearer without the suit at 
least partially absorb~ng Ihe impact. 

CROZIUS ARCANUM 0 
The crozlus arcanurn IS both a Space 
Marme Chaplain's badge of office and 
a lethal close combat weapon. In 
game terms ~t is treated as a power 
weapon. 

must test, and 30 on unt~l.either all' 
psykers have passed,. or one has 
failed. A crucible can only be used 
once per battle. , 

, CRUSADER SEALS 0 
Crusader seals are waxen or metallic 
tokens wlth vows of p~ety and Chapter 

- -blessings inscribed on hanging strips 
of parchment that are bestowed upon 
Space Marines of proven zeal and 
courage. When a model with crusader 
seals makes a Consolidate .move due 
to the Righteous Zeal spec~al rule, you 
may le-roll Ihe D6 when determin~ng 
the distance moved. You must take the 
.second roll, even if it is worse than the 
first. If a model with crusader seals is 

- part of a unit then this abilily appl~es to 
the whole unit, not just to the model 
w~th the crusader seals, 

CRUSHING C ~ W S  0 
Masslve, crab-l~ke claws seen on the 
very largest Tyranld beasts, these 
fearsome weapons can smash several 
foes to the ground with one sweep and 
tear apart just about' anything they 
latch on to. A model with crushing 
claws substitutes a 06 for its normal 
number of Attacks. Any bonus attacks, 
for example for charging, scything 
talons etc, are added to the D6 roll. For 
determining the number of ranged bio- 
weapon shots the creature has, use 11s 
basic number of Attacks. 

CUP OF RETRIBUTION 0 
The Cup of Retr~bution is used in the 
Dark Angels ritual known as the Feast 
of Maled~ction. It is said to be the 
original vessel from which the 
Emperor drank when the Chapter was 

founded. The cup follows the usual 
rules for a holy relic. Any model 
bear~ng a holy rel~c may reveal it once 
per battle. fh ls may be done at any 
time, as lnng as the model with the 
relic does not move during the same 
turbit is revealed. On the turn the relic 
is .revealed all Space Mar~nes with~n 
2D6" get a +I Attack bonus for the rest 
of that turn. Note that the relic may be 
revealed in an opposing player's turn ~f 
you wish. 

CYBORK BODY t) 
Crltlcally rnlured Orks may survive to 
f~ght again afer an extens~ve rebuild at 
the Mad Dok's. An Qrkw~lh a Cybork 
body can survive terrlble lnjur~es and 
so gains a 's+  Invulnerable Saving 
throw. 

C Y C L O ~ ~  MISSILE 
LAUNCHER 0 
The cyclone 1s' ;j specially designed. 
missile launcher that can be used by : 
Space Marines in Term~nator armour. 
The Terminator rs equipped w~th a 
special , targeting device that allows 
him to, fire the cyclone and his storm 
bolter in the same Shootlng phase. 

-The cyclone otherwise counts as a , 

missile launcher with frag and krak . 
misslles. 

DAEMON AQMOUR @ 
The character's Chaos Space Marine . :: 
armour has been blessed and sealed 
by the Chaos gods and is therefore 
considerably more powerful. A model 
in Daemon armour has a 2+ Amour 
Save. 

DAEMON CHAINS @ 
These are inscribed w~th powerful 
hexagrammic wards designed to 
assist in the summoning and binding 
of Daemons. They may only be used 
by a model designated to be the 
vessel for a Greater Daemon. When 
rolling for possession, the chains allow 
each attempt (whatever the result) to 
be re-rolled once. 

DAEMON FLIGHT 8 
The model is able to fly using a 
rnechan~cal device such as a jump 
pack or on rnlghly Daemonrc wlngs. It 

' 

moves in the same way as Jump , 
Infantry (see the Warhammer 40,000 
rulebook, page 55). The model does 
not have to fly and may always choose 
to move as normal infantry in any 
Movement or Assault phase. Because 
of the bulk of ~ t s  wlngs andor jet 
packs, a model with Daernonic Flight 
may not be transported aboard a 
vehide. 
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D ~ E M O N   CON^ 
May only be carried b 
searing the Mark of 
4-Daemon Icon Is a 
[con which, as well as amng as a rmus 
for surnmonlng Daemons normally, IS a 
powerful conjuration and binding tool as 
well. At the start of the game a slngle 
nominated Daemon unit may be 
enslaved within the Icon. At the start of 
the Chaos player's turn, this unit can be 
automatically summoned without 
making a Reserves roll. The Dm 
will not scaner and-the tern 
placed in contact with the Icon. 
can move in the Movernenl ph: 
assault as normal. 

aemons 
plate is 
The unit 
IS@. and 

DAEMON SPAWN @ 
Follower. The model is accompanied bv 
a loaths~me Chaos Spawn. Th 
be a former comrade whose 
form and sanity has been lost I 

the overly oenerous aifts of thc 
gods or a 
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master is killed, the Spawn rs 
removed. A model accornpanlec 
Spawn may not Infiltrate. 

DAEMON STEED @ 
The model is mounted on a I 

Daernonlc Steed. These stee 

nay not 
,, ., .. 

Ineir 
: also 
I by a 

mutated 
rfs take 
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U I I I I S ,  l l lUlt3: U l  W E l l b l l  dlC: 

'd in the Books of Chaos. A 
laemon Steed takes the form 
ighty mutated warhorse or 

nuntlng beast. It moves as Cavalry 
Warhammer 40,000 rulebook, 
') and confers the Daemonic 
ce ablllty upon its rider. 

DAEMON VENOM @ 
Ths model has been glfted with a 
mutation that makes its attacks 
venomous. The model may have no 
other weapons but counts as having a 
pair of close combat weapons 
representtng rak~ng claws and fangs. 
When rolling to wound the model mll 
never require more than 4+ irrespective 
of relative Strength and Toughness. 

DAEMONHAMMER 0 
The legendary Daemonhammer 
is given only . to those of the 
Ordo Malleus who have excelled 
themselves In battle by destroying a 
Greater Daemon. On its head is a 
burning sigll of the Inquisition, and it 
strikes with the force of a thunderbolt. 
It is counted as a thunder hammer in 
all respects. However, ~f he is fighting 
a Daemon, the Daemonhunter wlll 
strike in Initiative order. 

DAEMONIC AURA @ 
The model has a 5+ Invulnerable 
Saving throw, which it may use when 
its Armnur Save IS disregarded. 

DAEMONIC ESSENCt w 
The model can draw vltahty from the 
Warp, enhancing ~ t s  natural reserves of 
power, adding +1 Wound to its profile 

DAEMONlC FIRE @ 
The model may project powerful Warp. 
flame from its hands, eyes or mouth, 
The attack is used in the Shooting 
phase instead of firing a weapon. 
using the following profile: 

d:ange 12'" Str 4 AP 6 Assault 2 

DAEMONIC MUTATION @ 
The glfts of the Chaos gods can take 
many ghastly forms; Bddltional 
clawed Ilrnbs, barbed tails and VICIOUS 

horns are commonplace. AH of these 
mutations confer an advantage in 
close combat, grantlng their bearer 
+I Attack. 

DAEMQNIC RESILIENCE @ 
The model's body is mutated In such a 
way that it is especially mistant to 
damage. The model has + I  Toughness. 
This does not affect its Toughness tor 
calculating instant death, 

OAEMONIC RUNE @ 
The Chaas Champ~on has been glfted 
with a Daernontc Rune, a mlghty 
symbol of the power of Zha Dark Gods. 
Their power flows through the rune, 
demonstrating the favour conferred on 
the Charnplon. Such an indivrdual has 
been marked for grealness and 
cannot easily be killed. Unsaved 
attacks whose Strength are at least 
double the model's Toughness will 
cause a single wound rather than 
instant death, 

DAEMONIC SPEED @ 
The model has mutations such as long 
limbs or four legs that allow ~t to move 
as Cavalry (see the Warhammer 
40,000 rulebook, page 57'). The model 
does not have to move at full speed 
and may always choose to move as 
Infantry in any Movement or Assault 
phase. If it disembarks from a vehlcle 
ln ~ t s  Movement phase then it can only 
move as infantry In the subsequent 
Assault phase. 

DAEMONIC STATURE @ 
The Chaos Space Marlne has mutated 
horribly, swell~ng to monstrous slre and 
taking on the aspect of a mighty 
Daemon Prince. The model gains +I 
Sirength and +I Toughness and counts 
as a Monstrous Creature. A monstrous 
model ignores Armour Saves and roHs 
2D6+ Strength for vehicle Armour 
Penetration m close mrnbal. The model 
may not ride a Steed or be transported 



In a veh'icle: ~ h 6 y  imay only wield - 
Daemon Weapons, Axes of Khorne, - 

Plague Swords, combi-tsolteis, close- 
combat weapona.or great weapons, and 

' then only I they-have the appropriate 
Mark Because of its huge size;a model 
wtth Daemonic Stature can be shot at 
cvcn ~f it is wlth a friendly unlt or wlthln 
6" of one, unless it is in close combat. 
The bestial power of a Chaos Lord with 
Daemonic Stature 15 best applied In 
closc combat. Consequently his 
Weapon Sk~ll is increased ta 6 and hls 
Balllstlc Skill reduced to 3. A model with 
Daernonic Stature 1s at least 10' tall (to 
scale!), and should always be based on 
a 4Omm d~arneter base. 

DAEMONIC STRENGTH @ -  
The model has inhuman physical 
power such that it can snap the splne 
clf a normal man with ease. The model 
k s  +l Strength. 

DAEMONIC TALONS @ 
Tile model has unnaturally sharp tztlons 
and horns. It may use no other 
:veapons but will always count as 
having an additional close combat 
b,veapon. Any rolls to ht of 6 will inflict an 
adomatic wound wilh no Amour Save 
possible If a creature with Daemonic 
Talons rolls a 6 for ~ t s  Armour 
Penetration dice roll agalnsf a vehicle. it 
rolls another D6 and adds the result to 
Ihe total Amour Penetration =re. 

DAEMONIC VISAGE @ 
The model is terrifying to look upon 
and fills its enemies with 
preternatural dread. If a unit has to 
take a Morale check after losing a 
close combat and the enemy 
Includes models with Daemonic 
Visage, the morale test is at -1 
Leadership. If all of a unit's 
opponents have the ability, ar one of 
them I s a  Greater Daemon, then the 
test is at -2 Leadershlp Instead. 

DARK BLADE @ 
The Dark Blade is jet black - no 
reflection or mark mars the perfect 
satln darkness of its blade, although 
the hilt, pommel and grip are often 
richly embellished. The Dark Blade IS 

a hungry klller that feasts on the souls 
of the slain and urges its bearer on to 
further acts of barbarity untll it Is sated. 
A Dark Blade is a power weapon that 
adds +2 to ~ t s  bearer's Strength when 
resolving to wound rolls or Armour 
Penetration rolls. 

DEMOLlTION CHARGE 0 
A model armed wrth a demolition charge 
may use i t  n the Shooting phase Instead 
of making its normal shooting attack. 
Dernof~tron charges have a range of 6 .  

The anack is treated the same way as 
fof an orclnance anack, except that the 
model Ihrowing the charge can move on 
the turn that it throws. Place the 'large 
Ordnance Blast marker as you would 
normally and then roll to see if the 
charge scatters (due to its extremely 
short range a demolition char'ge is 
almost as dangerous for the user as it is 
for the target!). Demolition charges are 
one-shot weapons. If a model uses his 
demolition charge, replace hlm with a 
rnodet armed with the basic-weapon for 
the squad. If one is unavailable, the 
model IS removed instead. 

Range: 6' S:8 - AP:2 Ordnance blast 

May move and fire; one shot only; 
uses large Ordnance template. 

DESTROYER BODY 0 
The Necron Lord IS mounted on a 
destroyer platform, allowing him to rise 
over the battlefield and dive down wrth 
deathly speed to destroy h ~ s  enernles. 
The Necron Lord IS mounted on an 
otherwise unarmed Destroyer 
platform. He moves as ifmounted on a 
jetbike (see the Warhammer rulebook, 
page 54) and gets +I Toughness. As a 
result, he can't be instantly kllled by 
weapons with Strength 10. 

DESTRUCTOR 
.This weapon IS only used by the 
Maernoncull. It flres a spray of highly 
corrosive acid that can eat through any 
armour and has the following profile: 

Range tern- S: 4 AP: DG AssauA l 

* ,The destructor does not have an 
Armour Plercing value. Instead, roll a 
D6 for each target hit to see what the 
AP value of the hit IS (eg, a D6 roll of 
3 would give an AP value of 3). In 
addition, targets hit by a destruclor 

may not take saves for being in coves 

DIGITAL WEAPONS a 
Ancient relics thought to have been 
created for the lmperium by an alien 
race, digital weapons are powerful 
miniaturised versions of such weapons 
as the needle? and laspistol. So 
delicate that they can fit onto a 
forefinger or be disguised as jeweliery, 
they are invaluable tools for the 
Inquisition, A model w~th  digital 
weapons may make a specla1 attack in 
close combat at +2 to h ~ s  lnltlative in 
addition to h ~ s  normal attacks, inflicting 
one Strength 4 hlt on a 06 roll of a 4+. 
Normal Arrnaur Saves are allowed. 

DIRESWORD @ 
The Diresword IS an extremely potent 
power weapon, incorporating a spirit 
stone in ~ t s  hilt. When the Diresword 
strikes, the spirit that is withln the 

blade can attempt to destroy the 
mrnd of the target. A Diresword IS 

used in close combat. If a model with 
more than-? Wound is wounded by a 
Diresword, it must immediately pass 
a Leadershlp test on 2D6 or die 
automatically. The Diresword ignores 
normal Armour Saves. 

DISC OF TZEENTCH @ 
DISCS of Tzeentch are daernonic Warp 
entities that soar on the etheric winds 
in the Eye of Terror. They are 
sometlmes gifted to TzeenZchk faithful 
as Steeds. A DISC of Tzeentch confers 
the Daemonc Flight and Daemonkc 
Mutation gltts upon its rider. Models 
wrth followers may'not rrde a Disc, 

DISRUPTION FIELD 0 
The grasping, metal claws of the 
Necrons pulse with unnatural 
energies that seem to warp the skin 
of vehlcles as they stnke. Even the 
most heav~ly arrneured vehicle can be . 
torn apart by Necrons, wlth such 
powers, Disruption fields are used rn 
assaults against vehicles. Any h ~ t  
lnfllcted on the target by a unlt 
equipped wtth disruption fields will 
score a glancing h ~ t  on a D6 roll of a 
6 regardless of the vehicle's Armour 
Value in exactly the same way as for 
ranged gauss weapons. 

DISTORT CANNON 0 
The Distort cannon, or D-cannon, uses 
the Eldar's advanced knowledge of . 
Warp technology ta unleash a 
miniature Warp hole onto the 
battlefield, tearing apart its targets. The 
0-cannon has the profile given below. 
In add~tron, if it hits a vehicle, use the 
Ordnance Damage tables to resolve 
any damage. Note that a battery of 
more than one Q-cannon follows the 
rules for multiple barrages on page 5. 

Range: G24' 5: i 0 AP: 2. Heavy 1 ,  Blast 

DOKS TOOLS 0 
A Mad Dok w~th Dok s tools can have 
a go at 'fixin' one wounded Ork in the 
mob he IS In each turn at the end of h a  
enemy's Shooting phase. Even Orks 
reduced to zero wounds can be 
saved ... perhaps! If several Qrks have 
been wounded, the Mad Dok can 
choose whlch to assist. Roll a D6 for 
his efforts and look up the result below. 

06 Result 

1 The Ork suffers 1 woud.  If rebuced 
to zero wounds, remove the Ork as a 
casualty. 

2-5 The Dok achieves nothing this time. 
If the Ork had been reduced to zero 
wounds rgmove it as a casualty. 

6 The Ork regains 1 wound, up to the 
maximum it started the game with. 
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-I-- D ~ E A D A X €  @' - complex antennae o; clusters of 
Thc Dreadaxe contans an. entrapped- sensory aP~aTaius across the head 

ent~ty h ~ f h  a varnphc thirst for souls that area Autopsies have revealed 
- IS especially partlal to destroymg Increased nerve me5htng that lmplles 

daernontc TIMIS. This blade is death to . these creatures are becoming virtual 
all who oppose its bearer No hits made subordinates to the~r guns. Creatures 
w~th the Dreadaxe W I ~  ever need have a with enhanced senses gain * I  
To Wound roll of worse than 4a Ballistic Skill. 
reaardless of relative Strenath and 

. - - 
G h n e s s  values. Wounds <om the ETHER LANCE @ 

- Dmadaxe ignore Invulnerable Savlng 
throws (but not Amour Saving throws). It 

The Ether lance is a conduit to the 

has no spec~al abil~ties agalnst veh~cles. Warp. Its bearer can launch bolts of 
Empyrean enerclv at h ~ s  foes or draw 
them Into the' lance, eventualfy 

DRONE CONTROLLER 0 consummg them utterly. The Ether 
A drone controller enables the suit lance 4s a power weapon. In the 
wearer to command lrom one to two Shootlng phase i t  may fire with the 
gun or shield drones. follomng profile: 

Range: Template S: 4 AP: 3 Assault 1 

'EAVY ARMOWR 0 , 

Ork 'eavy armour is made up of thick E V I S C E R A ~ R  0 
plates shaped frt an Ork 

This 1s a grotesquely large two-handed 
(sort Of) and 'Over up its few chainsword. It must be w~elded in both 
vulnerable spots. Thrs gives the Ork 

hands and so cannot be used In 
wearing it a 4-t Armour Save. 

combination with another close 
combat weapon. It is treated in all 

EMP GRENADES 0 other respects as a power flst that rolls 
EMP grenades briefly emrt an electro- 2B6 for Armour Penetrallon. 
maqnetic pulse that overloads 
cr&itry causlng fires, meltdowns and E X ~ R U ~ l A T ~ R ~  a . 
other critical malfunctions. They are 
used when assaulting enemy veh~cles. E x e ~ c ~ a t o r s  are fiendish devices 

Each attacker may make one attack employed by lnquisltors to obtain 

unadjusted for charging or 
informat~on from recalc~trant prisoners 

weapons. Ro,l to hit as or to otherwise show captured heretics 

normal. When determining damage, and dltches the error of their ways. If 
a D6, On a 4, or they a the bearer of excwciators 1s alive at 

glancing hit, on a 6 they inflict a the end Of the enemy 

penelrarlng hit. They cannot be used psyker krlled or otherwise removed 

against vehicles with WS thdt are not from the table is worth an additional 

~rnmobilised. EMP grenades cannot be D6x1Q Victory 

used with XV battlesuits. 

ELDAR JETBIKE 0 
The jetbikes of the Craftworld Bdar are 
designed for extreme manoeuvrabil~ty, 
able to Ivm on the spot and rapidly change 
sped. lh is  enables the rider to make mft 

- h~t-and-run attacks, emerging from cover 
to attack before slipping away agaln. They 
use all the nrles for Eldar letbikes glven in 
the Warhammer 40,000 ru lebk.  

EMPEROR'S TAROT @ 
The Inquisitor is adept at consulting 
the Emperor's Tarot to reveal the 
course 07 the future, and can galn 
valuable insights into the outcome of a 
coming battle. Both players roll a dlce 
before deployment. If the dice rolls are 
different, the Daemonhunters player 

- - gels +1 on the dice roll to ascertain 
who goes first. If the dice rolls are the 
same, he suffers -1 to the roll. 

ENHANCED SENSES 0 

EXECUTIONER 0 
The execut~oner Ts a long-bladed 
power weapon capable of slicing an 
opponent In half with a single blow It 
must be wielded In both hands by its 
user, and so may not be used in 
conjunction with another close combat 
weapon or pistol to get + I  Attack. An 
executioner adds i-2 to the wielder's 
Strength and ignores normal Armour 
Saves. 

EXSANGLIINATO'R 0 
The exchange of blood is ~mportanl in 
many Blood Angels rituals, which are 
presided aver by the Sanguinary High 
Priests. In battle, the Prrests use an 
Exsangurnator to transfer their blood 
to the injured, imbuing their battle 
brothers wrth the endurance of 
Sanguinius, A model with an 
Exsanguinator allows the squad he is 
in to lqnore the first failed Armour Save 
each iurn. In addition, the Sanguinary 
Pr~est can tw to save more of his 

Tyran~ds that hab!lual!y use ranged brethren with' his own life fluid and 
weapon-symbiotes often have attempt to negate second and 

subsequent failed Armour Saves. TG 
do so, roll a D6. If the score is equal to 
or less Ihan the Sanguinary PriesPs 
Toughness, the failed Armour Save is 
ignored. If ~t is higher than the PriesPs 
Toughness, the model that fa~led ~ t s  
Armour Save and the 'Priest both 
suffer a wound with no Armour Save 
allowed. An Exsanguinator cannor 
negate hits lrom a weapon that infl~cts 
instant death (be, has a Strength of 
double or rnwe the target's 
Toughness) and it cannot be used 1 
the Priest is in base contact with an 
enemy model. 

EXT~NDED CARAPACE 0 
The Tyranid's carapace has thickened 
and grown. extending over the few 
joints and areas that are vulnerable on 
the Tyranid's body. A Tyranid with an 
extended carapace gains +1 to its 
Armour Savlng throw, so a Tyranld 
with a 5+ Armour Save will instead 
have a 4+ Arrnour Save, and so on. 

EYE OF REENTCH @ 
The Champion bears a thlrd eye either 
on h ~ s  body or his wargear. The eye 
sees what will come to pass aliow~ng 
the Champion to adjust his act~ons in 
tlrne, The Eye allows the Chrnpron to 
re-roll either a s~ngle Armour Save, a 
slngle to hit roll or a single to wound 
roll In each of their own turns. 

FAMILIAR 0 
LI brarians are occasionally 
accompanied into battle by Familiars 
cherubs, psyber-creatures or servo 
skulls attuned to. their mental 
signature. These strange constructs 
boost hmB awareness of danger and 
are mentally linked to the Librarian 
allowing him to see and hear with the11 
senses and even attack with them 
should the situation become 
desperate. If a Librarian has a 
Familiar, he gains 41 to his Initiatne. I1 
the Librarian is removed From play, the 
Familiar IS also removed. If the 
Farnil~ar is removed, the Librarian's 
InltlaEive reverts to 5. Farnlllars do no 
take up any space in a transpor 
vehlcle and count as being armed wit1 
a angle close combat weapon. The) 
use the followjng prollle: 
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FANG OF MORKAi 0 ' 

In Fenrlsian legend, Morkai is the hug( 
wolf that guards The Gates of Death 
The Fang of Morkai is the blade usec 
by Wolf Priests to extract Ihe progenolc 
gland from fallen Space Wolves. Ir 
game terms it has the same effect as : 
narthecF~lmlreductor (see page 53). 
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F E E D E ~  i ~ i d ~ ~ i ~  0 - . rnake.3 Psychic test for the Psyker 
Those are mag commonly assk~ated against anY one Opponent wounded by 
with the Lictor specles,:GehesteakJr' the: weapon. The normal rules for 

, mutants and . other Canguard - ' 'usrng psychic Powers apply (see 
creatures. The wnthing'fac~al tendr~ls Page 52 Qfot-the WarMnmer 40,000 

are sophistkated tasting orgsns able rulebook), and You may not use 
to sample and absorb information of all another PsYchlc Power in the same 
k~nds from captured prey. Absorbed turn Passing the test slaw the 
1nformat1on.i~ communicated to nearby opponent outright, no matter how 
Tyran~ds at a subconsc~ous level, many Vdounds it has (count the actual 
lend~ng them a natural proclivtty for number jnflicted for daermlnlng who 
attacking weak points and vulnerable Won the a3saat). Force weapons have 
areas. A creature w~th feeder tendr~ts "0 SPeclal effect against fargets that 
always counts as having the Preferred don't have Woundsh such as vehicles. 
Enemy un~t  specla1 rule (see the 
Warhammer 40,000 rulebook, page FROST B ~ D E  ~ O S T  AXE 0 
75). Any Tyranid model These are one of the most prized 
w~thin 2'"f the creature also benefits weapons owned by the Space 
from the,Preferred Enemy special rule. wolves chapter, ~~~h was 

FEEL NO PAlN @ , * . . 
Some toilowers of Khorne are able to 
focus' the~r rage to the paint that 
nothing except thelr total obliteration , 
w:ll stop therr rampage. If they lose a 
wound, roll a dice: on a 3 or less the 
wound is taken as normal, on a 4 or 
more the wound ts ignored and the 
model cont~nues fight~ng. This ability 
cannot be used agalnst weapons 
whose Strength is al least twice the 
Toughness of the model being h ~ t  or 
aga~nst close combat weapons that 
allow no Save. 

FIGHTING 
COMPANY BANNER 0 
Represenlmg the honour of a Space 
Marrne Company, a Flghting Company 
Banner allows anv Saace Marine uni! 

handcrafted by a Master Iron Pr~est 
and they utilise the diamond-sharp 
fangs, of the Ice Kraken as the teeth for 
their chainsaw blades. A frost blade or 
axe is treated as a power weapon but 
adds +I to the user's Strength. . 

. - 
GAZE OF FLAME- Q + '  
Flickering witch-fires blaze from the 
metal death mask of fie Necron Lord, 
chill~ng the very heart of those who look 
upon it, stealing away their strength and 
crushrng their courage. Models 

- belonging to units which charge 'into 
carribat with the kc ron  Lord gain no 
bonus fo their Attacks for-charging as 
they are inexplicably stowed at the last 
Instant (even Tymnids, Daemons and 
other things which you would th~nk were 

- Immune to such powers). Note that only 

with at least ohe'mdde~ w~thin 12' of. : 

the Fighttng .Company Banner to 
, re-roll any failed Morale or Pinning test. 

. .  - - 
FLESH HOOKS 0 
Flesh hooks are chitinous sinews fired 
by a sharp intercostal muscle spasm, 
shooting out to allow the creature to 
snare their victims from a distance. 
The flesh hooks are also somet~rnes 
used as grapnels to allow creatures to 
scate vertical surfaces at great speed. 
A creature with flesh hooks counts as 
being equipped with frag grenades In 
close combat. .Creatures with flesh 
hooks count 'vertically impassable' 
pieces of terrain such as high walls or 
cliffs as difficult terrain instead. 

FORCE WEAPON 0 
Force weapons are potent psychic 
weapons only used by trained 
Psykers. They are treated as a power 
weapon, but can unleash a psych~c 
attack that kills an opponent outright. 
Roll to h ~ t  and wound as normal, 
allowing any Invulnerable Saving 
Throws the v~ctim m~ght have. As long 
as one wound has been inflicted, 

the normal +1 Attack for charging is lost. 
Any addit~onal advantages due to a unit's 
speclal abilities are unaffected. Enemy 
models fighting i n  a close combat 
involving EI Necron Lord with a Gaze of 
Flame suffer a -1 Leadership penalty, in 
addition to any other rnod~fiers. 

GHOSTHELM 0 
A farseer's Ghosthelm incorporates 
intricate crystalltne psychic circuity 
that masks the~r sprr!t in the Warp, 
protecting them from the attacks of 
Daernons.and other Warp creatures. It 
the model. suffers an attack from the 
Perils of the Warp whlle making a 
Psychic test (ie, .the player rolls a 
double 6 or double 1 1  it may Ignore the 
attack on a 06 roll of 4+. In addition, 
any Daemon that IS fight~ng the model 
in close combat halves ~ t <  own 
Weapon Skill (rounding up). 

GOBLET OF SPITE .O . 
The Goblet of Sp~te IS a sacred relic bf : 
the Dark Eldar Wych cult. I t  exudes an . 
almost palpable aura of hatred, driving 
those near to ~t Into a state of such 
utter savagery that their frenzied 
screams mingle with those of their 
victims. A Succubus that carries the 
Goblet of Spite, any models In the 
same unit as the Succubus and any 
units'with a model In base contact w~th  
the Succubus andlor his un~t  w ~ l l  
always hrt on a 3+ In hand-to-hand 
combat, regardless of other factors. 
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!xceeds its capsb~litib~, a #oil of 1 
refore bonuses always fails and nl icts 
I wound an  the unfortunate patlent. 

IABBA STIK ' 0 
~bbe st~ks are long ( 

ven  use to catch wal 
close combat a Slaver armed w 
grabba stik can make its full numb 
attacks even 11 11 1s 2"away tror 
enemy model. The stlk's effects 
not be comblned with any other sp 
close combat weapons or attacks. 

HELLGLAIVE 0- 
Hellions are armed with a unique 
weapon called a hellglaive. I! 
incorporates a splinter rifle and a set of 
vicfous cuttlng blades that are capable 
of sl~c~ng a man in haif as the Hell~on 
swoops ~nto close combat. The 
hellglaive can be used as a spl~nter rifle , 
or a close combat weapon, and may be 
used as both In the same turn. If the 
user charges into close combat then the 
hellgiaive also adds -1-1 to their Strength 
for the frrst round of combat. The 
hellgla~ve requires two hands to use, so 
can't 'be comblned with any other 
weapon. Characters taking a hellgla~ve 
must also take a Hellion skyboard. 

:atc bpoles 
yward Gro 
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;RUESOME TALIISMANS 
Jlany Dark Eldar wear talismans such 
IS fingers, ears or eyes they've taken 
rom opponents they have slain, 
4odefs with gruesome talismans 
:ount as Iwo models when warklng out 
F one side outnumbers the ather In 
:lose combat. Note that this works 
laalnst any foe, ~nclud~ng Daemons! 

GRAIL 0 - -  
A Sanguinary High Priest, Star ' 

Bearer or B10od Angels Chapla~n 
carry a chalice or grail into battle 
h~m. These Items are used durin~ 
Blood Angels' holy ceremonies an 
an, insplrlng symbol to the b 
brethren of the Chapter. When a E 
Angel unit with the Grail wipe 
opponent ovt m close combat the 
206 and add them together r 
determining how far they 
consolidate. 

mard I 

may 
with 
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d are 
attle- 
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s an , E GRENADES 0 0 

I ne tlaar and Dark Eldar use ha)n%f~re 
yrenades for disabling enemy 
rehicles. They send out a powerful, 
jhort-range magnetic pulse that shorts 
,ut electrical wlrrng and drsrupts the 
?nergy systems sf Its target. They may 
)nly be used in an assault against 
fehicles. A model attacking with these 
jrenades may only make a single 
tttack, whatever their other 
wmaments, Attacks characteristic, or 
whether they charged. If the attack 
]its, roll a D6 to determine the effect: 
I =no effect, 2d=glancing hit, 
:=penetrating hit. A haywire grenade 
nay be used normally aga~ns t ' a  
~ehicle that has WS i f  it has already 
been immobilrsed or is stunned, 
c t wtll only hit on a 6. 

HELLION SKYBOARD 0 
Helllons soar through the skres atop 
bat-like skyboards. In game terms 
Ihese are treated as jump packs (see 
page 50). A model rldrng a skyboard 
benefits from +I to ~ t s  Armour Save, 
and a 5+ Invulnerable 'jink' Save 
against shoot~ng attacks ~f they moved 
In the previous turn. A model riding a 
skyboard may use the Deep Strike 
scenario speclal rules where allowed 
by the scenario being played. A 
skyboard rider may not use a webway 
pontal, and characters may not use !he 
Hellrons' Hit and Run rule. 

y roll 
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GREAT COMPANY 
Each Great Companj 
banner, inscribed with I1uIcIY 

runes and p~ctures that tell the h~ 
of the company. Only a Wolf C 
Champion In t he  Wolf L 
bodvquard may carry a Great Ba 
Thl OIIOWS the same ru4t 
a C Inner (see page 41). 
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HELL MASK 0 
These are terr~fying masks that 
generate an aura that causes 
unnatural dread. Close combat 
opponent's must pass a I d  test in 
every round of combat. Any that fail 
will need 6s to hit the mask's wearer. 

GRlMOlRE OF TRUE NAMES 
In rare cases, a Daemonhunter v, 1 1  
bring an anc~ent and hallowed grirno~re 
to the battle inscribed wit11 the true 
names of all the Daemons 
encountered by his order. Because 
knowledge of a Daemon's name gives 
power over that entity, Daemons in 
base contact with the character 
equlpped with this item halve their 
Weapon Sk~ll (rounding down). 

HEAVY CLOSE 
COMBAT WEAPONS 
Heavy close combat weapons, such as 
the Ork choppa and the mighty 
chainaxes of Berrerkers of Khorne, are 
used to batter through an opponent's 
defences. No armour can completely 
protect its wearer against a direct blow 
from such a weapon. The maximum 
Amour Save that can be used aga~nsl 
these weapons is 4+, even if ~t would 
normally be better. 

HEXAGRAMMIC WARDS 0 
The lnqu~sitor 1s protected by pow~rfui  
charms and canticles of faith and 
devotion. Enemy psykers within 24" 
who attempt to use any psychic 
powers that would affect the Inquisitor 
or hls retinue take their Psychic test at 
-1 to thetr Leadership. The effects are 

ulatrve. 

GROT OILER 0 
Mekboyz u s e  Grot slaw their 
tools, hold stuff In place, aasn In extra 
nails, etc. Each Grot Oiler in bas 
base contact with a Mekboy gives 
a +1 bonus to the dice roll for r 
their Mek's tools, up to a maximi 
+3. Grot O~lers sometimes get under 
the Mek's feet and pule the wrong wires 
out, so a roll of 1 always fails. 

$5 to carry . . .  
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them 
using I 
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HOLY C 
-. 

.MS 0 
in the 

i POT!Oh 
f Priests ; 

native kenrisian heal~ng arts ar 
with them pot~ons and barn 
quickly reduce the pain and d ~ s  
of an injuy. If a Wolf Priest et 
wlth healrng potions and balms 
unit, you may ignore the firs 
Saving throw each turn for t l  
The potions will not work on : 
that has suffered lnstant Death (eg, IS 

hit by a weapon whose Strength IS 

twice the model's Toughness) or that 
has been hit by a weapon that allows 
no Save, It may not be used if the Wolf 
Priest IS in base contact with an enemy 
model. The Wolf Priest cannot use the 
potions and balms on h~mself. 

HEALING 
Many Wol 

.. - 
IS % BAL 
3re skllled lRBS OF ANTlOCH 0 0 

I-lrst created by 'Marrne Art~f~cc:r 
Antloch, these a r e  individually crafted 
grenades empowered with the holy 
wrath of the Emperor and filled In 
equal measure with high explos~ves 
and sacred unguents that burn the 
faithless with their purity. Holy Orbs of 
Antioch are rigged wlth a five second 
fuse (no more, no less) and are lethal 
weapons against the Impure and the 
wicked. Once per game, a model 
bearing a Holy Orb of Antioch may 
throw it up to 12" in the Shooting 
phase instead of firing a weapon, 
rolling to h ~ t  as normal. If the Holy Orb 
htts, place the small Blast Template 

carry 
7s that 
comforl 
luipped 
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t failed 
?e unit. 
I model . , GROT ORDERLY 0 

Mad Doks often have a small gaggle of 
Gretchin slaves that help fetch and 
carry, stitch wounds, etc. Each orderiy 
in base-la-base contact with a Mad Dok 
gives him a +1 bonus on the, dice roll for 
using Dok's tools, up to a max of +3. 
However the Grot's enthusiasm often 



over a rn;del in th& target unit. A Holy . 
Orb .of Antioch always .wounds on a 
2+, regardless of the target's. 
Toughness, and. has an AP of 3 
Aga~nst vehlcles with an Armour 
Value, it causes an automatic glancing 
hlt ~f the model is even partially under 
the template. A model throwrng a Holy 
Orb of Antloch .may charge in the 
Assault phase. 

HOLY RELIC 0 @ - 

lrnperial Guard, Daernonhuntars. A 
model bearing a holy relic may reveal it 
once per battle. Thls may be done at 
any time, as long as the model w~th the 
rel~c does not move on the turn it 1s 
shown. On the turn the relrc IS revealed, 
al fnendly models that are withln 2D6" 
get a +I Attack bonus forthe rest of that 
turn. The relic may be revealed in an 
opposlng player's turn Ef y w  wlsh. 

HOLY RELIC 0 
Space Marines. A model bearing a 
holy relic may reveal it once per battle. 
Th~s may be done at any time. On the 
lurn the rehc is revealed, all fr~endly 
models that are within 2D6" ggt a +1 
Atlack bonus for the rest of that turn. 
The relic may be revealed In an 
opposing player's turn rf  you wish. 

HOLY SHROUD 0 .  ' 
The Sepulchre of Heroes in the Blmd 

- 

Angels' fortress-monastery houses the 
tombs of many great warriors from the 
Blood Angels Chapter's glorious p t ,  
each swathed in a h~ghly decorated 
shroud depicting their victories. In battle, , 

these shrouds are .carried proudly aloft 
lhke banners, instilling the Blood Angels 
with a deep sense of courage and self- 
sacnflce. Any Blood Angels unit with a 
madel w~th~n 6" of a Holy Shroud will 
Ignore any negative mod~fiers to the~r 
Leadership when taking Morale checks 
(eg, .pedalties for being below half 
strength or outnumbered in an assault). 
In effect, they always make these tests 
using the Leadership characteristic on 
their proflle. 

HUNORIFICA IMPERIALIS 0 
Th~s award is one of the highest 
honours that can be won by all ranks In 
the Imperial Guard. Whatever the 
ortginal status of the bearer, he will use 
the same profile as a Hero~c Senior 
Officer. He wrll not become an 
independent character or an Officer as 
a result bvt wi'H conttnue In his origlnal 
role, albet w~th  better characterist~cs. 
The Honoriflca lrnper~atis can be 
bestowed on Techpriest Engnseers, 
Pnests and other characters In the list 
that are not Guardsmen per see, in 
whleh case it a termed the Honorifics 
lrnperiat~s Mundanus. 

HONOUR BLADE 0 
Thls is a long, broad-bladed spear 
mounted on a I~ghtwe~ght melallic shaft. 
The honour blade IS used to seftle 
d~sputes between Ethereal caste 

.members in styl~sed bloodless dueb Pt 
is used in elegant sweeping movements 
where the blade becomes wlrlually 
invtsible. The honour blade must be 
used In two hands - the wielder cannot 
therefore count as carrying an additional 
weapon. It adds +2 to the w~elder's 
Strength when rolling to wound. 

ICON OF CHAOS UNDMDED 8 
May only be carried by a unit of 
Chosen bearing the Mark of Chaos 
Undivided. A Chaos lcon is a 
powerful focus for the energies of 
Chaos Undivided. It can be used to 
summon Daemons onto the 
battlefield as normal and in additkon 
any un~t  or model bear~ng the Mark of 
Chaos Undivided with a model within 
6" of the lcon becomes Fearless. 

ICON OF THE JUST 0 
Glfted to the most able and battle- 
tempered of the Ordo Malleus' 
warriors, the lcon of the Just 
Incorporates a powerful locallsed force 
field. T h ~ s  gives ~ t s  bearer a 4+ 
Invuherable Save that may be used 
instead of the model's Armour Save. 

IMPERIAL GUARD 
- .  COMPANY STANDARD 0 - :. 

Unrts of Imperial Guard rnfanlry (not . - 
including Conscr~pts, Eng~nseers, 
Ogryns, Ratlings or S t o n  Troopers) 
w~th  a model wrthin 12" of the standard 
can re-roll faded Morale tests. 

IMPLANT AlTACK 0 
Barbed sttngers attached to a tail or 
tongue, impfant attacks deliver 
corrosive pathogens, organrc actds or 
lethal toxrns. A model that does not 
pass a Saving throw when wounded 
by a creature with an implant attack 
suffers two wounds instead of one. 
Implant attacks are only effective in 
close combat and have no effect on 
wounds lnfllcted by b~o~plasma. 

INCINERATOR 0 
Often the best cure ior the unholy is 
purgation with righteous flame. 
Incinerators are blessed weapons, 
fuelled with the purest consecrated 
promethium and blessed oils to burn 
w~th the whlte heat of pure taith. 

Range: Templates: 5AP: 4 Assault 1 

Only Armour _Saves may be taken 
against an incinerator; Invulnerable 
Saves or Cover Saves may not be 
taken. 
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~ A F E R N O  B O L ~  3 
bolls are sorcerous bolter, 

bolter or bolt plstol shells that 
een inscribed with arcane 

.,..,, ..la€ writhe 1~1th  blue-white frre. 
These bolts can be used instead of 
normal amrnun~tion and confer the 
Blasl ab~ltty to each shot. Roll to h ~ t  
as normal but place the small Blast 
marker to delermine hc 
models are hit. 

)w many 

INQUISITORIAL MANDATE QJ 
Listing the many penalties of fa~lure. 
this dreaded document outlines the 
punishments that will be meted out to 
those who falter in their duty to the 
'Emperor. A model bear~ng ah 
Inquisitorial Mandate may reveal it 
once per battle. This may be done at 
any time, as long as the model wrth the 
Mandate does not move in the turn it 1s 
revealed. On the turn the Mandate is 
revealed, all friendly models w~thin 
206" receive a +I Attack bonus for the 
rest of that turn as they fight to prove 
their devotion. Note that the Mandate 
may be reveaEed In an opposing 
player's turn if you wish. 
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HALO 0 
rn Halo I:; a special reward 
o Space Marines who show 
onal initiative or bravery in 

H incorporates a powerful 
field and gives the model a 

~lnerable Save that may be 
)stead of the model's normal 

Save. No more than one 
,,,vucl per army may have an Iron 
Halo and any model wearing 
Terminator armour or who has a 
rosarius may not be given this plece 
of wargaqr 

SETPk 
Tau jetmbnP n ~ e  extremely agile. 
combining ant1 and jel 
technology. 

The wearer coun bp Infantry 
and follows the rules on page 55 ol 
the Warhammer 40,000 rulebook. 

Troops equipped with jetpacks may 
Deep Strike when the mission 
permits. See the Warhamrner 40,000 
rulebook, page 84, for de'ta~ls of 
Deep StrFke. 

JUGGERNAUT OF KHORNE @ 
Steed. The Juggernaut is a massive 
entrty, part Daemon and part brass- 
etched machine which is favoured as a 
mount by Champions of Khorne. Its 
sheer bulk confers the Daemonic 
Strength and Daemon~c Essence 
abilities on rts rlder, in addition its 
abrlrty to trample enemies underfoot 
confers the Daemonic Mutatlon abll~ty. 

- 
Jump 
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jump 
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.@IIMP PACK- , 
packs allow models to make 
powered leaps across the 

field and more quickly engage 
rnemy. Models equlpped w ~ t h  
packs move as Jump Infantry 

the Warhammer 40,000 
>ok, page 55). Space Marine 
Is that are wearing jump packs 
be dropped from law-flying 
lerhawk gunships, using their 
packs to swoop down on to the 
f~eld. To represent thls tactlc, 
can be kept In reserve and 

h using the Deep Strike rules 
the Warhammer 40,000 

30k, page 84), but only if the 
on allows for Deep Strike to be 

v v a l  p 
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event 
hordc 
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KAI GUN @ 
When Warp storm Gae-sann 
enveloped the Kai system In M34 11 
absorbed Into the Eye of Terror a 
powerful industrial culture. The 
Machlne Smrfhs of Kai bartered their 
skills for a measure of protection, 
learning to fashion weapons in the 
b h r - -  that they could not have 

l ived before. Their ploy 
ually failed and the Daemon 
:s descended to fight for 
jssion of these new domains. 
that remained after the 
uctron of Kai was the weapons 
had built to appease their 

slayers. The Kal gun is a huge bolter 
of archarc des~gn, so large that a 
normal man would be unable to lift it. 
It is a two-handed weapon. The gun 

psychic catalyst, turning the hate 
I malice of its firer into tang~ble 
is of energy. The Kai gun is used 
a normal ranged weapon w~th  the 

ling profile: . 
3 .  24" S. 6 AP. 3 Assault 2 

is a 
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KAN 
Kann 
whee 

] Gretc 
bore 
or a ! 

, tanks 
nnnclr. 

I Scatt 
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INON E) 
on are heavy guns mounted on 
led carnages and crewed by 
.hln. They can fire either a b ~ g  
frag round for blastlng infantry 
solid shell for punching through 
i. They are appallingly 

---urate but make very, very brg 
holes when they hlt? Kannon may 
use frag or shell rounds: choose 
which you are firing wlth before 
rollrng to hit. Frag rounds are 

ved in the same way as 
knce but use the small Blast 
er - place the marker (within 
? and l ~ n e  of sight) and roll the 
er dlce and a D6. The marker 
bs 06" in the direction indicated 
arrow is rolled. If a 'hit' is rolled 

_ hot lands on target but if a 6 is 
rolled on the D6 a hit IS scored and 
one of the Gretchin krew is killed rn a 
nasty firlng accident. Kannons firing 

shells roll to h ~ t  as normal and have 
a BS of 2. Agarnst vehicles shells 
count as an ordnance hit, so roll 206 
for Armour penetration and pick the 
hlghesl results. Any penetrating h~ts 
roll for damage on the Ordnance 
Damage table, lor glancrng hlts use 
!he Glanclng Hits table as normal 
Kannon have the following 
characteristics: 

Frag 
Range: 36" 5: 5 AP: 5 Heavy llBlasZ 

Shell 
Range: 36" S: 8 AP: 3 Heavy l 

KHORNATE CHAINAXE @ 
Blows struck by a Khornate chainaxe 
are so powerful that they can 
penetrate virtually any armour. The 
best Armour Save possible against 
its attacks is 4+. 

KOMBI-WEAPONS 0 
A kombi-weapon is two weapons 
nailedJwiredlwelded together. and 
glves the Ork a chobca of two 
weapons to fire w~th. An Ork that IS 

armed with a kombi-weapon may 
choose to fire one of the weapons 
during the Shooting phase. The 
shoota may be fired any number of 
tfrnes, but the other weapon may 
only be fired once per battle. Note 
that you may not choose to fire both 
of these weapons at the same time. 
A kombi-weapon may be upgraded 
wlth kustom lobs but the customising 
only applies to the shoota part of the 
weapon. 

KUSTOM FORCE FIELD 0 
Mekboyz have an uncanny 
understanding of battlefield 
technology and will sometimes build 
or scavenge powerfut force field 
projectors to protect the Boyz on the 
battlefield. A kustom force field 
gives all models wrthtn 6" a 5+ Cover 
Saving throw, vehicles wlthin 6" are 
treated as being obscured. The force 
fleld has no effect in close combat or 
against shootrng within 6-f the 
operator. 

KUSlrCPM JOB: BLASTA tl) 
A shoola or slugga wlth the Blasta 
kust0r-n job has extra heavy duty 
armour piercing ammo or is radically 
altered so that ~t fires a lethal energy 
bolt capable of burning through 
armour. A Blasta kustom job gives a 
shoota or slugga AP3 at up to 12" 
range, increasing to AF2 rf the target 
is wrthin 6". But a shoota or slugga 
with the Blasta kustom job gets hot 
just lrke a plasma weapon, so on a 
roll of 1 To Hit the weapon scores a 
wound on its firer; normal Amour 
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Saves apply: ~ ' ~ l a s i a .  Kugom Ion 
may, be cornblned, with. Sriootker 
andlor More Dakka kustom jobs. '. 

- .  

KUSTOM J~'B:. 
MORE DAKKA 0 
Mekboyz spend much of thei; time 
Ilnker~ng wlth weaponry to make ~t 
more powerful or faster to fire. More 
Dakka kustomisin' makes a shoota 
or slugga Assault 2 instead of rapid 
Illre or pistol respectively (More 
Dakka sluggas may slill be used In 

I close combat however). A More 
1 Oakka kustom job may be comblned 

wllh a Shootier kustom job to 
produce a S5. assault 2 shoota or 
slugga. 

KUSTOM JOB: SHOOTIER 0 
Just -as popular as More Dakka 
kvstom jobs, Shootler weapons use 
a larger callbre and heavrer ammo to 
give them more punch, A Shootier 
kustom job makes a shoota or 
slugga Strength 5 instead of 
Strength 4. 

LASH OF TORMENT @ 
The Lash IS a whlp Ihal lwlsts end 
coils with a mind of ils own. Cruelly , barbed hooks run along ~ t s  length 

, 

s on a 
their tc 
the 
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KUSTOM MEGA-BLASTA 0 
A kustom mega-blasta 1s a marvel of 
Ork technology that works by firing a 
blast of energy at the target. 
However, ~f a mega-blasta rolls a 1 
To Hit it scores a wound on the Ork 
carrylng it (normal Armour Saves 
apply) or scores a glancing hit on the 
vehicle carrylng it. 

Range: 24" 9 7 AP. 2 Heavy 1. 
Blast, 

Gets Hot! 

ana .lrs s-rnusus col~s are warrr . - 
un-settling to the touch. It thrive 
Ihe pain of ~ t s  victlms absorbing 

-fear and projecttng r t  for 
enjoyment (or terror) of all aro 
The Lash 1s a one-handed PI 
weapon whlch may be used a 
effect in Close c o n  bat even 9 ri 
model wieldkng rt IS not In L -  _ _  
contact but IS with~n 2" of enemy In 
close combat with the unit he IS with. 
Ai unit in close combat with the 
'bearer of the Lash of Torment that 
loses one or more models to it that 
turn will be at -1 Leadership if they 
lose the combat and have to make a 
Morale check. 

LASER LANCE 0 
Thls 1s used by Shining Spears 
Aspect Warriors. They use it to 
delrver intense short ranged laser 
blasts as they charge into combat. It 
IS bred in the assault phase when the 
Shlntng Spears .charge Into combat 
and is worked out just before you 
move them into combat. The unit's 

I laser lances must be fired at a slngle 
unit being charged by the Shlning 

I Spears and any casualties count 
towards the combat resolution for 
that turn, All of the normal shooting 
rules apply to this attack, such as 
rolling to hit, saves for cover and so 
on. In addition, a model armed with a 
laser lance counts as having 
Strength 5 when working out hlts in 

, hand-to-hand combat. A laser lance 
has the following profile: 

Range: nta 6: 5 AP: 5 Assault 1 

LASH WHIP 0 
Lash whips are llvlng ropes of muscle 
and slnew whlch wrlthe and twist with 
a whl of their own. In combat they 
strangle- and bind, entangling 
creatures so that they are easy meat 
for the Tyranlds. Models rn base 
contact with a creature equipped wlth 
a lash wh~p lose one Attack in each 
Assault phase (to a minlmum of 1). 

LEAPING a 
Powerful, bounding leaps are a 
notable feature of some Tyranid 
speaes, carrying them forward into 
close quarters wlth astonishing speed. 

. Leaping creatures gatn a Fast Charge 
of 72*, Ihaugh they do not become 
Beasts. A creature with Leap~ng may 
make rts full attacks when wlthin 3" of 
a frrendly model In base contact rather 
than the usual 2". 

LlBER HERESIUS 0 
Containing the wlsdom of thousands 
of Wltch Hunters, thls tome allows an 
Inquisitor to better understand the 
machinations of his enemies and 
allows him to approach their lairs 
from the optimum positlon of attack. 
In mlsslons where there is a choice 
of table edge, the Inquisitor must 
take a Leadership test before the 
game and i f  this is passed he may 
choose the deployment zone for h ~ s  
army rather than rolling a dace for I[. 
If he falls the Leadership lest on a 
double 6, the enemy player may 
choose his deployment zone. On any 
other outcome, roll the dice as 
normal for deployment. 

LlGHTNiNG CLAWS 6 
Lightning claws are commonly used as 
matched pairs, as only a second 
lightning claw can provide an 
additional crose cambat attack bonus 
for a model equipped with one. They 
consist of a number of blades, each a 
mini-power weapon, extending from a 
housing on the back of the hand. 
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LION HELM 0 
Thls polent protect~ve artefact 1s sad.  
to  have been worn by Llon El'. 
Jonson himself. It takes the form of a . 
winged Space Mar~ne helmet and IS 

carr~ed by a Helmet Bearer who ts 
one of a strange race of creatures 
that inhabit the Rock and are known 
simply as the Watchers in the Dark. 
Whenever the character moves, 
slmply place the Helmet Bearer 
within 2" of his final location, even ~f 
the character was teleported or 
moved by some other extraordinary 
means. The Watcher has a unrque, 
powerful psychlc talent protecting it 
from all forms of attack, so It can 
never be harmed In any way, under 
any c~rcumstances. Howevez i t  
cannot attack In any way eilher. Af Ihe 
character is kllled or removed from 
battle, the Helmet Bearer IS also 
removed, 'but will reappear if Zhe 
character later returns. The Llon 
Helm IS a unlque and revered Ilem, 
so you may only include one in your 
army. Bzlllf: into the helmet is a 
dev~ce that can be used to create a 
protective force field. This has the 
effect of provrdirng any model (friend 
or foe) within 3" of the Helmet Bearer 
with a 4+ Invulnerable Save against 
any shooting attacks:Note that the 
helmet need not be worn to be used, 
and also note that the Save may be 
taken instead of another Save, not 
as well as ~ t ,  

LITANIES OF FAITH 0 
The Lrtanies of Farth contain the 
entire teachings sf the Ecclesiarchy, 
and their hymnals and chants fill the 
Emperor's servants with burning 
zeal. Once per game, the character 
may use an Act of Faith without the 
need for a Test of Faith, and without 
expending a FaFth Point, 



>-- -, 

,--- ~ B B A  0-  . 
These are artifled oreces mewed bv- 

- '- -because they 'ldb' thelr payload in a high 
arc onto the enem-y. How they go about , 
lobbing thelr munitions-varies. Most look 

- - ltke b ~ g  mortars or howitzers-but rockets 
are'popuiar too and there have even 
been reports of med~eval-style catapults 

. and trebuchets being used. Regardless 
-- 

of their type all lobbas work in the same 
way as standard barrage weapons (see 
pages 4-5). However if a 'Hit' and a 6 are 
rolted together a hlt is soored but one sf 
the Lobba's Gretchin krew is killed In an 
unfortunate mishap (launched high into 
the air, crushed by the Lobba's recoil, 
etc). 

Range : 48" S: 5 AP: 5 Heavy I, Blast 

MACE OR SCYTHE TAIL 0 
Prehensile tails with knobbed, bladed or 
spined tips have been obse~ed  on 
larger Tyranid bio-constructs. In combat, 
these lash about in the area behind the 
creature, maklng them dangerous to 
approach or surround. A creature wlth a 
mace or scythe tall may make a special 
close combat attack each turn if more 
than four enemy rnodets are In base 
contact w~th it at the beginning of that 
Assault phase. This is conducted at 
lnitlatbve 1 and is resolved according to 
the type of tail biomorph chosen. 

Scythe-tall: 03 attacks at half the creature's 
Strength (rounding down). 

Mace-tail: 1 attack at creature's full Strength. 

C..? 

MACHARIAN CROSS 0 
The Cross 1s awarded only to Imperial 
Guard Officers in recognition of 
innovative and successful tactical 
thinking. The bearer can be expected to 
use his Initiative in battle. After 
deployment IS complete (including 
deploying infiltrators and movlng 
scouts) but before determ~ning who has 
the flrst turn, any single Infantry squad 
(including Hardened Veterans, Storm 
Troopers, Ogryns, RatErngs, Infantry 
Platoon squads and Armoured Fist 
squads, but not any vehicles) within 6" 
of the Officer may be redeployed up to 
IT, but must abrde by all the mrsslon's 
deployment zones and rules. 

MANCATCHER @ 
The mancatcher is a two-handed close 
combat weapon. For each Acolyte 
cariytng a mancatcher in base-to-base 
contact wlth an enemy model, that 
enemy model's attacks are reduced by 
1 to a minimum of 1 attack. Each 
mancatcher may only affect one 
enemy model. 

MANDIBLASTERS 0 
These are fitted into the helmets of 
Striking Scorpion Aspect Warriors. 
Activated by a psychic PI&-up In the 
helmet, ~t fires a hall of d l e - t h n  
shards that act as a conductor for- a 
highly charged laser. A model with a 
mandiblaster may make a special 
attack In close combat, worked out 
at +2 to the model's Initlathre. 

.- 

Mandiblasters can be'used by models 
within 2 " o f  an enemy, as well as by 
models in base contact. They inflict a 
Strength 4 hit on a D6 roll of 4+. Normal 
Armour Saves are allowed. Remove 
models aa you would other close 
combat casualties. Once these altacks 
have been resolved, the Striking 
Scorpions may make any olher attacks 
at thetr normal Inrtial~ve value. Mote that 
since rnandiblaster casualtres counl as 
close combat casualties, a Slnking 
Scorpion who starts the combat in base 
contact w lh  the enemy will gel [heir full 
number of Attacks, even i f the mode! 
they are in base contact with ns 
removed by mandiblasler fire. 

MANREAPER @ 
This rusted and corrupted blade has 
been d~pped In the filth seeplng from 
the very throne of NurgPe. and in so 
doing absorbed the essence of one 
of the Daemons that cavorl there. 
The Manreaper is  a two-handed 
power weapon in the shape of a 
scythe. Wlth each sweep the long 
blade can cut through several 
enemies. The bearer gets +D6 extra 
Attacks to reffect this. If the 
Manreaper's w~elder dlrects his 
attacks at a single enemy rnodel.he 
will receive onty one bonus Attack as 
the weapon is too long and unwieydy 
to be easily readied for further blows. 

MANTLE OF OPHELIA 
The Mantle of Ophelia is a badge of 
offlce for hlgh-ranklng members of the 
Adepia Sororitas and is believed to. 
have sacred powers of protect~on. The 
first time the wearer takes a wound 
that would cause an 'instant death' 
effect, only one wound is actually 
taken. The mantle may only be used 
once per battle. 

MARK OF THE WULFEN @ 
This is a form of genetic instab~llly to 
which some members of the Space 
Wolves are prone. These individuals 
are literally 'marked out' by facial 
tattoos that are appl~ed .by a Wolf 
Priest. Warriors bearing the Mark are 
both feared and revered by their 
fellow Space Wolves. The Mark of 
the Wulfen is limited to a single Wolf 
Guard model in each army. It can be 
shown by either painting facial 
tattoos 017 the model, or converting 
the modal to show it in its beastlike 
state. A Wolf Guard bearing the Mark 
is treated as an independent 
character and must remain on his 
own at all times. He iS allowed to be 
near another unit but he cannot join 
it. A model bearing the Mark of the 
Wulfen may not be given Terminator 
armour, a jump pack nor may he ride 
a Space Marine brke. 



.. . - . - -  - - .  - .  
A model bearino'the Mark-of the ' 
Wulfen explodes into w~td bestlatfury In . 
close , combat. He undeigoes -a. 
physical transformatien into a wiZd 

'beast-l~ke creature. Such is his 
sailagery in cornbeit that he Teceives 
03 additional attacks and always 
strFkes his foes On a roll of 3+ whatever 
therr Weapon Skilf. On the other hand, 
h ~ s  complete disregard for his own 
satety means that opponents will 
always hit him in close aombat on a ID6 
roll of 9+, whatever their Weapon Skrll. 
Finally, a character bearing the Mark of 
the Wulfen srmply does not know the  
meaning of fear and he will 
automatically pass all Morale and 
Plnning tests and may Ignore opposlng 
Zroops or weapons that can cause an 
opponent to automatically fall back. 

MARKERLIGHT 0 ., 

Models use markerlights as a weapon 
with the profile below Instead of using 
their other weapons, rolling to hit 
normally. Each rnarkeriight hit can be 
used to either launch .a seeker missile 
or to mark a target for another vehicle 
or model. If marking a target then, for 
each markerlight hlt, one vehicle or 
model in the Tau force which has yet to 
f~re can change ils to hit rofl against the 
same target to 24- with a single weapon 
(regardless of its BS w~th that weapon) 
during the same Shooting phase. Re- 
rolls for twin-l~nked weapons st111 apply - 
to the improved to hit roll. If a F~re  
Warr~or team leader has a markerlight, 
he must st111 fire at the same target as 
his unlt unless he also has a sensor - 
target lock (see page 58). 

Range: 36" S: nla AP: nta Heavy I 

MASK OF THE DAMNED 0 
The Mask of the Damned plays upon 
its victims' deepest fears and phobtas. 
It projects hellish visions Into thelr 
bralns; often dropping them to their 
knees even in mid-charge. Any enemy 
unlt that wishes to assault a model 
wearing a Mask of the Damned or a 
unit of which it IS part must take a 
standard Leadershrp check. If the 
check ts failed, the unit succumbs to 
sheer horror, and may not make an 
assault this turn. 

MASTER-CRAFTED 
WEAPONS 0 0 @ 
A master-crafted weapon is one forged 
by a great aflisan and rs superior in 
almost every way to a normal weapon 
of its type. A master-crafted weapon 
follows the normal rules for the weapon, 
except that you may re-roll one failed to 
hit roll per turn. Master-crafted 
weapons are taken as an upgrade lor a 
weapon that is already being carried by 
a model and should be represented by 

- _ _-I. 

, , &.' ' 
. . 

: a suitably ornate weapon on the model 
itself. If the weapon selected has a 
rafiged attack then the re-roH may only 
'be taken on ranged attacks even if the 
weapon can also be used in ctose 
combat. Please note that you may not 
rnastea-craft grenades! 

I .  

MASTER-VOX 0 ' 

The vox-caster attached to the army's 
Command HQ is the hub of all 
commun~cations into, through and out 
of the Company.' It can be upgraded to 
a master-vox, a far more sophrst~cated 
version capable of ma~ntaining several 
channels simultaneously. Any number 
of squads may use the Leadership of 
the HQ's Offrcer for a single Morale or 
Leadersh~p test per turn rather than 
the usual limit of one allowed with a 
box-caster. 

ME~ALUQN CRIMSON o 
This medal IS awarded to men who have 
suffered the mosT horr~frc injuries and 
have not lost thew faith in the Emperor or, 
thelr will to flght on. It takes a lot to stop 
a man who has earned lhls dewralion. 
The first time the bearer a wounded by 
an attack that causes Instant Death, he 
takes a single wound instead. 

MEOFPACK 
Medi-packs allow a unit with a medic 
to Ignore the first failed savlng throw it 
rolls in every turn. The rnedn-pack may 

. not be used On any mode! which 
suffers Instant Death (see page 27 of 
the Warhammer 40,000 rulebook) or 
that has been hit by a close combat 
weapon that allows no Armour Save. 
The rnedi-pack may not be used if the 
medic is in base contact with an 
enemy model. 

MEGA ARMUUR 0 
Mega amour is a su~t of massively 
thick and heavy amour plates over a 
powered exoskeleton. Though slow 
mega armour has the advantages of 
givlng a 2+ Armour Save and includes 
a shoota and power claw. However, an 
Ork in mega armour always moves as 
if in difficult ferraln including during 
assaults, advances and fall back 
moves (but there's no extra penalty if 
actually moving through difficult 
terrarn). If you have a un~t that includes 
several Orks with mega armour just 
make one rolfto see how far the Orks 
get. Mega arrnour weaponry may not 
be changed for other types (because 
it's built in) but the shoota may be 
upgraded to a kornbi-shoota and/or a 
kustom shoota. An Ork in mega arrnour 
may not use the following ab~lities, 
equipment or weapons: jump packs, 
bikes, inhltratron, broniks, frag or krak 
strkkbombz or tankbusta bornbz 

MEGA BOOSTA 0 
Some mega armoured Orks get extra 
power boost units fitted to their su~ts to 
ensure that they don't miss out on any 
chances lor a fight. If an Ork In mega 
arrnour has a mega boosta h e  is 
allowed to re-roll hrs dice for the 
dtstance,he moves, H a unit of Orks in 
mega armour includes some with 
mega boostas and some without only 
the ones that have the boostas will gain 
the beneftt of the re-roll, the others will 
only move the dlstance first rolled. 

MEKBOY'S TOOLS 0 
A Mekboy equipped wrth Mekboy's 
tools can attempt to repatr a veh~cle 
which has suffered an Imrnobilised or 
Weapon Destroyed damage result, or 
to fix a b ~ g  gun which has been ' 

destroyed. In order to attempt a repair 
the Mekboy has to reach the vehicle or 
gun In hls Movement phase and may 
not shoot or fight in dose combat that 
turn. At the end of t h e  turn roll a 06 and. 
look up the result on the table betow. . : 
D6 ~ e s u f i  

1 Krunch! Oops1 If ~t wasn't broken 
before it IS ml No further repalr 
attempts can be made on the veh~cle 

. linless ~t becomes damaged agaln. 
. . 

2-5 Umm, dis bit goes dere ... The 
- -Mekboy makes no progress this turn. 

- He can keep trying In h ~ s  next lum or 
-glue up and go somewhere else. 

6 Job's a g o d  'unl The weapodblg 
gun is fixed or the vehlcle IS made 
mobile again. 

NARTHECIUMIREDUCTOR 0 
These devices are employed by Space 
Marine Apothecaries both to heal - 
wounded Space Marines and, if this IS 

tmposs~ble, to remove the progenoid 
glands, the biologrcal repos~tories of 
Space Marine gene-seed and the 
future of the Chapter. In order to use 
thrs equipment, the Apothecary cannot 
be falll~ng back, Locked in close combat 
or Plnned. He may treat any friendly 
non-veh~cte model within 6" of hrrn. 
Once per turn, he may use his 
narthec~um to allow a treatable model 
to Ignore a fa~led Save (of any sort). It 
is, however, of no use against an attack 
that causes Instant Death or a close 
combat attack that ignores Armour 
Saves In the enemy Shoot~ng phase, 
the Apothecary can use his reductor to 
recover Fhe gene-seed of any treatable 
modsls that are killed within 6" of h~rn. 
These casualties are Ignored when 
determining ~f their units have to take a 
Morale test for suffering 25% shootrng 
casualties. For example, a unit suffers 
four casualties out of nine but Iwo of 
them are w i t h  6" of the Apothecary, so 
no Morale test is taken (two casualt~es 
out of nine is less than 25%). 
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N ~ E ~ L C  ur uranr 
leedle of Deslre IS a, long, slin 
8-po~nted needle lnscr~hed w~dl 
with~n runes to a microscop11 
Ine halt is embedded In the arn. 
Charnp~on bearing it where i t  

rs the foul narcol~cs naturally 
sised by Champions of 
msh, only for R to be lnlected into 

enemies using the ather end of the 
Needle. The Needle of Desire always 
wounds on a 2+. Its venom will scourge 
a wounded enemy with extreme 

oms from delinum to despair. The 
s so powerful that many victims 
nply rernaln impaled on the 
and let the venom wash through 

them destroying them from the inside, 
Any model wounded and not killed must 
make a single Leadershrp test 
(regardless of how many t~mes they 
were orig~nally wounded) or take a 
further 03  wounds with no Saves 
allowed. The Needle is such a precise 
weapon that it does not Ignore Armour 
Saves even if being used by a model 
w~th Daemonic Stature. 

NEEDLE PISTOL 0 
The needle pistol, although relatively 
lightweight, carries the most potent of 
blessed venoms. It always wounds on 
a 4+. It has an Armour Penetration 
value of D6 against veh~cles. 

Range: 12" S: X AP: 8 Pistol 

NEURAL WHIP 0 
The flail~ng, psycho-cr)nductive neural 
whips carried by the Mistresses of Slsler 
Repentta squads are as much symbols 
of rank as they are vlcious weapons that 
lash out at the enemles ol the Emperor 

n mon: 
1 find 

limit. 
1 actiu 

before 'they are able ta strike back. A 
neural whlp is a power weapon, and 
adds 1 to the bearer's Initiatlve. 

NIGHTMARE POLL 0 
The creatlon of Nightmare Dolls IS a 
nsky practice n Cornrnorragh, as the 
Dark Eldar view those who use psychic 
powers as arnuslng playthtngs. These 
vrle toys ooze an aura of pain, and can 
place their owner into a feverish delirium 
whereby they are often granted vrstons 
of the future. A Dark Eldar model 
equlpped wlth a Nightmare Doll may 
force his opponent to re-roll the drce 
when ascerta~n~ng who may choose 
table edge or quarter. If the Dark Eldar 
player opts to do this, the model with the 
Nightmare Doll takes a Strength 3 hit at 
the beg~nning of the first Dark Eldar tum 
wlth no saves of any kind allowed. 

SHROUI 
are sumrt 

3 0 
mned fror 

near th 
waves c 

lr ramare rrom rne meral-skinr 
ster, and all who look upon it will 
their courage tested to the v e y  
The N~ghtmare Shroud may be 

. . ated In the Shooting phase 
instead of firing a weapon. Every 
enemy unit with a model w~thin 12" of 
The Necron Lord must take a Morale 
check as though they had taken 25% 
casualties. All the normal exceptions 
apply, le, units that will never fall 
back are immune to the Nightmare 
Shroud. 

NULL ROD 0 
This obsldian rocf perpetually crackles 
with anti-psych~c energy, nullifying the 
Warp-spawned powers of the 
Daemonhunter's enemies. It counts as 
a power weapon. No psychic powers 
whatsoever may affect the character 
with thrs Item or the squad he has 
joined, regardress of source. However, 
the character ~ 4 t h  thrs Item and Ihe 
squad he IS with may not use any 
psychic powers of thegr own 

NURGLE'S ROT @ 
At the end of the Chaos Shooting 
phase, any model that 1s w~thin 6" of at 
least one model with Nurgle's Rot may 
be affected by the miasma of disease 
and pestilene exud~ng from them. 
Rd l  a D6 for each affected model, and 
on a roll of a 6 it takes a wound. 
Armour and Invulnerable Saves may 
be taken, but not Cover Saves. Models 
with the Mark of Nurgie, their 
followers, and all Daemon Packs, 
Possessed, Daemon Beasts and 
Greater Daemons are immune. 

NURGLING INFESTATION @ 
Champlens of h r g l e  are often 
accompan~ed by swarms of Nurgl~ngs 
eager to feed ofi the flakes of dead 
and dlseased flesh they trail beh~nd 
them. If the~r host Is in close combat, 
the Nurgltngs will attack f~ercely 
providing the~r host with an extra D6 
Strength 3 attacks at Initiative 3 
(exactly as if the attacks were being 
made by a Nucglings base) against 
enemies in base conlact. 

PANDEMIC STAFF fl 
The Pandemic Staff acts as a vessel 
for Grandfather Nurgle's favour~te 
contagions when they are carrled 
from the Warp into the real universe, 
The Pandemic Staff is a normal 
close combat weapon. Its bearer 
may use it in the Shooting phase 

4RTICLE WHlP 0 
The particle whip emits a tightly 
focused particle beam, which is used 
as the carrler for a single immensely 
powerful bolt of energy. Note that any 
model under the hole in the middle of 
the Ordnance template is hit w~th an 
AP1 attack. The particle whip IS an 
Ordnance weapon. 

PERSONAL ICON @ 
The model bears a personal lcon of the 
Chaos gods. The lcon w~ll be aligned 
w~th  whatever p e r  the model bears 
the Mark of. The personal Imn can be 
used as a focus for Daemon 
Summoning just like unit Icons. 

PHASE SHIFTER 0 
The very fabric of the Necron Lord 
seems hazy and rndistincf, as though 
he were not completeky corporeal. 
Shots and blows pass through h ~ s  
mechanical body and even the most 
powerlul weapons cannot harm him. A 
Necron Lord with a phase shifter gains 
a 4+ Invulnerable Saving throw. 

PHOTON GRENADES 0 
Ident~cal to the grenades fired from the 
launcher on the pulse carbine, photon 
grenades are designed to assarl the 
enemy with a sonic blast and an 
overpowering pulse ot multi-spectrum 
light. They are hurled by hand to 
confuse and stow enemy cfoslng to 
hand to hand combat. If a model has 
photon grenades then enemy 
assaulting them do not get any bonus 
attacks for chargfng. Photon grenades 
cannot be used with XV battlesuits. 

PHYLACTERY 0 
This inconspicuous charm is a powerIul 
self-repa~r device, filled with tiny, splder- 
like creatures that swarm all over a 
wounded Necron Lord, re-knitting his 
body so that he may continue to fight. 
When a Necron Lord is reduced to 0 
Wounds and attempts his !%I-repair rofl 
at the s!afi of the Necron turn, instead of 
uslng the normal rules, use the following 
table to see what happens. 

D6 Result 

The model is removed as a casualty 
its normal 

The Necron Lord stands up with 1 
Wound. 

The Necron Lord stands up with 2 
Wounds. 

The Necron Lord stands up with 3 
Wounds. 

instead of firing another weapon. An 
enemy unit within 12" can be PLAGUE BANNER @ . 

The worst fears n targeted. Test to hit every model in The Plague Banner is a hideous 
the pits of nightmare and thrust Into the target unit on a roll of 4+. Hits are fabrication of rott~ng hides that flap in a 
the rnrnds of all those e resolved at Strength 3 and normal pestilent wrnd. Not only can it function - 
Necron Lord, Palpable ~f Saving throws apply. like a normal Icon but, ~n add~tion, a 



that cawbe released on'ee per battle in' - ' 

the owner's Shooting phase-Any one- . 
enemy unit with'a model within 6" bf 

' the banner w~l l  take D6 Counds 'rust as 
shooting with no 'Armour o i  'cover 
Saves possible. 

PL'~GUE:SWORD 0 
The Plague Sword drips with 
venomous pus. No Armour Saves are 
allowed against its blows and in 
Bddition roll a D6 for each model 
wounded by it but not kllled. On a roll 
of 4+ lt will be killed outrlght no maner 
how many wounds they have. 

PLASMA GRENADES 0 0 
Rather than the crude fragmentation 
grenades used by other rRces, the 
~ l d a r '  employ advanced plasma 
grenades to stun their enemies when 
they charge into close combat. These, 
negate the effect of 'cover in close 
combat, so that aH attacks are worked 
out in Initiative order. 

POISONED BLADES 0 ' 

fhe  Dark Eldar frequently make Use of 
poison-coated blades. However, they 
have to be used wlth great a r e  in case 
the Dark Eldar end up poisoning 
themselves! Hits inflicted in close 
combat wth poisoned blades always 
wound on a 2+, regardless of the victim's 
Toughness. However, this ability may not 
be combined with the abrltty of any other . 
weapon in close combat (eg, il can't be 
wmbineci w~th a power weapon's ability . 
to negate Saves, a plasma grenade's 
abdrty to negate cover, at an additional 
close m b a t  weapon's +l Attack, etc.). 

POWER ARM&R O Q 
Made from thick ceramite plates and 
electrically motivated 11bre bundles 
Ihat' replicate ,and enhance the 

movements of the wearer, power 
armour is  among the best protectwe 
equipment the lmperium can 
provide. It affords the wearer a 34- 
Armour Save. 

POWER FIS~CLAW 
A power fist or claw is a powered, 
armoured gauntlet surrounded by a 
drsruptive energy field. d doubles the 
user's Strength (up to a maximum of 
IO) ,  ignoring Armour Saves. Only the 
user's basic Strength is doubled - any 
additional bonus for special abilities 
are addled afterwards. A power fist or 
claw IS slow and cumbersome to use, 
so strikes with a power fistlclaw are 
always delivered at.ln~t~ative 1 (ignore 
any bonuses for special rules, cover, 
grenades or wargear, etc). 

r3WER WEAPON W 

A power weapon (typically a sword or 
axe, but sornefimes a glaive, halberd 
or mace) is sheathed m the lethal haze 
of a' disruptive energjt field, eat~ng 
through armour, f[esh and bone with 
ease. Power weapons ignore A!niour 
Saves, and some may even give a 
Strength bonus, or wound on a 
d~ce score regardless of the ,eni 
Toughness characteristic (as de 
In the appropriate army Codex). 

fixed 
emy's 
tailed 

POWERBLADES 0 - 

Powerblades are fitted to the forearm, 
enabling the wearer to use both hands 
freely. A well-trained warrior can make 
sweeprng strikes with the powerblades 
as well as their other weapons. A 
model equipped with powerblade's 
gets +l Attack. This can be in additron 
to h e  +l Attack for being armed with 
two other close-combat weapons for a 
total of -1-2 Attack.  A model vslng 
powerblades Ignores Armour Saves. 

. .- 

POWER STAKE a, - 

A long iron stake. that ~rnmolates as it 
pierces the body of a psyker The 
stake counts as a power weapon but 
aga~nst targets that have psychic 
powers, it will always wound on a 2e. 

. PRAESIOIUM PROTECTIVA 
Believed to contain shards of armour 
worn by the Emperor H~mself, thls 
shteld can be used to.defend agarnst 
enemies aasaultlng the bearer, A 
model equipped with a Prass~dium 

-Protectiva may take a 4+ Invuln@ratlle 
Save in an assault instead of her 
normal Armour Save. The Save may 
only be used against one opponent 
per turn (the defender chooses which 
one). Although not a weapon as such, 
a Praesidiurn Protectiva must be 
carrled in one hand and therefore 
takes the place of one single-handed 
weapon. 

PSI-TRACKER. 
If a model has a psi-tracker, one roll to 
hit made by any model in the Wftch 
Hunters army may be re-rolled 
per Shooting phase, 
target is a psyker, or i! 
psyker attached to it,. 

so long : 
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PSYCANNON 0 
Psycannon are based or1 ou~i weapons, 
replacing the bolt warheads.w~th ritually 
inscribed sllver tips, psychically 
charged and backed by an isotope 
explosive. The, psycannon's welght is 
offset by suspensors to permit it to be 
fired on ,_the move, although the 
effective range is reduced compared to 
firrng when properly braced. 

On the move 
Range: 18" S: 6 AP: 4 Assault 3 

Braced 
Range; 36" 'S: 6 AP: 4 ~ e a *  3 

- 

Only Armour Saves may be taken 
against a psycannon, Invulnerable 
Saves may not be taken. 

c ,  

PSYCANNON BQLTS 0 
Thrs bolt weapon has a magazine of 
psychically impregnated psycannon - 

bolts. These vary In calibre from bolt 
pistol size to storm' bolter shells, 
although the~r potency is remarkable rn 
all cases. A bolt weapon (storm bolter, 
bolter, cornbi-bolter er bolt pmtol) w~th 
this upgrade counts as AP4. Only 
Amour Save? may be taken against 
psycannon tjotts: Invulnerable Saves 
may not be taken.' 

'PSYCHIC HOOD 0 a.  
Psychic hoods are arcane co?structions 
of psychically attuned crystals that allow. 
a the wearer to nullify an opposing.- 
psyker's power. Declare that you'll use - 
the psych~c hood after an opponent has . 
successfdly made a Psychic test, but 
before they have used the power. Each - 
player then rolls a D6 and adds their . 
model's Leadership value to the score. ; ' . 
If the wearer beats the oppmlng . . ~ - 
model's score then the psychic power Is 
nullif~edand may not be used that turn. - -  

If the opposing model's score is equal or 
higher, it may use rts psychic power as 
normal. The psychic hood can be used : 
each time an enemy model uses a 
psychic power. Only one Librarian may 
use his psychic hood agalnst a single 
use d a psychic power. 

I 

PsYoccurwM 
A model wearing these witch-finding 
eyepieces 'does not need to roll to 
determine how far it can see when 
uslng the Night Figk 
as the target is a F 
joined by ofie. 

~ting rules, 
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PUNISH 
The punif WO-hande 
weapon used.t)y uark ,Eldar Incunl. 11 , 

but also 
'1. 

PURITY SEALS 0 a 
Purity seals are bestowed upon Space , 1 
Mar~nes of proven purlty and virtue. If ;. . 
a model with purity seals falls back, roll 
one extra D6 tor its Fall Back distance, 
and then remove one of the drce rolled 
in order to determine the distance 
fallen back. If a model with purity seals 
is part of a unit then this abrlity applies 
to the whole unit, not just to the model 
with the purity seals. 
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RAGE OF KHORME . - - 

Champion is fib consumed by t ature nas evolved to tne polnt tnat A rasarjus is a badge of farth 
for battle that ~ t s  rage bullds a can repair surrounding tissue and ~ncoporat~ng a powerful conversion 

s until it can be released in t t organs with astounding speed. fleld that protects ~ t s  wearer. A model 
renzy of close combat. The mot ternally such creatures usually with a rosarius gets a 4+ Invulnerable 
+D3 extra attacks for charglng Snow evlden~e of old, Scarred Over Save that may be taken instead of the 

iormal +l.  - wounds and bums. most obviously model's normal Armour Save. 
head or neck shots that would be 

, m-. , 
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instantly fatal to any normal king. At 
the start of each Tyranid turn, a RUNE ARMOUR 0 

3anger long rifle is equipped with ,,,i,ing model R~~~~~~~~~ Eldar Farseers and Warlocks are ' 

soph~slicated sights. allowing rolls a dice for wound it has lost, covered by protective runes and sig~ls 
rer to locate weak points in an and for 6 rolled that creature that use psychic energy to ward off 
iy's armour. The long rifle IS regains one lost wound, up to ,ts emmy attacks. A model wearing rune 
XI like a snlper rifle. In addit~on, if total, armour has an Invulnerable Saving 
; rolled for the to h16 roll, the shot throw. # the model is mounted on a 
:S as having AP 1 

RAPTUROUS STANDARD @ ' 
The Rapfurous Standard jingles w~th  
the sound of d~stant ch~mes and 
carries the scent of forbidden 
pleasure. As well as acting as a focus 
for summoning Daemons once per 
game (either in the Chaos player's 
phase or the enemy's) at the start of 
the Shooting phase its special power 
may be Invoked. Any model within 6" 
gains the Feel no Pa~n special ability 
(see page 47) for the remainder of the 
current player's phase. 

pE\VER JETBIKE 0 
Ier jetbikes are treated In the 
? way as the Eldar jetbtke (see 
46). Characters riding a Reaver 

jt;lvllre may only be armed with single- 
handed weapons, and may only use 
one at a time (they need the other 
hand free to control the jetbike). In 
addit~on thev may not use a wbway 
port? :ible of M A 
rnodt 3 on a Rt 
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REGIMENTAL STANDARD @ 
Units of lmpertal Guard (not includ~ng 
Conscripts, Enginseers, Ogryns,. 
Ratlings or Storm Troopers) near the 
Regimental Standard fight with greater 
fewour. Add +l to combat resolution of 
any assault that takes place at least 
partly within 6" of the Regimental 
Standard (re, tre6t the Imperial Guard 
side as having scored one more 
wound). A Regimental Standard also 
counts as a Company Standard (see 
page 43 for further details). 

REINFORCED CHITIN Q . 

RECOIL AB! 3N 0 HZ 
Re 

All XV battie: designed to 
compensate fur rrie recoif of liaht P O  

weapons hre, so they do not count 
rnovlng when they f~ re  rapid 1 

weapons. Thrs abllrty does not extr 
to heavy weapons, however. and 
user must be stationary tc 
thls regard, XV battlesuii 
well stabilised as Sp 
Terminators but thev do I I ~ v ~ :  d ~ t :  

Tyranids that survive in hostile 
environments start developing 
thicker armour plates to compensate. 
Therr carapace plates excrele a 
reslnous mucus which conlinually 
hardens into ceramic-like layers w ~ t h  
pockets of gel (dubbed 'Trygel' by 
xenosavants). The resultant chitin 
may be particularly halfistic or 
radiation resistant depending on 
finposition. Tyrankds with reinforced 

ltin gain +l Wound. 

range of weapons f i s  available. 

REFRACTOR FIELD 0 
Thls piece of equipment produces an 
energy field that gives the model a 54- 
Invulnerable Save. This may be used 
instead of the model's normal Armour 
Save and is not cumulatlve wlth any 
other type of Save. 

REGENERATE 0 
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jetbike, it may take either a normal 3 t  
Saving throw or its 4+ Ruhe  Armour 
Save. 

RUNES OF WARDING 0 
A Farseer can use runes of warding to 
#wine when an enemy psyker IS using 
his powers and to throw up a psychic 
shield to protect himself and those 
nearby. If an enemy psyker attempts 
to  u s e  a psychic power and the psyker 
or the target is within 6" of !he 
Farsaer, the enemy must take the 
Psychic test on 305 and discard the 
lowest roll. Psykers who do not 
normallv have to take a Psvchkc test 
remain 'unaffected by the 'runes of 
warding. 

RUNES OF WITNESSING Q 
A Farseer uses runes of witnessing to 
guide his second sight along the 
twlsting strands of fate, giving him 
even greater clairvoyance. A Farsee! 
w~th runes of witnessing rolls 3D6 and 
d~scards the highest roll when taking a 
Psychic test. Note that you must use 
the lowest two rolls, even if they are a 
double 1. 

t and 
-hard - 

RUNIC ARMOUR 

tKes or Talons. I ney are qulre rhls can only be f&ed by the 
combined efforts of a Rune Prlest and 

pable of and an Iron Priest. The result~ng armour 1s 
ping through the thickest armour inscribed with powedul 
h their grip. T~ranids with runes that can the wearer from 
lding claws gain Rending ablllv harm, In game terms, it has the same 

ISee effect as a su~t of artificer armour (see 

RESURRECTION ORB 
Wlth a gesture from the Necron Lord, 
the scattered remains of destroyed 
warriors crawl together before 
standing ready to do battle once more. 
The Necron Lord is able to augment 
the self-repair systems ol Necrons 
within 6 of him. All Necron units with a 
model withln 6" (including the Lord 
himself) may atternpl We'll Be Back 
rolls even if they were damaged by 
weaponrv that causes Instant Death or 

page 38). 

RUNIC CHARM 0 
Space Wolves warrrors are strong 
believers In charms and other blessed 
items, which they belleve have the 

power to protect them in battle. A 
model protected by a runic charm may 
re-roll one faded Armour Saving throw 
per battle. 

RUNIC STAFF 0 
A Rune Priest's staff is cawed wlth 

Some Carnifex genus creatures have close combat weapons that allow no many mighty runes of null~ficat~on 
exhibited the a billty to regenerate Armour Save. which protect hrm against enemy 



pkychic powers. In game terms rt has 
the. same effect as a psych~c hood 
(see page 55) and a one-handed close 
combat weapon. 

RUNIC WEAPON 0 
This ancient weapon is inscribed with 
,potent death runes that can dram the 
life energy from an enemy. In game 
terms it has the same effect as a force 
weapon (see page 46 of the 
Warhammer 40,060 rulebook). 

SACREDBANNER 
OF THE ORDER MILITANT 
Any Adepta Sorof~tas unit with a model 
wlthin 12" of the Sacred Banner of the 
OrdEr Militant IS counted as Fearless, 
and will therefore Ignore Morale tests 
and Pbnnlng tests - they are assumed 
to automatically pass the test. 

SACRED INCENSE 
The Daemonhunter carries a brazier 
burning with incense taken from the 
censers surrounding the Golden 
Throne, and the smoke it releases 
carries a t~ny portion of the Emperor's 
holy grace. All Chaos models lnvelved 
In an assault with a model eqvlpped 
with sacred incense suffer -1 to thew 
Initiative. 

SACRED STANDARD @ 
Battle Sisters. Any unit with the Adepta 
Sororitas rule wrth a model within 6" of 
the standard adds +1 to its combat 
resolut~on score in an assault, ie, it 

counts as having inflicted one more 
casualty than it actually did. 

SACRED STANDARD Q 
-Space Marines. A Sacred :;tandard 
embodies the faith andresolut~on of the , 

Space Mannes never to falter in the face 
of the enemy. It adds +1 to the Space 
Manne combat resolution score of any 
assault that takes place withn 6" of the 

*Sacred Standard. It olhennr~se functions 
as a Company Banner (or a Fighting 
Company Banner if Black Templars). 

SARlSSA 0 
These v~cio,~s. spiked combat 
attachments are used by the Adepta 
Sororitas to add Ihthal close combat 
utility to the~r standard issue bolter. The 
sarissa may only be used by a model 
equipped with a standard bolter. In any 
Assault phase in which the model 
charges, her close combat hits to 
wound may be re-rolled. The sarissa 
may not be comblned with any other 
close combat weapon, although ~t may 
USHI in conjunction w~th Acts of Faith, 
It does not count as an additional close 
combat weapon, so the model only 
ever gets to make her base number of 
Attacks, plus any bonus-for charging. 

See the poisoned blades entry for 
more details (page 55). 

SCISSORHAND 0 
The scissorhand is, a close combat 
weapon only used by Dark Eldar 
Haemonculi. It has the same effect as 
Iwo sets of poisoned blades, so the 
Haemonculus galns +1 Attack in close 
combat, and all hrts wound on a 2+. 

S C ~ R P I O N * ~  CLAW o -- 

The Scorpion's Claw IS an anc~ent 
weapon of the Striking Scorpion 
Exarchs. 11 takes the form of a 
powered claw-shaped glove with a ' 

shuriken catapult incorporated into its 
back. The claw may be used both as a 
power fist and a shuriken catapult, and 
may be used as both in the same turn. 

S C U ~ L E R S  O 
Some Tyranrds are intelligent and 
stealthy, usrng every available piece of 
cover to creep nearer To the enemy 
before. the main attack is launched. 
Tyranids with the Scuttlers biomorph 
may Scolit as descrrbed on page 75 of 
the Warhammer 40,000 rulebook. 

Many Tyran~d creatures have long 
stabbing and stashing claws of raxor- 
edged bone- or chitin, frequently 
formed from fused talons. Tyaanid 
creatures with scything talons count as 
hawng two close combat weapons and 
so gain +I Attack. Crealures wlth two 
sets of scything talons galn +2 Attacks 
in close combat instead of +l. No 
more than +2 Attacks can be gained in 
this way, and the number of Attacks 
from ranged w.eapon-symbiotes is not 
increased. Note that this is the only 
way that Tyranbds gain extra Attacks in 

close combat lor rnultlple weapons. 
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SENSOR - MULTI-Ti €3 
The multi-tracker enames me S I J I ~  

wearer to flre two Crisis or Broad 
battlesuit weapon systems. 

SENSOR -TARGET LOCK 
The target lock enables the mode 
target a separate enemy unit to 
engaged by the rest of its own uni 

Ipes as desired. The types are as 
1II0ws: 
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SERVITOR 0 
A Techprrest Englnseer may be 
accompanied by up to four Semitoo. 
Together they will form a unit. The 
Servitors may be the same or different 

Technical Servitors are a common 
ght in the Impetium. They are not 
!ally intended for combat, but are 
;ry useful In repair~ng battlefield 
qurpment. For .each Techn~cal 
ervitor In the Techmarine's ret~nue 
dd +I to the dice when rolling to 
?pair damaged veh~cles, to a 
laximum score of 6 (see the Servo- 
rrn entry). Other Servitor types may 
ot help repair battlefield equipment. 

Combat Sewltors are intended to 
frght in dose combat so are equipped 
wlth a power fist and a close combat 
weapon. 
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Gun Sewltors are intended to provlde 
'e support for the Techpnest Enginseer 
tlile he works. They are armed with 
%her a multi-melta, heay bolter or 
lasma cannon. Only one plasma 
annon-armed Gun Servitor can 
xompany each Techpriest Enginseer. 

WSBS S T W I A LdSv 

GunSerrrltor 3 4 3 3 1 3 1 8 4-b 

Combat 
Servitor 4 3 3 3 1 3 1 8 4 +  

Technical 
Servitor 3 3 3 3 1 3 1 8 5+ 

SERVO-ARM O . 
Many Techmannes are equipped with 
powerful augrnet~c servo-arms that can 
be used to carry out hasty battlefield I 

repalrs. If a Space Mar~ne veh~cle has 
suffered an imrnobllised or Weapon 
Destroyed result then there is a chance 
that the Techrnarrne can rekindle 11s 
angered war sp~lit. To do this, the 
Techmarine must start the Movement 
phase of the Space Marine turn in 
contact with the damaged vehicle and 
nbt be Inside it (although he can 
disembark and beg~n the repairs). 
Falling Back, Locked or Pinned. Roll a 
06 and ~f the resull IS a 6 then either a 
Weapon Destroyed or lrnrnobrlised 
result (ownrng player's choice) will be 
repaired. Both the vehicle and the 
Techmarine (including any un~t he 
leads or has joined) must remaln 
stationary for the entire Movement 
phase. The repair attempt will be 
complete before The Shooting phase 
begrns. The servo-arm grants the 
Techmarine an addit~onal close combat 
attack, counllng as a power frst. 

SHIELD GENERATOR @ 
This confers a 4+ Invulnerable Save. 

SIGNUM 0 
The slgnum is a special form of 
communrcatlon device that allows the 
Techmar~ne to access a myrlad of 
useful battlefield targeting nfotmation, 
and then pass it on to his fellow battle 
brothers. In game terms it allows you, 
each turn, to re-roll one missed to hit 
shooting rofl for the Techmanneor any 
squad that the Techmarine belongs to 
or has joined. 

SIMULACRUM IMPERIAL1S @ 
These holy symbols af the 
Ecclesiarchy were once carried by one 
of the Imper~urn's many saints, or may 
even be wrought from their bones. The 
presence of the Simulacrum lrnperialbs 
allows a Fa~thful unit to 7011 one extra 
dice when making a Test of Faith and I 
choose which two dice to use. Th~s 
may be used once per player turn. 

SINGING SPEAR 0 
The Srnging Spear is a psychically 
charged weapon used by Farseers and 1 
Warlocks, which can be thrown at 
opponents and returns automatically 10 
the user's hand. The Singing Spear 
has the prof~ls below, and always 
wounds opponents on a 2+, regardless 1 
of their Toughness. If thrown at a , 

vehicle, it has a Stfength equal to three 
times the thrower's Strength and adds 
+D6 for Armour Penetration as usual. A 
Singing Spear may also be used In 
close combat, but regutres two hands - 
to wield and so cannot be used w~th 
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another c b e  codbat wedpurl ur rase, in i any 
to gain +1 Attack. A-model may not otVler weapons used, 
throw the Slnglnq Spear and use rt - 1 0 ~  . 
close combat In the same turn. ' ' ' 

SPIRIT STONE 0. 
Range: 12" S: speiral. AP: nla Assault 1 Every Craftworld Eldar wears a 

waystone, to trap thew soul wher 

SOLAR PULSE @ 
The Necron Lord's staff releases a flash 
of energy, bl~nding hls enemles and 
rllum~nating the battlef~eld. The solar 
pulse 1s used at the beg~nning of the 
vecron turn. If the Night Fighting rules 
are. In effect, they will cease to apply 
during the Necron turn In which the solar 
pulse is used. if the N~ght F~ghting rules 
are not In use then for the follow~ng 
enemy turn after the solar pulse IS used, 
the NlqhZ Flqhtlnq rules will apply to any 
unit finDg at the-~ecron Lord (and any 
unit he has joined). If a unit cannot see 
the Necron Cord as a result they may 
redirect their fire at another target. 

SOULSEEKER - 
AMMUNITION 0 
The Dark Eldar use captured wklthbone 
looted from the bod~es of sla~n Eldar 
Wraithguard to create a speclal kind of 
ammunition that they use In battle. 
Models using soul seeker arnmunrtion 
may re-roll any missed to hit rolls, and 
any cover saves that would normally be 
taken by the target are ~gnored. Soul 
seeker amrnunit~on may only be used In 
conjunction w~th a splinter rifle, splinter 
pistol, tormentor helm or a hellglarve. 

SPACE MARINE BIKE 0 
Space Marine Bikes are fitted with 
twin-l~nked bolters. and increase the - 
r~der's Toughness by +1 point. See 
page 53 of the Warhammer 40,0000 
rulebook for details on how B~kes 
move. Space Marine characters that 
have a Command squad may not be 
mounted on a &!he. 

SPIKY BITS @ 
Chaos Space Marlne armour includes 
many splkes and blades. These are 
partially embetllshment but can be used 
to deadly effect In close combat. A model 
equ~pped w~th spiky b~ts may re-dl one 
mlss In each round of close combat. A 
mrss can only be re-rolled once. 

SPINE BANKS 0 
Rows of polson splnes embedded in 
cav~lles in the Tyranrd's carapace are 
fired by muscle contraction at close 
range, showering the target area with 
envenomed projectiles which blind 
and incapacilate with frightenrng 
effectiveness. A model with sprne 
banks counts as being equ~pped wrth 
frag grenades in close mrnbat and can 
release a spray of sprnes wrth the 
same effect as a spinefist in the 

die and to stop it being consumed 
Chaos god Slaanesh. Wayf 
containing a soul are known .as 
stones, and can be put to a var 
uses by the Eldar. An Eldar psykl 
use the power of a spirit stone to c 
themselves w~!h psychic. ener-. 
psyker with spirit stones can use two 
psychic powers each turn Instead of 
one. However, these must be different 
powers; a psyker cannot use the same 
psychic power twice in the same turn. 
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SPORE CYSTS 0 
Another feature sometimes o b s e d  In 
largel Tyran~ds are subcutaneous 
excretron plts for the gemration of Spore 
M~nes. These are apparently symbrobc 
organlsrns meshed so closely into the 
campace of thew host they are ~rnpmsible 
to separate. A creature with spore cysts 
that is not in base m t a c t  with the enemy 
may produce a toxin Spore Mine In the 
Shoot~ng phase in addrtion to any other 
shootmg. Roll a drce; on the r d  of a 1 the 
creature takes one wound with no Saves 
allowed. Then place the Spore MIW in 
base contact wth the creature - from this 
pant on the Spore Mine a m  as d ~ ~ r i b e d  
on page 28 of W e x :  Tymnids. 

sau~osrrau~~ 
Squfgs are sirnpk creatures genetically 

.related to Orks that fom an essmial 
parl of Ork eoolqy (or Orkology). Some 

are trained as guards and hunters, 
parlicularly by Slaverz. A Slaver wrth a 
squighound in base 6onbct may re-mll 
Leadershrp tests and Morale checks for 
the Grot mob or Big Gun battety he is 
leadlm. The Saui~hound is rearesented 
by a G a r a t e  hodel with the following 
characteristics: 

WSBS S T W I A LdSv 
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STA'FF OF LIGHT 0 
The Staff of Light 1s a devlce of arcane 
technology that serves as b 
symbol of rank and a weapc 
Necron Lords. As well as proj 
devastating blasts of enerav. tht 
of Light may also t 
Assault phase, ~n whic 
as a power weapon. 
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STANDARD 
OF DEVASTATION 0 
This standard follows t hc  Same rules 
as a Sacred Standard (see page 57). 
In addit~on, once per battle the bearer 

can call on the power of the S.- -- -. 
Th~s is done in the opponent's Assault 
phase, after they have declared any 
charges bui before-they have mowed. 
H allows one Dark Angels unit with a 
model within 6" of Ihe bearer to shoot, 
as if it were the unit's Shooting phase. 
The unlt counls as moving for the 
purposes of usrng weapons, even ~f 
thev were stationary n Zherr last turn. 

- 
a the san 
trd (see pi 
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OF FORTITUDE 0 
This standard follov ne rules 
as a Sacred Stand? age 57). 
In add~tion, once pe 2 bearer 
can call on Ihe power ot the Standard. 
This IS done In your own Movement 
phase. It allows one Dark Angels unrt 
w~th  a model w~thin 6 of the Standard 
Bearer to move in the Movement 
phase, but still use any ra 
weapons in the Shooting p k  
as II the unit had been station; 

~pid fire 
me, just 
3ry. 

STANDARD 
OF RETRIBUTVOr\ 
Thls standard folrows tne same rules 
as a Sacred Standard (see page 57). 
In add~tlon, once per battle the bearer 
can call on the power of the Standard 
This IS done in an Assault phase. It 
allows one Dark Angels un~t w~th a 
model within 6 of the Standard Bearer 
to re-roll any failed To H I ~  rolls. 

STEALTHSUIT 0 
Stealthsuits incorporate a holographlc 
disruptron field that makes its wearer 
hard to spot. Enemy models 
attempting to fire at Stealth armour 
troopers count as i f  firing at n~ght and 
must roll to check their spotting 
distance by rolling 206x3 (see page 
84 of the Warhammer 40,000 
rulebook). If the Stealth armour 
troopers are riot within spottina ranae. 
the unit misses its chance to f 
searching for a target and r 
choose to fire at a dlfferen 
Stealth armour troopers courlr as 

bang in cover i f  they are assaulted, 
but not if they charge. If firing at 
Stealthsu~ts while the Night F~ght~ng 
scenario special rules are In effect, 
the rolled spottlng c halved. 
Any drones controllr 3det in a 
Stealthsurt will also ed at no 
further cost in  point^. 

ire 
nay not 
t target. 
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STEED 
Steed. . 

ANESH @ 
. , ,,,, ,~nuous, graceful 

daemonic beasts are the preferred 
mounts of Champions of Sfaanesh. 
Their long wh~p-lke tongues confer the 
Daemonic Mutation abilrty and their 
wr~thlng gait confers the Daemonic 
Speed ab~l~ty. 



STIKKBOMB CHUKKA C) 
P s t~khbomb chukkz allows a mega 
armoureel Ork to use frag stikkbombz 
so kat rt can fight troops in cover 
simultaneously inklead of striking last. 

A mega-arrnoured Ork that chooses to 
use a strkkbomb chukka musl attack 
with ~ts bas~c Slrenglh ~nstead of using 
its power craw that turn. 

STINGER 0 

--- - .- 
be of much use ~&in-t  ranged 
attacks, but is verv useful in close 
combat. A model hat  has a storm 
shield may take a 4+ Invulnerable 
Save in close mrnbat inslead of as 
normal Armour Save. It may not be 
combined w~th a rosarius or Iron Hdo 
save and a model eqvipoed wilh a 
storm shleld may never claim the +1 

AHack hnus for being armed w~th two 
close combat weapons. 

This IS a spec i l  type ol gun wed by 
Dark Eldar Haemonculi that fires a dart SUPER STIKKBOMBZ 0 - 

of very virulent porson into the ~liclirn's Mekbayz can't resist improving 
blood stream, causing them to explode! someth~ng, even if it makes that 
The stinqer has the followinq grof~le: somethinq hideously da~aerous In - - .  

Range: 12" S: nla AP: 6 Assault 1 - the process. Super Gikkbombz are a 
case in point, each one is a bundle of 

The weapon does not have a Slrenglh 
value as such, and ahays wounds a 
victim on a D6 roll d 2+. Pf the target is 
krled place a Blast marker centred on 
t l~e exploding model and roll to hrt 
other models using the rules for blast 
weapons, The attacks have a Strength 
equal to the expfodrng rnndel's 
Toughness, and an AP value equal to 
the vlctim's Saving throw (~e,  models 
h~ t  by an exploding Space Marine 
would take a S4 hit with AP 3). 

krak bornbz wired together to make 
one almighty bang. Super 
strkkbombz work just like krak 
st~kkbornbr but have an Armour 
Penetration of 10+2D6. If a double is 
rolled on the 206 the attack is 
resolved as normal but the Mekboy 
using them ie. also caught rn the 

explosion, he suffers a wound 
automatically but may attempt an 
Armour Save as normal. 

Stlngers counrt as haviclg a Strength of 
SURVEYOR @ 1 ~f frred at a vehicle. 
A surveyor is used to detect h~dden 

STORM SHIELD 0 @ 
enemy tioops. It enemy infiltrators set 
up within 406' of a model with- a 

A storm shield is a small rnetal shield surveyor then the model is allowed to 
that has an energy field generator built take a 'free' shot at them (or sound the 

Into it. The energy held is too small to alarm in a Raid scenario). I f  the model 

is pdtt of a unit, the whole unit may 
shoot. These shots are taken before 
the battle begins and may cause the 
infiltrators to fall back. 

SWOOPING HAWK 
GRENADE PACK 0 
The leg armour of Swooping Hawks 
incorporates a grenade launcher that 

i 
can be used to Irre a hail of grenades 
as the Swooping Hawks drup down , 
tb atlack. If a Swooping Hawk un~t 
uses ~ t s  Deep Strike ability to deploy, 
it may use its grenades on the turn ~t 
arrives. These have Ihe prof~le shown 
below. Place the large Ordnance ' I 

Blast marker anywhere on fhe table 
before the unit lands and roll a 

Scatter dice. If an arrow is rolled, the 
marker scatters D6" in the indicated 
direction. Work out hits and damage 1 

as normal. Ncte that only one marker 
is placed per Swooping Hawks unlt . 1 
regardless of the number of models 
in the unlt. 

Range: n/a S .  4 RP: 5 Large Blast 

SWOOPING HAWK WINGS 0 
Swooping Hawks have glittering, 
multicoloured wings. In flight, the 
'feathers' of these wings vibrate 
rap~dly, turning them into a blur of 1 

vlbrant colour. These wirlgs ellow the : 
Swooping Hawks to move rapidly 
across tho battlefield, or hover Iiiytl I 
above it, waiting for the chance to 

I 
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?atures wlth a profusron,of hooked 
des growing out of their carapace 
! n~cknamed thornbacks by Imperial 
ard soldiers. These beasts smash 

Ood~ly Into opposing formations, uslng 
raw body mass to impale anyth~ng too 
slow to get out of the way. A 
Ithornbacked creature doubles the 
number of models ~t counts as for the 
purposes of outnumbering if it IS on the 
winn~ng side In a close combat. 

THRALL WIZARD @- 
Follower. Thrall Wlzards .are normal 
human sorcerers that serve Chao3 
Sorcerers as apprentices. Only 
models w~th psychic abilities may have 
Thrall W~zards and each sorcerer can 
command up to four of them. Thrall 
Sorcerers may be sacrificed to allow 
thew master to use more than one 
psychlc power in a turn. 

WSBS S T W I A LdSv 

Thrall Wizard3 3 3 3 1 3 1 7 - 

A Thrall Sorcerer may not be given 
weapons or wargear. When the 
Sorcerer wlshes to use a further 
power, a Thrall is sacrificed and the 
psychlc power is cast automatically. 
No more than one Thrall W~zard can 
be sacrificed by the same Sorcerer in 
a turn, A Thrall W~zard may be 
sacrificed to use the same power a 
second time in the same turn. 

THUNDER HAMMER 0 0 
Thunder hammers are anclent and 
mighty weapons that release a terrific 
blast of energy when they strik 
opponent. A thunder hammer cl 
as a power fist, but any n 
wounded by it and not killed ma 
attack agar  unttl Initiative 1  blo* 
struck in the next Assault pl 
Vehicles hit by a thunder hamrnc 
considered Crew Shaken. tn ad 
to any other results the 

i lards,-a Tyranid with a toxic 
mlasrna reducGs its WS by 1. 

_TOXIN SACS 0 
This tick-like parastte feeds on the 
host and excretes lethal polsons into 
or over its weapon-symbiotes. Poisons 
created vary widely, from agonising 
paralyt~c neurotox~ns to aggressive 
necr,otic enzymes, all swimmtng with 
deadly Tyrann~c phage cells. A Tyranid 
with toxin sacs gains +1 Strength to ~ t s  
proflle. 
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TRADEMARK ITEM @ 
This is something the character carries 
into battle to show his disregard for the 
enemy. It could be a swagger stlcKar 
a nonchalantly smoked cigar, or 
someth~ng more grandtose like a 
brllowing, scarlet cape or a loyal pet. A 
un~t led In person by a character who 
carries a trademark item will be 
reassured by his presence and may 
re-roll any failed Morale or P~nning 
checks that it suWers. However, if the 
character is slain, the unit must pass a 
Morale test to avoid falling back. 

TROPHY RACKS 0 
Many Dark Eldar enter battfe bearing 
trophy racks adorned wlth the heads of 
foes they have slain. If a model wlth a 
trophy rack slays an enemy !n close 
combat, he may chop off their head 
and stick rt onto the trophy rack! This 
adds + I  to the model's Ld for the rest 
of the battle. Chopping off more than 
one head doesn't increase the model's 
Ld any further. 

TORMENTOR HEL 
The tormentor helm 1s worn by Incubl, 
and incorporates a neurally aclivated 
splrnter pistol that can be Ired by 
thought alone. Thls allows the model 
to use the pntol even if he is carrylng 
something rn both hands. This means 
that the model gains + I  dffack for an 
additronal close combal weapon even 
when using a double-handed weapon! 

TOXIC MIASMA 0 
The chimney-l~ke vents sprouting from 
the backs of the larger Tyranids 
sornet~mes have dusters of 
microscop~c, algal symb~otes around 
their rims that poison the air with 
soporific emissions. Any creature 
belng attacked by, or directing its 

TUSKED 0 
Zurving tusks of adamantiurn-laced 
:hitin sprout from the Tyranid's head. 
allowing ~t to effect a devastating 
:barge. Tusked Tyranids gain +2 
4ttacks when charging instead of +I.  

'IIGE CHOPPA 0 
'Uge choppas are unsubtle double- 
handed h~ltlrtg lrnplements easily 
capable of cleaving an opponent in 
two. An Ork with an 'uge choppa 
always strikes last In close combat but 
adds +2 to therr Strength and their 
opponent's maxnmurn Save is reduced 
lo 4 i .  An Ork uslng an 'rrge choppa 
may not use any other close combat 
weapons at the same time. 

UNGUENTS OF WARDING 
These blessed and pungent o~ntrnents 
can be used to trace sigils of 
protection onto armour, and are known 
to repel the Warp-spawned powers of 
the Daemon and its kin. The 
Daemonhunter and the unit he is with 
benefrt from a 4+ Save against the 

I 
effects of any and ever8 Y 
psychic power used upon them. Ir rnls 
Save is passed then the power has no 
effect. 

'URTY SYRINGE 0 
Mad Doks carry all k~nds of crude, 
rusty, medical paraphernalia. Most of 
the saws, blades and hammers they 
carry make perfect close combat 
weapons, but a spec~al favourrte 1s a 
huge steel syringe filled wjth a toxtc 
goo of the Dok's own devising. A Mad 
Dok armed with an 'urtv syrlnqe 

always wounds on a 4+ regardkss-of 
the v~ctim's Toughness. 'Urty syringes 
have no effect on vehicles, Tyran~ds, 
Daemons, Eldar Wralthguard or the 
Eldar Avatar. 

VEIL OF DARKNESS 0 
The Necron Lord can summon a ve~l 
of darkness which twists about it like 
a ghostly cloak blown by an ethereal 
breeze. When the darkness ebbs, the 
Lord and those nearby will have 
disappeared. only to reappear 
mysterioudy some distance away 
moments later. A Necron Lord can 
use a Veil of Darkness at the start of 
its Movement phase instead of 
moving normaHy. The Necron Lord 
and up ta one unit of Necrons 
(specifically Immortals. Flayed Ones. 
Warriors, Destroyers, Heavy 
Destroyers or Wraiths) within 6' of ~t 

are removed from the tabletop and 
both are then ~mmed~ately placed 
back together anywhere on the 
tabletop uslng the Deep Strike rules 
The Veil may be used even if enemy 
models are an base contact with the 

Necron Lord or any of the Necrons 
that move w ~ t h  hFm (the enemy 
models are left behlnd). 

VEXANTROPE 0 
The Vexantrope 1s a dellcate mask of 
bone and flayed skln that has been 
adorned with runes of confus~on and 
rlluaon. It grows onto its wearer's face. 
and psychtcaIly projects the 
appearance of the viewer's most 
trusted friend or loved one. Models 
wlshlng to attack a model with a 
Vexantrope in any round of combat 
must flrst pass a Leadership test or 
dlrect its attacks against a different 
model with~n 2" as per the normal rules 
for a sc~pporting attack. The 
Vexantrope cannot affect unl~vlng 
models, Daemons, vehicles, Tyranids 
or walkers. 

VlBRo CANNON 0 
A vibro cannon uses resonant sonic 
waves to shake its targets apart and 
fling troops to the ground. When firing 
a vibro cannon, pick a target point 



s~ght of the vibr-o cannon, and.tHen.roll 
to hit-as normal. If rt hits', draw a lrne. 
between the cannon and its largkt - '  

point, and any unit that the line passes 
through suffers D6 hits. A vehlcle or 
other target with damage tables-hit by 
a vibro cannon suffers a .  single 
glancing hit - do not roll for A~mour 
Penetrat~on. A unit suffering a casualty 
from a vibro cannon must take a 
Pinning test as detailed on page 5. If 
there IS more than one wibro cannon in 
ihe battery, they all f~re a single shot 
together as described above. Eac'h 
add~l~onal cannon In the battery adds 
+1 to Ihe Strength of the attack and 
Infllcts a -1 rnodrfier on dny Plnnlng 
tesls taken. , 

I Range: 36" 5: 4 AP: - Heavy 1 ,  

VDX"-CASTER @ 
Comrnunicat~ons between Imperial 
Guard units on the battlefield are deal1 
w~th by troopers tra~ned to use spec~ai 
comrn-l~nks. The size and appearance 
of a vcx-caster depends on its place 
of origln but In game terms they all 
have the same elfeck. I't a Command 
HQ or Command Section has a vox- 
caster, then one squad per turn that 
also has a vox-caster may use the 
Leadership value of the Off~cer, no 
matter where they are located on the 
battlefield (ie, they don't have to be 
wlthln 12" of the Offcer as would 
normally be the case). You may 
choose to use !he vox-caster at any 
time (eg, when an eligible squad IS 

about to taka a Leadership test. even 
it the Command un~t is in reserve). 
The benef~ts 04 standards and 
trademark Items are not conveyed 
through the vax-caster! 

1 WAAAGH! BANNER 0 
1 This banner is cairled by a Warboss or 

his bodyguard to show how dangerous 
the warband is. -11 IS decorated with 
gCyphs declaring the warband's 
~nvincibil~ty and mementoes of 
defeated foes. The banner has an 
almost religious s~gnificance to Orks 
and they will fight ferociously in its 
presence. Any mob that has one or 

1 more models rnh~n  12.. of the banner 
may re-roll their Power of the Waaagh! 
test when they charge. 

WARP BLADE @ 
G~fled to the mightiest of sorcerers and 
most devious of plotters, the Warp 
blade has the power to dissipate and 
scatter psychic energy aimed at ~ ts  
bearer. This tends to attract the 
denizens of the Warp who hungrriy 
sniff out the source of the power. Any 
enemy psyker using a psychic power 
when w~thin 12" of the Warp blade 

hust roll a D6. On a 4; the power 
works normally, otherwise they will 
suffer an immediate Perils of the Warp 
attack -and the power will fail to 

.function. If an enemy is killed in this 
way, tt does not count as being kifled 
by the Daemon weapon for mastery 
purposes. The Warp blade is a power 
weapon. 

WARP FOCUS .@ 
This IS a weapon upgrade that can be 
conferred on any close combat 
weapon including Daemon weapons. 
The weapon is inscr~bed with runes 
of arcane power that allow the 
Sorcerer to channel his powers 
through it. The focus adds D6" to the 
range of any psychic power projected 
through it except Wind of Chaos. Roll 
for additional range each time a 
power is used. 

.. 
WARP SPIDER -- 

JUMP GENERATOR 0 

may move up to 12" in the Movement 
phase and ignores all terrain during 
its move. This ineans that ~t can pass 
through woods, over rivers and even 
through sol~d walls without penalty. 
The model may not finrsh its move in 
impassable terrain. The Warp 
Spiders may make a second jump al 
the start of the Assault phase i f  you 
w ~ h .  They cannot make a second 
lump and charge ~nto an assault in 
the same !urn. The jump generator 
becomes more unpredictable durlng 
this second jump and the following 
rules apply. Nominate the direction 
the squad is'jurnping ~n and move the 
squad 2D6" in this direction. If you 
roll a double, one member of the 
squad has suffered a Calamity in the 
Warp and is removed as a casualty 
(the survivors move the d~stance 
rolled). A unit equtpped wlth Warp 
Spider jump generators advances 
and falls back 3D6", ignoring terraln 
as for its normal move. 

W a ~ p  Sp~ders use a compact but 
complex jump generator that allows 
them to teleport short distances vla WARP TALISMAN @ 
the Warp. Afthouqh this allows them A W ~ W  talisman demonstrates that the 
to move rapidl; and avoid any bearer is favoqred by the Chaos gods. 
obstacle, the Eldar's exposure to the It allows a Sorcerer to re-roll a Psychic 
Warp is not w~thout peril. A model test, This ability may only be used 
with a Warp Sprder jump generator once per battle. 



Warscflhes are made from the same 
Itving-metal as the hulls of Necron 

.sh~ps and the C'tan necrodermis. They 
have phase blades that slrp effortlessly 
ihrough the most powerful armour. A 
well-cl~rected Warscythe can cut the 
barrel from a Leman Russ or carve a 
hole In the srde of a bunker. There are 
no Saving throws of any sort (~ncluding 
Invulnerable Saves) allowed agalnst 
Warscythes, and when attacking 
veh~cles 2D6 + Strength is rolled for 
Armour Penetrat~on. 

WEB OF SKULLS 6 
The Web of Skulls is made from three 
or more crystalline skulls linked 
together with lightweight cha~ns, and 1s 
thrown like a bolas. It will fly in an arc, 
smashing through an enemy unit 
before return~ng to the thrower. A Web 
o l  Skulls IS thrown a! an enemy unit 
using Ihe normal shooting rules. ff ~t 
hits, you may roll to hit again. Keep on 
rolling to hit lhe unit until you fall a roll 
or you have inflicted 4 hits. Make rolls 
to wound and Armour Saves for each 
hit nnll~cted as normal. No model in the 
targel unit may be hit more than once. 
A Web of Skulls may also be used in 
close combat. and counts as a power 
weapon. It has the followlng profile. 

Range: 24" S: 4 A!? 5 Assault 1 

WEBWAY PORTAL 0 
This IS a mobile form of the portal used 
by. the Dark Eldar to link together 
places via the webway. It may be 
actwated by the model canylng it in the 
shooting phase, instead of moving or 
shooting that turn. Place a spare Blast 
marker In base contact with the model 
when it activates the portal. From Ihen 
on units entering play as reserves may 
be placed on the porla! template 
instead of entering on the table edge. 
There IS no nsk of scattering or be~ng 
killed when travelling In this way, and 
the portal cannot be destroyed. Once 
activated the model lhat was carlying 
the portal may moue away, and doesn't 
have to rernaln rn contact with tt. If you 
have a webway portal in your army, 
you may keep units in resenre, even if 
you ate not normally allowed to do so 
in the rnisslon being played. If you do 
this then the troops may only enter 
through the webway, and it it has not 
been opened on the turn they become 
available to enter play, they must be 
held back untll ~t IS. 

WINGED 0 
Speclclllsed organtsms of Tyranids 
evince one or more sets of wings and 
a lightened exoskeleton that enables 
them to fiy over short distances. Some 
creatures, particularly Gargoyles, have 

C - .. 
atrophied lower trmbs that make them 
able to fly higher and for longer. 
Wlnged creatures are treated as Jump 
Infantry In all respects (see page 55 of 
, 'the Warhemmer 40,000 rulebook). A 

winged model may not have the 
leapbng or extended carapace 
biomorphs. 

WITCHBLAPE 0 
Eldar psykers carry potent force 
weapons known as witchblades, which 
may take the form of a spear, sword or 
some other weapon. A model with a 
witchblade always inflicts a wound on 
a roll of a 2-1- in hand-to-hand combat 
(but only infric1s 1 wound with each 
hit). Armour Saving throws are taken 
normally. Agatnst vehicles, a 
wltchblade allows the bearer to triple 
thelr Strength characteristic when 
working outArmour Penetration. 

WOLF HELM OF RUSS 0 
This is one of the Space Wolves' most 
revered artefacts and is sa~d to have 
been worn by Russ himself. Which 
Great Company recekves the honour of 
using the Helm is decrded once every 
hundred years, at the Great Feast of 
Russ. At Ehrs feast, champions from 
each of the Great Compan~es compete 
in a serles of increasingly dangerous 
contests. The last contestant stand~ng 
wins the Wolf Helm for his Great 
Company. The Helm was last won by 
Ragnar Blackmane, who presented it 
to Ulrik the Slayer as a mark of respect 
to his mentor. In game terms, the Wolf 
Helm has the same effect as a holy 
relic (see page 49). 

WOLF PELT 0 
This pelt comes frQm a massive Wolf 
of Fenris, slain by the bare hands of 
the wearer himself. The only way to 
slay a Fenrisian Wolf In this way IS to 
walt until the Wolf pounces and then to 
leap forward while ~t is In the alr so that 
the exposed neck and belly can be 
attacked. Such an attack calls for 
cunning comblned with bestial ferocity. 
To reflect these traits, a model with a 
Wolf Pelt receives a +1 Attack bonus 
when they Counter-attack. 

WOLF TAIL TALISMANS @ 
Space Wolves warriors are highly 
superstiZious and many carry a 
collection of talismans which they feel 
somehow protecf them in battle 
agalnst enemies that have 'the evif 
eye'. Most potent of these are said to 
be a wolf tail talisman. A model 
protected by such a talrsman is not 
affected by enemy psychic powers on 
a 06 roll of 6+. The power still takes 
effect, but any character that rnakes 
his Save will be unaffected. 

WOLF TOOTH NECKLACE o 
A Space Wolves warrior who has 
shown exceptional ab~lrty cn close 
combat may be granted a wolf tooth 
necklace as a mark of his prowess. 
Models wlth a wolf tooth necklace 
always. h ~ t  on a 3+ in close combat, 
even aga~nst opponents wtth a Weapon 
Skrll equal to or hrgher than thelr own. 

WOLF TOTEM 0 
All Space Wolves Great Companies 
have totems and banners that are 
sometimes carr~ed into battle by a 
Grey Hunter. These have the same 
effect as a Sacred Standard. 

WRAITHCANNON 0 
The wraithcannon uses the same 
Warp technology found In the larger 
Distort cannons. It works by opentng a 
small Warp space/real space hole, I 
tearlng apa7t the target as it IS '  

rlpped between dimensions. The 
wralthcannon always wounds on a roil 
of 4+ regardless of Toughness, and on 
a roll lo wound of a 6, i t  inflicts Instant 
death as the target is wholly 1 
transported to the Warp. Aga~nst 
targets with an Amour  Value, a 
wratthcannon always vnflicts a glancing 
hit on a roll of 4 and a penetrating hit 
on a roll of 5 or 6, regardless of the 
target's Armour Value., 

Range: 12" S: d a  AP: 1 Assault I 

XENOSPASM 0 
Xenospasms, variants of the terrorfex 
grenade launcher, shmt pitted obsidian 
spheres laced with tortured wraithbone. 
The wraithbone reacts lo such suffering 
by exud~ng a black aura of agony that 
plunges non-Dark Eldar into excruciating 
convulsions of fear and Pam. The 
xenospasm has Ihe followlng profile: 

I 

Range: 12" 5: 3 AP: 3 Assault I ,  Blast 1 
Any non-Dark Eldar unit with models 1 
under the Jerrotfex Blast marker must 
take a Pinnlng test at -1 per model hkt. 

ZZAP GUN 0 
These guns are powerful, but 
unpredictabte, energy cannon that are 
crewed by Gretchin. The gun 
automatically hi any angle un~t wlthln 
range and llne of sight. Simply prck a 
target and roll 206 to determine the 
Strength sf each lnlt (up to S10). If the 
gun rolls an 11 or 12 for its Strength it 
overheats, no hll IS scored and one of 
the Gretchin is killed. If the weapon 1s 
mounted on a vehde, there are no ' 
additional effects. Agalnst vehrcles the 
gun rolls its Strength on 2D6 as normal 
and then adds 2D6 to the Arrnour 
Penetration roll. 

Range 24" S: 2136AP: 2 Heavy 1 
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