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i i ium, where their
almost every army that fights on the battlefields of the 41st Millennium, ; o
; ‘\' and’f erocious firepower makes them an invaluable asset for certain typ

an integral part of l.
ines.
heads in enemy territory, launch flank attacks, and blast enemy defence

- hioh speed, mobilit
ombination of high speed, I
c

Flyers can be used to establish bridge
yers : e o

H‘_“.S are

mer 40,000 rulebook already includes a set of l At WaR i TABLE

he Wi m g . )
Ihe b | when you multiply that by the |

i ”']T\\ltzllll\l.l;llll“l';ll face, and the myriad different D6 Mission '
s LH'““()\ \1:) lht‘:(‘l‘l';lill for your battle, there are 1 Deadly Bridgehead
g um-\(ll' I %  thousands of different ways to play. |52 Scra‘lmblel
L e | 134 Aerial Assault
| 56 Death From the Skies!

feel that you can never have too much variety,

w Air War missions that you can use bl Fade. GFE 7

THE BATTLE FOR CARDRIM

However, we

IS  has four ne
so this book has ‘ | |
d of missions that Flyers excel at. The new

to explore the kin

. - ustrate the different sorts of strategies used by . :
m-m‘l0~mhl'iltui:1“cllutde Flyers, and they will prO\';de new tests of The new Air War missions can be linked together to fight
i h ;ymﬁ;i;al ability as 4 connnandér. a campaign based on the Battle for Cardrim. In two of the
. Ly ' battles, one side must include an allied detachment chosen
3 We've gone (o some pains to make sure that each mission from a sp_eciﬁed army list. For-example, the .ﬁr st batt}e is :
is as balanced as possible and that they provide both sides fought using Space Marines with Necron allies, fighting
with a new set of tactical problems to overcome. This means against an Ork army.
that, in order to win, you will need to be prepared to think
on your feet and quickly adapt to the new circumstances DETERMINING THE WINNER OF THE CAMPAIGN
the missions will throw at you. You may be called on to The player that wins the most missions also wins the
launch an aerial offensive or fight to hold a defensive campaign. If both players win the same number of missions,
bridgehead deep behind enemy lines. Tried and trusted the campaign is a draw.
tactics will need to be re-thought in the face of these new
challenges, and you will need to be ready to think outside THE MIssIONS \
the box in order to win. Fight the four Air War missions in the following order. 1
?
Mission 1: Deadly Bridgehead. Space Marines with Necron
IPthW TO USE AIR WAR MISSIONS allies versus Orks. The Space Marines are the Attackers. All r
rels very st;lalghtforward to use an Air War mission — it only Necron units have the Outflank special rule, but must all i
3 . S W) :
- I(Slatltrlzs ::1 ) ar}dful of minor modifications to the Fighting start in reserve and may not arrive from Reserves on turn 2.
i es in the Warhammer 40,000 rulebook. These ,
es ar ined i i : st o
rollﬂgffifysue:}:;l:ri(e)i ;1; detzlil r\l,:;Xt, bl.lt .they.boﬂ do?vn B Mission 2: Scramble! Space Marines versus Orks. '
i oA lelsll rta:)llr If1158101c11; li };;Jlu win you There are no allies in this mission. The Space Marines LY
3 1on table instead of the Eternal are the Attackers. R4 :
War Mission table. And that’s it! s R J
- The Mission gy e
[Eeither you or Marine allies. The Nec
A our o 18 - % : B <
mission, then yoj; > pponent wish to use an Air War ay only deploy

ust roll-off at the start of the Mission :
mp (see the Warhammer 40,000 nmkﬁi)ek) 8 L
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establish a landin insi i
T g zone inside enemy territory. The

f}._

against enemy counter-attacks and artillery bomliyrfil;md
ents

to reinforce them.

- '
8§ THE ARMIES
$ Both players select forces to an agreed points limit. Before

issetttlllngA up the battlefield, roll-off. The winner of the roll-off
€ Attacker, and the other player is the Defender.

THE BATTLEFIELD

Set up terraip as described in the Warhammer 40,000
rulebook, using the deployment map on the right.

PLACE PriIMARY OBJECTIVES

Af.ter setting up the terrain, the Attacker places D3
Primary Objectives.
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DEPLOYMENT

The players must first determine their Warlord Traits.

s first and the Attacker deploys
he Warhammer 40,000
on the right.

S —

The Defender then deploy
second, using the rules from t
rulebook and the deployment map
During deployment, the Defender may only deploy Troops
any Dedicated Transports t
.d in either of the Defend
e in the same zone.

choices and hev may have. A unit

may be (1(’})1()}'6d

zones, as long as

er’s (1('})1()\111('111

all of its models ar
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] > ment, the
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(including any units embarke

have to be })1;1(‘('(1
Attacker’s (l('l)lm'lm-m ZOone.

n reserves Llll(l may
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A]l units that cannot be (l('})lm(-(l due to the conditions

above must be ])l‘.u‘('d in reserves.

keep up to half of an
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] limit of only bein
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FIRST TURN

TlTe. D.efender goes first unless the Attacker can Seize the
Initiative (see the Warhammer 40,000 rulebook) 1

GAME LENGTH

The mission uses Variable Game Length (see the
Warhammer 40,000 rulebook).

VICTORY CONDITIONS

AF the end of the game, the player who has scored the most
Victory Points is the winner. If both players have the same *
number of Victory Points, the game is a draw.

PrIMARY OBJECTIVE
At the end of the game, each Primary Objective is worth 3
Victory Points to the player who controls it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES

Night Fighting, Mysterious Objectives, Reserves.

Delayed Reserves: The Attacker does not begin rolling for
the arrival of their Reserves until the start of turn three.

At the start of turn five, any units still remaining in reservess

arrive automatically.

yons on the

Preemptive Barrage: Any vmpl;u‘cd weaj
) Shots on the

Defender’s fortifications may only fire Snaj

first turn of the battle.

N

| “The beast of metal endures longer than the fleshof 8
men. Those that tend the beasts of metal must labour
long to learn 1ts ways, for a single beast must suffer
the mastership of many men until ready to shed 1ts
vorpal coils. Those that seck apprcnticcship must
attend closely to the tites of mobilisation, the ritcs‘
of maintenance, and the words-of- escribe
the parts of 2 beast. Nor must they neglect th;

Adeptus Prefects, nor the casting

powcr that d

tutelage of the 4

of the proper roboscopes.

Runic Mechar
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Attacker’s Table Edge

Fortifications: When
setting up the table,
any fortifications that
are purchased as part
of an army list must be
placed wholly within
their owning player’s
deployment zone.
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om resupply and reinforcement, whilst launching his own aerial strikes against ground-hased f, K

€an cut off the

VICTORY CONDITIONS

Both players select forces to an agreed points limit. Before At the end of the game, the plaver w
gt ’ ga player who |
setting up the battlefield, roll-off. The winner of the roll-off Victory Points is the winner. If both p

1as scored the Mo
lavers have

is the Attacker, and the other player is the Defender. number of Victory Points, the game is a draw .
PrivarY OBJECTIVE
THE BATTLEFIELD ' At the end of the game, each player receives | Victory Py
Set up terrain as described in the Warhammer 40,000 for each enemy unit that has been completely destroved,
rulebook, using the deployment map on the right. The Attacker receives D3 additional Victory P Nt
) each of the grounded aircraft he destrovs, ;vherher they
‘; Launcu Paps have launched or not. The Defender reéeives D3+1 Wémn
y Before either side sets up fortifications, the Defender must Points for each of the grounded aircraft that were launchedl
z designate three points anywhere in their deployment zone and are not Immobilised or destroyed at the end of the
‘ Fo act as their launch pads (Skyshield Landing Pads are game. Units that are falling back, or are not on the hoard 2
ideal). The Defender then places one Flyer chosen from the end of the game, count as destroved for the purposes o
| their codex on each of the launch pads, to represent their this mission. Remember that Independent Characters and
grounded craft — these do not count towards their army’s Dedicated Transports are individual units and award Victony
points total. Points if they are destroyed in this mission.
If the Defender does not have enough Flyers to represent SECONDARY OBJECTIVES
all of the grounded aircraft, he must place as many as Slay the Warlord, First Blood.
possible and leave the remaining launch pads empty.
MISSION SPECIAL RULES
DEPLOYMENT Reserves.
> The players must first determine their Warlord Traits. ;
i Press the Attack: A e A g
The Defender then deploys first and the Attacker deploys lestroved are placed ngoing Reser
second, using the rules from the Warhammer 40,000 7 full E P i
rulebook and the deployment map on the right. >
The Attacker’s Flyers do not have to be placed m reserve 1 ; )
\ ind may be deployed in his deployment zone faF
@ FIRSTTURN | €
The Attacker has the first turn : >

|
?
|

‘. A wrhammer

CAME LENGTH

- 40 000 rulebook
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AERIAL ASSAUIT
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j3¢ A flyer's mobility and high speed makes it ideal for interdicting enemy troops. The craft swings roug

~ R ﬂ.ankofdleenemyfome,ﬁmingilsardvaltocoincidewiththemainattack. 3
Nt!lu'aft and any troops it is transporting inevitably sows fear and confusion

_m._

The Slldden a_p Parance
in the enemy ranks.

THE ARMIES

Both players select forces to an agreed points limit. Before
§emng up the battlefield, roll-off. The winner of the roll-off
is the Attacker, and the other player is the Defender.

THE BATTLEFIELD

Set up terrain as described in the Warkammer 40,000
rulebook, using the deployment map below.

+ —

4

;

B Prace Privary OBjECTIVES

¢ After setting up the terrain, the players take it in turns to

! place a total of D3+2 Primary Objectives, as described in the
% Warhammer 40,000 rulebook. No objective may be set-up in

3 the Attacker’s deployment zone.

DEPLOYMENT

The players must first determine their Warlord Traits.
The Attacker then deploys first and the Defender deploys

second, using the rules from the Warhammer 40,000
: rulebook and the deployment map below.

FIRSTTURN

GAME LENGTH

The mission uses Variable Game Length (see the
Warhammer 40,000 rulebook ).

VICTORY CONDITIONS

At the end of the game, the player who has scored the
Victory Points is the winner. If both players have theg
number of Victory Points, the game is a draw.

PrimMarY OBJECTIVE _
At the end of the game, each Primary Objective is w
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES

Reserves.
Lateral Envelopment: The Attacker’s Flyers have the

Outflank special rule

Fear and Confusion: If a Flyer belonging t

enters play using the itrlans

The Attacker has the first turn. Strafing Run spe¢
S el i > g
P i == = gl : o
4 Attacker’s Table Edge
: Fortifications: WD
' ; Attacker’s
' gl Deployment
o F Zone
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DEATH FROM THE SKIES!
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s as hostile aircraft

z-’
p— : “
recel the scream of jet e ngine X
» of an attack that troops receive 1S ) - | ??'
Often, the first W :1 ning ”(n, from this aerial onslaught, the defending force will be hard- presscd to stop & '. h"f’:
o on them- owerling , ' .
_ounce 01 hat follow in the H\us wake. ko
wll”‘ mmpsl ’ >
&
FIRST TURN 8
HE \R\”Eb n agreed points limit. Betore The Attacker goes first unless the Defender can Seize the
0 S 1O 4 o v 3 :
g IHII[ ltl(l roll-off. The winnel of the roll-off [nitiative (see the Warhammer 40,000 rulebook).
p the battlefiel 0
‘\,f ker, and the other player 15 the Defender.
GAME LENGTH
TTLEFIELD The mission uses Variable Game Length (see the
HE L Warhammer 40,000 rulebook).

terrain as described 1n the ‘Warhammer 40, 000
1D

ok, using the dej

1leD(

\ssault mission (left).

Nel

yloyment map from the \(‘1'1211

PacE PRIMARY OBJECTIVES

\fter setting up the terrain, the ple
ace a total of D3+2 Primary Objectives, as described in

ammer 40,000 rulebook. No objective may be set-up

lavers take it in turns to

Ihv Warh
1 the Attacker’s de -ployment zone.

DEPLOYMENT

The players must first determine their Warlord Traits.

The Defender then deploys first and the Attacker deploys
second, using the rules from the Warhammer 40,000
rulebook and the deployment map (left).

During deployment, the Attacker may only deploy units
composed entirely of Infantry models, their Dedicated
Transports and Flyers (including any units embarked upon
them). The Flyers do not have to be placed in reserves and
may be deployed in the Attacker’s deployment zone. All of
the Attacker’s other units must be placed in reserves.

The normal limit of only being able to keep up to half of
anarmy in reserve does not apply to either army.

VICTORY CONDITIONS

At the end of the game, the player who has scored the most
Victory Points is the winner. If both players have the same
number of Victory Points, the game is a draw.

PRIMARY OBJECTIVE
At the end of the game, each Primary Objective is worth 3
Victory Points to the player that controls it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES

Mysterious Objectives, Reserves.

Planned Assault: All of the Attacker’s units that were

held in reserve must arrive at the start of the Attacker’s
second turn.

DEATH FROM THE SKIES “

lz’ 3y
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BURNING SKIES
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L o X Flyers have become a super exciting part of the latest edition of Warhammer 40,000,

I

rrm In the skies above the battlefields of the 41st Millennium,

DOGFIGHTING

human and xenos battle to gain air superiority. With
control of the skies, a victory on land beneath is assured.

You may use these dogfighting rules in any game of
Warhammer 40,000. Simply agree with your opponent and
get ready to enjoy the new tactical challenge of dogfighting
in the 41st Millennium.

INITIATING A DOGFIGHT
| At the end of your Movement phase, choose one of your
Flyers (the Attacker) that is within 12" of an enemy Flyer
(the Defender), to attempt to initiate a Dogfight.

To initiate a Dogfight, you and your opponent roll-off to
determine whether you have successfully engaged. You
may modify your dice roll dependant on the following

conditions:
Attacker is in the Defender’s front arc......... +0
Attacker is in the Defender’s side arc........... +1
Attacker is in the Defender’s rear arc .......... +2
,' R s W G e i e 3

PURSUIT SUB-PHASE

affairs as both hun

?‘ i
ATTACKER

1-2 Tactic 1 — Look for a target!
o the area for threats, the Attacker looks for

L Scanmin,
any easy targets.
34 Tactic 2 — Start shooting!

— el s ——— . . S— . Gt

Trigger-happy as always, the Attacker

/
he can see. \
\

5-6 Tactic 3 — Outmanoeuvre!
Carefully manoe uonng,
the Attacker tres to get
behind the Deft nder

before beginming his

— e el . i g

|

atlac k run.

32

in-d.epth Flyer rules that allow you to have even more fun with these amazing miniatures
designed to allow you to recreate the intensity and excitement of air to air combat in the 41st Millennjum

e —— e A —— —

The Attacker moves into position, attempting to get the Defender in hi .
ter and prey vie to gain the upper hand; only time will tell who will be victorious.

starts shooting at the nearest enemy X

A ——

~ i e ey ...,._.Aﬂ

and we decided to Create a get of
- These add-on rules have beep

DESIGNER'S NOTE:

Whilst attempting to outwit your opponent is a fun par of th
game, you can always try trusting your pilots’ instincts and
roll the dice to decide your tactic. Let fate decide the fortunes
your loyal minions!

If the Attacker’s score is equal to or greater than the
Defender’s, then he has successfully engaged. The two
models perform a Dogfight in the following Shooting
phase. If the Attacker’s score is less than the Defender’
then he has failed to engage and the Attacker may not
shoot in the following Shooting phase. :

THE DOGFIGHT
A Dogfight adds three additional sub-phases to the
Shooting phase: Pursuit, Lock-on and Destroy.

In each sub-phase, the Attacker and Defender secretly 8
their tactic from the appropriate table by placing a dic€
up under their hands or dice cup. Once both have chos
they reveal the dice and resolve the effects immediately§

Once effects are resolved, move on to the next sub-pha

s Sy
e -

s sights. The early stages of any Dogfight are cagey

— g ‘

DEFENDER ' %

1-2 Tactic 1 — Head for the clouds: i)
™

Sensing dang seer W

Tactic 2 — Stay lev o
/u’ 1€

Tactic 3 — Dive,

dive, dive!

ot
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PursuiT RESOLUTION

\
|

AtTAckER TACTIC | ATTACKERTACTIC2 | ATTACKER TACTIC 3 ;
LOOKFOR A START OUTMANOEUVRE!
TARGET! | SHOOTING!
| , /
i DEFENDER The Attacker may fire No effect this sub- The Attacker may pivot up to ;
‘ Tacic | any one weapon at a phase. Neither player 90° and move up to 6", but .
: HEAD non-Flyer unit within takes any action; move must remain within 12" of %
‘. FORTHE 4D6". Then move on immediately on to the the Defender. He may then 4
\/ CLOUDS! | to the next sub-phase. next sub-phase. fire any one weapon at the
f Defender.
l e f
é b ,
I l-)rEFENDER | The Attacker may fire The Attacker may fire The Defender may fire any ‘-’ f
! ‘g%T}\CYz any one weapon at the any one weapon at the one weapon at a non-Flyer X
i " LEVEL Defender. Defender. unit within 4D6". ;
i ‘ ! )
| DErENDER _g
} E Tacn c3 g 1 ; The Attacker may fire The Attacker may pivot up to ‘
IVE, DIVE o effect this any one weapon at the 90° and move up to 6", but
DIVE! ' sub-phase. Defender. must remain within 12" of
the Defender.

 a——— ey ,zm/,i' T
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2 } 34  Tactic 2 — Aim for the weak spot!

ATTACKER

1-2  Tactic 1 - Keep shooting!
Never one for subtlety, the Attacker continues to press
down on his trigger, filling the skies with lead.

DEFENDER

1-2 Tactic 1 — Break out!

Rather than fight on the Attacker’s terms, g3, D
> the De
attempts to break free of pursuit. &

34 Tactic 2 — Let them come!

Searching out the weak points in the enemy’s armour, There is no braver soul on the battlefielg than th
- (74

the Attacker takes careful aim.

Defender, y : :
ofe r who welcomes the pursuing Attacker oy,

56  Tactic 3 — Target acquired!
Using sophisticated targeting matrices or keen fighter
instincts, the Attacker tries to get his crosshairs over

5-6 Tactic 3 — Dodge!

Jinking left and right, the Defender tries to shake
pursuit and maybe get a chance for a shot of hi

S oum, |

e e T e i ———— = —— - =

[L.ock oN REsoLUTION

ATTACKER TACTIC | ATTACKER TACTIC 2 ATTACKER TACTIC 3
KEEP SHOOTING! AIM FORTHE TARvGET ’
WEAK SPOT! ACQUIRED!

- JFore BS1S
No effect this The Attacker's bS!

: The Attacker may fire sub-phase. The ; INCre ?'~“‘\ : ‘:) b
¢ DEFENDER TACTIC ] all of his weapons at Defender may try to 2 0P . *
BREAK OUT! the Defender at BS1. escape the De _\ He may the De‘fgnder

PIRERE X

: ; ker’s BS 15
The Defender’s P

DEFENDER TACTIC 2 The Attacker may fire \V is reduced ‘
D LETTHEPA all of his weapons at on each facing for \"

COl\qE' the Defender at BSI the f the DOs55

\ttacker

DEFENDER TACTIC 3 No effect this
DODGE! b h i ~

Defender
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: CKER
4 :\TT\LK _ Stay calm!

TactiC 1

n SLé vll/'\ r'//'

N :
TacticC i ; Wings:
Tactic 2 - Clip his g

f Rather than 0

ith his superor skalls.

nemy u

o e hi '
5-6 Tactic 3 — Take him down:

Dogfight, only tl

ent can lead to a fiery death

d the quarry may

DYIZE u‘//z" D¢

for the kill, the

Pressing home the attack, the .

holt. but 1/ the \ttacker

iS.

\ ttacker taunts the

\ ttacker moves N for

Je courageous will succeed. Holding you
for pilot and all those caug

7o
\lrw
¥
T
|
? 34 Tactic 2 — Counter-attack...
‘l g

ht in the ensuing c,\'pl()si()n.

e P SR T

DEFENDER
1-2 Tactic 1 — Break left!
Banking to the left, the Defender tries to break free of

his pursuer s grasp.

Risking all, the [)({/k))z(/()l‘ attempts to turn the tables

on the Attacker.

5-6 Tactic 3 — Break right!
Heading to the right, the Defender spots a chance to
escape the claws of the Attacker.

r nerve can lead to glory, but one twitch of a

A e e

DEsTROY RESOLUTION

AtTtacker TacTic |
STAY CALM!

ATTACKER TACTIC 3
TAKE HIM DOWN!

ATTACKER TACTIC 2
| CLIP HIS WINGS!

DerenpEr TacTIC 1
BREAK LEFT!

The Attacker may fire
any one weapon at the
Defender.

\
|
!
|

No effect this round. The Attacker may fire all his

weapons at the Defender.

DEFENDER TACTIC 2
COUNTER-ATTACCK...

|

The Attacker may fire

The Defender takes
no damage but may

not shoot or initiate a The Defender may fire any

any one weapon at the

Dogfight in his

one weapon at the Attacker.

Defender. next turn.

The Defender takes
no damage but may
not shoot or initiate a

\ Dogfight in his
‘ next turn.

DereNDER TacTiC 3

BREAK RIGHT! The Attacker may fire all his

N .
o effect this sub-phase. weapons at the Defender.

o
At mNCLUDING ADOGFIGHT

act ; €stroy sub-ph
Normally in the Pl phase, the Attacker and Defender stop being engaged and the Dogfight is over. Both
r. Both models

Victory Pojng

Valuable to b
enemy Fl)'er

g phases. If you ha :
on top of any oth 4 ve managed to kill your opponent in a Dogfight Y
ting down ot opnont e R e e T e i
yers in a Dogfight than from regular shooti g
‘ - oting. An extra Victo .
s ‘ ry Point for every

is nothing to be sniffed at!
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MANOEUVRE: The Fiyer mflics 2 smele Srenet §

It om eadh ememw Fliver thert ot mones

over mm tihe Movemmemt phese ths o

ADAMANTIUM bHIEI_D
WHEN- d ,

resolved (once per Dogfight). ( :-:-::; per Dogfusfn foe -
TEST: Imitiative TEST: Tmitizve

MANOEUVRE: You and your opponent must choose MANOEUVRE: The Fiver recewes 2 5+ QOVET $55¢
different tactics this sub-phase. s sufb-piase

BLOOD ANCELS
LD-8 14 T‘i,,
$ THE BLACK RAGE

WHEN: At the start of the Shootng phase

TEST: Toughness TEST [oumimess
MANOEUVRE: The Flyer may fire alll of its wezpoms. MANOQEUVR: '
regardiess of how far it moved s Tur ‘

bo ot ot et fre 2t tihe CHORES

FLIGHT OF THE ANGELS STR
WHEN: At the start of the Movement phiase HE

i TEST: Inztiatve

MANOEUVRE: Remove the Fliver fi

MANOEUVRE




DARK ELDAR

LD-8 717—35 . R
E ' PLEASURE FROM PAIN
‘ >OL‘L BLAZ o thie the Shooting phase. WHEN: At the start of the Assault phase.
WHEN: '
e [ eadership TEST: Initiative
rURE: Place the large blast marker over any MANOEUVRE: If the Fl)jer ca.used a glancing or .
VANOELU Fver within 12", then scatter it 2D6". penetrating hit on an enemy Flyer in
Roll a dice for each vehicle model hit. the Shooting phase, it may inOt up to
90° and then move up to 24".
1 No effect.
9.5 The vehicle suffers a glancing hit. ; SLASH ATTACK
6 The vehicle suffers a penetrating \l WHEN: At the start of the Movement phase.
hit.
TEST: Initiative
L/AMMER OF THE EMPEROR
WHEN: At the start of the Assault phase. MANOEUVRE: At the end of the
Movement phase,
TEST: Leadership nominate one non-
vehicle unit that
MANOEUVRE: In the Assault phase, the Flyer causes a the Flyer passed
single Strength 8 hit on a single Flyer over that turn.
model within 6". The hit is resolved That unit takes D6
against the enemy Flyer’s closest facing. Strength 6 AP- hits.
e 5

O s i D o0 T S s

Tau EMPIRE

{ LD’ 2 T3
FORTHE GREATER GOOD
WHEN: At the start of the enemy’s Shooting
phase (once per turn).
TEST: Leadership
MANOEUVRE: Until the end of the ﬁhase, any damage

suffered by Flyers within 12" of this Flyer =
is inflicted on this Flyer instead. Range,

L@i':ﬁe of Sight, Armour ﬁue; etc. are
sull measured against the t
this Flyer be destroyed, an
shooting is

" BASH 'EM

| T e M M B M —
re e —

LD-7

WHEN:
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DARK ANGELS
D8 14
DOGGED PURSUIT

T4

WHEN: At the start of any Destroy round of a
Dogfight.
TEST: Toughness

MANOEUVRE: At the end of a Dogfight, you may
force an additional Destroy round to

be played.
IN CLEANSING FLAME
WHEN: At the start of your Movement phase.
TEST:

Leadership

MANOEUVRE: If the Flyer has only one Hull Point

remaining, then, at the end of the
Movement phase, place a large blast
marker anywhere in contact with
the model’s base. Units suffer one
Strength 8 AP2 hit per model fully
or partially under this template. The
Flyer is then removed as a casualty.

' IMPERIAL G

iD=y

K
ENDLESS ASSAULT e

WHEN: At the start of the Movement phase

TEST:

. MANOEUVRE:

SPOTTER PLANE

WHEN:

TEST:

MANOEUVRE:

B

S —— -
— . it

UARD |
B = e

.ty 5

Leadership

Remove the Flyer from
then immediately re-enter play from

the controlling Player’s table edge as
- - - . g o} 3
if it was arriving from Reserves.

Play; it may

At the start of the Shooting

phase.

Leadership

Any friendly tank
wishing shooting at
a target within 12"
of the Flyer may
re-roll To Hit. If the
weapon does not roll
To Hit, it may re-roll

the scatter dice instead.
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\t the start Ol the

Assault 1)11.1\‘
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‘e Flyer caused a glanc ing o1

er in the Shooting

\ \\HPL'\'RE: If th

i on an enenty Fly

-3 : . up to 24"
ay pivot up to 90° and then move U]

A0S REIGNS

\t the start of your Movement plmw.
WHEN:

TEST: [eadership

\1_\\'()EL'\'RE: If the Flyer has only one Hull Point
remaining, then, at the end of the
Movement phase, place a large blast
marker anywhere in contact with 1ts
base. Units suffer one Strength 8
AP2 hit per model fully or partially
under this template. The Flyer is then

I’(‘Hl()\'(’d as a ("dSU'dlly.
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H LD-8
MANOEUVRING PROTOCOLS

WHEN: At the start of the Movement phase.

[oughness

TEST:

MANOEUVRE: You may immediately pivot the Flyer
up to 180°.

FIRING PROTOCOLS

WHEN: At the start of the Shooting phase. 3

TEST: [nitiative

MANOEUVRE: The Flyer’s weapons all fire one extra
shot this Shooting phase. 1
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In the far future. heroes dominate the skies above the war-torn earth, controlling the heavens with

down death upon their enemies below. Their 1 i guns
e 2 notoriety defeats as many f i
~ hame nspires terror in their rival pilots. T e

their aircraft and rajp:
mere mentiop of thejr ‘

Fighter Aces are upgrades for Flyers in Warhammer 40,000.
Any model with the Flyer type may be upgraded to be a
Fighter Ace for the appropriate points cost. At the start of
any game, immediately after rolling for your Warlord Trait,

roll on the appropriate table for the
chosen from to determine his specia

of Flyers may be upgraded to be a Fi

codex your Flyer g
1 abilities, Any numb,
ghter Ace anq they

bl Cade T o

T —— e el A I s el
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ELDAR / DARK ELDAR S0 pts

For the Eldar and their Dark kin, the path of the pilot is all
consuming. One who has achieved the end of this path is truly
a fearsome foe in the skies, controlling his plane as if it were
an extension of his own body.

1-2 Dance of the Dawn
The Fighter Ace may add a further +2 to his roll
when determining if he is successful at engaging
Defenders in a Dogfight.

3-4 Dance of the Dusk C
The Fighter Ace may pivot up to 180° before ‘
moving each turn. :

5-6 Symbol of Khaine
All units chosen from your codex (either Codex: :

Eldar or Codex: Dark Eldar) within 12" of the
Fighter Ace have +1 Attack.

A The sight of a Blood Angels warplane arcing across the sky

'BLOOD ANGELS 50 pts

will cause the Sons of Sanguinius to fight all the harder.

1-2 Angel of Vengeance
The Fighter Ace may add a further +2 to his roll
when determining if he is successful at engaging
Defenders in a Dogfight.

34 Grace of Angels ‘
The Fighter Ace may pivot up to 180° before '

lﬂ()\'illg each turn. ,4

5-6 Aura of Sanguinius
One use only. At the start of one of your turns
declare you are using this power. For this turn, «
i Y y - . ‘)vv
chosen from Codex: Blood Angels within 12
rolls in the

1

units | Angels
of the Fighter Ace re-roll failed To Hit

Shooting and Assault phases.

el

ﬁ' <§;-&M"—_-W’w'

have the same abilities.

~;
B 4
i
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| SPACE MARINES 50y

' The Techmarines of the Adeptus Astartes are responsible for

piloting the Chapter’s flying warmachines, an honour they
savour in the heat of combat. :

=

1-2 Arcane Target System

The Fighter Ace may re-roll To Hit rolls of  in the
4 Shooting phase.

3-4 Defensive Flying
‘ The Fighter Ace gains +1 Armour Value in
its front arc.

{ 5-6 Spirit of the Emperor
i‘ Whilst within 12" of the Fighter Ace, all units
? chosen from Codex: Space Marines have the

( Relentless special rule.

50 pts
battle with

on seeking glon

SPACE WOLVES

The Iron Priests of the Space Wolves Chapter enter

the same frenzy and battlelust as thewr brethy

where the fighting is thickest.

i.
B 1-2 Saga of Majesty -
: ; oLoes
Any unit chosen from Codex: Space ! :
within 12" of the Fighter Ace may re-1o
; failed Morale Tests.
? 3-4 Saga of the Beastslayer

> Fi - - y re-ro
[he Fighter Ace ma

[1s aganst

11 To Hit 1o

o \]HH\“”“\

s Flying
Walkers, Monstrous Greatures; Fl .
y 1€SS ) (
Creatures and models with [oughnes
5-6 Saga of the Iron Wolf e
; ¢ TOIL ¢
\lllu'\[‘uw)lmulxul\umMHVV : ‘
’ ohter Ace Nnas 05
each Hull Point the Fightel ,
11 Point 18
the battle. On a 4 the Hu
ff"a,..»a»



50 pts
the Dark Angels’ pilots

These M mbers 0f the //‘/{)\rﬂ)//r

yel DYETL,

wy of their comrades.

1 AN

t the HeretiC
Fighte \ce may re-roll

1o phase.

Hun [o Hit rolls of 1 in the

rt Rcdeplnymcn(

Ace may Imove
: R

1g from Ongoing Reserves.

EIgS hter on from any table edge
€ }_', 1LC

en arrivil

Teleport Beacon

\nv unit selec ted from
Codex: Dark Angels which
attempts t0 €nter play
from Deep Strike with
19" of this Fighter Ace

will not scatter.

<

]% GREY KNIGHTS

T'he pilots of the Grey Knights are gifted beyond the abilities
of any other Space Marine pilot. A potent psyker in his own
right, the pilot is as likely to fire mind bullets as he is missiles

at his enemaes.

1-2

Mental Challenge
The Fighter Ace may add a further +2 to his roll
when determining if he is successful at engaging

Defenders in a Dogfight.

Third Eye
The Fighter Ace has +1 Ballistic Skill.

Psychic Pilot

Instead of shooting one of the Flyer’s
weapons each turn the Fighter Ace

may instead unleash the Vortex of Doom
psychic shooting attack. Treat the pilot as
Ld 8 with two Warp Charge points.




IMPERIAL GUARD 50 pts
The pilots of the Imperial Guard train
Jor months to fly the archaic flying
machines of the Imperial Navy. Those
who survive more than a few minutes
are considered heroes.

-

. TAUEMPIRE  S0pts |t ORKS
i! The super-technology of the Tau

An Ork fighter ace is i Wpi
likely to be bucky than Skilled, th,;
y r

} preferred flying tactics being style o,
substance and noise over planniy, i
A ) g.

! features heavily in the aircrafi
of the Air Caste. In fact, it is unclear
)\ where technology ends and pilot begins.

1-2 Targeting Array

12 Armour Plates
The Fighter Ace may re-

1-2 Covert Deployment

The Fighter Ace may move
on from any table edge
when arriving from Ongoing
Reserves.

Extra Protection
The Fighter Ace gains +1 AV
in its front arc.

Inspiring Presence

All units from Codex: Imperial
Guard within 12" of the
Fighter Ace gain the Fearless
special rule.

roll To Hit rolls of 1 in the
Shooting phase.

Defensive Arrays

The Fighter Ace may
add +1 to any Cover Save
it is entitled to (up to a
maximum of 2+).

Marker Plane

Instead of firing its weapons
this turn, the Fighter

Ace may instead add D3
Markerlight markers to every
enemy unit within 12",

The Fighter Ace gains +]
Armour Valye in

its frong are,
Extra Shooty

The Fighter Ace may fire
an additional weapon

each turn.

Idol of Gork
All units from
Codex: Orks
within 12"
gain the Feel
No Pain (6+)
special rule.

N
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50 pts %/ CHAOS SPACE NECRONS S50 pts
% MARINES 50 pts Complex protocols and decision
| Fusions of man, Daemon and " circuits determine the quality and
machine, the pilots of Chaos Space precision of a Necron pilot. Every
Marine craft are bereft of sanity. so often, a particularly able pilot
awakens to again control the skies.
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 the zeal
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1-2 Death Incarnate
The Fighter Ace has the 1-2 Firing Subroutines
dd Daemonforge special rule , The Fighter Ace may re-
and may use it every turn, ; roll To Hit rolls of 1 in the
not just once per game. | : Shooting phase.

 the Heretic
enge the
er Ace May ¢
19 to his roll

Chall

§ Fight
rthel
t_dy{('llll :

at engaging .

b oo Dog-fight Fuelled by Murder Duel Subroutines

i 1S 111 ¢ DO y s = .

Defende! If the Fighter Ace has caused The Fighter Ace may add

at least one enemy model to a further +2 to his roll

be removed as a casualty, it when determining if he

re-rolls failed It Will Not Die  §{ is successful at engaging

rolls for the rest of the game. Defenders in a Dog-fight.

ining if he

QlCC (‘\\Hll

14 (leanse the Heretic

: e

The Fighter Ace may re-
11 To Hit rolls of 1 in the

Shooting phase.

Icon of Slaughter Resurrection Vessel

\J units from Codex: Black All units from Codex: Chaos Units within 12" of the
Tplarswithin 12" of the , Space Marines within 12V 0k Fighter Ace will pass their
Fi:’l‘llﬂ' Ace gain the Crusader | ? the Fighter Ace gain the Reanimation Protocols rolls
Rage special rule. on a 4+.

4 Inspire with Faith

~peml rule.

R
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The Stormraven Gunship is an extremely versatile vehicle
that combines the role of orbital dropship, armoured
transport and strike aircraft. It is not only smaller than a
Thunderhawk Gunship but, thanks to its array of vectored
tl?rusters, is also considerably more agile. This, combined
with the precise skill and incredible reaction time of its
Space Marine crew, allows it to Jink effortlessly through
enemy interceptor fire and manoeuvre at full thrust

through the cluttered spires of a hive city or the mega-fauna
of a jungle-covered death world.

The Stormraven Gunship is a relatively recent introduction
to the armouries of the Adeptus Astartes. Indeed, as befits
a bureaucracy as labyrinthine and cliquish as that of the
Imperium, there are no official records to explain the
vehicle’s emergence. Certainly, the Stormraven began
service and proved its worth within the Grey Knights and
Blood Angels Chapters, and some records suggest that

it was not meant to see broader use until the Adeptus

\ Mechanicus were fully satisfied with its performance.

\ However, in such dire times as these, when the fate of
Humanity itself rests on a knife’s edge, the Adeptus Astartes
need every weapon they can find, sanctioned or not, and

i many Space Marine Chapters now field a handful of the

!‘ aircraft alongside their more traditional strike vehicles.

T
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STORMR{\YEN GUNSHIPJS»‘
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Twelve power-armoured Space Marines ca
the Stormraven’s adamantium belly,
the assault ramp or make an aerial d
it can also carry a Dreadnought in its rear

Then there is the craft’s owngformidable WZ;)g:ng.mppleS.
Whilst the load-out varies from gunship to gunship, the
Stormraven’s firepower easily equals the most :

n be he]d Wlthln
ready to charge doyy
escent. Furthermgre

: potent ta;
capable of wreaking untold destruction upon a foe. E
rArmour]
BS F S RHAP \
Stormraven Gunship 4 12 12 12 3 ,
SR

UNIT TYPE: Vehicle (Flyer, Hover, Transport).

WARGEAR: Twin-linked assault cannon,
twin-linked heavy bolter, four stormstrike missiles (pg 65),
ceramite plating (pg 66).

SPECIAL RULES: Assault Vehicle,
Power of the Machine Spirit.

Skies of Fury: If the Stormraven has moved more than 6",
passengers can still disembark, but they must do so as follows:

Nominate any point over which the Stormraven moved that
turn and deploy the squad as if it were deep striking onto
that point. If the unit scatters, every disembarking model
must immediately take a Dangerous Terrain [(‘\'l: If any of :
the models cannot be deployed, the entire unitis dmx.me(.
' ' .ep Strike Misha
as per a Terrible Accident result on the Deep Strike Ml\hP]
- ‘ Skie “ury specia
table. Models that disembark using the Skies of Fury spe

rule cannot charge in the turn that they do so.

TRANSPORT:

Transport Capacity: The Stormraven can cat »
els in its cabin, plus a s
Stormraven

1 carry twWo \(‘])‘l]'d[('
1ole
units: one unit of up to 12 mod

in its rear gor: ~ a Zooming
Dreadnought in its real grapples. If a Z

! - )] S TS 4
is Wrecked or If\})l()(h'\.. the Dreadnought suff€

] ] % = 1 - \IHHHI‘I\L\” 15
Stre g rear armour, i the
J[I(ll“‘l]l 10 hit on 1ts

il‘“l
‘erl > i '\ ‘) n! “[1 } 1118 ('xl(i»
}{()\( 1”1‘; lll( hl 1S DLUI€ =

The Stormravel

also carry Jump Infanury.

Fire Points: None.

.«s Point at
1 . » as one \cce
Access Points: A Stormravel h o

- 11 the
front of its hull, one on eithel

side and one al

Designer’s note: Blood
r/. J

the rules /w/,,’,,/ here. (0

y ] /
ana Spe

wargear options
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sl ' wreckage and ruined flesh. The tide
nole of twisted WICERIS ‘ , , :
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| S lon Gunship from the war-torn skies.

n is often assioned to €scort other mission-

[n this role, the Stormtalon is all but
be screaming across the

A St wtti.iu.‘.‘

102 nies
crngcCal ©iid

matched. At one moment 1t can

hattlefield at death-defying \pu’d\: at the next, 1ts })1101 can
| \\\',H'fl oVvel
T } 11 the while strafing enemy pmi[i(m\ with a thunderous

barrage of shells and missiles.

Such were the tactics employed by the Ultramarines at

the Battle of Cold Steel Ridge. Here, Stormtalon pilots
pushed their craft to the limit, afterburners propelling the
aircraft to bone-jarring speeds to intercept the monstrous
Harpies and flocks of Gargoyles whose winged bodies

were darkening the skies. No sooner had the Stormtalons
regained air-superiority than the pilots hovered above their
battle-brothers on the ground, holding great swarms of
charging Tyranids at bay with withering salvos of firepower.

STORMTALON GQNS“‘,‘E p

to repulsor systems, trading raw ~})cv(1 for agility,

4 JJ

DEATH FROM THE SKIES SRy

lv the White Scars,

\ few Space Marine Chapters, notab
lose support

{ and Hawk Lords, believe that .
e Stormtalon's

sunship excels

Raven Guarc
luties do not fully exert tl

yters, the Stormtalon (
ft. able to keep pace with their
In these missions, the

and interdiction ¢
puu'nli;il‘ To such Chaj
as a vanguard strike-cra
Assault Marines and Land Spvvdm‘s. : J.
Stormtalon’s role is reversed: here, it is the p]'ill(‘lp‘dl attack s |

)

{

The remainder of the (Ih;lpu*r's 1‘;1})1(1 moving

vehicle.
elements act as escorts and outride
anti-aircraft fire as the Stormta
) devastating effect.

rs, clearing the attack

corridor of lon roars in to ;

obliterate its dcsign;ued target witl
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Stormtalon Gunship

UNIT TYPE: Vehicle (Flyer, Hover).

WARGEAR: Twin-linked assault cannon,
twin-linked heavy bolter, ceramite plating (pg 66).

SPECIAL RULES: Strafing Run.

Escort Craft: A Stormtalon Gunship can be assigned
to escort any friendly unit in reserve from the same
detachment, with the following exceptions:

.

g

¢ A Stormtalon cannot escort a unit that enters play using
the Deep Strike or Outflank special rules.

® One Stormtalon cannot escort another Stormtalon. {

* A maximum of one Stormtalon can escort each unit.
If rpultiple units are defined by the Reserves rules as
arriving ‘together’, they are considered, for the purposes
of this special rule only, to be a single unit and thus
may only have a maximum of one Stormtalon Gunshi
assigned to them as a whole. A maximum of one 3
Stormtalon Gunship may be assigned to each unit or
group of units for which you make a single Reserves Roll

If this is gone, do not make Reserve Rolls for the Stormtal
Instead, it arrives at the same time as the unit it is - .On-
Th.e Stormtalon must move onto the board withi eﬁs"corun
point that the unit it is escorting entered from gy

T G W ittt

s ot if tb? foe faces us on the ground or ]
m the skies. With such craft at these,

‘escape our wrath.”
: s
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VALKYI}_IE_S & VENDETTAS

*‘

The Valkyrie Assault Carrier and its sister gunship, the
Vendetta, are well-armed, twin-engine attack craft. The
durable armour and versatile payload of the Valkyrie chassis
combine with the aircraft’s powerful engines and stable

handling to make it a popular choice for a broad spectrum
of battlefield roles.

Sporting a troop transport capacity on par with the
ubiquitous Chimera, both craft provide an excellent way to
swiftly redeploy squads of infantry from one battlefront to
another. Strikes at key targets by cadres of Storm Troopers,
reinforcement of buckling battle-lines by grim faced bands
of Veterans, even swift transportation for ranking officers —
all of these and more are the duty of the popular Valkyrie.
The Vendetta Gunship supplements the Valkyrie’s transport
capacity with additional fuel cells and servo-capacitors.
Though these bulky modifications subject the gunship’s
unfortunate passengers to waves of noise and heat, this is
more than made up for by the ability to substantially up-gun
the aircraft itself. A battery of lascannons jut aggressively
from the Vendetta’s wings and muzzle, a fearsome payload
for an aircraft of its size and one that permits the airborne
hunting of heavy armour and monstrous beasts with equal
ease, in addition to the transit roles for which both patterns
of craft are rightly famous.

S

With a few notable €xceptions, most Iy S
formations will have small numbers of \?jk‘ : C_xuard
Vendettas attached to them on 2 e o
"IpOTary basis; <
are, first and foremost. the Property of the Iy ?ch
During extended ground operations, howe\-(_;p\e-?‘f \2“
Vendettas will often be repainted 10 match Jwe v‘-ﬂftﬁ ad
to whom they have been attached. thejr oizo..; ,t:ier .
directly to that regiment’s senior officer S

no
g

With vectored engines for vertical take-off and |
these versatile craft can twist and turmn throush low
dogfights or hover above while troops rapp :

pel from their

holds. Alternatively, each Valkyrie and Vendetia hac
sufficient grav-chutes for all passengers. allow n
if hazardous, high-speed dep.".':w.‘::t:v‘_:. Both 2

regular service alongside Imperial inf;

regiments, and among the ranks thev are commonk
referred to as the wings of the Emperor. Certainly. those

Guardsmen who have seen a ravening Camn:

by a Vendetta’s lascannons, or been lifted from the path of

an onrushing Ork horde by the timely arrival of 2 Valkrie

have nothing but praise for these versatile crzaft

TArmour”
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Valkvrie 317 12 1 AL

Vendetta 312 12
UNIT TYPE: Vehicle (Flyer. Hover. Transport). VO]
WARGEAR: & F
Valkyrie: Multi-laser. two hellstrike missiles (DZ 0= . { &
extra armour, searchlight. z
Vendetta: Three twin-linked lascannons. t
extra armour, searchlight. E

TRANSPORT:

Transport Capacity: |
Fire Points: D

Access Points: }
SPECIAL RULES

Grav Chute Insertion:
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UNITTYPE: Vehicle (Flyer).

WARGEAR: Two dark lances,
four monoscythe missiles (pg 65), twin-linked splinter rifle.

SPECIAL RULES: Night Vision, Supersonic.

VOIDRAVEN BOMBERS

N
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Though the Dark Eldar consider the Voidraven Bomber

1o be the ultimate in heavy weapons deployment, it is still
capable of outstripping even the most agile fighter craft

‘ o.f the Imperium with ease. The Voidraven shares many
@1IMUCS with the Razorwing Jetfighter, having distinctive
sickled wings and comparable aerodynamic design, but it

(2 es a far larger and more deadly payload than its smaller
Cousin - the dreaded void mine.
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Once the gunner has ensured that he can work without
interruption, he will deploy the craft’s void mine. This
detonates not one but two warheads, one a split second
before the other. The first merely establishes a sphere of
force, a bubble in reality that protects everything outside.
The second contains a particle of purest darklight, released
from its containment field by the primary detonation.

The effects of introducing even a tiny amount of darklight
into realspace are catastrophic. Were it not for the force
sphere established by the primary detonation, the resultant
implosion would destroy friend and foe alike. Instead,
anything trapped inside the crackling sphere is annihilated.
All that is left is a smoking crater scooped out of the earth
and the contrails of the rapidly disappearing Voidraven.

FArmour
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n Bomber gl 11 10 3

UNITTYPE: Vehicle (Flyer),

WARGEAR: Two void lances (pg 66), void mine (pg 66).
SPECIAL RULES:. Night Vision, Supersonic, |
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iIi)otcl):: Scythes are heralds of terror and disma?', supersonic
ghter craft that range far ahead of a Necron invasion.
Unlike many of the forces employed by the Necrons,
poom Scythes can, and often do, function in a highly
independent manner. Much of the craft’s superstructure
houses datastacks that are heavily laden with strike plans,
stratagems, evasion patterns and tactical variants. When
faced with a situation outside of known parameters, the
pilot can sift through and retrieve the correct response
from these datastacks. Thanks to the ruthless precision of
his android brain, the pilot can simulate billions of possible
strategies in the span of a few nanoseconds.

Doom Scythes are often deployed to sap the resolve from
the enemy before the battle proper begins, for their
presence induces an almost irrational terror in the minds
of living creatures. The Doom Scythe’s primary propulsion
system is a scaled up and augmented version of the
dimensional repulsor drive employed on Tomb Blades.
On those smaller craft, the whine of the drive is piercing
and discomforting. On a Doom Scythe, the scale and
amplitude of the sound is many hundreds of times greater;
it resonates deep within the primitive core of living brains,
playing havoc with memory, perception and sanity. Victims
collapse into catatonia, slump into slackjawed vacuity and

e BRAL e
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suffer hallucinations of their dead com
worm-eaten life. It is little wonder that
battle-tested veterans have been known
weapons and flee at a Doom Scythe’s o
out their own eyes in futile attempts to
scratching at their senses.

rades re[umedf
€ntire armjeg o
to throw down
nset, or else .,:
stem the imag

Should the enemy be foolish enough to not yield afte
the Doom Scythe’s first pass, its pilot will unleash the g
fury of his craft’s firepower. Tesla destructor. :
life, raking the battlefield with arcs of eldrit
instantly incinerating any infantry not cowering in coy
Armoured targets can perhaps weather this sizzling stg
but they cannot hope to stand against the fury of the

Scythe’s main weapon — the aptly named and rightly f
death ray.

s explode
ch lightnj

There is seldom any warning before the death ray stri
for any sound it makes is lost under the wailing of the
Doom Scythe’s engines. A particularly alert foe might
recognise the nimbus of energy building up around
focussing crystal, or perhaps feel the abrupt change i
pressure, but few recognise the significance in time. T
nimbus pulses one final time and a beam of blinding
light bursts from the Doom Scythe’s underside, vapo
infantry and tanks alike, leaving only charred and rut
terrain in its wake. A single Doom Scythe can carve i
through an entire armoured column so long as its deg
ray remains operational, and a full squadron can red'
the sprawling spires of a hive city to fulminating slag &
than an hour.

rArmour’]
BS F-S R HP
e 11 1

| Doom Scythe

UNIT TYPE: Vehicle (Flyer).
WARGEAR: Death ray (pg 64), twin-linked tesla des

SPECIAL RULES: Living Metal, Supersonic.

GUARDIANS OF THE TOMB ’

As the Orks /m//m/ up the obsidian steps
Seythes struck. Black, scintillant sa

hmi { 3
hulls as the craft rose from SUOTMETS / e il
drives lit with a howl, and the

Khamatek, 1
1 from \‘j.((” &

nas Stueeetw j
os. Repilel

/)‘ m o ) 2 "y AV
WkS L7 1g7 g u
t —

oreenskin horde Tesla blasts |
; / / 1
¢ the ‘s‘

blackening as they burne
.
\4/‘!’!’/’///'\’«7(//] unleasned

of]ensitue had C(
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< the Necrons Iavoul

N\ S( s .

© .2 ¢he Doom Scythe that surrenders some Of the

, b k weaponry in favour ot a troop transport
:::"L.‘V : 1\ 1(‘» sav that the Night Scythe 1s in any

L .wi.;:[.\\ _ quite the opposite. With its underslung
way G - and the nerve-shredding shriek of its
[:(L( ‘,\'1;}:[ Scvthe is still a formidable fighter craft
engines,;

=t
21 wn gt
,A!Albu.\LA.‘

Should 2 Phaeron wish to reach out his hand and reclaim
Shc g 3455

of the sundered planets, I
a fleet of Night Scythes. Manoeuvrable

1g fire from orbital defence

1 is first wave of attack
onc
inevitably includes

enough to evade incomir
latforms and swift enough to outpace mustering
defenders, Night Scythes can ghost through a defence
perimeter (o deploy invasion forces directly at the heart
of key enemy installations and strategic locations. Once
2 foothold has been established, coordinates are relayed
o the main army, enabling Monoliths and other forces to
teleport into position and the invasion to begin.

Unlike the armoured carriers employed by other races,
the Night Scythe does not have a transport compartment
as such. Instead, it deploys troops by means of a captive
wormhole whose far end is anchored on a distant Tomb

ed tool of invasion,

 they arrive, they cannot Deep Strike).

le than the Monolith’s
ight Scythe to mimic more

World. Though this is less flexib
eternity gate, it does allow the N
\ hicles \\'i[hou[‘jcopardising its

1t Scythe is destroyed, its payload
Le battle until an alternate

conv (’Il[iOllLll [I‘LlllSp()I"[ ve
assigned squad: if the Nigl
squad is simply isolated from th
means of deployment can be established.

Night Scythes are often employed as far-ranging scout ships,
ther Tomb Worlds or

tasked with making contact with o
suitable for reclamation.

searching out lost Necron planets
On worlds where the interlopers are either few in number
or primitive in nature, the Night Scythe spearheads a
ruthless subjugation. On worlds where other life forms

have taken strong root, the pilot clandestinely performs
probes and biopsies of the inhabitants, searching for clues
to identify the inhabiting race’s suitability for apotheosis.
Such tests are long and exhaustive, and the pilot must often
dissect entire townships to harvest sufficient data. On a
particularly promising planet, the Night Scythe’s pilot may
even transport living samples back to its Tomb World for
further inspection by Crypteks. Most such subjects do not
survive the scientific method, but a few are returned to
their homes, implanted with mindshackle scarabs or other
control mechanisms, functioning as unsuspecting spies and
saboteurs who will pave the way for imminent invasion.

g

Tl

rArmour ‘

. BS F S R HP {
Night Scythe awdl 11 11 3

7

UNIT TYPE: Vehicle (Flyer, Transport). !

WARGEAR: Twin-linked tesla destructor.

TRANSPORT:

Transport Capacity: 15 models. A Ni

: : ght Scythe can also
carry Jump Infantry and Jetbikes. If the Night Scythe is
destroyed, t1.1e embarked unit suffers no damage, but is not
allowed to disembark, and instead enters Reserve (when

Fire Points: None.
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§{Da.kkzget is a blur of colour and noise amidst the
smoke and clamour above a battle. Propelled by a single

& massive jet engine, it roars through the sky, guns blazing a
‘nearconstant stream of bullets as the pilot laughs manically

to himself.

Dakkajet pilots believe firmly in quantity over quality when
it comes to their armament, and commonly bolt as many
big shootas as possible to their aircraft. This makes Dakkajet
pilots unusually effective shots; with so many bullets fired,
some are bound to hit the target. However, the Dakkajet
also excels as a ground-attack plane, assuming the target is
something good an’ squishy, like ‘umies. Indeed, the only
thing that cheers an Ork pilot more than watching the
bulletriddled and smoking wreckage of an enemy aircraft
tumble from the sky, is watching an infantry formation
scatter and flee as the hail of shoota-fire ploughs bloody
furrows through their ranks.

From the outside, Dakkajets share many common features
— not least the Orky disdain for the laws of aerodynamics
and mind-boggling defiance of lift/thrust ratios. Under
the hammered and welded exterior, however, things are
quite different from jet to jet. Here, no two Dakkajets are
precisely the same, as no Mek worth his teeth would ever

There are a few rare individuals a
who are a true cut above their erstwhile peers. Thege ht
aces, often called flybosses, are veterans of scores of sogj
and hundreds of successful dogfights (and no small amo
of mechanical failures besides). Flybosses celebrate their

success with lofty titles, such as ‘da Krimson Barun’, ‘da §
Sky Shredda’ and ‘da Blue Mek’. To Ork pilots, they are
true heroes, well-deserving of their outlandish and self-
appointed titles. To other Orks, who prefer to smash ‘umje
face-to-face, and with both feet on the ground, the flybosses
are simply the maddest of a particularly crazed breed.

mongst Dakkajet pilots -

rArmour]
IBSTHEEST R HP
Dakkajet 20 10 10 3

UNIT TYPE: Vehicle (Flyer).
WARGEAR: Two twin-linked supa shootas (pg 65).
SPECIAL RULES: Strafing Run, Supersonic.

Waaagh! Plane: During a turn in which a Waaagh! 1s
: : s fire twice as many
called, this model’s Assault weapons fire twice as mafy

shots as normal.

Flyboss: When shooting at Flyers, Je
/ ing Flying Str reatures, a
Zooming Flying Monstrous Cre e

, o Thae
the Flyboss upgrade 1s treated as being b

tbhikes, Skimmers, ol

Dakkajet with
Skill 3.

GIVE ‘EM SOME DAKKA'

4 > o S )(//‘/‘“,”‘,
Razblag hauled at his steerin stikk, his 1

mil
cereaniits

|
ym L)

under an ancient, f\f/"/”"/” ,,),/m‘ﬂ'\/' r/‘/(w steps ast
dead-ahead, Skrag’ ladz \/WMW,/! il , , e
the attacking Necron fighters. Sighlt ’\; iy
craft, Razblag squeezed his /H/;”\" "\. | / 5]
Ork’s cockpit as a wall of /’:’///' LS /v 2 SN
skv. Barrelling into the miast of S o i
dirty plume of smoke, the Flyvoss (), \ 0,
taroel detonated amid the fleeins

’_‘_—;‘4':'
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DEATH FROM THE SKIES4E,
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" BURNA-BOMMERS
e A —2
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| s much as they love fightin’. It
UIRS o hle that a Mek would attac h canisters
. sevitable that a :
~mmer — creating the first Burna-
 the enemy is suitably bunched up do
_ar Only wincil ud
Oy 3 i irop their fiery payloads from as low an
1 mmers drop t L1 1 .
; pyrna-bom ¥ : : : . e
1 E o «sible. allowing the pilot to yell abuse (1“&. 3
i Quch antics aren’t without their hazards; it 1s
ucii a C
5 \ : : = <
( n for them to return to base with a scorched
mmo (@)
1 ‘\‘\ & : ' : \ oy
y . weqrriage or the remains of an enemy in the fuselage.
undercd
hey
Iy
> rArmour]

BS F- S R BE&
210 10 10 3

Burna-bommer
UNITTYPE: Vehicle (Flyer).

WARGEAR: Twin-linked big shoota,
twin-linked supa shoota (pg 65), two burna bombs (pg 64).

SPECIAL RULES: Supersonic, Waaagh! Plane (pg 62).

Grot Gunner: Shots with this weapon are resolved at BS 3.

’
i st T i S5 N o MO i ﬁ

BLITZA-BOMMERS

.

L

— e

8

Ork pilots consider trajectories, wind speeds, parabolas and
the like to be dead boring. So, Blitza-bommers ‘aim’ their {
bombs by diving at their targets. The pilot’s well-known
addiction to speed comes into play here and, as every flyboy
knows, you go faster when plummeting downwards. Some
forget to pull out of their dives at all, or come so close to
the ground that they clip the target with the undercarriage.
Only at the last possible moment is the bomb grot thrown
and the pilot pulls up out of the dive. Each Blitza-bommer
also mounts a pair of supa shootas with a Grot gunner so
the pilot doesn’t get bored after he’s dropped his payload.

. i, S, S b . i S . et 3

D

FArmouri {'
BS F S R Hp
2%10 10 10 3

UNIT TYPE: Vehicle (Flyer).

WARGEAR: Big shoota, twin link
4 R - ed
‘two boom bombs (pg 65). b Sho‘?ta (pg 65),

- SPECIAL RULES: Grot g 26k
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1Prottl‘liles for the following ranged weapons are listed
on the reference page (pg 72). Their full rules can be

b} . e
found in the Warhammer 40,000 rulebook or the
‘relevant codex.

- Assault cannon Multi-laser
Big shoota Multi-melta
Dark lance Plasma cannon
Disintegrator cannon Splinter cannon
Heavy bolter Splinter rifle
Hurricane bolter Tesla destructor
i tascannon Typhoon missile launcher

BLOODSTRIKE MISSILES

R The missiles of Blood Angels Stormravens have a two-stage solid
fuel booster designed to deliver a punishing blow to an enemy tank.
\
% Range S AP Type
2 8 1 Heavy 1, One use only

Burna Boms*
¢ When these weighty Ork bombs explode they blanket vast swathes of
the battlefield in burning promethium.

Range S AP
- 5 4

Type

Heavy 1, Bomb,
Large Blast,

i Ignores Cover,
One use only

I Bomb: The rules for Bombing runs are found in the
| Warhammer 40,000 rulebook.

¢ *This is a flamer weapon (see the Warhammer 40,000 rulebook).

DEATH RAY
The Death Ray that hangs beneath a Doom Scythe annihilates its

victims in a beam of pure, piercing light.

Range S AP Type
12" (special) 10 1 Heavy 1, Ray
\
b Ray: To fire the death ray, nominate a point on the
) battlefield anywhere within the weapon’s range, then
' nominate a second point within 3D6" of the first. Then,
| draw a straight line (considered to be 1mm wide) between

the two points. Every unit (friendly or enemy, but excluding

Flyers and Swooping Flying Monstrous Creatures)
a number of hits equal to the
he line in that unit. If the

’ Zooming
0’ underneath the line suffers
number of models underneath t
vehicle’s other we
it must be fired at one of the units

aqﬁw"%}f._ -

hit by the death ray.

WARGEAR

TR et By

aponry is fired in the same shooting phase,

HELLFURY MissiLEs
Hellfury missiles are packed with incendiq

enemy troops from cover ahead of an Imp

Range S AP . Type
72" 4
5 Heavy 1, Ignores Cover
Large Blast, Ope use 01’1 y

7? submunitiom to drj
eral Guard assaylt '

HELLSTRIKE MIsSILES

Ti'ze tstandard. armament of many Imperial Navy aircraf, thes
missiles combine a solid fuel core with an explosive paylo)ad ;

Range S AP Type
2 8 3

Ordnance 1,
One use only

IMPLOSION MISSILES

Implosion missiles, exclusively wielded by Voidraven Bombers, emit
a field of molecular dissonance which instantly collapses s victim
in upon themselves, leaving only a scorched silhouette.

EEERN B

Range S AP Type 5
i * - Assault 1, Blast, .
Implosion, One use only iﬁ,
Implosion: Determine hits caused by an implosion missile :jj
as normal for a Blast weapon. The unit takes a number (.],t .
Wounds tests (use their })1‘0ﬂl<'. not their un'u-}n mm?h,i ,11]\
of Wounds) equal to the number of models at l¢ %Mm " k
under the blast marker. For each failed [(‘\[: a m“,m, ‘ & .
(determined as for a normal shooting attack \1,‘:‘(:: » |
Death I'(‘Q.ll'(ll(‘\\‘ of then 1011\;1111(\\, ( ”\(,‘,‘ \\i\‘w ((( , .
enicles 4 3 n

g '
invulnerable saves may be taken as normd:

unaffected by impln\mn missiles. -

MINDSTRIKE MISSILES

i Knig
/V}/'( nmindstrike missies v Al (
clusters of bsi-reactive n )
. > I'vpe
Range S Al YP .
Rieos 4 5 Heavy |
/2 t
One
1 K¢
Psi-shock: Any Psykel
Perils of the Warp 1l
,‘:}’44




rude and unsubtle; a perfect match for
beneath. The trick for deploying

S are (

140 hOMANErS I/Y[’r'\ /[(l)if\r

Skreamin’ Descent,
One use only

Skreamin’ Descent: During the Blitza-bommer’s
Movement phase, it may drop one boom bomb. To
do so, stop the Burna-bommer 1" in front of its target,
roll 2D6 and consult the table below. If it survives the
Skreamin’ Descent, it can complete its move. A Blitza-
hommer cannot drop a boom bomb and move Flat
Out in the same turn. A Blitza-bommer that dropped a
hoom bomb counts as having already fired one weapon
" inits following Shooting phase, however, any additional
weapons it fires that turn can choose a different target
to that of the boom bomb.
‘
| 26 Effect
2 Faster! Waaagh! Uh oh... No bomb is dropped.
The Blitza-bommer smashes into the ground
and is Wrecked (see Crash and Burn in the
Warhammer 40,000 rulebook).

34 Zogging *eck! The pilot manages to pull up,
clipping his target. No bomb is dropped.
Instead, the bommer and its target each suffer a
single Strength 9, AP2 hit.
59 Just like dis! Centre the small blast marker
Ovtzr any model in the target unit and scatter it
Pﬁ - Any model (excluding the Blitza-bommer
itself) at least partially under the blast marker’s

position takes one hi :
profile above, A ks L

the target (resolved as

; * ‘/'/t'('fm‘/\ as any flyboy will explain, is getting
a12n1hoN € Y ) } ;
cuch @ Weey g ‘
K that it's 1)11/)0551!)/(’ to miss.
) close Lt €
e S AP Type
0
; I 7 4 Heavv 1. Armourbane,
Specla / )
i Blast,

MONOSCYTHE MISSILES

The signature armament of the Razorwing Jetfighter, monoscythe
missiles produce a planar blast that decapitates those unfortunate
enough to be caught by the pilot’s crosshair runes.

Type
Assault 1, Large Blast,
One use only

Range S AP
48" 6 53

MutripLE Rocker Pobp .
The multiple rocket pods borne by some Valkyrie Assault Carriers
contain a cluster of short-fused super-frag missiles which are fired

n a salvo.

Range S AP
24" 4 6

Type
Heavy 1, Large Blast

NEcrOTOXIN MISSILES

At the heart of a Dark Eldar necrotoxin missile is a large reservoir
of virulent neuropoisons. When the missile explodes, it splinters
into knife-like shards of jagged shrapnel, each of which carries thick
gobbets of its deadly payload.

Range S AP
48" X 5

Type

Assault 1, Large Blast,
Poisoned (2+), Pinning,
One use only

SHATTERFIELD MISSILES

This cruel missile, often glimpsed beneath the wings of Razorwing
Jetfighters, has two separate cores: on impact, the first sucks away
all warmth, turning those caught within its blast into brittle

statues, only to be shattered into frozen pieces by the percussive force
of the second.

Type
: Assault 1, Large Blast,
- Shred, One use only

7 3
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STORMSTRIKE MissiLE

When this missiles detonates, it leaves its victims reeling and dazed.

Range S AP

Type
A 72!1 8 2

Heavy 1, Concussive,
One use only

e
SuprA SHOOTA
| These raucous shootas provide all the dakka a flyboy could wish Sor.
: Range S AP Type
3 30" 6 4 Assault 3

{ Vo Lance
Void lances fire pulses of eldritch energy from beyond the webway.

T |

Range S AP
36" 9 2

Yoip MINE

The void mine is a triumph of Dark Eldar weapons technology.

Type
Assault 1, Lance

Range S AP
2 9 2

Type
Assault 1, Blast, Bomb,
Lance, One use only

Bomb: The rules for Bombing Runs are found in the
Wahammer 40,000 rulebook.

e — et s el
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VEHICLE EQUIPMENT

Rules for the followin

§ wargear can he found ;
Warhammer 40,000 rulebook or the relevant col:ilethe
A X4

Extra armour

: Night shielqs
ickerfielt'i Psybolt ammunitioy,
Red paint job Teleport home
Searchhght Truesilver armour
T , v

ocator Beacon Warp stabilisatiop field

CERAMITE PLATING

Used to clad the hulls of many Space Marine craft,
Thunderhawk Gunship to the agile Stormtalon, th
plates are thrice blessed by the Chapter’s Techmariy
with the seven sacred unguents of

from the mig
ese multzllay p

1es and anointg
thermic warding to protect
against the extreme conditions engendered by orbital re-entry. Sug ;

precautions also serve to thwart the Sury of many of the energy
weapons employed by the enemies of the Champions of Mankind:
by absorbing and dispming even the most extreme temperatures
and microwave emissions, this ablative plate allows the aircraft g

the Adeptus Astartes to shrug off fire which would cripple many
Imperial tanks in seconds.

Melta weapons do not roll an extra D6 armour penetratio
when shooting this vehicle at half range or less.
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next to the nameg of t:i?::its

¢l STORMRAVEN GUNSHIP (Heavy Support)

rArmour :
BS F S R HP Unit Type -
¢ ‘ . yp Unit Composition ‘
raven Gunshlp 42 E 12 3 Vehicle (Flyer, Hover, Transport) Stormraven Gunship P?ge
» 5

200 Points l‘}‘

Wargear:

® Twin-linked assault cannon
* Twin-linked heavy bolter

® Four stormstrike missiles

® Ceramite plating

Special Rules:

* Assault Vehicle

* Power of the Machine Spirit
* Skies of Fury

Transport Capacity:
* Twelve models and/or
one Dreadnought

r
111 | Grey Knights Stormraven Gunship

——& Stormravens in detachments chosen from Codex:

Grey Knights must replace their stormstrike missiles with
mindstrike missiles (pg 64). Additionally, they have The Aegis
and Psychic Pilot special rules, as well as the psychic power
Fortitude, at an additional cost of 5 points. They may also
| take additional options, as listed in Codex: Grey Knights. They
; otherwise follow all of the rules listed above.

@i,l( STORMTALON GUNSHIP (Esst Attack)

!

rArmour’!

BS F S R HP Unit Type Unit Composition
Stormtalon Gunship 11 2 Vehicle (Fh
Wargear: Special Rules: .(7\}?1?(1115: \ \
e Twin-linked assault cannon e Escort Cratft [av ¢ o
e Twin-linked heavy bolter e Strafing Run ! o
e Ceramite plating k \

Options:

* Replace twin-linked assault cannon with one of the following:
SR SR .. ... ... .G free
ST e hi o R RS SRR S S free

® Replace twin-linked heavy bolter with one of the following:

- twin-linked multi-melta....... ... .. fi
ST NN g T T G S 25 pts

® May take a pair of side sponsons with hurricane bolters.... 30 pts
® May take any of the following:
ST IR o SO0, 2. .. ...\ St eeenniinesemrascereemasisseesis
S L T AT T e e B L R S —— )

AR FICHERIL AR e o L ericeacaees

$i¢ Blood Angels Stormraven Gunship

—— Stormravens in detachments chosen iron

Angels must replace their stormstrike missiles with [

missiles (pg 64) for free. They otherwise {

rules listed above.

AAAAA
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= \\LKYRIEASSAULT CARRIER SQUADRON (Fast Attack)

rArmour]

BS F S R HP Unit Type :
asspoR iR 10 3 Vehicle (Flyer, Hover, Transport) 1 Valkyrie
\J. N ¢
Special Rules: Options:
Wargeal: e Grav Chute Insertion e The squadron may include up to two
pifult s ] additional VAKFIIEE. i .....usne-soangebosssesesseins Sokchbents
hells MmISSHLES s by ‘ - 5 3
¢ Two hel g Transport Capamtv: e Any Valkyrie may replace its multi-laser
trq oul 7/ . /
g M”ll ; e Twelye models With /A laSCANTIONL. .. ok it ieeeess sk SN S
g e Any Valkyrie may exchange both of its hellstrike

missiles for two multiple rocket POBSE ak o ukr o 3

e Any Valkyrie may take a pair of sponsons

with heavy Dolters..........o ..t TN e ——

Unit Composition

100 Points }:

(

Page
h8 |

....100 pts/model
...... 15 pts/model
...... 30 pts/model

...... 10 pts/model

4% VENDETTA GUNSHIP SQUADRON (Fst Attack)

130 Points

rArmour]
BS F S R HP Unit Type Unit Composition Page

Vendetta Selelee 10" 3 Vehicle (Flyer, Hover, Transport) 1 Vendetta 58
Wargear: Special Rules: Options:
* Three twin-linked ¢ Grav Chute Insertion * The squadron may include up to two

lascannons additional Vendettah: . ..., 2 o otk St 130 pts/model
. If_x[ra armour Transport Capacity: * Any Vendetta may exchange two twin-linked
¢ Searchlight * Twelve models

lascannons for two hellfury missiles
* Any Vendetta may take a pair of sponsons
with heavy bolters

"“w—g—"—,;‘p—rv T e g e "‘m"’“““d‘ =

T SE NS —
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Vehide (Flyer)

Special . 4
* Night Vision
® Supersonic

Options:

* May y@ﬁceboth dark lances with disin
® May replace twin-linked splinter rifle

tegrator cannons 4

with a splinter cannon ..................
® May replace any monoscythe missile Wlth """"""""""""""""" 1o
- Necrotoxin missile........... :
G b pts each
* Take any of the following: 7 s each
Fooal S e S
N e, e T .
.......................................... 10 pts
& VO]DRAVFNBOMBER (Heavy Support) ' g
74 | 145 points |
rArmour |
: BSF S R HP Unit T i iti
Voidraven 4111110 3 Vehicle (F1 v o
: e (Flyer) 1 Voidraven Bomber 59
Wargear: Special Rules: Options:
o Ts i . 3"
. Owo V01‘((ii lar.xces * Night VlSl.On ® Take up to four missiles, of any of the following types:
ne void mine ® Supersonic - Monoscythe T AR N 10 pts each
BN SR TERSIES S L il i it anss 10 pts each
PO CE IR AT S S s L i, 10 pts each
ST OSIND TSRS e ol e eciioniionsiraenne 30 pts each
* Take any of the following:
T T e R R S — 10 pts
LT @I et iR R R T O e 10 pts
, DOOM SCYTHE (Heavy Support) 175 Poins
4 FArmour]
BSF S R HP Unit Type Unit Composition P?ge

1 Doom Scythe

Doom Scythe R 11 3 Vehicle (Flyer)
Wargear: Special Rules:
® Death ray e Living Metal

e Twin-linked tesla destructor “e Supersonic

=

rArmour]

BS F S R HP
R 11 3

Night Scythe

Special Rules:

Wargear:
e Living Metal

e Twin-linked tesla destructor
° Supm‘snni("

e [nvasion Beams

@! NIGHT SCYTHE (Dedicated Transport)

Unit Composiuon

Unit Type
] Night Scythe

Vehicle (Flyer, Transport)

Transport Capacity:

e 15 models
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e D AKKAJET (Fast Attack)
g D

Armour’]

110 Points

e gl Unit Composition Page
BS ‘Ei S~ R" HP Unit Type Bl v
9 10 10 10 3 Vehicle (Flyer) I Dakkajet b2
' Special Rules: Options: v - _
Wargear: . }\)u fing Run ® May take an additional twin-linked supa shoota.................. 10 pts
o] » twin-linked A \uyn‘l\:’lm * May take red paintgob ............-dimessmeste o it LT S S 5 pts l'
| e Waaagh! Plane * May upgrade the pilot to a Flyboss............... it SEut. 10 pts 2 !
1 \’
| » = H r
: 2 i
" (g BURNA-BOMMER (Fast Attack) 125 Points |
v
‘ FArmour’]
\ BS F &R HP Unit Type Unit Composition Page
' ¢ 3 Vehicle (Flyer I Burna-bommer 63 !
B 2 10 10 10 3 ke | !
|
Wargear: Special Rules: Options: 1
» Twin-linked big shoota * Grot Gunner * May take up to six skorcha missiles .............ooeomr.... 10 pts each |
) g . .
1 * Twin-linked supa shoota * Supersonic ® May take red PAINt job ...k .. S 5 pts
{ ¢ Two burna bombs ® Waaagh! Plane ’
o
; @ BLITZA-BOMMER (Fast Attack) 135 Points
FArmour] ‘

: BSF S R HP Unit Type Unit Composition Page
frl»nfg-bommer 2. 101610 3 Vehicle (Flyer) LBtz 63 ¢
“;“T gear: Special Rules: Options:

* Big shoota * Grot Gunn :
e }
+ Tyindinkod SRAE et s e * May take red paint JOD copagan bk o TG R 5 pts
$Tio b : upersonic i
00m bombg * Waaagh! Plane

W,‘m" - e e e R e ———— = <
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REFERENCE

VEHICLES

' rArmour’ .

BS F S R HP Unit Type Pg
Burna-bommer 2

1 10 10 3 Fl 63

Det - 10 : e L e

Night Scythe

;T 61
Razorwing Jetfight e GRS
Stormraven Gunshi FLLBS T - h6
L e L
Valkyrie S a2 .10° 8. “BLHT . .58
R T TR YD 10 3 FLHT 58
Voidraven Bomber 4 " 211073 Fl 59

RANGED WEAPONS

T R o ——r——— ey W—Aﬂ
A

UNITTYPE

Flyer = F1, Hover=H, Tmnsport =

carricd upon a current incepted by forgotten d
are but the culmination of a single carcfully pl
thank progenitors obscured by the past, so we

~ Aman may dic yet still cnduﬁ] .!

aced thought, As ] men mygt

those who come after may continye

Garba Mojaro Prefectus of Adeptus Mechanicys

S

ers the greater work. Time
ceds. Events of 8reat momep

must endure the present thyt
the greater work '

- The Chime of Eons, |

Range S AP Type Range S AP Type

Assault cannon .7 % 6 4 Heavy4, Rending Multiple rocket pod i 4 6 Heawyl,
Big shoota 36" 5 5 Assault3 Large Blast
Bloodstrike missile &2 gl Heavy 1) Necrotoxin missile 48" X 5 Assaultl],

One use only Large Blast,
Boom bomb special 7 4 Heavyl, Poisoned (2+),

Armourbane, Blast, Pinning,

Skreamin’ Descent, One use only

One use only Plasma cannon 86" 7 2 Heawl,Bhs, !
Burna bomb - 5 4 Heavyl, Bomb, Gets Hot ?

Large Blast, Shatterfield missile 48" 7 - Assult]

Ignores Cover, Large Blast, ;

One use only Shred, ' |
Dark lance 36" 8 2 Heavyl, Lance : One uf‘; Og;;q ‘
Death ray special 10 1 Heavy 1, Ray Skorcha missile 24" e g i{ei)\:a '(‘0\';’1': !
Disintegrator cannon 36" Sew 2 Heaw 3 ngllle u;e 3o .
Heavy bolter 36" 5 4 Heavy3 f
Hellfury missile T 4= 5 - Heavy 1, Skyhammer missile : T I

Ignores Cover, launcher 60” Z ‘: &«1[1«1[‘4 o

Large Blast, Splinter cannon 36 bl o

One use only poisoned (4) |
Hellstrike missile 7 SeS R ¥ @rduance 1, : el —— Fire, .

One use only Splinter rifle 24 poisoned (4
Implosion missile 48" - 2 Assault 1, Blast, : e * o Heaw L |

Implosion, Stormstrike missiles /2 ‘ ConCussive

One use only One use 01}
Lascannon 48° g 2 SR 30" B Assault 3
Mindstrike missile 74 4 5 Heavyl,Blast, Supa shoota 0 i rasault 4 A0

Psi-shock, Tesla destructor 24 /

One use only Typhoon missile launcher : 4 6 Heay 9 Blast
Monoscythe missile 48" 6 5  Assault1, - vag mi.ssi.lc 44‘: § 3 Hes 2

Large Blast, - Krak missile .,‘“, Ty \gsault 1 ly.n |

One use only Void lance o0 (‘) L 1. le‘“-
Multi-laser ETED 6 Healy3 s ' B(”‘fhg[vf,[:z:' v
Multi-melta 24" 8 1 Heavy 1, Melta One U ﬁ
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