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WARHAMMER 40,000
_ VEHICLE MANUAL _

Rules for Vehicles in Warhammer 40.000

by Rick Priestley and Jervis Johnson

Vehicle models for Warhammer 40,000 have been appearing
al regular intervals over the last few years and, as a resull,
have become an integral and important part of the game. We
have been aware for some time that the existing mules tend 1o
play down the effect of vehicles on the tabletop, and prove
rather complex when more than two or three vehicles are in
play on each side. These new vehicle rules entirely replace
the old ones, enabling players to field more vehicles more
effectively and at a cheaper points cost,

THE NEW SYSTEM

Right from the start it was decided to take a different
approach to the original vehicle system from Warhammer
40,000 as these rules had been rendered largely redundant by
the current model range. We tried oul various ideas, but
eventually setiled on a concept favoured by Bryan Ansell,
which envisaged that every type of vehicle would be
represented by a cutaway diagram shewing the internal
layout of engine, crew, tracks, and so forth. Shots could be
worked out by drawing a grid around the diagram and rolling
a dice to sec where the shot struck.

The Cutaway Diagrams

A few mock-ups of vehicle diagrams were consiructed, with
the internal areas divided up to represent major internal
systems. Une immediate advaniage was that each area could
be given a different armour thickness, This was particularly
appropriate for open vehicles such as Land Speeders and
bikes where hits could fall on the crewman or the vehicle's
bady. This was a nice feature and one we decided o keep.

We soon realised we had the core of a good system, but
constructing grids over the cutaway diagrams proved rather
difficult as the vehicles were all sorts of shapes and sizes, and
varying the grid size w [it the vehicle shapes affected the
probabilities of hitting. After all, although the chance of
hitting a big vehicle should be greater than the chance of
hitting a small one, the chance of hitting a single spot on a
target of any size should be exactly the same. Initially we
numbered the grid 1-100 across the horizontal and vertical
and players nominated their aiming point by writing down
two sets of numbers. It worked, but was awkward, and
slowed down the pace of the game.

The Template

The obvious selution was e remove the grid from the
cutaway diagram and put it on a separate standard size plastic
template, which could be positioned 1o cover any target area
on the vehicle. The immediale advantage was that we could

do away with the tedious business of nominating coordinates
and rolling separate dice to determine the accuracy of the
shot. Deciding where you were going to aim was a simple
matter of positioning the central cross hairs of the template.
All the player had to do was roll 2D46 for the vertical and
horizontal axes o discover exactly where his shot landed. As
the mest commen result on 2D6 is 7 (1 in 6 chance) this gave
a natural balance wwards the centre of the grid.

This built-in hias provided a natral basic hit probability of a
direct hit —a 1 in 36 chance, in facl. The chances of scoring a
hit somewhere near yvour aiming point depended entirely on
the size of the vehicle,

Number Crunching

We then needed 1o check out the basic hit probability we had
created. To test the system we drew up an oulline diagram of
a human and tried superimposing our emplate over it — we
then had to work out the probability of scoring a hit as
compared o the actual chance of hitting using the normal *to
hit" systern. We found that it was definitely harder 1o hit the
human-sized target using our template. This was surprising as
our test games had seemed if anything to be faster and more
realistic. Still, we would have to redress the balance one way
or another,

Fine Tuning

Early versions of the new rules were sent oul to playlesting
groups, who reported back with their comments and
suggestions. One of the biggest bugbears was how 1o take
into account the normal “to hit” modifiers and the variable
Ballistic Skills of different shooters, This was eventually
achieved by altering the position of the hit by a simple
formula which allowed characters with a high BS w adjust
their chance of hitting. The same system could also slightly
increase the average chance of hitting, thereby solving the
problem of low hit probability which the two 216 dice rolls
generated.

Since the rules were published in White Dwarl magazine we
have received hundreds of letters from gamers telling us what
they think of the new system. The information gleaned from
these letters allowed us to lurther refine and improve the
vehicle rules, and the result is the completely new game
system printed on the following pages. By the way, players
who have been using the vehicle rules printed in White
Dwarf magazine should read this rulebook just as carefully as
any other player, as there are a number of important changes
we would not want you o miss!
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THE VEHICLE RULES

Vehicles are an important part of the Warhammer 40,000
game, whether simple transports, fast assault bikes, or
lumbering heavy tanks bristling with weaponry. The fighting
forces of the Imperium, Orks, Squat Homeworlds and the
Eldar all have their own unique design philosophy which
determines the appearance and tactical role of their fighting
vehicles. The rules in this book cover all of these widely
differing vehicles, although further special rules apply 1o the
mest unusual of them.

Using Vehicles in Games

The quantity and type of vehicles that you may use in a game
will be detailed in the army list for the race that you are
using, Note that the points values for the vehicles have been
changed, so you should always use the points values printed
on the Datafax rather than those printed in the army list,

VEHICLE DATAFAX

The details of every vehicle's armament, movement and
defensive capabilities are included on a single sheet of card
called a Darafax, The most important aspect of the Datafax 15
the targeting diagram which is used o determine whether and
where shots hit the vehicle and if any hits penetrate its
armour.

Every vehicle has its own Datafax in the format shown
opposite — this example is the Datafax for the Imperial
Predator. As new models are added to the Warhammer
40,000 range their Datafax will be printed in White Dwarl
MAZAFINE.

The Datafax are all printed on high quality card and been
loosely bound in such a way that they will easily remove
from the cover.

VEHICLE CREW

With the exception of vehicles such as bikes or trikes which
are bought as an upgrade for a Squad or character model, the

points value of a vehicle includes its crew. The number of

crew needed for a vehicle is recorded on the vehicle's
Datafax. The characteristics and equipment carried by a
wvehicle's crew are shown below,

The crew of a vehicle are allowed tw board or leave the
vehicle in the same way as any other model. If the driver of a
moving vehicle dismounts then his vehicle will go out of
comirel in its next turn. Other crewmen that dismount will
aobviously not be able o operate the equipment that they were
using until they reboard their vehicle, Dismounted crewmen
must remain within &7 of their vehicle, unless it has been

destroyed, in which case any surviving crew form their own
unit and are subject o the normal rules for unit coherency, As
long as the crew stay on their vehicle they are immune o
psvchology and never have to take roul or panic lests,
However, if they dismount then they become subject to the
rules for psychology just like any other model.

All crewman on board the same vehicle are assumed to be
rained 0 do each other's jobs, so that they can replace each
other if someone is killed or injured. It takes an entire turn for
a crowman lo swap positions in this way, and he is not
allowed to do anything else that m. Adepus Mechanicus
and their Servitors, Techmarines, Squat Engineers Guild and
Ork Mekaniak models are also allowed to take over from
crewman in the same way, Other models in a player's army
may not lake over a position in a vehicle as they have
insufficient raiming o do so.

IMPERIAL GUARD CREWMAN
M WS BS § T W I A Ld Int C Wp
4 3 3 3 3 1 3 1 = = =F 7
Save — 6+; Move —4"; Flak armour; Weapons: Laspistol

SPACE MARINE CREWMAN
M WS BS § T W I A Ld Int CI Wp
4 4 4 4 4 1 4 1 8 8 8 8

Save — 4+; Move — 47; Power armour; Weapons: Bolt pistol

SQUAT CREWMAN
M Ws BS 8 T W 1 A Ld Im C1 Wp
3 4 3 3 4 1 1 9 1 9 9
Save — 6+; Move - 3"; Flak armour; Weapons: Laspistol

ELDAR CREWMAN
M WS BS § T W [ A Ld Int C1I Wp
4 3 3 3 3 1 4 1 & 9% 9 B

Save — 5+; Move — 4", Mesh armour; Weapons: Laspistol

ORK CREWMAN
M WS BS § T W 1 A Ld Int C Wp
4 3 ¥ 3T 4 10 X 1 T A ol AT
Save - 6+; Move - 4"; Flak armour; Weapons: Bolt pistol

CHADS MARINE CREWMAN
M Ws Bs 8 T W 1 A Ld Int C1 Wp
4 4 4 4 4 1 4 1 K E W0 8

Save —d4+; Move — 4", Power armour; Weapons: Chainsword

CULTIST CREWMAN
M.oOWS BS S5 T W 1 A Ld [qt__'l:'_‘l___"p’t_"p
4 3 3 3 3 1 3 1 T 7T 1T 7

Save — 6+; Move — 4"; Flak armour; Weapons: Laspisiol
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VEHICLE MOVEMENT

A player may move his vehicle models during the movement
phase of his turn at the same time as fool moopers and other
forces. There is ne particular need o move vehicles either
before or afier infantry, the choice is up o the player,

Unlike a human or other living creature, a vehicle has three
dilferent move rates: fast, combat speed, and slow. These
move rates are indicated on the Datafax. In each case the
number shown 15 the greatest distance that the vehicle can
move at that rate. For example, a Predator which moves 127
15 travelling at combat speed, a Predator which moves more
than 12" is ravelling at fast speed.

The fastest a vehicle can travel 15 its maximum fast move
rate. For example, the Imperial Predator has a maximum
speed of 167,

Yehicles can move quickly compared to troops on fool, but if
they are to shoot weapons accurately and negetiate corners or
obstacles they will need to moderate their speed, For this
reason, players will probably want to move vehicles at
combal speed when fighting, hence the description “combat
speed”, this being the move rate most appropriate for combat,
Even at combat speed a vehicle is travelling relatively
quickly, and will have to reduce its speed to slow rate in
order 1o negotiale corners or tricky obstacles.

Al the start of the game you may choose what speed your
vehicles are travelling at. From then on, a vehicle may only
accelerate or decelerate by one speed band per tumn. For
example, a vehicle that was ravelling at slow speed last um
could accelerate up to combat speed in its next turn, but not
up to fast speed. We have included a set of counters 1o help
you keep track of how fast each of your vehicles is travelling.
Simply cut the counters from the card sheet and place one of
the appropriale type by cach vehicle at the start of the game.
Allernatively, you can keep track of your vehicles® speed on
4 scrap of paper.,

TURNING VEHICLES

Vehicles normally travel directly forwards in a straight line,
Changes in direction are accomplished by means of furns.

A vehicle travelling at fast speed may make one twm of up o
45 degrees during its move, This turn may be to the right or
left, and may be made at the start of the move, at the end, or
at any point in belween,

A vehicle travelling at combat speed may make up 1o two
turns during its move, Each tum may be of up to 45 degrees,
The two turns may be combined inte a single wrn of 90
degrees if required.

A vehicle travelling at slow speed may make any number of
unrestricted tums during its move. Each tum can be up to 360
degrees.

MEASURING TURNS

The diagram below illusirates a turning template used 1o
measure 45 degree angles left or right. A card tum lemplate 15
provided in with this rulebook. However, it is oflen casier not
o use the template but to estimate the turn and ask your
apponent o approve the move,

It is actually quite simple to estimate 45 degrees by eye, but
the template can still be used if your opponent prefers.
Generally speaking, we have found it is only necessary 1o use
the template in situations where the exact position of the
model is vital to the outcome of the game.

TURNING
TEMPLATE
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BOARDING AND LEAVING

Some vehicles are capable of carrying roops in addition o
their normal crews. The number of troops a vehicle can carry
is indicated on its Datafax under the entry for ‘transport’.
This shows the number of human-sized or smaller troops that
can be transported in the vehicle and includes Humans,
Squats, Ratlings, Orks, Eldar, and so on. Ogryns, Marines in
Terminator Armour and other equivalent-sized creatures take
up the same space as lwo smaller humanoids.

Any number of models may enter or leave a vehicle during a
turn, up to the total number of models that can be transported
within it. Models leaving a vehicle that is not moving during
the turn are positioned within 27 of its sides or rear and may
make a nommal move immediately. Models leaving a moving
vehicle are placed directly behind the vehicle's line of ravel
and may make a normal move after the vehicle has finished



its move, Normal unit coherency must be maintained
between the troops leaving the vehicle and any remaining
inside.

Meodels may board a stationary vehicle if they are within 27
of its side or rear after they have made a normal move, and
then the vehicle can move off as normal. Although this
means that a irooper may theoretically only reach the position
of a vehicle once the vehicle has itself moved off, this doesn’t
matter as it is assumed the individual runs a liule faster in
arder to catch up and clamber inside,

If a vehicle is moving up to 107, then troops may leave or
board it without risk. If a vehicle is moving more than 10"
then each model boarding or leaving sustains an automatic hit
with the strength shown on the chart below. Any model
suffering damage is allowed its normal saving throw and
sustains 1 wound if this is Tailed.

¥ehicle's Move 8187 11 12 13 14 15 16 17 1 19 20+
Strengthof Hie  MNope 1 2 3 4 5 & T & % 10
Save Modifier Mope ® @ O -1 -1 -2 -2 -3 -3 -3

COLLISIONS

If a vehicle moves into another vehicle, building, terrain or
obstacles that it cannot cross, this results in a collision.
Where a vehicle collides with another vehicle or building,
both may suffer damage.

Collisions are worked out using the chart below, Look up the
speed of the fastest moving vehicle involved in the collision
on the top, and then read down to find the armour penetration
{used against other vehicles), or save modifier (used against
mnfantry).

WARHAMMER 40,000 VEHICLE MANUAL

Speal -5 610 1115 16-20 11+
Armour

Penctration DG 206 DG A6 506
Save Modifier O -1 -2 3 -4

In a collision involving two vehicles, roll the number of dice
for penetration shown on the Collision Table. Only roll once
and apply the result to both vehicles. Any location on either
model that has an armour value equal o or less than the dice
score is penetrated. Damage is worked out as normal for each
location hit. Thus in a collision with a penetration value of 18
any target arcas with a value of 18 or less would suffer
damage.

In the case of buildings, damage is worked out if the
penetration equals or exceeds the building’s damage value.
Against uncrossable terrain, including walls, rees, and other
terrain that the vehicle is unable o cross, work out damage in
the same way. As no other vehicles are invelved the speed
will be the vehicle's own speed and only the vehicle will
sustam damage.

A vehicle which is travelling at slow or combat speed may
run into foot rooper models without suffering any damage
itself. Vehicles moving at fast speed will suffer a randomly
located hit with 2126 armour penetration if they run into foot
trooper models during their movement.

Models on foot which are run over must make a successiul
armour saving throw, modified by the save modifier shown
on the Collision Tahle above, or they sustain D6 wounds,
However, the victim may attempt 1o dive oul of the way of
oncoming vehicles by rolling equal 1o or less than their
Initiative characteristic value on & D6, A roll of 6 always [ails
regardless of the model’s Initiative. Models that manage 1o
dive out of the way are positioned 1o either side of the vehicle
and are not harmed.
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MOTIVE TYPES

The Datafax gives the general motive type of the vehicle —
whether it has wheels, legs, gravilic reaction engines of
tracks. Some motive types also reflect the vehicle's size or
design, such as bikes and jel bikes.

Tracked

Tracked vehicles have caterpillar tracks like tanks, They can
move unhindered over most terrain, bul cannot move through
woods at all. A tracked vehicle moving through a bog or
other loose swampy ground at combat or fast speed risks
becoming stuck, On the D6 roll of a 6 the vehicle becomes
stuck fast in the bog for the remainder of the game and
cannot move at all.

A tracked wehicle may move over linear obstacles al slow
speed without incurring any penalty: at faster speeds it will
crash and incur damage like any other vehicle. Tracked
vehicles cannot move over deep water, but can traverse
streams and fords without penalty,

Wheeled

Wheeled vehicles have large rugged wheels desipned for off-
road as well as normal urban use. They cannot cross over
dilficult or very difficull ground al combat or Tast speed. A
wheeled vehicle cannot move through a wood at all and may
not cross a linear ohstacle of any kind.

Bikes and Trikes

Bikes and the larger three wheeled trikes are very much like
contemporary motor cycles and trikes. A bike cannol cross a
linear obstacle of any kind, if it attempts to do so it will
crash. Bikes may cross difficult or very difficult ground,
including woods, at slow speed only, at faster speeds they
crash and incur damage. They may not cross walter other than
shallow streams and fords.

Walkers

Walkers have been specially designed to be good al moving
over difficult ground, and can move over any type of terrain
except woods or deep water unhindered. They can move
through woods or walk underwater along a river or sea bed at
half rate. Walls over the height of the model’s knee will
block its progress, but they are big enough 1o just push their
way through hedges or other light vegetation. Walkers can
enter buildings if they can find a hole big enough 1o get in
through and the model will physically fit inside.

Skimmers .

These vehicles are powered by gravitic reaction motors that
allow the vehicle to float a fool or so above the ground
surface. A skimmer may move over lerrain features without
penalty as it can simply fly over any obstacle that gets in its
way. The skimmer should also be allowed to finish its move
on top of a terrain feature, but as it's next 1o impossible to
balance a Jet-Bike model on top of a building or wood we
usually say that it may not end a move on tp of such terrain,
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VEHICLE ARMAMENT

During the shooting phase any vehicle crewman can fire one
aof the vehicle's weapons. [t does not matter if the crewman is
the driver, as the driver can also operale one weapon.
Weapons may be fired within the sheoting arc as shown on
the small shooting are diagram on the vehicle’s Datafax.

Mote thal some weapons are rigged up o fire in tandem — two
or more combined weapons are operated by a single action
and fire together at the same target. Although a combined
weapon actually consists of 1wo or more weapons it is
considered to be a single weapon when it is fired. Only a
single crewman is therefore required to fire a combined
WEAPON.

SHOOTING FROM A YEHICLE

If a vehicle is transporting troops in addition to ils own crew,
these may shoot weapons from the vehicle during their
shooting phase. If the vehicle is open topped (such as the Ork
Battle Wagon) then all the models inside may shoot so long
as they don’t fire over the heads of other troops in the vehicle
{apart from the driver, who is sensible enough to keep his
head down).

If the wehicle is enclosed the maximum number of models
that can shoot oul depends on the positions of doors and
hatches. As these can vary a great deal no specific rules are
given to cover firing from specific vehicles. However,
players can assume that an access hatch or door is large
enough to permit two models 1o fire through, while only one
model can fire through a firing slit or view port.

SHOOTING AT VEHICLES

A maodel can shoot at an enermy vehicle if it has a line of sight
to it in the same way as when firing at another trooper model.
Because vehicles are very much larger than ordinary troops,
linear obstacles and other low cover do not block the line of
sight either to or from them. In other words, an Imperial Land
Raider is just woo big to hide behind a hedge!

The exception is any sort of bike or trike, where normal line
of sight rules continue 10 apply because bikes are relatively
small and low,

PROCEDURE TO HIT

When shooting at a vehicle the normal ‘to hit” procedure is
not used. Instead, the firer uses the special clear plastic
targetting grid.

The gunsight on the targettiing grid represents the shooter's
view of his target either directly over the gunsights, through a
separate targeting device, or via a display projected into his
helmet visor. The cross-hairs in the middle of the gunsight
show the point of aim.

The shooter refers to the vehicle's Datafax, which includes its
own unique targeting diagram. This illusirates the side view
of the vehicle divided up to show its internal as well as ils
external parts. Each area is labelled and has its own armour
rating shown as a number. The higher the number the thicker
the armour protecting that arca.

WARHAMMER 40,000 VEHICLE TARGETING GRID
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To shoot at a vehicle, take the transparent targeiting grid and
place it with the central cross-hairs on your chosen point of
aim. Roll 2D6 and find the corresponding number along the
bottom of the grid. Then roll 2D6 again and find the
corresponding number along the side of the grid. The shot
lands where the two numbers meet.

Example: The firer chooses 1o place the gunsight bang
in the middle of the target and rolls 8 followed by 4,
hitting the vehicle’s rack.
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The shooter may position the target grid anywhere he likes
{although see Front and Rear Shots, below, for further
details), Where you choose o aim will depend on your
weapon, the armour thickness, and how Jucky vou feel! A
fairly central location gives you the best chance of hitting,
but may be heavily armoured and difficult or even impossible
o penetrate.

Sometimes it 15 better o place the centre of the target grid
over a more lightly armoured peripheral area. Only
experience will tell you what is the best position to aim for.

HITS AND MISSES

If the shot hits the vehicle then it has struck the area
indicated. IF the shot misses the vehicle outline entirely then
the shot has missed. In the unlikely event of a shot landing
exactly on a dividing line then randomly determine which of
the two potential areas is hit. However, the final position of
the shot can sometimes be modified by Target Shift as
explained later,

FRONT AND REAR SHOTS

If the firer 15 shooting at the velicle's front or rear his choice
of target areas 15 obviously limited to what he can see. This is
indicated on the targenng diagrams by the front and rear
ZONEE.

If the firer is shooting from in front of the vehicle the cross-
hairs of the gun sight must be centred inside the frontal zone.
Similarly, if firing from behind the vehicle the cross-hairs
must be centred in the rear zone.

Note that although a shot may be fired from the front or rear,
the arca which is actually hit may lie owside the front/rear
zone. This represents the chance of a shot penetrating and
going through into a section further back, or which causes
internal damage affecting a more distant section. For
example, a hole blown in the rear of a vehicle may shatier the
armour and send shrapnel spinning into the driver’s
compartment at the front.

1o

The diagram below shows the positions from which a shooter
is comsidered 1o be in front of or behind a vehicle. The frontal
zone is a 90 degree arc extending forwards from the middle
af the vehicle. If the shooter is within this arc the shot must
be aimed at the front. Exactly the same is true of the rear
except that the 90 degree arc extends backwards. Shooters
firing at the side of the vehicle can aim anywhere on the
targeting diagram,

FRONT

A firer within this arca must place the
centre cross-hairs of the gun sight
whithin the front zone of the target's
targeting diagram.

LEFT RIGHT

A firer within A firer within

N
s, fr—dl ;
this area may i g L_ this area may
place the centre & f-1 1 | place the
cross-hairs of | S cross-hairs of
the gun sight ey the gun site
anywhere over 5 [ anywhere over
the target's 1 the target’s
targeting ; i targeting

diagram. diagram,

REAR

A firer within this area must place
the centre cross-hairg of the gun
sight within the rear zone of the
target's targeting diagram.

TARGET SHIFT

The chance of scoring a direct hit will naturally vary slightly
due 1w the circumstance, individual skill and the weapon
used. Increased accuracy i1 represented by changing the
position of the hit on the targeting grid, moving it vertically
or horizontally by one or more grid positions, This is called
the Target Shift. A player can always apply some, all or none
of his potential Target Shift to adjust his hit location roll.

Target Shilt is worked out as follows. The shooter takes his
Ballistic Skill (BS) and applies Basic and Weapon “to hit"
modifiers (imcluding any modifier for a weapon's targeter),
Note that these modifiers are usually applied to the 't hit'
dice roll, but because no separate ‘1o hit' roll is made when
shooting at a vehicle, the modifiers are applied tw the Target
Shuft instead.

For example, if a firer's BS were 4 and modiliers brought this
up to 5, this is the Target Shift score. If the Target Shift score
is reduced to zero or less by negative modifiers for range,
cover, target speed ete then proceed no further: the shot
cannot be changed and has either hit the area or missed
entirely as indicated originally.



Assuming the Target Shift Score is 1 or more the player may
shift the hit by up to that number of positions on the gunsight
template. The shift must be in one direction only, either
vertically or horizontally (never at an angle) and must always
be towards the aiming point at the centre of the gunsight,
This represents the increased accuracy of the weapon or
shooter, but because the shilt must be vertical or horizontal it
is still possible 1w miss even a large target.
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The shooter is firing a missile launcher with fargeter at an Eldar
Dreadnought 487 away and moving at 127 {charge rate). The
shooter has a BY of 4, +1 for the targeter and -1 because of a fast
fargel, equals a tetal Targer Shift seore of 4

The firer aims af the Dreadnoughi’s head — a centrally placed
targel which maximises hiz chance af hitting. The rolls are 3 and
6, indicating a wuzs. The player can shift the kit by 4 spaces
towards the aiming poini, 5o ke can go for either 716, the engine
ar 37, ancther mise! In this situation the player decides o adjust
hiv hif position from the 316 poind o the 76 point and atfempis to
knack ouwt the Diveadnought’s engine.
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WEAPONS WITH A BLAST AREA

Attacks with weapons that have a blast area are handled
slightly differently to normal weapons. The shooter
nominates his target and makes the normal D6 based “to hit’
roll and scatter roll using the standard hit system, Once the
hlast marker is in place on the table the targeting diagram and
grid are used to locate damage if any portion of the vehicle
madel lies under the blast marker.

Weapons which have a blast area will affect more than one
location on the target and can score several potential hits
against something as large as a vehicle. Place the targeting
grid over the diagram as usual. Then roll for one hit plus an
extra hit for every full inch of the weapon's blast radius. The
charl helow summarises the number of rolls.

Blast Radius  Number of Rolls
172 1A" 2
ey 3
3" 4

Weapons with a blast area do not receive any Target Shifis;
the firer's skill is used to make sure that the attack is on
target and can't be used o direct the effect of the blast.

GAS WEAPONS

There is no need o determine where gas clouds strike a
vehicle. Any exposed crew members are automatically hit
and sustain damage exactly like fool troopers. Gas weapons
are otherwise unable to affect vehicles.

LINKED WEAPONS

Linked weapons such as the iwin-mounted Lascannon on the
Land Raider score multiple hits, The hits from such weapons
will be fairly tightly grouped, so in this case just make one
roll for location on the targeting template. Both of the hils
strike the same point, but roll penetration and damage
separately for each hit.

SUSTAINED FIRE

Weapons capable of sustained fire can hit a number of points
becanse their rapid fire lays down a curtain shots across the
target. For these weapons simply roll for the location of the
hit and apply any Target Shifts to the result as normal, then
make a second roll on the horizontal scale only. The weapon
hits each and every target location between the two hits,
including the points actually hit. If the second "horizontal’
roll is exactly the same as the first then this location is hit
once, but then the weapon jams. The weapon may not be
fired again until the jam has been cleared as explained in the
rules for sustained fire weapons in the Battle Manual.
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ARMOUR PENETRATION

Once 1t has been established that a shot has hit the targen,
note the armour value of the location struck. The higher the
armour value the thicker the armour and the more difficult it
is 1o penetrate. The player tests 1o determine whether this
armaour 1§ penetrated successfully by the shot

Test as follows: roll a D6 and add the score 1o the sorength of
the weapon causing the hit. If the weapon normally causes a
varable number of wounds (123, D4, D6, D10, 2Dé, etc) roll
the dice indicated and add the score o the total as well, This
is the thickness of armour penetrated. [T the result is equal o
or more than the armour value of the area hat, the shot has
penetrated. If the result is less than the armour value the shot
has not penetrated and has no further effect.

For example: A lascannon has a strength of 9 and
causes 206 points of damage. It will therefore
peneirate D6 + 9 + 206 value of armour (a thickness
between 12 and 27). The lascannon is an ideal anti-
tank weapon becawse it can peneirale a preal thickness
of armour. An ordinary bolier can penetrate 6 + 4
value of armowr {5-10) which is only likely to harm the
lightest types of vehicle or exposed crewmen.

RANGE

Autacks that are made atl long ranges pencirale less armour
than those made at short ranges becavse the attack loses some
of its energy as it travels through the air to the target. To
represent this an attack loses 1 point ol penetration for each
full 24" of range between the attacker and the target, The
effects of range on armour penetration are summarised on the
tahle helow,

244%™ 4R.72" 72"+

Range 0-24"

Penetration Maodifier ] -1 -2 -3

DAMAGE

If a shot penetrates the target’s amour then the vehicle will
sustain damage. In most cases the area will be destroyed. and
in some cases the whole vehicle may be destroyed and
rendered useless, Refer w the damage effect chart printed on
the back of the vehicle's Datafax corresponding 1o the
location, and roll 1o determine the effects of penetration,

MULTIPLE HITS ON A LOCATION

Onee an area has been destroyed, a crewman killed, or a
weapon destroyed, subsequent hits in that area are not re-
relled and cannot cause damage. The energy of the hit is
absorbed by the existing wreckage and surreunding
superstructure,

OUT OF CONTROL

The damage charls indicate sitnations where vehicles go out
of contral when hit. Note that only a vehicle which meved in
its previous turn can go oul of contrel; stationary vehicles
never go out of control.

Vehicles moving out of control are moved before other
models at the start of their side’s movement phase, A vechicle
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which goes out of control is moved 2D6" but no faster than
its maximum speed. The vehicle moves straight ahead or
towards the right or left as shown on the diagram below. Roll
a D& 1o determine direction and move the vehicle in its
movement phase.

Some damage results specify that vehicles move out of
control for one tum and then come to a hall, Other results
specify that vehicles move out of control for the remainder of
the game, or until the vehicle is brought to a halt by a
collision. In the case of a slain driver, it may be possible for
another crew member (o restore control as explamed on the
Damage Result Table,
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ARMOUR PENETRATION TABLE

This table summarises the armour penatration values of the weapons used in the Warhammer 40,000 rules. You
can work out penetration rates for yourself using the profiles, but we thought it would be useful to have a

summary,

In addition to the panetration value, we've include the minimum and maximum results and the average result a
typical dice roll will give you. Obviously you don't need to know these values 1o play the game, but smart players
will quickly realise the usefulness of knowing how much armour they're likely to penetrate with a shot. Remember
that the more dice you roll the greater chance you have of obtaining a result close to the average score — so a
lascannon with 3D6+9 is more predictable than a plasma gun with D6+7,

Armour Min. Max. Avara
PISTOLS Panatraticn Result Result Fbuaufi.
Autoplstel DE+3 4 8 6.5
Bolt Plstol DE+4 5 10 1.5
Hand Flamear D&+d 5 10 7.5
Laspisiol D6+3 4 9 65
Needla Pistol D6+3 4 1 B.5
Plasma Pistol Dé+6 7 12 8.5
Shuriken Pistol D6+3 4 9 6.5
Stub Gun D6+3 4 9 6.5
BASIC Armour Min. Max.  Average
WEAPONS Panatration Result Rasult Result
Aulogun DE+3 4 8 6.5
Boligun Déisd 5 10 7.5
Bow Dé+1 2 T 4.5
Croashow D&+l 2 7 4.5
Death Spitler D6+6 7 12 8.5
Flamer D6+4 5 10 7.5
Flashbarar DE+4 1 10 7.5 pr——
" HEAVY Armour Min. Max.  Average
Graviton Gun — Autematically peneirates the target s
bt gt % . o5 WEAPONS  Penetration  Result  Resull  Result
Lasgun Di+3 4 9 6.5 Assault Cannon  D8+D104+8 10 24 17
Meltagun 206+8 10 20 15 Aulo-Cannon 20648 10 20 15
Musket D6+3 4 9 6.5 Battla Cannon 306 +8 11 26 18.5
Sniper Rifle D&+3 4 9 6.5 Conversion Beamaer — Varles with armour valus
Ogryn Ripper D&+ 5 10 7.5 1-4 armour D& 1 [ a5
Plasma Gun D&+T B 13 10.5 5.8 armour 206 2 12 T
Shot Gun DE+d 5 10 75 9-11 armeur 306 3 18 10.5
Shuriken Catapult D&« 5 10 7.5 12-14 armour 4D6 4 24 14
Storm Bolter Dé+4 5 10 7.5 154+ armour 5D6 5 30 175
Cyclona D10+ D6+8 10 24 17
Heavy Bolter DE+D445 7 156 11
. Min Max e Heavy Flamer De+5 6 11 : 8.5
GREMADES [ iiration Fesut  Result  Result Heavy Plasma Gun — Varles according to powar satting
Max. Powear D&+D10410 12 26 19
Frag Grenade D6+3 4 9 7.5 Low Energy T+D4+D6 9 17 1
Haywire — Aulomalically panetrates (see rules) Heavy Stub Gun DE+4 5 10 75
Krak Granade 206 +6 ] 18 13 Lascannon 3D6+9 12 a7 19.5
Plasma Granada DE+5 6 1 85 Mole Mortar — Varies according to burst type
Rad Granade 206+04 3 16 9.5 Airburst D&+3 4 9 75
Vaortex Grenade — Autematically penetrates (see rules) Surface Burst D&4+4 5 10 8.5
Ground Burst Dé+d 5 10 8.5
Subtarranaan D643 4 9 7.5
Misslla Launchar — Varies according to missile type
SUPPORT Armaur Min. Max.  Average Krak Missile  DE+D10+8 10 24 17
WEAPOQNS  Penstration Aesult  Result  Result Frag Missile D6 +4 5 10 175
Malta Missila 2D6+8 10 20 15
Distort Cannon — Automatically peneirales (see rules) Multi-laser DE+D4+6 8 16 1
Rapior DE+842D10 12 35 235 Multi-launcher  D6+D10+8 10 24 17
Scalter Laser DE+6 7 12 9.5 Multimelta D6+2D12+8 1 8 245
Tarantula ADG+8 12 27 19.5 Shurlken Cann. DE:D44+5 7 15 11
Thudd Gun DE+6 Fi 12 0.5 Scorcher DE+D3+6 8 15 115
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HAND TO HAND COMBAT

Attacking a vehicle in hand to 1o hand combat is a desperate
and terrilying alfair for a model on foor. Machines like
Dreadnoughts and Robots are perfectly capable of defeating
all but the mest awesome (lesh and blood opponent in hand
i hand combat, pounding them inte a bloody pulp with their
inhuman strength, Against other vehicles an attacker risks
being mun over and crushed under wheel or track if his attack
should fal, and cven against light vehicles like bikes or rikes
there is the armed and highly skilled rider 1o defeat before the
vehicle can be disabled,

A vehicle, then, is a formidable opponent for a normal model.
However, not everything is in the vehicle's favour, and
agamst a skilled or Jucky opponent a vehicle can be very
vulnerahle o a hand (o hand attack. In hand to hand combat
the attacker can take his time to locale any weak points on the
vehicle, climb up onte the structure, push his gun barrel
through hatches, ete, and therefore make sure that the atlack
hits the exact location thal he wants,

Vehicles are even more vulnerable in dense terrain such as
wonds or cities. In such close terrain infantry can move up on
the vehicle wnder cover, avoiding the vehicle's firepower
antil the last possible moment, and then overwhelm il by
sheer weight of numbers. The wise vehicle commander will
learn o keep well away from such areas without adequate
infantry support of his own.

DREADNOUGHTS

Dreadnoughts, or indeed any type of vehicle that is given a
Weapon Skill on its Datafax, may engage in hand 1o hand
combat, using the hand 1o hand combat rules from the Battle
Manual. However, some special rules do apply to them.
Mormally models engaged in close combat can't move away
from esch other, but Dreadnoughts are an exception and may
move oul of hand 1o hand combart il the plaver wishes, The
vehicle just uses its strength and siee 1o brush man-sive
opponents out of the way, [T it is fighting another model of
similar sive, ke a Greawer Daemon, i1 may nol move away
andd must continue o fight just like an infantry model.

A Dreadnought fights in hand o hand combat using the
attacks, initiative and weapon skill ratings indicated on ils
Datafax record. In most cases this is one attack with cach arm
plus an addinonal attack for kicking or crushing with ns leet.
These attacks are lost if the limb is damaged as indicated on
the damage charis, The sirength, save modifier and damage
for attacks by the machine are given on the profile and
represents the smashing or punching power of the machine in
close combat.

If the Dreadnought wins the close combat then it inflicts any
damage using the normal rules, I it loses then its opponent
can make one of the special attacks described below,
Whichever option is chosen, the player may choose which
location 15 hit and does not have w roll for Targer Shafs.
Mote that the attacker only scores one hit on the Dreadnought
n matler how many poinis it won the comban by,

VEHICLES

Yehicles cannot engage in hand 1o hand combat as such, but a
model may anack any vehicle it s wuching durng the hand
o hand combat phase, This 15 not a proper hand 10 hand
combat engagement and does not resirict movement of either
the vehicle or the attacker in their subsequent movement

phases,

A model which is touching a vehicle can automatically hit it
with one of the special auacks described below, You may
choose the location hit and do not have 1o roll Tor Target Shift
a5 you would for a shooting anack. There is plemty of time w
make sure that the attack hits the exact localion that is
chosen, Armour penetration and damage effects are worked
oul as already described for shooting, Note that the anacker
only scores one hit on the vehicle no matter how many
attacks it has on its profile.

SMOKE LAUNCHERS

Some Imperial vehicles, most fotably the Rhine and
Predator, are armed with smeke launchers. These are
loaded with a number of smoke grenades before the
start of the battle, which can be discharged w form a
temporary smoke screen to protect the vehicle from
enemy fire,

The smoke launchers may only be used once per
battle, and cannot be reloaded after they have been
used. They are fired in the shooting phase just like any
other weapon. The resulting smoke screen is 6" wide
and 1" deep, and should be positioned 47 in front of
the firing vehicle. No to hit roll is required; the smoke
screen always lands on target and never scaiters.

The smoke screen can be represented by a row of
cotton wool balls, or with the special card template
provided. Once in position the smoke screen follows
the rules described for smoke grenades in the Baule
Manual.

14



CREWMEN

Many vehicles have crewmen that ride on the outside of the
vehicle and who carry swords or pistols to fight in close
combat. Examples include the bike and trike crews and many
others. Crewmen such as these must fight enemy models in
hand to hand combat if the enemy models are touching the
vehicle that they are riding in the hand to hand combat phase,
The enemy are not allowed to choose to attack the vehicle,
but must attack the crew instead. When a vehicle has more
than one crew then any madels on foot always attack the
nearest crew member,

Each combat is resolved using the rules for hand to hand
combat presented in the Banle Manual. Any hits are inflicted
on the crewmen, and damage and saving throws are worked
out as normal by comparing the strength of the attacker to the
toughness of the defender, and using the crewman's armour
saving throw and the atacker’s saving throw modifier. The
armour penetration rules are not used in this case. If the
driver of a vehicle is killed then it will go out of control in its
next turn, while other crewmen will obviously not be able 1o
operate the equipment that they were using.

The Space Maring Bike and Sidecar is being attacked by
three Orks. The two Orks on the left are closest to the driver,
and must attack him in hand to hand combat. The remaining
Ork on the right is closer to the gunner and engages him
instead,

The driver manages to kill one Ork but is then cut down
hirself by the second one. The gunner manages to kill off his
opponent. The Bike will move out of control in the Space
Marine player's next turn unless he decides to have the
punner take over the controls instead of shooting his mulii-
melta..
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SPECIAL ATTACKS

The following special attacks may be used in hand to hand
combat against a vehicle as described above.

POUND

The attacker pounds at the target vehicle with all his might.
The number of dice rolled for penetration can be found by
looking up the attacking model’s strength, or the strength of
any hand to hand weapon it is using, on the table below.

Attacker's

Strength 12 34 5 [3 - q_j? 8 9 10
Armour

Penetration % 206 D6 4D6 SD6e 6Dd TDa BD6

Roll for damage as normal if the location hit is penetrated.

SHOOT

If the attacker is armed with a grenade or any ranged weapon
he may use this in hand to hand combat against a vehicle.
Note that these weapons can't normally be used in close
combat, so this is an exception to the normal rules, This
allows for troops pushing gun barrels into hatches or through
vision ports, or throwing grenades inlo exposed
compartments. As the attacker can take his ime to locate any
weak points, the weapon used receives an armour penetration
bonus of a further +1D6. Any area effect of the weapon is
ignored, the blast being contained inside or under the vehicle,
and any sustained fire ability is ignored.

TEAR

The attacker grabs part of the vehicle and pulls it off with
sheer brute strength. The number of dice rolled for
penetration can be found by Tooking up the attacking model’s
strength on the table below.

4-5 67 B9 10
e A6 4De 5D6

1-3
D

Attacker's Strength

Amour Penetration

If the location chosen is penetrated the part is lotn away.
Treat damage as if the player had rolled a 6 on the damage
chart, A model armed with weapons like a power glove or
power claw that can be used to grab things may use that
weapon’s strength instead of their own, but no other type of
weapon may be used to make this type of artack.
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BIKES AND TRIKES

The warring races of the 415t millennium employ all kinds of
well armed and highly mobile roops for reconnaissance and
seizing forward positions from the encmy. Bikes and trikes
fulfill these roles throughout the Imperium and the Sguat
Home Worlds, with squads of bikers acting as shock/assault
troops and trikes carrying heavy weaponry providing highly
mobile support, Away from the battlefield bikes and trikes
are invaluable in scouting and pursvit, compiling vital data on
enemy troop movements and harrying opposing forces with
lighining raicds,

Bikes and rikes can be bought to mount individual characters
and entire squads in accordance with the rules in the varioos
specific army lists, though the points costs for doing so need
to be recalculated using the new points values given on the
Datafax. It is also possible o mount part of a squad on bikes
or trikes 1f desired — i's not unusual for some members of a
squad o be mounted so that they can act as couriers or rove
ghead of the main group scouting,

Simply pay the requisite number of points 1o buy the bikes or
trikes and removed the appropriate number of models from
the squad. Mounted squad members are not ted 1o their
original squad by the unit coherency rules, they form a new
separate unit altogether and it can be assumed that a senior
trooper or veteran is leading them. Even Imperial Guard
squads are permitted to split up if some of them are mounted,
Troops on bikes must stay within 6" of each other to maintain
unit coherency,

MOVING BIKES &TRIKES

Bikes and wikes move like normal vehicles, having a slow, a
combat and a fast speed. Bikes and trikes are unusual because
they can accelerate very guickly, so they are capable of going
from slow speed to fast speed in one turn whereas most
vehicles must spend a turn at combat speed before they can
move at fast speed. However, it's worth noting that bikes can
only decelerate at the same rate as other vehicles. Bikes and
trikes may also attempl special skid tuns as described below,

Bikes and the larger three wheeled trikes are very much like
contemporary motor cycles and trikes. A bike cannol cross a
linear obstacle of any kind, if it attempts to do so it will
crash. Bikes may cross difficult or very difficult ground,
including woods, at slow speed only, at faster speeds they
crash and incur damage. They may not cross waler other than
shallow streams and fords.

SKID TURNS

A bike or trike travelling at slow speed can make as many
turns as the player wishes, but when travelling at faster
speeds they are limited 1o one or two s exactly like other
vehicles, However, hikes or trikes are also allowed o make
additional turns of up to 45 degrees called skid turns. Skid
wrns therefore allow a bike to change direction several times
even while travelling at high speed.

These manoeuvres are quite dangerous and call for extra skill
on the part of the rider. The biker revs his engine and swings
his machine round in a controlled skid, dipping low to the
ground to balance the machine. This is a spectacular
manocuvre, all the more so when it goes wrong!

A bike wishing to make a skid turn must take a skid test. A
bike may attempt as many skid tums as the player wishes, but
a separate test has to be made for each. Skid s can be
made immediately after normal turns or after each other,
allowing the biker to twm 90 degrees or more. Of course, the
greater the change in direction the more tests the biker will
have 1o take and the greater the chance of crashing. To
determine if the skid tum is completed successfully roll a D6,
reference the score with the vehicle’s speed and read the final

resull,

Bike Speed Result
Conbat Fast
- 1
1 2
2-3 34
4+ 5+

BIKE SKID TABLE

The bike crashes and is destroyed together with its rider. The flaming wreck travels straight
Forward for the remainder of its maximum fast move, and then explodes with an area radius of 1"
causing a strength 4 hit on any target within the effect area. I the bike hits something before its
move is complete, work out normal collision damage and then the bike explodes.

The biker skillully guides his protesting machine in the desired direction, but is too precccupied
1o do anything else this mm. No weapons may be fired from the bike this turn, including any fired
b a passenger (who 15 more imterested in holding on than shooting ).

The biker skilfully guides his protesting machine in the desired direction, but is too precccupied
e do anything else this tum. The rider may not fire any weapons, including bike weapons, this
turn. A passenger or sidecar crewman may shoot as normal.

The biker successfully completes the manoecuvre,




MOUNTING, DISMOUNTING AND
FALLING OFF BIKES

A rooper can mount a stationary bike or rike which is within
2" of him at the end of his move and ride off at the start of his
next . A passenger can jump on or ofl a hike at any point
in the bike's movement, but obviously if the bike is travelling
quickly this is rather risky. If the bike is moving up w 10",
then troops may mount or dismount it without risk. If it's
moving more than 10" then a model rying to jump on or off
sustains an automatic hit with the strength shown on the chart
below. Any model suffering damage is allowed its normal
saving throw and sustains 1 wound if this is failed. A rider
can jump off a moving bike il he wants 1o but this is even
more dangerous! A moving bike without a rider will move
out of control for one turn and then fall over and come to a
halt,

MOUNTING! DISMOUNTING
A SPEEDING BIKE CHART

Bike's Move  0-10" 11 12 13 14 15 16 17 18 19 20+
StenghofHit Neme 1 2 3 4 5 6 7 & 9§ 10
SaveModifier Neme 0 0 0 -1 -1 -2 -2 -3 3 -3
COLLISIONS

Bikes are considerably smaller and lighter than most other
vehicles and so will not cause nearly as much damage when
they crash inio something. To represent this, a bike or wike
which crashes into a larger vehicle will only cause damage 1o
one of the locations that has an armour value equal o or less
than the penctration score, rather than all of them. Decide
randomly which location is affected. In addition, a bike or
trike will suffer a randomly located hit with 2D6 armour
penetration if it runs into foot trooper models during its
movement, no matter what speed it was travelling at, unlike
other vehicles which only take damage when travelling at fast
spaeed.

SHOOTING FROM BIKES

Bikes often carry fixed weapons mounted to fire directly
ahead. The rider can fire these during the shooling phase at
targets in his forward arc unless he's trying to contral his
bike after a skid wrn or suffering damage effeets which
prevent him shooting. Trikes carry a pintel-mounted weapon
which can fire under the same restrictions.

Instead of firing weapons mounted on the bike or trike a rider
can fire a pistol during the shooting phase. A passenger can
fire any basic weapon if he doesn't fire his pintel-mounted
weapon. The advantage of firing a bolt pistal or bolter instead
of a mounted weapon is that the biker has an unrestricted lire
are 50 he can shoot all round.
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HIT AND RUN ATTACKS

Riders and passengers on bikes and trikes can take blows at
other models as they pass them during their move. This is a
special type of attack called a kit and run atlack. It is handled
slightly differently to ordinary close combat as the bike or
rike is not halted when it moves into close combat with a
foot wrooper. Instead, the rider or passenger makes a single
attack out of the normal turn sequence when the bike moves
into contact and the foot trooper strikes back before the bike
hurtles on.

The biker is always considercd 1w be charging, and 1o have a
better initiative than his target. The combat is resolved using
the hand 1o hand combat rules in the Battle Manual, except
that each player may only roll one attack dice no matter what
their model’s Attacks characteristic normally is, and no
malter what the model is armed with. This represents the fact
that hoth sides only have a fleeting moment to deliver their
attack before their opponent is gone!

Damage and saving throws are worked by comparing the
strength of the attacker to the toughness of the defender, and
using the crewman's armour saving throw and the attacker’s
saving throw modifier. The armour penetration rules are not
used in this case, A crewman can only make one close
combal attack against an enemy model during his movement
in this way, and may not sheot in the same turn that he made
aclose combat artack,
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ORK WARTRAK SCORCHER

The Scorcher is a heavily modified Wartrak with an
armouresd teret and a trailing fuel tank. It takes ils name
from the Scorcher fire thrower weapon with which it is
armed. This is a very unusual wespon which runs off the
dangerous unstable compound that Orks use for fuel. It
works like a huge flame-thrower or blow-lamp: fuel is
pumped through to the weapon and ignited to produce a
sheet of Mame. The Scorcher has a crew of two Orks plus
a Snotling who is chained to the fuel tank and whose
duties extend no further than operating the valve pump
that supplies fuel 1o the Scorcher. The weapon has a
relatively shor range, although o some extent this relies
on how hard the Snotling is prepared to pump the
mechanism. Runtherds always have an eye lor specially
talented Snotlings to perform specific roles, and any who
show remarkable strength and persistence may be trained
as Scorcher crew.

The Scorcher has a 360 degree arc of fire and can be fired
directly over the driver's head. Most of the flames should
miss him, 50 there is not need 1o worry.

To Hit Strength  Damage
Special & D3

Rawge
Up to 24"

Dretermine if the Scorcher hits its target as follows.

1. Nominate the direction in which the weapon is
fired.
2. Roll 4D6 to determine the length of the [Tame jet

All models within 27 either side of the line of fire
are automatically hit (friend or foe... so walch
out!). Any vehicles within this corridor of flame

é"f"\i“"

are potential targets — use the gunsight template
and targeting diagram to determine if the vehicle
is hit and if so where.

The driver of the Wartrak Scorcher cannot be
harmed by the flames as he very sensibly keeps
his head down. It is widely supposed that it was
the Wartrak drivers who [irst coined the term
*scorcher’ and it is easy to imagine why. The
length of flame jet is unpredictable thanks to the
somewhal erratic efforts of the Snotling operative
and so its range is rolled every time the weapon is
fired.

o :m"ﬁ"_}f’--&ﬂ- e

-

ol 77

4D6" | 4"

i A R N .

Work out damage on any models which have
been hit. Models which survive Scorcher hits are
not set on fire like models which are hit by
flamers or hand flamers — the Scorcher mixture
igmites and burms up all at once.
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ORK WARBIKE

The Ork warbike is armed with two autocannons, and the
kick-back from these weapons tends to affect the handling
of the bike. To help keep the vehicle balanced the two
Autocannons are always fired together in a salvo. If just
one aulpcannon were Lo fire the bike would spin on the
spot like a op!

When the warbike fires an autocannon salve the player
first rolls o see if the bike keeps on an even keel. Roll a
Deé:

1 Bike pivols 45° to the left
2-5
] Bike pivols 45° to the right

Bike retains its current direction

Omnce this test has been made work oul whether the salvo
hits as follows, The salvo shoots along a 2" wide corridor
directly in front of the vehicle, the target is always the
first thing in the fire corridor. Because the bike's direction
might change as a result of firing the weapon, it may be
that the intended target is no lenger in the corridor. In
fact, if the bike changes direction there may be no target
at all, or a different encmy target, or even a fmiendly
miode]!

Hv3d

INOHA

If there is any target at all (even a friendly model) roll
once to hit. If the result is a hit then both antocannons hit
the target. IF the result is a miss then both autocannons
miss. Remember, the target is always the first thing in the
fire corridor. For example, if there is a Space Marine 12"
in front of the bike and a Land Speeder 16" in front, then
the warhike fires at the Space Marine and not the Land
Specder,

If the first salvo hits and kills/deswroys its target then the
bike can fire immediately at the next target in its fire

corridor, ie the Land Speeder in the previous example,
Note that the player does not have 1o fire again if he
doesn’t want o — it"s up o the player o decide. If the
second target is also destroved a third may be engaged, if
this is destroyed a fourth, and so on until either a target is
not destroyed or there are no targels left, All these extra
shots are worked out with the same fire corridor. No
additional tests are necessary Lo establish the bike's
position. Note that the warbike's aulocannons do not have
the usual area effect, the spread of fire is represented by
the salvo fire rules mstead.

The warbike is a cross between a bike and a tracked
vehicle, so there are special movement rules o represent
this. Warbikes can move over any ground without penalty,
but can only move through woods at a maximum speed of
8. If attempting 1o move into a wood at a faster speed
they strike a reefrock or other object and are immediately
brought to a halt having sustained substantial collision
damage.

Warbikes which are moving 8" or less may also move
over linear obstacles less that 2 metres high (ie 1 tablatop
inch). This means that a warbike can move over most
walls, hedges and low lying lines of scrub withoul any
penalty or hindrance. Of course, if the warbike atlempts o
move over the obstacle at a faster speed it will crash into
it and is brought to a halt having sustained damage from
the collision in the same way as if speeding through a
wood, Otherwise, the warbike uses the same movement
rules as any other bike and may make skid turns as
described m the main rules.
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DREADNOUGHTS,
SENTINELS & WAR WALKERS

In this chapter we will be taking a special look at vehicles
that move about on legs rather than using wheels or tracks to
move aboult the battlefield, By far the most commen of these
are Dresdnoughts: heavily armoured fighting machines which
contain the living consciousness of a sentient mind,
Dreadnoughts are a common sight on batilefields across the
galaxy, being ideally suited to ¢lose support and
spearhcading attacks in dense terrain where their thick
armour and heavy weapons are a real advantage,

Amongst the Craltworld colonies Dreadnoughts are very rare,
Instead, Eldar War Walkers are used with greal success 1o
scout and ambush enemy forces, while the Sentinel performs
the same service for the Imperial Guard, Employed by every
race in the Warhammer 40,000 universe, Walkers form a
very distinct class of war machine and as such they have their
own special Tules,

DATAFAX

Dreadnoughts, Sentinels and War Walkers have a Datalax
record similar 1o the standard vehicle Datafax, The main
difference is that they have a characterisiic profile like (hat
used for a living creature, with a Movement allowance,
Weapon Skill and Ballisuic Skill and so on. Note that the
profile does not have an entry for the machine’s Toughness
as this is included in its armour values. We have only printed
one personal characteristic, the machine's Ld, because the
model’s Cl, Int and WP are assumed to have the same value,

Dreadnought, Sentinel and War Walker weapons are fully
integrated into the machine’s control systems, allowing the
occupant 1o shoot with any er all weapons during the
shooting phase, This is different from most other vehicles,
where one crewman may only fire one weapon.

MOVEMENT

Dreadnoughts, Sentinels and War Walkers have legs as their
motive power, so they move and turn using much the same
movement rules as ordinary infantry. They have a basic
movement allowance included in their characteristic profile
and can make a double-distance move when they charge into
close combal, and so on.

A Dreadnought, Sentinel or War Walker must move in a
straight line in the direction they are facing but they can
change their facing by up to 9 degrees at the start and the
end of their movement for free. IT they need to change
direction during their movement (to manoeuvre around an
obstacle for instance) each facing change of up o 90 degrees
costs 1" of their movemenl.

Dreadnoughts, Sentinels or War Walkers have been specially
designed o be good at moving over difficult ground, and can
move over any Lype of terrain except woods or deep water
unhindered. They can move through woods or walk
underwater along a river or sea bed at half rate. Walls over
the height of the model's knee will stop it moving over them,
but they are big enough o just push their way through hedges
or other light vegetation,

Dreadnoughts, Sentinels or War Walkers can enter buildings
if they can find a hole big enough to get in through and the
model will physically fit inside.

OUT OF CONTROL

Heavy damage can destroy a Dreadnought, Sentinel or War
Walker's control systems and cause it to stagger around out
of control, as indicated on the damage charts, The model is
tumed to face in & random direction and moved D6" (rather
than 216" as for other vehicles) in its movement phase.

The player gets a 4 on a D12 for direction and 5 on a D6 for
the distance the dreadnought moves when out of control.

CRASHES AND COLLISIONS

Dreadnoughts, Sentinels or War Walkers are designed Lo
move more or less like living creatures, They can aveid
collisions by stepping aside and can move up to and then
fight enemy maodels in hand to hand combat. For these
reasons they are not normally affected by the collision and
crash rules for vehicles given in the main vehicle rules above.
However, if a Dreadnought, Sentinel or War Walker is out of



control and attempts to move through another vehicle,
building or terrain that it cannot cross, then it is treated
exactly like any other vehicle and normal crash rules apply.

A Dreadnought, Sentinel or War Walker, or indeed any other
vehicle that has a weapon skill, must attack fool troopers in
hand to hand combat in order 1w cause damage. [s ponderous
movements present no accidental threat to troops, so the
machine may not harm infantry by running them down as
vehicles can. Models on foot which are run over by a
staggering or out of control Dreadnought, Sentinel or War
Walker must make a suecessful armour saving throw or they
sustain D6 wounds. Victims may attempt to dive out of the
way by roelling equal to or less than their initiative
characteristic value on a D6, A roll of & alwavs fails
regardless of the model’s initiative,

SHOOTING AT DREADNOUGHTS,
SENTINELS OR WAR WALKERS

On the whole, firing at a Dreadnought, Sentinel or War
Walker is carried out in the same way as firing at any other
vehicle, The only really major difference is that their Datafax
targeting diagram is split into left and right zones rather than
front and back as for other vehicles.

If the firer is shooting from the left or right of the model the
cross-hairs of the grid must be centred inside the appropriale
zone. Shooters firing at the rear of the model can aim
anywhere on the largeting mairix, but the armour ratings of
the locations may be lower o represent the thinner armour
protecting the vehicle's *hack’.

Note that although a shot may be fired from the lelt or right,
the area actually hit may lie outside the appropriate zone.
This represents the chance of a shot penetrating and going
through into a section further back, or which causes internal
damage affecting a more distant section. For example, a shat
fired from the left of a Dreadnought may shatter a chunk of
armour and send shrapnel spinning into the right arm.
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The diagram below shows the positions from which a shooter
is congsidered o be i relation 1o the target. The frontal zone
is a 90 degree arc extending forwards [rom the middle of the
model. If the shooter is within this are the shotl must be aimed
at the front, Exactly the same is true of the rear except that
the 90 degree arc extends backwards. Shooters firing at the
side of the model are restricted to aiming at the appropriate
half of the targeting matrix.

CRUSH ATTACKS

Some Dreadnoughts are allowed to make a special type of
attack called a crush atrack. This is noted on their Datafax, In
order to use the crush attack the Dreadnought must elect 1o
forgo all of its normal attacks for the single crush attack, and
will therefore only roll one attack dice in hand to hand
combat. If the Dreadnought wins the combat then it has
hugged its opponent and may iy o crush it

The target remains caught in the crushing grip until it is
either crushed or escapes. It cannot move while hugged,
although it can still attack as normal. The number of dice
rolled for damage or armour penetration is equal to the
Dreadnought's strength divided by 4, rounding any fractions
up. S0 a creature with a strength of 8 would roll 2 dice for
armour penetration (8/4=2). Roll the appropriate number of
dice to see how much armour the attack penetrates during the
first round. In the next round roll the same number of dice
again, but add the amount of armour you penetrated in the
first round to the score, and so on. So, during the first round a
206 crush attack might penetrate 3+5=8, in the next round
2+4+ the original & = 14, in the third round 445+ the 14 from
the last round = 23 and so on. If any of the dice rolled in a
round come up'with *1" the victim has struggled free without
sulfering any effect, otherwise the victim remains ‘hugged'
until the amacker lets it go,

A living creature is killed, no matter how many wounds it
has, once the armour penetration value exceeds its oughness.
Against vehicles the crush damages a location as soon as the
dice total equals or exceeds the armour value of that location.
Once a location has been penetrated, it will receive damage
again every hand to hand combal phase while the target
remains hugged, or until that location is destroyed.
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JUGGERNAUTS OF KHORNE

Juggernauts of Khorne are massive riding beasts of
groaning iron and brass. Their heavy, wide mouthed heads
are filled with brazen fangs and their thick, powerful legs
drive forward a huge body taller than a man’s and many
tons in weight, They are ridden by favoured Champions of
Khome, mighty warriors who have proved their worth on
countless battlefields across the galaxy. A charging
Juggemaut is a terrifying sight: the ground rembles under
its huge weight, while ns ferocious bellowing drowns out
all other sounds. As the Juggernaut smashes into the
enermy, it hurls men aside or crushes them underfool. Even
armoured vehicles can be smashed apart by the
Tuggemaut’s almost unstoppable charge,

Any World Eater character model may be mounted on a
Juggemaut at a cost of 75 points per model. Due o is
large size and immense loughness, the Juggernaut 1s
treated as a vehicle and has its own Datafax and hit
location template. Juggernauts follow the rules for
Dreadnoughis.

The Juggernaut's supematural resilience and oughness is
represented by the armour values on its targeting diagram,
while its special powers and abilities are included in the
rules below,

SPECIAL RULES

Crush Attack

If a Juggernaut wins a round of hand to hand combat it
may choose to forgo its normal hits and replace them with
a single crush attack. A hit from a crush attack
automatically causes | wound on a model, the target’s
toughness and its armour are no protection. Against a
vehicle it will automatically penetrate the armour on the
location hit, simply roll on the locations damage table o

see what happens.

Fear

Juggemauts are horrendous and powerful creatures, and
therefore cause fear as described on page 35 of the
Warharmmer 40,000 rulebook.

Hand to hand combat

In hand to hand combat the Juggemnaut and its rider hght
as two separate models. This means that the Juggernaut
can fight one opponent while the rider fights another, IT
the Juggernaut and its rider both anack the same opponent
then the rules for multiple combat apply. Whichever of the
two Tights second will be entitled to roll an exira dice and
add +1 to s weapon skill.

THE BLOOD SLAUGHTERER

DAEMONIC ROBOT OF KHORNE

Amongst the greatest of Khome's weapons are the part
magical, part technological Dacmon Engines, Daemon
Engines are literally daemonic machine creatures made of
iron and brass. Covered with heavy armour of black steel
and marked with brass skull runes of Khome, Dacmon
Engines are deadly, hulking monstrosities bristling with
weapons. Their advance is almost unstoppable as they
clank forward on rattling tracks or spiked wheels,

The Rlood Slaughterer is a deadly opponent as it hurtles
across the battlefield on its iron bound wheels, spraying
bleody death from the heavy bolters mounted m its chest,
or tearing enemies apart with its axe and whip in hand 1o
hand combat. The Blood Slaughterer will charge anything
that gets in its way, attacking ferociously until it is
destroyed.

One Blood Slaughterer may be included in a World Eater
army for ecach assaull sgquad. For example, if your army
has three assault squads then it may also include up to
three Bloed Slaughterers at a cost of 125 points per model,
The Blood Slaughterer 1s a vehicle and has its own
Datafax and hit location template. It must follow the rules
for Dreadnoughts,

Like the Juggernaut, the Blood Slaughterer’s unnatural
mechanical hardness is represented by the armour values
on its targeting diagram. The special rules for fighting
battles with Blood Slaughterers are printed below. These
override the rules for Summoned Daemons in Realm of

Chaos — Slaves To Darkness and vou can just use these
instesd.

SPECIAL RULES

Lash of Khorne

The Slaughterer is armed with a powerful energy whip
called the Lash of Khome. The whip crackles with energy,
while the iron claws at the tip of each whip drip with
COMOSive Venom.

In hand 10 hand combat you should note how many of the
Slaughterer's attack dice roll a *6°. Each of these dice
cause | hil from the Lash of Khorne, no matter what the
result of the combat was, and no matter who won or lost.
S50 for example, if two of the Slaughterer’s anack dice
rolled a *6" it would cause two hits with the Lash of
Khorne in addition to any hits it causes as a result of the
combat.

Range To Hit Strength  Damage Save
_ Short Long Short Long Muodifier
Close Combart Only 4 1 0
Fear

A Slaughterer is a horrendous and powerful opponent and
causes fear as described on page 35 of the Warhammer
A0LO00 rulchook.,
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ELDAR DREADNOUGHTS

CONTROLLING WRAITHGUARD

If the Wraithguard is within 8" of any Eldar model (except
anather Wraithguard) at the start of the turn, the Wraithguard
follows the actions of the nearest Eldar unit or individual
model. If two or more units or individual models are equally
close, the Eldar player can choose which the Wraithguard
follows.

The Wraithguard becomes psychically attuned to the unil it
[ollows and will perform similar actions — so if the unit
advances the Wraithguard will advance, if the unit fires the
Wraithguard will fire, and so0 on,

Use the following guidelines to decide what the Wraithguard
can do.

Nearest Eldar unit moves.

If the nearest Eldar unit moves, you can also move the
Wraithguard. The Wraithguard doesn't have to move in the
same direction as the other Eldar and vou can choose o kecp
it stationary. The Wraithguard may charge into hand 1o hand
combat with the enemy if you want.

Nearest Eldar unit moves away from enemy.

If the nearest Eldar unil moves away from the enemy, you
can either choose to move the Wraithguard away from the
enerny of keep it stationary. If you move the Wraithguard it
must end its move further from the enemy than it started. It
doesn’t have 1o move to the same position s the Eldar unit i
mimics.

Nearest Eldar unit charges into hand-to-hand combat.

IT the nearest Eldar unit charges mto hand o hand combat,
you must moeve the Wraithguard toward the enemy. It doesn't
have to move o the same position as the Eldar unit it mimics
and it doesn’t have to charge into hand to hand combat
(though it can if you want it to). It must end its move closer
tor the enemy than it started.

Mearest Eldar unit remains stationary.

I the nearest Eldar unit remains stationary, the Wraithguard
remains stationary. You can turn it to face another direction if
you warnt.

Nearest Eldar unit fires its weapons.

If the nearest Eldar unit fires its weapons (this includes
shooting pistols in hand to hand combat), the Wraithguard
can also shoot, It doesn't have to shoot at the same targets as
the Eldar unit it mimics.

The Wraithguard ends its move in base-to-hase contact
with an enemy model.

If the Wraithguard ends its moves in base-to-hase contact
with an enemy model it can always attack in hand to hand
combat. It doesn't matter whether or not the Eldar it mimics
are also fighting in hand to hand combat,

If the Wraithguard is further than 8" from the nearest Eldar
madel, it becomes confused unless an Eldar psyker makes a
psychic link with the Wraithguard to control it. Any Eldar
psyker anywhere on the board can make a psychic link with
the Wraithguard provided it can see the model. The psychic
link means the Eldar player can control the Wraithguard,
moving and firing it how he wanis regardless of what nearby
Eldar units are doing. However, the psyker cannot use any
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other psychic powers that twrn — making the psychic link
prevenis him using his powers for any other purpose.

Even if the Wraithguard is within 8" of another Eldar model,
you can choose e have one of your psykers take control of
the Wraithguard with a psychic link. In this case, you can
move and shoot the Wraithguard however you want — it
doesn "t matter what the nearest Eldar unit is doing.

A psyker can only control one Wraithguard each wrn but he
can control different Wraithguards from turn to turn. A&
Wraithguard can be controlled by different psykers in
different turms.

If the Wraithguard is not within 8" of another Eldar maodel
and is not controlled by a psyker, it becomes confused. Roll a
D at the start of the turmn to see what it does:

1-2  The Wraithguard moves towards the nearest
Eldar unit, stopping as soon as it comes within
4".If the unit shoots during this turn, the
Wraithguard shoots at the same targets.

3 The Wraithguard stands still and shoots st the
nearest enemy model,

4 The Wraithguard moves lowards the nearest
cover, stopping as soon as it is under cover. It
shoots at the nearest enemy model.

546 The Wraithguard moves towards the nearest
enemy model. If it reaches the model, it fights
in hand to hand combat. If it doesn’t reach the

model, it shoots at it.

The only exception to this is a Wraithguard that is in base-to-
hase contact with an enemy model, The Wraithguard
automatically attacks the model in hand o hand combal and
doesn't have to roll as if it were confused.
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LAND SPEEDERS AND JET BIKES

Land Speeders and Jet Bikes hover above the ground by
using powerful gravitic jet motors — a highly advanced form
of anti-gravity motor. Because of their unique mode of
movement they are known as skimmers. When you move a
skimmer it has the option of climbing above the terrain
features on the table such as woods and buildings so that it
can move over them. In addition, they are allowed to make a
special type of altack which allows the skimmer 1o pop up
out of cover, make an attack, and then drop back down into
cover all m the same fum.

SKIMMER MOVEMENT

A skimmer may move over terrain [eatures without penalty
as it can simply {1y over any obstacle that gets in its way. The
skimmer should also be allowed to finish its move on top of a
terrain feature, but as it's next to impossible to balance a Jet-
Bike model on top of a building or wood we will say that it
may not end a move on top of such terrain.

Skimmers can land il they are travelling at slow speed, but
will crash if going any [aster. A landed skimmer can move no
further on the wm that it lands. The skimmer can take off in
any subsequent move phase, travelling off at slow speed.

Skimmers are allowed to halt and remain stationary without
landing - this is called hovering. A hovering skimmer may
turn by any amount.

OUT OF CONTROL

A skimmer that goes out of control ends its move at the point
that control was lost. IT it has not moved the minimum
distance required for its spead, move it straight ahead until it
has done so. In its next wrn the skimmer will move out of
control 206" in a random direction just like any other
vehicle, However, you must make an additional roll to see if
the skimmer zooms up or down a level as it moves. Roll on
this table to see what happens:

1 The skimmer swoops down and crashes into the
ground.
2-5 Stay at same alttude.

The skimmer zooms straight up, stalls, and then
crashes to ground 2D6" in a random direction,

POP-UP ATTACKS

A skimmer that was either stationary or travelled at slow
speed in its previous move is allowed to make a special type
of attack called a pop-up attack. You must declare that a
skimmer will pop-up in the move phase, Insiead of moving
across the table the skimmer moves upwards; place the
skimmer on a mug, plastic cup or some other object W show
that it has popped up to high altitude, Enemy models that are
on overwatch are allowed 1o shoot at the skimmer as it pops-
up - in fact this is vsually the only way the skimmer can be
shot at when it uses this Lactic,

In the shooting phase skimmers that are making a pop-up
attack may trace their line of sight 10 a target as if they were
up to 12" above the table — as can any enemy models
shooting back on overwatch! Maodels that fire on a skimmer
that has popped up must add 12" to the range. Note that this
docs not apply when the skimmer shoots back, as the
attacking bullets don't have 1o fight against the force of

gravity!
After the attack has been completed the skimmer drops back

down -remove it from the plastic cup to show this. In its next
turn it can pop-up again, or move off at slow speed.

SKIMMERS
IN HAND TO HAND COMBAT

As long as a skimmer is airtborne it may only fight other
skimmers in hand to hand combat. Skimmers may only be
engaged in close combat by troops on the ground if the
skimmer has landed. The cne exception to this are the crews
of skimmers armed with close combat weapons such as
swords or pistols. These crewmen are allowed to make “hit
and run’ attacks as they move, in the same way as the rider of
an ordinary bike,

Therider is always considered 1o have a better initiative than
his target. The combat is resolved using the hand 1o hand
combat rules in the Bartle Manual, except that each player
may only rell one attack dice no matter what their model’s
Attacks characteristic normally is, and no matier what the
maodel is armed with. This represents the fact that both sides
only have a fleeting moment to deliver their aitack before
their opponent is gone!

Damage and saving throws are worked out by comparing the
strength of the attacker to the toughness of the defender, and
using the crewman's armour saving throw and the attacker’s
saving throw modifier. The armour penetration rules are not
used. in this case. A crewman can only make one close
combat altack against an enemy model during his movemnent
in this way, and may not shoot in the same turn that he made
a close combat attack.
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MODELLING WORKSHOP

TURNING YOUR RHINO
INTO A WHIRLWIND

This Modelling Workshop first appeared in White Dwarf
issue 117. It is an excellent introduction to the possibilities of
comwverting Games Workshop models to create exciting new
vehicles for your games. Don’t worry if you've never
converted a kit before — it's very easy, and it's great fun.

In this article we use the Rhino model kit as the source
material for the Whirlwind, one of the thousands of vehicles
currently in Imperial service. The Whirlwind is a Rhino
variant armed with a multi-launcher. The conversion uses
everything contained within the Rhino kit plus the parts listed
below. You will no special tools for this conversion: a sharp
knife and a sieel ruler should prove more than adequate.

A

CONSTRUCTING THE WHIRLWIND

The following instructions take you through the Whirlwind's
construction step by step. I you follow the sequence in order
you should have no problems putting the kit together. The
numbers preceded by a "W’ refer o those parts of the kit that
are specially made for this model; their construction is
covered in the first section, Making the New Parts for the
Whirlwind. The other numbers match those given on the
Rhino instruction leaflet.
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MAKING THE NEW PARTS
FOR THE WHIRLWIND

Parts W1, W3, W4, W3 and W6 can be made from cither
plastic card or cardboard. Plastic card can be bought from
model shops and comes in a variety of thicknesses. A
thickness of 0.03" is the most suitable for this conversion.
Lightly glue a photocopy of the emplates provided o your
card or plastic card with a contact adhesive and using the
templates as a guide cut out the shapes with a sharp knife.
You'll find a steel ruler is useful for cutting siraight lines. If
you're using plastic card you'll just need to score it with the
knife after which bending will cause it 1o break neatly down
the cut. Be very careful when you are cuiting out the
templates, and remember never to cut towards yourself.

Part W2 is made by cutting a Citadel 40mm slotia base in
half and rimming off the unwanted side edges.

Part W7 can be made from a plastic rod or round plastic
sprue.

Part W8 is made from a 35mm length of sprue taken from the
Rhino kit. The ends are then tapered using a knife,

Any of the parts that you have made from plastic can have
their edges smoothed using fine sand paper.

Plastic pieces can be stuck together using polystyrene
cement, If using ¢ardboard these pieces can be glued to
together with a contact adhesive or epoxy glue.
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WHIRLWIND CONVERSION ASSEMBLY

A. VEHICLE BODY ASSEMBLY

Build the Rhine kit as normal but leave off both
hatches (5), circular hatches (4), aeriels (17), stowage
boxes (200, grab rails (18), and dozer blades (100,

Remove the hinges on the upper hull rear using a sharp
knife.

Glue the new plate (W1) over the hole in the upper
hull.
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4,

Glue the spare “tailgate” strip (9) to the front of the
Rhino.

The holes in the underside of the vehicle may be
covered with plastic card/cardboard.

B. MULTI-LAUNCHER ASSEMBLY

2
3

Glue the launcher front (W2) and rear (W2) 10 the
bottom of the “haich’ (5).

Glue the other hatch (3) o the wp of the launcher.

Glue both side pieces (W3) 1o the launcher and the op
plate (W4) to the upper hatch,

Remove the window edges from the ramp (7) using a
knife. Glue the ramp (7) to the underside of the
launcher and then fix discs (W35) and W6) and the peg
(WT) to the ramp.

Cut one grab rail (18) in two and glue them, along with
the boxes (20) to both sides of the launcher.

Fix the other grab rail (18) w the ront of the launcher
anid the circular haiches (4) and aeriels (o the rear.

Glue part W8 to the top of the launcher.

Place, but do not glue, the launcher onte the top of the
vehicle.



PAINTING THE WHIRLWIND

Whirlwinds are painted in the same colours as normal
Rhinos, but carry an additional identification symbol on the
top of the multi-launcher. Although the symbol varies
between different Space Marime Chapters or Imperial Guard
Regiments, it always retains the same basic shape. Two
examples of the multi-launcher symbol are shown below

AN

Space Wolves symbol stenciled symbol

The first, the three colour variant used by the Space Wolves,
may simply be phetocopied, painted in the appropriate
colours, cut out and stuck onto the vehicle using contact
adhesive. The centre circle is Chaos Black, while the
opposite pairs of triangles are Sunburst Yellow and Blood
Red.

The second symbol is the version displayed by most of the
Imperial Guard regiments, although some Space Marine
Chaplers also use it, The symbol is stencilled onte the top of
the multi-launcher in a contrasting colour. Photocopy the
symbol, making sure that it is in the centre of the page.
Attach the photocopy to a piece of this card and carefully cut
it out so that you have a piece of card with a symbol shaped
hole in the centre, Place this on the model model and Tightly
tape it i place. Keeping the card as flat as possible, spray
paint the area around the hole using an aerosol can or an
airbrush. If you don’t have access to either you can achieve
the same resull by stippling paint through the hole using an
old brush. Be careful to only have a little bit of paint on the
brush at a tme otherwise the paint will seep beneath the card
board. When you remove the card, you should be left with a
clearly defined multi-launcher symbaol on yvour model.
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USING THE WHIRLWIND IN
WARHAMMER 40,000

Most of the information you will need in order to use the
Whirlwind is included on its Datafax. However, the vehicle is
equipped with a new and extremely potent weapon called a
mulli-launcher, and this is described below.

The multi-launcher is a multiple missile launcher housed in a
turret that may be rapidly rotated 1o face any approaching
threat; with a salvo of high-explosive shells the target’s
destruction is certain. When fired the rockets scream skyward
in a flaming arc, shooting overhead in large numbers. They
fall 1o the ground in a series of massive explosions, scattering
shrapnel and bodies over a vast area as their targels are tom
apart. In a single instant the multi-launcher can bring utter
destruction 1o a huge area of the battlefield.

The multi-launcher is loaded with 24 krak missiles. The
player must record how many missiles have been fired, The
multi-launcher is loaded and armed prior to battle, and cannaot
be reloaded during the game. This means that once all 24
missiles have been fired the multi-launcher cannot be used
again in the same game,

The multi-laumcher fires its missiles together 1o produce a
saturation effect of fire and destruction called a salvo. Up o
eight missiles may be fired together in a salvo, though the
player may choose to fire less than eight if he wants.

A salvo is worked out as follows. Roll to hit as normal and
position a burst template with a radius of 1/27 for every
missile in the salvo, The more missiles that are fired the
larger the burst will be. Strength, damage and save modifiers
remain the same no matter how many missiles are fired.

Range To Hit Strength Damage Save
Short Long Short l__.p_r!gv Maodifier
0-20 2072 O 0 8 (ML -f
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WARHAMMER 40,000
ORK GOBSMASHA

The Gobsmasha is an Evil Sunz war buggy characterised by its blocky, armoured hull and four
large metal wheels. The Gobsmasha benefits from having thicker, fully enclosed armour and a
bigger gun than ordinary war buggies. Evil sunz use Gobsmashas to teach their young and
impetuous Wildboyz the benefits of Orkish kultur and the joys of driving around at high speed —
the heavier armour comes in particularly handy when the Wildboyz keep crashing into things.
In battle each Gobsmasha is crewed by two or three Wildboyz (who jump around and try to grab
the steering wheel off each other) and a hoary old Ork veteran (who fires the gun and stops the

young Orks doing anything too daft.).

This article provides templates and full insoructions to build
an Ork Gobsmasha for use with Warhammer 40,000, The
techmiques are simple and the materials easy to come by so
this is the perfect thing to build even if you've never made a
model beflore, you'll be able 1o build yoursell a Gobsmasha,

The materials are cheap and easy to get hold of, you will
need some cardboard ,glue and a few odds and ends from
yout bits box - you'll probably have most of the things
around the house anyway. And the techniques are simplicity
itself: if you can cut a straight line and glue two pieces of
card together yvou can make the Gobsmasha — its as casy as
that!
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As you'll see, we've made a straightforward versiom of the
Gobsmasha that keeps to a basic box shape with simple
wheels. On top of this basic shape you can then add as much
Orky detail as you want — pipes, exhausts, haiches, plates,
boilers, rivets, guns, mesh, ladders, valves, gauges, ropes,
wires_.. you name it, the Orks add it to their Gobsmashas.




BUILDING THE GOBSMASHA

Photocopy the templates and fix them to your card sheet with
masking tape or small pieces of sellotape. Keep the templates
as flat as possible so that you get an accurale copy on the card.
Now use a pin and push a hole through the marked points on
the templates into the card underneath. Once you've gone
round all the holes, remove the templates from the card, Use a
pencil to join the holes in the card — you should get the same
shapes as the templates.

Cut out the § pieces that make up the body of the Gobsmasha,
Glue the two sides to the base and then fix the body pancls in
place — see the diagrams.

There are wo easy ways 1o make the wheels. One way is 1o
cut all the pieces out of card and glue them together — this is
described below, The other way is to use the plastic lids of
collee jars (or any other sort of jar that has a lid with a deepish
side) - these should be about 50mm (27) across. All you need
to do for these is cut out a circle of card to fit into the bottom
of the lid and make it solid — you can use the lid itself as a
template and then trim the card slightly smaller than the circle
you've drawn round the lid.

If you can’t get hold of 4 coffee jar lids of the same size, you
can easily make your wheels out of card. For these, you'll find
a compass is the best thing to draw the shapes. You need
circles of about 25mm (1) radius, Cut these out either with
your modelling knife or, if you're using fairly thin card, with a
pair of scissors. Alternatively, if you've got one, you can use a
circle cutter — this is a tool rather like a pair of compasses but
with a blade instead of a pencil.
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For the wheel rims, cut out 4 strips of thinner card about 16-
17mm (34") wide and 160mm (6'/:") long. You'll need to
curve these to fit round the outside of the wheel hubs, The best
way to do this is to pinch one end of the strip between your
thumb and a pen or pencil and then pull the strip through,
Repeat this a couple of times for each strip until it’s roughly
curled round into a circle - this will help prevent creases when
you stick it to the wheel hub.

To get the lemgth of each rim correct, hold it in place around
one of the hubs and mark where it overlaps = cut it ofl here.
Glue the rim into place flush with the side of the wheel using
all-purpose glue and hold it firmly until the glue sets. Onee the
glue's dry, glue the other hub into place.

MNow you need to cut out and glue on the plates that create the
tread of the wheel. These should be about 20mm (") long
and 10mm ") or so wide. You'll need about 17 plates of this
size to go right round the wheel. Simply glue the plates into
place so that they butt up to each other and slightly overlap on
each side of the rim.
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Tt doesn't matter if all the plates aren't exactly the same size —
this is an Orky vehicle, after all! And if you have to cut the Jast
one a bit thicker ot thinner than the others, just put it at the
bottom of the wheel where it won't show. If you've used
coffee jar lids for the wheels, you may be able to skip this
stage if the lids are suitably ribbed. Once you've made all four
wheels, stick them to the body of the Gobsmasha with all-

purpose glue,

The Tast thing you need to make is the battle cannon. For this,
the best thing 1o use is something like a Smarties tube but any
tube about 25mm (1") across will do fine. Cut it down to about
S0-60mm (2" or so) and glue it into place on the front of the
Gobsmasha.

Your basic model's now finished and, with a quick coal of
paint, it's ready to take to the tabletop as part of your
Warhammer 40,000 Ork army. If you want, you can go on o
add extra detail 1o the Battlewagon, either now or after you've
played a few games using it as it is.

ADDING DETAIL

When you're adding detail to your Battlewagon, you don’t
have to follow the examples we've given here. Remember that
every Mekaniak personalises the Battlewagons he builds.
Although there are certain general resemblances between
types, no two Ballewagons are ever exactly the same.

If a Battlewagon design proves particularly successful in
battle, however improbable or outrageously lucky its success,
the design will be copied by Meks who saw the Battlewagon
in action or heard rumours of its effectiveness. Even so, no
Mekaniak will ever build a perfect copy of a Battlewagon —
partly because each Mek has to make do with whatever
materials he can scavenge and partly because it's a point of
honour for a Mek o do the best kustomisin® job he can.

To give you some inspiration for kustomisin®, we've
deseribed the details we added w our Gobsmasha. For your
own Battlewagon, look through your bits box and see what
odds and ends of weapons, sprue offeuts, spare model parts
and so on you can find — from these you can make all soris of
extra worky bitz, flash bitz and gubbinz!

We made the rivets from small sections of plastic sprue, stuck
into place with supergloe. Superglue is easier o use and more
precise for this kind of thing — if you use all-purpose glue for
fiddly little bits like rivets you'll probably end up with long
fine strands of glue all over your model! We've found the
easiest way 1o position the rivets is first to put a tiny drop of
glue into the right place, then use a pin or the end of your
madelling knife to pick up the rivet and push it onto the gloe —
hold it for a few seconds until the glue sets and then simply
withdraw the pin or knife.

The Battlewagon belongs to Mekteef and flies his banners.
We also rolled on the Kult of Speed table in "Ere We Go and
determined that it is driven by a Speed Freck.

driver helped us decide on the banners and symbols for the
vehicle.

Skull White. Over this, we painted a base coat of Go Fasta
Red. For the highlights we used a mix of Go Fasta Red and

just Blood Angel Orange.

We wanted the rivets on the body 1o be a bit lighter so they
stood out, 50 we used a mix of Blood Angel Orange and
Sunburst Yellow,

We painted the wheels with a mix of Chaos Black and Black

it a wash of Orange Ink mixed with Brown Ink for a rusty

Being an Evil Sunz vehicle, we decided to paint it in their
favourite colour of bright red — as everyone knows, red
wunz go fasta! Its Evil Sunz Mek owner and Speed Freek

Tao start with, we gave the whole model an undercoat of

Blood Angel Orange, finishing up with a final highlight of

Ink. We drybrushed this with Boligun Metal and then gave

PAINTING THE GOBSMASHA

We made this mode] w add o Waa-Skumrot, an Evil Sunz
army (the list for Waa-Skumrot appears in the forthcoming
Frecbooterz book containing army lists for Death Skulls,
Blood Axes and Freebooter Mobz as well as the Evil Sunz).

sheen. Finally, the wheels were highlighted with Mithril
Silver. The wriangular plates between the struts were painted
red in the same colours as the rest of the vehicle body.

For the check patterns, Evil Sunz faces and symbols, we
started with a black outline of the relevant shape painted
with a fine brush ({0 or 000) using Chaos Black thinned
with Black Ink — this allows the paint to Now freely while
keeping it black. We then carefully [illed in the colours.

The banners are based on designs that have been drawn for
the forthcoming Freebooterz book. We photocopied the
designs and then painted the colours in. The Kult of Speed
banners have a Go Fasta Red background, with Chaos Black
and Sunburst Yellow designs. The Mek and household
banners use a mix of Bleached Bone and Skull White for the
background. For the detail of the symbols we used Go Fasta
Red, Chaos Black, Sunburst Yellow and Striking Scorpion
Green.

We've included black and while copies of the banners from
our Gobsmasha — you can photocopy these for use on your
own Battlewagons if you want. If you're making any Ork
vehicles or putting together an Ork army, you'll be
interested 1o know that we're soon going to be releasing a
set of Ork glyph transfers to make it even easier to add
glyphs o vehicles, back plates and banners,

a0




We used lengths of plastic sprue for the exhaust vents at the
rear of the Gobsmasha, along with some spare parts from a
Rhino kit.

Rather than glue our gun straight onto the Gobsmasha, we've

stuck on a spare ramp plate from a Rhino kit and glued the
battle cannon onto the plate.

The wider end of the battle cannon {added for its extra
imposing appearance and increased noise) is a sawn-down
Citadel Paints pot. We simply sawed the bottom off the pot
with a hacksaw, glued the pot onto the barrel and then filled
any gaps with plasticine. Note that holding something round
like a paint pot while you saw it is a bit tricky — il you're a
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young modeller, we recommend that you ask a parent to help
you with this bit.

Many Gobsmashas have extra weapons like heavy bolters or
heavy plasma guns. You can add one or more of these to the
front of your Gobsmasha by simply cutting the back off a
plastic Citade]l weapon and gluing it beside the baitle cannon.

We've added extra plates to the body and wheels of the
Gohsmasha with thin card. We then used thicker card {or you
could use two lavers of thin card) to make the wheel struts -
this is so they stood out from the triangular plates on the
wheels. The hubcaps and hatches are plain round shields from
Marauder Miniatures.

g

You may photocopy these banners
and emplates for personal use.
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VEHICLE MANUAL

The Vehicle Manual adds an exciting new dimension to your Warhammer ?
40,000 games. It updates and expands the vehicle rules from the A
Warhammer 40,000 rulebook, and allows you to use any of the model it
vehicles produced by Citadel Miniatures for Warhammer 40,000 in your

games.
P
DS

The Vehicle Manual includes:

Revised and expanded rules for all of the different types of vehicles found
in the Warhammer 40,000 universe, including wheeled and tracked
vehicles, bikes, dreadnoughts, walkers and skimmers.

30 card Datafax. Each Datafax contains all the information you will need

to ‘use the vehicle in a game of Warhammer 40,000, including its speed, =
points value, weaponry and armour. The Datafax are printed on card to i
ensure that they will survive a lifetime of play. :

Card reference sheets and templates, including a unique targeting
template made of clear plastic which allows you to aim at any point on a
target vehicle.

Full instructions on how to convert the Citadel Rhino Kit into the
awesome Whirlwind, and to build the heavily armed and armoured
Gobsmasha battlewagon.

The Datafax are all printed on high quality card and have been loosely
bound in such a way that they will easily remove from the cover. Inside
and on the back of the cover are printed reference sheets, charts and
tables for handy reference during play

THE VEHICLE MANUAL IS NOT A COMPLETE GAME. YOU WILL
NEED A COPY OF THE WARHAMMER 40,000 RULEBOOK AND
BATTLE MANUAL TO USE THE INFORMATION IN THIS BOOK.
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VEHICLE MANUAL SUMMARY

VEHICLE MOVEMENT
RULES SUMMARY

A vehicle has three different move rates: slow, combat and
fast. These move rates are indicated on the Datafax. A
vehicle may only accelerate or decelerate by one speed
band per turn. A vehicle travelling at fast speed may make
one turn of up to 45 degrees during its move. A vehicle
travelling at combat speed may make up to two turns
during its move. The two tums may be combined into a
single tum of 9 degrees if required. A vehicle travelling at
slow speed may make any number of tums during its move,

TERRAIN EFFECTS TABLE

Tracked. May not move through woods. Becomes stuck in
marshy ground on a D6 roll of a 6. May move over linear
obstacles at slow speed. May not move over deep waler,
but can traverse streams and fords without penalty

Wheeled. May only cross over difficult or very difficult
ground at slow speed. May not move through a wood at all
and may not cross a linear obstacle of any kind. May not
cross water other than shallow streams and fords

Bikes/Trikes. May only cross ever difficult or very
difficult ground at slow speed. May not cross a linear
obstacle of any kind. May not cross water other than
shallow streams and fords

Walkers. Can move over any type of terrain except woods
or deep water unhindered, Can move through woods or
walk underwater along a river or sea bed at half rate. Walls
over the height of the model's knee will stop it moving
over them, but they are big enough to just push their way
through hedges or other light vegetation. Can enter
buildings if they can find a hole big enough to get in
through and the model will physically fit inside

Skimmers. May move over terrain features without
penalty. Can land if they are travelling at slow speed, but
will crash if going any faster

EMBARKING/DISEMBARKING
A SPEEDING VEHICLE TABLE

If & vehicle is moving up to 107, then troops may leave or
board it without risk. If a vehicle is moving more than 107
then each model boarding or leaving sustains an automatic
hit with the strength shown on the chart below. Any model
suffering damage is allowed its normal saving throw and
sustains | wound 1f this 15 falled. Models that successtully
disembark may make a normal move after the vehicle has
finished its move

Vehicle'sMove 0-10 11 12 13 14 15 16 17 18 19 20+

Strength of Hit
Save Modifier

VEHICLE COLLISION TABLE

Collisions are worked out using the chart below. In a
collision involving two vehicles, roll the number of dice
for penetration shown. Any location on either model that
has an armour valuc equal to or less than the dice score 15
damaged. A vehicle which is travelling at slow or combat
speed may run into foot trooper models without suffering
any damage itself. Vehicles moving at fast speed will
suffer a randomly located hit with 2D6 armour penetration.
Models on foot which are run over must make a successful
armour saving throw or sustain D6 wounds. The victim
may dive out of the way by rolling equal to or less than
their imtiative on a D6

Speed 05 610 1115 1620 21+
Armour Penetration D& 2De K]
Save Modifiar 0 4

OUT OF CONTROL RULES

Vehicles moving out of control are moved before other
models at the start of their side's movement phase. A
vehicle which goes out of control is moved 2D&" but no
faster than its maximum speed. The vehicle moves straight
ahead or towards the right or left as shown on the diagram
below. Roll a D6 to determine direction and move the
vehicle in its movement phase.

Make an additional roll for out of control skimmers on the
following table

Result

The skimmer dives down and crashes into the ground
Stay at same altitude

The skimmer zooms straight up, stalls, and then
crashes to the ground 2D6" in a random direction




BIKE SKID TURNS TABLE

A bike wishing to make a skid turn must take a skid test. A
bike may attempt as many skid turns as the player wishes.
To derermine if the skid turn is completed successfully roll
a D6, reference the score with the vehicle's speed and read
the final result on the chart below.

SPEED
Combat Fast

D6 D Result

- 1 The bike crashes and is destroyed
together with its rider. The flaming wreck
travels straight forward for the remainder
of its maximum Ffast move, and then
explodes with an area radius of 1" causing
a strength 4 hit on any target within the
effect area. If the bike hits something
betore its move is complete, work out
normal collision damage and then the
bike explodes.

The biker skilfully guides his protesting
machine in the desired direction, but is
too preoccupied to do anything else this
turn. No weapons may be fired from the
bike this turn, including any fired by a
passenger (who is more interested in
holding on than shooting).

The biker skilfully guides his protesting
machine in the desired direction, but is
too preoccupied to do anything else this
turn. The rider may not fire any weapons,
including bike weapons, this arn. A
passenger or sidecar crewman may shoot
as normal.

The biker successfully completes the
manpeuvre,

VEHICLE HIT AND
DAMAGE PROCEDURE

Place the grid over the vehicle's targeting diagram, with the
centre over the point of aim. Roll 2D6 and find the
corresponding number on the horizontal axis. Roll 2D6 and
find the corresponding number on the vertical axis. The
shot lands where the two numbers meet. This location may
then be moved either horizontally or vertically - but not
diagonally - towards the crosshairs, by a number of squares
equal to the Target Shift Score:

TARGET SHIFT SCORE = BS +/- TO HIT
MODIFIERS

To see if the shot does damage, roll for the weapon's
penetration:

PENETRATION = D6 + WEAPON'S STRENGTH +
WEAPON'S DAMAGE DICE
If the weapon's penetration is equal to or greater than the

armour value in the target area, roll on the corresponding
damage chart to find the exact damage caused.

A shot loses | point of penetration for each full 24" of
range between the attacker and the target, as summarised
on the table below.

0-24" 24-48" 48-72" 72"+
Penetration Modifier 0 - :

BLAST AREA WEAPONS

Roll to hit and for scatter (if necessary) using the rules
presented in the Battle Manual. If the vehicle is within the
blast area, follow the steps described above the following
number of tmes:

Radius Mumber

1"-1'4" 2

"2 k.
3"+ 4

Note that no Target Shift is allowed for weapons with a
blast area.

CREW CHARACTERISTICS

IMPERIAL GUARD CREWMAN
M Ws BS 5 T W | A Ld It CI Wp
4 3 3 3 3 1 3 1 7T 7 7 7
Flak armour: save 6+ Weapons: lasplstal

SPACE MARINE CREWMAN
4 4 4 4 49 1 4q 1 8 8 L] 8
Power armour: save 44 Weapons: balt plstal

SQUAT CREWMAN
1 2 1 q 7 ]

= 5
3 4 3 3 4 8

Flak armour: save 6+ Weapons: laspistol

ELDAR CREWMAN

M Ws BS S T w | A
4 3 3 3 3 1 4 1
Mesh mrmours save 5+ Weapons: laspistol

CHAOS MARINE CREWMAN
4 4

4 4 4 1 4 1 B 8 10 @8

Poawer armour: save 4+ Weapons: chalnsword
P

ORK CREWMAN
1 2 1 Fi B T

4 3 3 b 4 T
Flak armmir: save G+ Weapons: bolt pistal

CULTIST CREWMAN

M WS BS § T w I A Lld Int C1 Wp
4 1 3 1 7 T 7 T

3 3 3 3
Flak armours save 6+ Weapons: laspistol




ARMOUR PENETRATION TABLE

This table summarise_s the amour penatration values of the weapons used in the Warhammer 40,000 rules. You
can work out penetration rates for yourself using the profiles, but we thought it would be useful to have a summary

In addition to the penetration value, we've include the minimum and maximum results and the average result a
typical dice roll will give you. Obviously you don't need to know these values to play the game, but smart players will
quickly realise the usefulness of knowing how much armour they're likely to penetrate with a shot, Remember that
the more dice you roll the greater chance you have of obtaining a result close to the average score — so a lascannon
with 3D6+8 is more predictable than a plasma gun with D&+7.

PISTOL Armour Min. Max Average
STOLS Penetration Result Result Result

65
75
Tiee
6.5
65
S

Autopistol DE+3
BoltPistol - DB
Hand Flamer DE+4
Simapiated o0 Desa
Needle Pistol DE+3
* Piasma Pistol
Shuriken Pmini

Stub Gun

&#‘*#hﬂﬂﬂh

BASIC Armour Min. . Max.  Average
WEAPONS Penatration Rezult Result Aesult

Autogun D&+3
D& +1
co DBeY

Death Spitter D6 +6 2

o T TR e Tt ey s

Fleshborer DE+4 10 7.5 HEAVY
mmﬂmm&mfwmhmﬂ“f g varsd .  WRc Average
ey i T i WEAPGHE Penetration Result Result Result
Lasgun : D6+3 B 'ﬁ.. s o DE+D10+8 10 24

Meitagun 20648 20 15 THido-Canven T TanEM . oD W
‘Mushet ; Ao Battle Cannon 3D6+8 i 26

Sniper Rifle D6+3 9 6.5 _ Conversion Beamer — Varies with srmourvalus =
COgrin Rippdr 7 DB+ G e 1=4 armour’ D6 8

Plasma Gun 13 10.5 L Bomrmour . 206 ; e
ghot Gin~ G B  o-1larmour  3D6 3 :
T
5

B8 6.5
TR
7 4.5
iy et o
8.5

4
o
2
3
T
g
5

i e
o= M

_ Shuriken Catapult LA D Mzaeermous sD8
* Storm Beter e 5 15+ armour 506
Heavy Bolter D6+Dd+5 T 15
; g e TSt SR s S
GRENADES .lrmnulr Min. Max. Average ; Hunw! P:::i s —;:Tza acnc.irc.hn‘ t . 11 l:tt” :
Penetration Result Result Result 9 o pm e "g
o May. Power: 0 DEsDHO0LT0 i
Frag Grenade D6+3 4 ] 75 = Low Energy T+I}4+D-E- 'EI 17
Haywirs -~ Automatically penetrates (see rules) “HemvyStbGun  DEM S 5 w7
Krak Grenade 20645 8 i@ i3 Lascannon AD6+9 12 27
“Plasma Grenade DB+5 i AR L e “Molu Mortar - Varias sccording te burst typs.
Rad Grenade 2D6+D4 3 16 g5 : Airburst DE+3 4 <]
“Wortex Grenadas. . Automaticslly penelratos {see ruloe) D SurmcaBurst: . Déed. o & W
Ground Burst DE+4 10
| Bubtermanean ey SR g
Mlasill.‘ Lnunch!r — \I"anea am::nrdlng ta miasile t'!,rpe

SUPPORT Armour Min. Max. Average L Krak Misslle © DE:D10« i

nr.ﬂﬁm;ir-p-;ln

WEAPONS  Penetration Result Result  Result Erag Missile D6.+d Fm o "{n’" ey

7 alte Midails T e
Distart Cannon — Automatically penetrates (see rules) lﬂulti—lnur" o R R ; 16
G e s B ] B i
Scatter Laser Dé&+6 T 12 8.5 Multimelta  DE+2D12+8 i 38 g

“Tarantuia’ apEwm Rl ey Shuriken Cann. o DEDMeE 0 ST g e
Thudd Gun D6+ 7 12 g oo -~ S ;
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WARHAMMER 40,000 VEHICLE TARGETING GRID
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STANDARD VEHICLE HIT AND
DAMAGE PROCEDURE

1. Place the grid aver the vehicis's targeting disgram, with the
cantre over the point of sim.

2. Reoll 206 and find tha cormapending number on the herizental
axia.

3. Roll 2D6 and find the corresponding number on the vertical
axis.

4, The shot lands whers the twe numbars meet. This location may
then ba mowved in sither horizantally or vertically - but not
diagonally - towards the crosshairs, by 8 number of squares squal
to the Target Shift Score:
TARGET SHIFT SCORE = BS +/- To Hit Madiflars
5. To ses if the shot doss damage, roll for the weapon's
panatration:
PENETRATION = Dé + Weapon's Strength + Weapon's
Damage Dice

Panetration Modifiar (]

7. i tha weapon's penetration |s sgual te ar greater than the
armour value in the targst area, roll on the corresponding damage
chart to find the axact damags caussd.

AREA EFFECT WEAPONS

1. Rell to hit and for deviation (if necessary) using the rules
presented in the Battle Manual. If the vehicle is within the area

effect marker, follow steps 1-3 and steps 5-8 above the following
number of times:

Radius
1°-1"%"
2"-2'h"
e
Note that no Target Shift is allowed for area effect weapons.

Mumber

Warhammer is a registered trademark of Games Worksop Ltd.
© Copyright Games Workshop Ltd, 1992. All rights reserved.




VEHICLE MANUAL TEMPLATES

SPEED MARKERS

COMBAT

TURNING
TEMPLATE

In order to turn a vehicle
exactly 45° left, place the
turning template along the
side of the vehicle, and
then turn the front of the
vehicle as shown in the
diagram.

iR
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R
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SPEED
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SPEED
COMBAT

COMBAT FAST
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SMDKE LAUNCHER TEMFLATE
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.J-.,pf" 1 Cloud disappears with no further effect at the end of this wm. # i l_., B u_‘
v 24 Cloud remains where il is. Cy b P ) el
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TURNING
TEMPLATE

In order to turn a vehicle
exactly 457 right, place the
turning template along the
side of the vehicle, and
then turn the front of the
vehicle as shown in the
diagram.
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IMPERIAL RHINO

The Rhino armoured troop carrier is the most widely used transport vehicle in the Imperium, in service with the
Space Marines, the Imperial Guard, the Titan Legions, and even supplied to the Squats and Knight worlds.
Though the Adeptus Mechanicus manufacture large numbers of Rhinos, most planetary Lords and Space Marine
Chapters prefer to build and equip their own locally. The Rhino's enduring popularity is due to the ready
adaptability of the vehicle's basic design, and the fact that it can be built from a wide range of materials, from
steel to high-tech thermo-plasteen. It can be modified to suit local climates or to fulfil different military roles.

Range To Hit

Short long Short Long Strength Damage Save Modifier S$pecial
012 12-4
,l. P

Baltar
Smoke Launcher

Type Tracked
Points Value
Driver

ra
on

Transport

Slow Speed
Combat Speed
Fast Speed

b

The Imperial Rhino is armed with twin bolters with
360" field of fire, and a smoke launcher.

BACK ARMOUR -1 FRONT ARMOUR +1

BACK FRONT

Smoke Launcher

.

Track 12

Fuel 16

Transport 18

Controls
16




IMPERIAL RHINO DAMAGE TABLE

AMMO

Result

Ammunilion staris 10 reacl dangerously with the air, and
chemcals spill into the velucle's nterior, Al the beginning of each
of ita following trns, the vehicle will explode on the D6 roll of 4
4, 3 or 6. An exploding vehicle automatical ly causes D6 strength
10 hois with 4 -3 saving throw modifier on all models within 37 of
the vehicie

The ammunition explodes immediately! An exploding vehicle
automatically causes D6 strength 10 hits with & -3 save modifier
on all models within 3" of the vehicle.

CONTROLS

Result

The vehicle is brought to a halt and may nol move for the rest of
the game. All onboard systems are rendered useless but weapons
may be fired and doors opened manually. When fining weapons
nole that rrets may nol furn and Largeter devices are renderod
InCReralivie

The vehicle is brought to & halt and may poi move for the rest of
the game. All onboard sysiems are rendered useless and all doors
pam shut. Models inside a totally enclosed vehicle are UJIIFH;I,I
Weapons may be fired, although tarets may wot tum and targeter
devices will nol operate

The vehicle moves in a |1.|J‘1g\c':'|n and unpredictable fashion. The
vehichk moves out of control for the remainder of the game or ontil
it hits terrain il cannol cross, collides with another vehicle or
bunlding, or until it leaves the game tahle

DRIVER

Hesult

The dnver is allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon, [T this is
spccessful he s unharmed. If he does nol save then be sustais Lthe
nim ber of wounds normally caused by the penetrating weapon
Unless sommeone else lakes over the controls the vehicle will move
oul of controd [or the emainder of the game or until it hats terrain
il cannio! cmoss, collides wath another velacle of ="-l|||-.!:r:g_ or '._;|"I|| il
leaves the game Lakile

The driver i3 allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon. TF this is
successful be is unharmed. If he does noi save then he sustains the
num ber of wounds l‘!:n"‘!l.lll} caused ny the penetraling weapon. In
addinon, the driver's controls are so badly damaged that the
vehicle becomes undnveable regardless of whether the diver is
slain and will move out of eontrol for the remainder of the game or
undil it hits terraen it canmot cross, collides with another vehicle os
hull.l:"g_ of udikal i leaves the game lable

FUEL

Hesult

I'ne fuel tank reptures and staris leaving a burning trail of foel
behind the vehicle. This is mot a problem as long as the vehicle
keeps on moving. Howewver, if the vehicle stops for a0y reason
then ithe buming fuel will caich up and spread o the fuel wak,
causmng an explosion as descnbed [or a roll of 4-6 below

A huge gash 18 tom a0 the fuel tank, dumpang all of the vehicles
fuel on the ground. The vehicle can camry on moving 48 normal in
is next ham, and will then gnnd to & halt for the rest of the battle

A spark ignites the vehicle's fuel 1ank and it bursis into flames
Anyhody on board 1= killed and the flaming wreck moves out of
control aexl 1um and then explodes. Anyviling within 3° of the
point where it ends up is caught in the explosion, suffenng damage
exacily as if they had been hii by a heavy flamer

ENGINE

Result

The vehicle comes to an immediate halt and remains mmishilised
for the remainder of the game

The vehicle moves out of control in is next twm and then comes 1o
a permanent halt

The vehicle 15 spun round to face a random direction by the force
of the explosion and then comes o a permanent halt

A spark ignites the vehicle's foel tank and i bursts mto Names
Anybody on board is killed and the flaming wreck moves oul of
conirol mext turm and then expledes. Anything within 3" of the
point where it ends up is caught in the explosion, suffering damage
exacily as if they had been hit by a heavy flamer

SMOKE LAUNCHER

Hesuht

A malfunction causes the smoke lasuncher o fire prematurely
Flace a smoke template 47 in front of the vehicle; the smoke
launcher 18 now useless for the rest of the game

The smoke launcher 15 destroved and may not be used for the rest
of the game

TRANSPORT

Hesult

The atiack miraculously fuils (0 cause any damage in the transport
secition, but the huge explosion stuns any models there. Any
mixels being trunsported in the vehicle may not do anything in
their next turn while they recover from the eflects of the explosion

The weapon hits & mndomly chosen model in the transport section,
causmng damage using the nonmal Warkammer 40,000 rules. 1F the
weapon has o blast area then all other models in the transport
sechion will be hit as well

As above, bui the transport section is so badly damaged that any
surviving models must disembark m their next um

TRACK
Hesult

The vehicle is brought 1o a permanent halt. [f moving when hit, the
vehicle immediaiely turns 45 degrees towards the damaged side
belore it comes W a halt. The vehicle may not move for the rest of
the game, bui may turn o face any direction during its movement
phase =0 Jong a8 one rack remains functional

The vehicle is brought to g permanent hall. If moving when hit, the
vehcle trns 45 degrees towands its damaged side before il comes
1o i halt. The vehicle may nol move nor tum once il has halted

I{f moving when hit, the vehicle moves out of control in ils
following tumn, and then comes 0 & permanent halt. If halied when
hit 3t will remiin stationary for the rest of the game.

WEAPONS
Resuli

The weapon s jammed or partially damaged and cannol be used
until it has been repaired. A crewman may successfully repair the
weapon by molhng a 4, 5 or & ot the start of s tum. A crewman
who attempls a repair cannol do anything else and the weapon
cannol be fired 10 the same turn that it s repaired. Only one
CTEWMAN may atempl 1o repar 4 weapon al once

The weapon is destroved and can no longer be used
The WA 4'|.|l|1|-:1r.'\. and s LI#.'\.III:1}I.'|| hie 1'.1.5_||:l;|-.|;| Ilashes
hack to the vehicles ammao, bypassing all armour, and causing &

secondary cxplosion, Roll on the ammo damage table o find out
what effect this second explosion has.
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IMPERIAL PREDATOR

The Predator is one of the Imperial Guard's most common battletanks, and is also used by the
Space Marines. The Predator is based on a substantially up-armoured Rhino body to which a
top-mounted turret and two side-mounted sponsons are attached. Each sponson carries a
lascannon, while the turret is equipped with a powerful shell-firing autocannon. On the
battlefield Predators provide a mighty punch which can stop an enemy assault dead in its
tracks or smash through enemy lines and exploit deep into enemy territory.

Range To Hit
Short Long Short Llong Strength Damage Save Modifier Special
Lascannon 0-20 20-60 | - - ] 206 -6
Autocannon 0-20 20-12 | - - 8 D8 -3 Sustained fire

3moke Launcher 4 - - - - - -

6" x 1" area template

Type Tracked
Points Value 200
Driver

Transport

Slow Speed
Combat Speed
Fast Speed 25

ha
=

The Predator is armed with two lascannons with
targeters and 180° field of fire to the left and right, a
smoke launcher, and an autocannon with targeter and
360° field of fire

BACK ARMOUR -1 FRONT ARMOUR +1
FRONT

BACK

Smoke Launchar

Woapon 14 ;

Track 12

Turret Gunner 20

Cantrals 16

Weapon 14

-
\
N\

BACK FRONT

Side Gunner 16

Engina 20




IMPERIAL PREDATOR DAMAGE TABLE

ENGINE

Resubt

The vehicle comes to an immediate halt and remains mmobilised
::l\.lr the rern annceEr of ']'K: _LEI.I'I'H:

The vehicle moves out of control m its aext fum and then comes o
a permanent hall

The vehicle 15 spun round to face a random direction by the force
of the explosion and then comes i & permanent halt

A spark igmies the velicle's fuel lank and it bursis inio flames
Anybody on board 15 Killed and the flaming wreck moves out of
conirol next turn and then explodes. Anything within 37 of the
point where it ends ap is caught in the explosion, suffering damage
exactly asif they had been hit by a heavy flamer

SMOKE LAUNCHER
Result

A malfunction caises the smoke launcher to fire prematurely
Place a smoke template 4° in front of the vehicle, the smoke
launcher is now useless for the rest of the game

The smoke launcher is destroyed and may not be used for the rest
of the game.

TRACK

Result

The vehicke is brought to a permanent halt. If moving when hit, the
vehicle immediately toras 45 degrees lowards the damaged side
belore 11 comes o & halt. The vehicle may not move for the rest of
the game, ut may turn io face any direction ||.1,|.rmy; its movement
phase w0 long as one rack remains functional.

The vehicle is brought to a permanent halt. [f moving when hit, the
vehicle tums 4% degrees iovwards its damaged side before it comes
10 & halt. The vehicle may nol move nor fierm once if has halbed

Il moving when hii, the vehicle moves oul of conirol in s
[ollowing turn, and then comes 1o 8 permanent halt. 17 halied when
hin it will remain halted for the rest of the game.

DRIVER

Resuh

The driver is allowed his normal saving throw modifed by the
normal armour modiflter [or the penetrating weapon. I this is
successiul be s unhammed. I he does not save then he sustains the
number of wounds nommally caused l|":I'I.I the penelraling weapon
Unless someone else takes over the controls the vehicle will move
out of control for the remainder of the game of aatil i hils e
1l cannod cross, collides with another vehicle or building, or until it
leaves the game table.

The driver 15 allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon. If this is
succesalul he 1= unharmed. If he does not save then he sustains the
o ber of wounds normally caused by the penetrating weapon. In
addition. the driver’s controls are so badly damaged that the
vehicle becomes undriveable regardiess of whether the driver is
slain.lt will move out of control for the remander of the game or
until it hits terram if cannol cross, collides with another vehicle o
building, or until it leaves the game tahle

FUEL
Kesuli

The fuel tlank ruptufes and starts 1o leave & bummg trail of fuel
behind the vehicle. This is nol & problem as long as the vehicle
keeps movimg. Howewver, i the vehicle stops for any reason, then
the burning fuel will catch up and spread oo the fuel wnk,
causing an explosion as described for a roll of 4-6 below.

A huge gash 15 torn in the fuel lank, dumping all of the vehicles
!III.'I o rhl #!'HI.IIJII -I-IIE' \ll'I'III.'II' cun L,'an"!r on |le_:l‘-'mﬁ as r|l,'“'ﬂ].'dj n
ils penl fum, and will then gnod o a hall for the rest of the battle

A spark igmites the vehicle's fuel tank and it bursis nto fames
Anybody on board is killed and the flaming wreck moves oul of
control pext turn and then explodes. Anything within 1" of the
point where it ends up is caught in the explosion, suffering damage
exacily as I they had been hit by a heavy fMamer

AMMO

Hesult

Ammunition starts (o react dangerously with the air, and
chemicals spill into the vehicle's interior. At the beginning of each
of its following tums, the vehicle will explode on the D6 roll of a
4, 5 or 6. An exploding vehicle automatically causes D6 strength
10 hits with a -3 saving throw moedifier on all models within 3° of
the vehicle.

The ammunition explodes immediately! An exploding vehicle
sulomatically causes Db strength 10 hits with a -3 save modifier
on all models within 3" of the vehicle

GUNNERS

Result

The gunner is allowed his normal saving throw modified by the
normal armour modifier for the peoetrating weapon. If this is
successful be 15 unharmed, [T he does not save then he sustains the
number of wounds normally caused by the penetrating weapon.

The gunner is allowed his normal saving throw modified by the
oormil armour modifier for the penetrating weapon. If this is
successful he 18 unharmed. Regardiess of whether the crewman
survives, the W e he i 1'|-pcr-a1ml.-_ T sl |1a|.|.'t!r dallu.gm]. b_\- Lthe
hit that it can mo loager be used

CONTROLS

Result

The vehicle is t'lt'l'-ug]'ll 1o @ halt and may nol move fo the resi of
the game. All onboard systems are rendered useless bul weapons
may be fired and doors opened manually. When firing weapons
note that turrels may ool tum and targeter devices are rendered
Inoperitive,

The vehacle 13 brought to a halt and may not move for the rest of
the e All ooy board SYSISE Are rendered uieless and all doors
jam shut. Models inside a totally enclosed vehicle are Tapped.
Weapons may be fired, although turets may nol tum and targeter
devices will not operate.

The vehick moves in a dangerous and unpredictable fashion. The
vehicle moves out of controd for the remasnder of the game or until
it hiis terrain il cannol cross, collides with another vehicle or
building, or until it leaves the game table

TURRET
Result

The attack miraculously fails 1o cause any damage in the mrret
section, but the huge explosion stuns the murret gunner. The ganner
may nol do anything in his next mrn while he recovers from the
effects of the explosion

The turret is ;J.lllull:ll and may no Iomger rolale .-'i.n:r- Wedpons
mexinted in the werret may only fire in a struight line at targets that
are direcily in ront of them

The ammunition stored in the turret explodes and the vehicle is
destroved. All the crew are killed, and the vehacles turret is blown
of f its hody, flying 208" in a modom direction before it crashes o
the ground. Anything under the spot where the turret lands takes
an aulomatic 59 hit with a -6 save modifier thal causes 1D6
wounds

WEAPONS

Result

The weapon is jammed or partially damaged and cannot be used
until it has been repaired. A crewman may successfully repair the
weapon by rolling a 4, 5 or 6 al the stan of his fwm. A crewman
who atiempts a repair cannod do anything else and the weapon
cannol be fired in the same turn that it is repaired. Only one
CTeWTnAn may attempi (o fepair @ weapon af once

The weapon is destroyed and can no longer be wsed

The weapon explodes and is destroyed. The explosion flashes
back 1o the vehicles amumo, bypassing all armour, and causing
secondary explosion. Roll on the ammo damage table to find ow
what effect this second explosion has.




i IMPERIAL WHIRLWIND h

The Whirlwind is a very simple modification to the Rhino, designed to provide supporting fire and bombard
enemy positions. It has proved its worth time and again and is used in large numbers by both the Imperial Guard
and the Space Marines. The Rhino remains largely unchanged, save for the addition of a multi-launcher to its
roof. The multi-launcher is a multiple missile launcher housed in a turret that can be rapidly rotated to face any
approaching threat. When fired the rockets shoot skywards in a flaming arc, screaming overhead in large
numbers. They fall to the ground in a series of massive explosions, devastating a huge area and scattering

shrapnel and bodies in all directions.

Range
Short Long

To Hit
Short

Bolter 0-12 12-4
Multi-Launcher 0-20 20-12 Special rules in Vehicle Manual
Smoke Launcher 4 - 8" x 1" area template

Long Strength Damage Save Modifier Special

Type
Points Value

Transport
Slow Speed

Fast Speed

Combat Speed

Tracked
50

i

none

]
=] &=

The Imperial Whirlwind is armed with twin bolters
with 360° field of fire, a smoke launcher, and a multi-
launcher with targeter and 360° field of fire.
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IMPERIAL WHIRLWIND DAMAGE TABLE

AMMO

Result

Ammunition starts (0 rescl dangerously with the air, and
chemcals spill into the vehicle's interior. At the beginning of cach
of its following wms, the vehicle will explode on the D6 roll of 3
4, Sor 6. An exploding vehicle sutomatically causes D6 strength
141 hits with a -3 saving throw modifier on all models within 3 of
the vehicle

The ammunition explodes immediately! An exploding vehicle
automatically causes I strength 10 hits with a -3 save modifer
on all models within 3" of the vehicle.

CONTROLS

Hesuli

The vehicle is brought to a hall and may not meve for the rest of
lthiz Eame All onboard systems are rendered useless bt Weapms
may be fired and doors opened manually, When firing weapons
mede that turrets may not turn and targeter devices are rendered
inoperalive

The vehicle i+ brought 1o a halt and may not move for the rest of
the game. All onhoand systems are rendered useless and all doors
jam shut. Models inside a totally enclosed vehicle are trapped
Weapons may be fired, although turets may nol lum and targerer
devices will not operate,

The vehicle moves in a danpernus and unprediciable fashion. The
vehicle moves out of control for the remainder of the game or until
it hifs terrain it cannot cross, collides with another vehicle or
building, or until it leaves (he rame table,

DRIVER

Hesuli

The driver is allowed his normal saving throw modified by the
nomal armour modifier for the penetrating weapon, IF this is
successful he s unharmed. If he does aot save then he sustains the
number of wounds normally caused by the penetrating WE PO
Unless someone else takes over the controls the vehicle will move
out of control for the remainder of the gama or until it hits terrain
it cannot cross, eollides with another vehicle or building, or until it
leaves the game 1able

The driver 15 allowed hiz normal saving throw modified by the
normal armour modifier for the penetrating weapon. If this is
succesaful he is unharmed. If he docs not save then he sustzins the
mum ber of wounds normally caused by the penelraling weapon. [n
addition, the driver's controls are so badly damaged that the
vehicle becomes undriveable repardless of whether the driver is
slain and will move out of control for the remainder of the game or
until it hits terrain it cannot cross, collides with another vehicke or
building, or until it legves the game tahle

FUEL
Result

The fuel tank ruptures and starts beaving a buming trail of Fuel
behind the vehicle. This is not a problem as long as the vehicle
keeps on moving. However, if the vehicle stops for any reason
then the burming fuel will cuch up and spread imte the fucl tank,
causing an explosion as described [or a roll of 4-6 below

A huge gash is tom in the fuel tank, dumping all of the vehicles
fugl on the ground. The vehicle can carmy on moving as normal in
its next wm. and will then grind 1o a halt for the rest of the battle
A spark igmites the vehicle's fuel tank and it bursts into Mames.
Anybody on board is killed and the Nlaming wreck moves out of
control next tum and then explodes, Anything within 3" of the
point where it ends up is caught in the explosion, suffering damage
exactly as if they had been hit by a heavy Mamer

ENGINE
Kesunlt

The vehicle comes to an immediate halt and remains immabilised
lor the remainder of the game.

The vehicle moves out of control i its next iwm and then comes o
& permanent halt

The vehicle is spun round to face a random direction by the force
of the explosion and then comes (o a permanent halt.

A spark ignites the vehicle's fuel tank and it bursis inlo Names.
Anybody on board is killed and the flaming wreck moves out of
control next tum and then explodes. Anything within 3 of the
point where it ends up is caughl in the explosion, suffering damage
exactly as if they had been hit by a heavy flamer.

SMOKE LAUNCHER

Result

A malfunction cavses the smoke launcher to fire premature]y.
Place a smoke template 4" in front of the vehicle; the smoke
launcher is now uscless for the rest of the game

The smoke launcher is desiroved and may nod be used for the rest
of the game.

TRANSPORT

Result

The attack miraculously fails e cause any damage in the ransport
section, but the huge explosion stun any models there. Any models
being transported in the vehicle may not do anvthing in their next
turn while they recover from the effecis of the explosion.

The wezpon hits a randomly chosen moded in the transpart section,
cuusing damage using the normal Warhammer 40 000 rules. If the
weapon has a blast area then all other models in the transport
seciion will be hitas well,

As abowe, bot the transport section is so badly damaged that any
surviving models must disembuark m their next tumn.

TRACK
Result

The vehcle is ?1|l.|l.|lﬂ|l i a permanent kali, If moving when hit, the
vehicle immediately turns 45 degrees towards the damaged side
before 11 comes o a halt, The vehicle may not move for the rest of
the game, but may um to face any direction during its movement
phase 5o long a8 one (rack remains functional.

‘The vehicle is brought o 2 permanent halt. If moving when hit, the

vehicle turns 43 degrees wowards ils damaged side before it comes
i+ a halt. The vehicle may not move nor fum once i has halied

If moving when hit, the vehicle moves out of control in its
following tum, and then comes to a permanent halt, 1T halted when
fit it will remain halted for the rest of the game,

MULTI-LAUNCHER

Hesult

The weapon is jammed or partially damaged and cannot be tsed
until it has been repaired. A erewman may successfully repair the
weapon by rolling a 4, 5 or 6 at the start of his tum. A crewman
who attempis a repair cannot do anything ¢lse and the weapon
cannot be fired in the same turm that it is repaired. Only one
CIEWman may alempl (o repair a weapon al once,

The weapon is destroyed and can no longer be used,

The missiles boaded in the weapon explode and the Whirlwind is
torm apart i a spectacular pyrotechnic display. Any model within
204" of the Whirlwind suifers D6 strength & hits with a -6 saving
throw modifier,




F IMPERIAL LAND RAIDER i

The Land Raider armoured fighting vehicle combines speed, firepower and troop carrying capacity, making it an
ideal vehicle for a mobile and tactically flexible force such as the Space Marines. Although some Land Raiders
are built by the Adeptus Mechanicus, most Space Marine Chapters prefer to build Land Raiders in their own
armouries where they can incorporate their own modifications. The Land Raider can carry ten Space Marines,
and they have been known to act as camiers during the initial stages of a baitle. On the whole, though, they are
too powerful to use in this way. It is better to take up a position which gives a good view of the baulefield, and
use the Land Raider's long range firepower to pick off the enemy from a distance.

Range To Hit
Short Long Short Llomg Strength Damage Save Modifier Special
Heavy Bolter 0-20 20-40 | - - 5 D4 -2 Sustained Fire
Smoke Launcher 4 - - - - = - 6" x 1" area template

Type Tracked
Points Value 250
Driver

Transport
Slow Speed
Combat Speed
Fast Speed

=

=1
=

The Land Raider is armed with twin lascannon with
targeter and a 90° field of fire to the front left and
right quadrants, a smoke launcher, and a twin heavy
bolter with targeter and a 360° field of fire.
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IMPERIAL LAND RAIDER DAMAGE TABLE

AMMO

Result

Ammunition starts to react dangerously with the air, and
chemicals spill into the vehicle's inferior. At the beginning of each
of its following tums, the vehicle will explode on the D6 roll of a
4, 3 or 6. An exploding vehicle sutomatically causes [ strength

10 hits with @ -3 saving throw modifier on all models within 3° of

the vehicle

The ammunition explodes immediately! An exploding vehicle
automatically causes D strength 10 hits with a -3 save modifier
on all models within 3

SMOKE LAUNCHER
Result

A malfunction causes the smoke launcher (o fire prematurely
Place a smoke template 4" in froat of the vehicle; the smoke
launcher is now useless for the rest of the game

The smoke launcher is destroved and may aot be used for the rest
of the game

ENGINE

Result

The vehicle comes to an immediate halt and remains immobilised
for the remainder of the game

The vehicle moves oul of controd m its pex! wm and then comes o
u permancnl halt

The vehicle 15 span round 1o face a random direction by the force
of the explosion and then comes to & permancat halt

A spark ignites the vehicle's fuel tank and it bursis into ames
Anybody on board is killed and the flaming wreck moves oot of
control next tum and then explodes. Anything within 3 of the
point where il ends op is caught in the exphosion, suffering damage
exactly as if they had been hit by a heavy [amver

DRIVER

Result

The driver is allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapan. [f this is
successiul he 15 unharmed. If he doea not save then he sustains the
number of wounds normally caused by the penétrating weapon
Unless someone else takes over the controls the vehicle will move
oul of controd for the remainder of the game of until it hils berramn
it cannot cross, collides with another vehicle or building, or antil it
leaves the game table.

The driver is allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon. IF this s
succesali] be is unharmed. If be does not save then be sustains the
sumber of wounds normally caused by the penetrating weapon. In
addition, the driver's comtrols are s0 badly damaged thai the
vehicle becomes undriveable regardless of whether the driver is
slain and will move ot of control for the remainder of the game or
until i hits terain of cannol cross, collides with another vehicle or
building, or until it leaves the game table

FUEL TANKS

Resulh

The fuel tank ruptures and stans o leave a i::l|_||r|||:|g trail of fuel
behind the vehicle. This is not a problem as long as the vehicle
l\.L'tr.l:- on moving, However, if the vehicle Shops for iny reason
then the burning fuel will catch up and spresd inlo the foel aak,
causing an cxplosion as described for a roll of 446 below

A huge gash is wm in the fuel tank, dumping all of the vehicles
fuel on the ground. The vehicle can carry on moving as normal in
its mext urm, and will then grind (o a halt for the rest of the battle

A spark igaites the vehicle's Muel tank and it bursts into Mlames
Anybody on board is killed and the flaming wreck moves oul of
comirol next tum and then explodes. Anything within 1° of the
potal where it ends up 1s caught ia the explosion, suffering damage
exactly a8 if they had been hut by a beavy [amer

CONTROLS

Hesult

The vehicle is brought 1o a halt and may not move for the rest of
the game. All on board systems are rendered useless but weapons
may be fired and doars opened manually. When firing weapons
note that turmels may not tun and targeler devices are rendered
inoperative '

The vehicle is brought 1o & halt and may not move for the rest of
the game. All onboard systems are rendered useless and all doors
jam shul. Models inside a totally enclosed vebicle are trapped
Weapons may be fired, although fumreis may nol tum and iargeter
devices will nol operate

The vehicle moves 1 a dangerous and unpredictable fashion. The
vehicle moves out of controd for the remainder of the game or uniil
it hifs terrain it cannod eroas, collides with another vehicle of
building, or until it leaves the game table

GUNNERS
Resuht

The gunner is allowed his aormal saving throw modified by the
normal armour modifier for the penetrating weapon. If this is
successful be is unbarmed. I be does nod save then he susiains the
number of wounds ponmally caused by the penetrating weapon.

The gunner is allowed his normal saving throw modified by the
normal armowr modifier for the penetrating weapon. I this is
siccessful he 18 inharmed. Regardless of whether the crewman
survives, the W apin he is operaling 15 so hadl}' daru:dgl:d by the
bt that it can oo longer e used

TRACK
Result

The vehicle is |'|1'|1I:|¥:"..r 10 & permanenl Balt. If mav mng when hit, the
vehicle immediately turms 45 degrees towards the damaged side
before it comes io a hall. The vehicle may not move for the rest of
the game, bul may urm o face any direction during its movement
phase so bong as one track remaims functional.

The vehicle is brought 10 & permanent ball. If moving when hit, the
wehicle timms 45 degroes towards its damaged side before it comes
o a hall. The vehicle may not move nor tuwm once it bas balted

If moving when hit, the vehicle moves out of control in s
iollowing turn, and then comes (o a permanent halt. If halted when
hit it will reman stationary for the rest of the game

TRANSPORT

Hesuli

The anack miraculously fails to canse any senous damage, but the
huge exphosion stuns any models m the section Any models |'I.-::'|+|
transporied in the vehicle may not do anything in their next bwm
while they recover [rom the elTects of the explosion

The weapon hits a randomly chosen model in the transpon section,
causing damage using the normal Warkammer 40,000 rules. [f the
weapon has a blast area then all other models in the transport
sechon will be hat us well

As above, but the transpon section is so badly damaged that any
surviving models must disembark n their next um

WEAPONS

Result

The weapon is jammed or partially demaged and cannot be used
until it has been repaired, A crewman may successfully repair the
weapon by rolling a 4. 5 or 6 at the stant of his lum. A crewman
who atlempts a repar cannot do anything clse and the weapon
cannol be fired 1n the same fumn thal il s I'C'|1di'!'l.'d Only one
crewmaEn may aftempl O repair a weapon il once

The weapon is destroyed and can po longer be osed

The wWnpon ul]:llu::l.'i and is desiroyed. The l;!.l!|,||lh'-l.:-|| flashes
back o the vehicles ammo, bypassing all armour, and censing &
secondary explosion, Roll on the ammo damage iable i find oot
what cffect this second explosion has




" IMPERIAL SPACE MARINE DREADNOUGHT |

The pilot of a Space Marine Dreadnought is not an ordinary Space Marine but one of the Old Ones - a Space
Marine mortally wounded in battle long ago. Rather than being allowed to die he has been implanted inside the
Dreadnought, his nervous system connected directly to the machine itself. The Space Marine now only exists as
a tightly curled and shrivelled organic component deep inside the Dreadnought. He loses all sensation from his
body and relies completely on the artificial senses of the machine. Dreadnoughts are often very ancient,

sometimes many thousands of years old. They are revered by the other Space Marines as potent warriors and also
as living embodiments of the Chapter's proud history.

Range
Short Llong

To Hit
Short Long Strength Damage

Save Modifier Special

M WS BS S I A Ld The Space Marine Dreadnought is armed with one

power fist with a built in storm bolter and targeter
4 6 a 6 5 3 8 with a 90° field of fire to the front, and ONE of the
following weapons: a second power fist with built in

Tvpe Walker storm bolter and targeter with a 90° field of fire to the
front; a lascannon with targeter and a 90° field of fire
Points Value 150 to the front; a missile launcher with frag and krak
Crew 1 Space Marine missiles and targeter with a 90° field of fire to the

front.
The Dreadnought can also use the special CRUSH
attacks in hand to hand combat.

BACK ARMOUR -1

FRONT ARMOUR +1
LEFT

Pilot 18

Controls 16

Engina 17

RIGHT




AMMO

Result

Ammumlion starls to react dangercusly with the air, and
chemicals spill mio the vehicle's interior. At the beginning of each
of its following turns, the vehicle will explode on the D6 roll of a
4. 5 or 6. An exploding vehicle antomatically causes Db strength
10 hits with a -3 saving throw modifier on all models within 3" of
ithe vehicle.

The ammunition explodes immediately! An exploding vehicle
automatically causes D6 strength 10 hits with a -3 save modifier
on all models within 3 of the vehicle.

ARM

Result

The arm @5 hil and partially paralysed. Any weapons incorpor ted
into the arm may s1ill be used, but the arm cannot be wsed to fight
in hand to hand combat. Reduce the machine's Antacks
characienstic by one point.

The arm s tomn from the machine’s body. Any weapon mounted on
the arm is destroyed, and the machine cannot use the amm in hand
to hand combat. The machine's Atlacks characieristic is reduced
by one point.

CONTROLS

Resuli

The Dreadnought's control gear is smashed and the machine
comes to an immediate and permanent hall. The mlot may use
emergency controls o fire | weapon duning the shooting phase,
bt may do nothing else.

The Dreadnought's controls go crazy and the machine moves in 4
dangerous and unpredictable fashion. At the stan of cach tim both
players roll & D6, The player with the highest resull may move the
Direadnought that turn, while the other player may fire 1 weapon
during the shooting phase. In the case of a e the Dreadnought
may nol move or fire at all!

DREADNOUGHT PILOT

Result

The pilot is morally mjured. IT the Dreadnought moved in it s
previous tum, it will spin cound to face a random direction and
move D6 before E{l::lirlg tov a halt. From now on the [hq:adnnusm
may only fire weapons or move if the owning plaver first molls a
%' on a D6 at the stan of his wm.

The pilot 15 slain and the machine comes to an immediate halt, The
Dreadnought is effectively destroyed and grinds 1o & halt, a grim
slalue owering over the battlefield

ENGINE

Result

The vehicle comes 10 an immediate halt and remains mmmmobilised
for the remainder of the game.

The vehicle moves ot of control in its next tum and then comes o
& permanent halt

The vehicle 15 spun round (o face & random direction by the force
of the explosion and then comes to 3 permanent fall

The Engoe is destroyed and bursis inio flames. The machine is
immobilised for the rest of the game and may not fire any
weapons. Kall a D6 at the beginning of each player's turn, the
machine explodes on & roll of 6. An exploding vehicle
automatically causes 26 strength 10 hits with a -3 saving throw
modifier on all models within 3" of the vehicle

[

SPACE MARINE DREADNOUGHT DAMAGE TABLE

LEG

Result

The vehicle is destahilised by the loss or severe damage caused to
2 limb and is permanently halkted. If moving when hit it stops and
falls over on the D6 roll of a 1 or 2. A falling vehicle will collapse
as described for a rell of 3- 4 below

The vehicle collapses into a heap and may not mave for the
remainder of the game. On the D6 roll of a 5 or 6 the vehicle
collapses in such a way that 1 randemly determined weapon may
still be used. Otherwise the vehicle's weapons may oot be used for
the rest of the pame.

The vehicle collapses into a heap and may ool move For the
remainder of the game, [is weapons are broken or fall in such a
way thal they may not be fired for the rest of the game.

WEAPON
Result

The weapon 15 jammed or partially damaged and cannotl be used
until it has been repaired. A crewman may successfully repair the
weapod by rolling a 4, 5 or 6 at the start of his tum. A crewman
who attempis 2 repair canno do anything else and the weapon
cannal be fired i1n the same turn that it is repaired. Only one
Crewman may attempl o rqmir A weapon al once.

The weapon is destroyed and can no longer be used.,

The weapon explodes and is destroyed. The explosion flashes
back w the vehicles ammo, bypassing all armour, and causing a
secondary explosion. Roll oo the ammo damage table © find outl
what effect this second explosion has.




-

IMPERIAL SENTINEL

%

a Land Speeder.

Range To Hit

The Sentinel is the vehicle equivalent to a sentry, scout, or guide. It is mainly used for
reconnaissance work where it is particularly valuable as its locomotive legs and light-weight
construction enable it to traverse territory normally considered as fit only for lightly equipped
foot soldiers. Its high body also affords an excellent view of the surrounding landscape.
However, against lightly equipped troops it has a useful armoured attack role similar to that of

Short Llong Short Long Strength Damage Save Modifier

Type Walker

Points Value 50

Crew 1 Imperial Guard

The Imperial Sentinel is armed with an assault
cannon and targeter with 90° field of fire to the front.
The driver may not fight in hand to hand combat
while he is mounted in the Sentinel.




D

SENTINEL DAMAGE TABLE

AMMO

Result

Ammunition starts 1o react dangerously with the air, and
chemicals spill into the vehicle's inteniorn, At the beginning of each
of its following mms, the vehicle will explode on the Dé6 roll of a
4, 3 or 6. An cxploding vehicle awtomatically causes 6 strength 8
hits with a -3 saving throw modificr on all models within 3" of the
vehicle.

The ammunition explodes immediately! An exploding vehicle
aunomatically canses D6 strength 8 hits with a -3 =ave modifier on
all models within 3" of the vehicle

CONTROLS

Result

The Sentinel's control gear iz smashed and the machine comes ta
an immediate and perm anent halt. The pilot may Use smergency
contrals ta fire 1 WA -:|1|rir|5; the shooting phase, but may dn
nothing clse,

The Sentinel's controls go erazy and the machine moves in a
dangerous and unpredictable Fashion. At the start of each wrn both
players roll 4 . The playver with the highest resuli may move the
sentinel that mrn. while the other player may fire | weapon during
Lhe :hmt'tng phase. In the caze of a te the Sentinel may nol move
o fire at alll

DRIVER

Result

The driver is mortally injured. If the Sentine! moved in its
previous turn, it will spin round to face a random direction and
move D& before coming to a hall. From now on the Sentinel may
caly fire weapons or move if the owning player firss rolls 2 '6° on
a D6 an the start of his m.

The pilot is alain and the mechine comes 1o an immediate halt. The
Sentinel is effectively destroyed and grinds to a hall. The driver
may be replaced by any model qualified to drive a vehicle, It takes
an entire urmn for the model to remove the dead driver and take his
place. during which time it may not do anything else

ENGINE

Resuli

The vehicle comes to an immediate halt and remains immobilised
for the remainder of the game,

The vehicle moves out of control in i1s next wm and then comes to
8 permanent halt,

The wehicle is spun round to face 3 random direction by the force
of the explosion and then comes 10 a permanent halt

The engine is destroyed and bursts into Mames. The machine is
immobilised for the rest of the game and may not fire any
weapons. Roll a D6 at the beginning of each player's turn, the
machine explodes on 2 roll of 6. An exploding vehicle
automatically canses D6 strength 8 hits with a -3 saving throw
madifier on all medels within 3* of the vehicle,

LEG

Result

The vehicle is destabilised by the loss ar severe damage caused to
a limb and is permanently halted. If moving when hit il stops and
Falls over on the D6 roll of 2 | or 2. A falling vehicle will collapse
a5 described for a roll of 3- 4 below,

The vehicle collapses inio a heap and may not move for the
remainder of the game. On the D6 roll of a 5 or & the vehicle
collapses in such a way that | randomly determimed weapon may
still be used, Otherwise the vehicle's weapons may not be used for
the rest of the game

The vehicle collapses into a heap and may not move for the
remainder of the game. [is weapons are broken or fall i such a
way thal they may not b fired for the rest of the game.

WEAPON

Result

The weapon is jammed or partially damaged and cannol be used
until it has been repaired. A crewman may successfully repair the
wespon by olling o 4, 5 or 6 al the sian of bis turn. A crewman
who attempis & repair cannot do anything else and the weapon
may net be fired in the same turn that it is repaired. Only one
Crewman may attempl (o repair a weapon at once.

The weapon is destroved and can no longer be used

The weapon explodes and is destrayed. The explosion fashes
back w the vehicles ammo, bypassing all armour, and causing a
secondary explosion. Rell on the ammo damage table 1o find out
what effect this second explosion has.




" IMPERIAL SPACE MARINE LAND SPEEDER |

The Land Speeder is a fast two man light attack vehicle powered by gravitic-reaction jets which allow it to fly through the air much like a
present day altack helicopter. The Land Speeder's speed and manocuvrability allow it 1o be used for scouting in the same way as bikes and jet
bikes. However, it carries considerably heavier firepower than these lighter vehicles, and so can be used in much more aggressive moles as
well. A tactic much favoured by the Space Marines is to send fast moving Land Speeder detachments deep into enemy terrilory. Once behind
enemy lines the Land Speeders ambush enemy troops, popping up from behind cover, blasting any targets with a sudden barrage of fire, and
then vanishing before their surprised opponents get a chance 1o respond.

Range To Hit
Short Long Short Llong Strength Damage
Meltagun -5 6§12
Multimelta 0-12 12-24

Save Modifier Special

2" Blast area

Type Skimmer
Points Value 100

Gunners

Transport none
Slow Speed 10
Combat Speed 20
Fast Speed 30

The Imperial Space Marine Land
Speeder is armed with a melta gun and
targeter with 90° field of fire to front,
and a Multimelta with targeter with
\IEU" field of fire to front.

ESTCRERE o
| Transport none |

~ IMPERIAL GUARD LAND SPEEDER |

The Imperial Guard Land Speeder is nearly identical to the Space Marine variant, except that the fixed ventral melta-gun and a dorsal multi-
melta of the Space Marine machine are replaced with a heavy bolter and heavy plasma gun on the Imperial Guard model. The differemt
weapons mounted on the Imperial Guard Land Speeder reflect the different role it is expected 1o fulfil. On the offensive the long ranged
weapons [itted to the Imperal Guard machine are used 1o provide supporting fire for assaults by Imperial Guard fool troops. On the
defensive, Imperial Guard Land Speeders are used as a mobile "fire brigade’, rushing (0 areas of the front line that are under attack to provide
supporting fire for the hard pressed defenders, and then swifily moving on 10 the next crisis point,

Range To Hit
Short Llong Short Long Strength Damage

Save Modifier Special

1" Blast. 2 turns to recharge

Points Value
L R e
Slow Speed 10

i0
Contrels

Combat Speed 20
Fast Speed 30

The Imperial Guard Land Speeder is armed
with a heavy bolier and targeter with 45°
field of fire to the front, and a heavy plasma
Qun with targeter and 360" field of fire.




LAND SPEEDER DAMAGE TABLES

CONTROLS

The Land Speeder movex out of control on its next um and then
coasts to the ground and remains immobilised for the remainder of
the game.

The rider loses control of the Land Speeder. It moves oul of
control for the remainder of the game or untl it hits terrain it
cannol cross, collides with another vehicle or building, or until it
leaves the gume table.

DRIVER / GUNNER

Result

The rider gets his pormal saving throw modified by the normal
save madifier for the penetrating weapon. If this is succesaful be is
unharmed. If he doesn’t save then he sustains the number of
wounds normally caused by the weapon. If the driver is killed thea
the Land Speeder will crash to the ground 206" away in a random
dircction. If the gunner is killed then his weepon may oo longer be
used,

The rider iz hit as above. Even if he survives the hit he is knocked
off the bike by the impact and will suffer damage if the Land
Speeder is moving al more than 10 a . If the driver is killed
then the Land Speeder will crash to the ground 2D6" away in a
random direction. If the gunner is killed then his weapon may no
longer he used.

WEAPON

Result

The weapon is jammed or partially dumaged and cannot be used
until it has been repaired. A crewman may repair the weapon by

rolling a 4, 5 or 6 at the stan of bis tum, A crewman who allempls [

4 fepair cannot do anything else and the weapoa cannot be fired in
the samc turn that il 15 repaired.

The weapon is destroyed and can oo longer be usad.

LAND SPEEDER

CONTROLS

Result

The Land Speeder moves out of cootrol on its aext um and then
coasts to the ground and remains immobilised for the remainder of
the game.

The rider loses control of the Land Speeder. It moves out of
control for the remainder of the game or until it hits terrain it
cannot cross, collides with another vehicle or building, or until it
leaves the game table.

DRIVER / GUNNER

Result

The rider gets his normal saving thmw modificd by the normal
save modifier for the penetrating weapon. IF this 18 suceessful e is
unharmed. If he docsn’t save then be sustains the oumber of
wounds normally caused by the weapon. If the driver is killed then
the Land Speeder will crash to the ground 206" away io 4 random
direction, If the gunoer is killed then his weapon may no longer be
unad,

The rider in hit as above. Even if he survives the hit be is knocked
off the bike by the impact and will suffer damage if the Land
Speeder is moving at more than 10" a rurn. IF the driver is killed
then the Land Speeder will erash to the ground 2067 away in a
random direction. IT the gunner is killed then his weapon may no
longer be used.

WEAPON

Hesult

The weapon is jammed or partially dumaged and cannot be used
until it has been repaired. A crewman may repair the weapon by
rolling a 4, § or 6 al the start of his turn. A crewman who attempts
a repair cannot do anything else and the weapon cannol be fired in
the same tum thal it is repaired.

The weapon is destroyed and can oo longer be usad.

ENGINE

Result

The Land Speeder coasts 1D6" to the ground and remains
immobilised for the remainder of the game.

The engine culs oul and the Land Speeder crashes o the ground
204" away in a random direction. The crew are able to leap from
the vehicle before it crashes, but will suffer damage if it was
moving at more than 107 2 turn in ils previows move.

The engine is explodes, killing the crew. The Meming wreck
crashes io the ground 206" away in @ modom direction.

AMMO

Result

Ammunition staris to react dangerously with the air, and
chemicals spill into the Land Speeders intcrior. Al the beginning
of each of its following tums, the vehicle will explode on the D6
roll of 2 4, 5 or 6, The explosion causes D6 strength 8 hits with a
-3 saving throw modifier on all models within 3" of the vehicle.
The ammunition explodes immediately! The explosion causes [
strength 8 hits with a -3 save modifier on all models within 3" of
the vehicle.

JETS

Result

The Jet is damaged, reducing its power output. The Land Speeder
may nol move faster thaa its slow movement rate for the rest of the
game.

If already stationary the Land Specder is permancaty balied. If
moving il will move al slow rate pext turn and then come to a hall.
The Jets go wild and the Land Speeder hurtles out of control for
the rest of the game or uatil it hits termain it canmol cross, collides
with another vehicle or building, or until it leaves the game table.

DAMAGE TABLES

ENGINE

Result

The Land Speeder coasts 106" o the ground and remaios
immuobilised for he remainder of the game.

The engioe cuts out and the Land Speeder crushes to the ground
206" away in & random direction. The crew are able 1o eap from
the vehicle before it crashes, but will suffer damage if it was
moving al more than 10" & rn in its previous move.

The engine is explodes, killing the crew. The Maming wreck
crashes w the ground 2D6” away in a random direction.

AMMO

Resuht

Ammuoition starts to react dangerously with the air, and
chemicals spill into the Land Speeders interior. At the beginning
of each of its following rurs, the vehicle will explode on the Do
roll of a 4, 5 or 6. The explosion causes D6 suength 8 hits with a
-3 saving throw modifier on all models within 3" of the vehicle.
The ammunition explodes immediately! The explosion causes D6
strength 8 hits with a -3 save modifier on all models within 3" of
the vehicle.

JETS

Result

The Jet 1s damaged, reducing its power output. The Land Speeder
may not move faster than its slow movement rale for the rest of the
game.

If already stationary the Lund Speeder is permanently balted. If
moving it will move at slow rate next tumn and then come o & halt.
The Jets go wild and the Land Speader hurtles out of control for
the rest of the game or until il hils lerrain it cannot cross, collides
with another vehicle or building, or until it leaves the game table,




e IMPERIAL BIKE b

Bikes are common vehicles throughout the galaxy. They are used extensively by the Imperial Guard and the Space
Marines for reconnaissance and pursuit missions. In an assault, squads of bikers act as shock/assault troops, while
away from the battlefield the bike is invaluable for scouting and pursuit, compiling vital data on enemy troop
movements and harrying opposing forces with lightning raids. This Datafax represents the standard Space Marine
bike, the famous Black Shadow.

Range To Hit
Short Long Short Long Strength Damage Save Modifier Special
Bolter 0-12 1224 | 1 - 4 1 -1
Ty|_Je Bike BACK
Points Value 5 .

Transport none
Slow Speed 0
Gombat Speed 5
Fast Speed 0

&

The bike is armed with twin bolters
with targeter and a 90° field of fire to FRONT

\\{he front,

" IMPERIAL BIKE AND SIDECAR b

L

The bike and side car is a multi-purpose attack and support vehicle mounting twin fixed boltguns and a pintle mounted multi-
melta. The Black Shadow bike is a very common machine in Imperial forces and the armoured side car unit is a popular
modification offering additional crew carrying capability and increased firepower with little loss in power. Bikes with side
cars appear in all types of human forces from planetary police to galactic pirate raiders and although this Datafax shows the
standard Space Marine bike and side car it can be taken as good for any similar vehicle.

Range To Hit
Short Long Short Long Strength Damage Save Modifier Special

Bolter 0-12  12-24

Multimefta 0-12 12-24 9" Blast area
Type Bike BACK
Points Value 50 e

Driver

Gunners

Transport none
Slow Speed
Combat Speed 18
Fast Speed 24

Controls
10
Muilti-Maelta 12

twin bolters and targeter with 90° hield

of fire to front, and a multimelta with a e =
targeter and a 180" field of fire to front. FRONT

\ /

I:-J

Whaal
B

D
-]

Wheel

The Bike and Sidecar is armed with




IMPERIAL BIKE DAMAGE TABLES

AMMO

Hesult

Ammuniiion starts o reacl dangerously with the ar, and
chemicals spill inio he vehicle's intenor. Al the beginning of each
ol 1is ol lowimg turns, the velicle wall explode on the D6 moll of a
4. 5 or & The explomon canses D6 sirength 6 hats with a -3 saving
throw modificr on all models within ¥ of the vehicle

The ammunitinn expbodes -I'I1I1'r'|,||.,||l,'|:-" [ |-_1|__-\-|-:'|5|r'|*1 calses [

strength & hits with a -3 save modificr on all models within 3™ of
the viehicle

RIDER
Result

The nder gets his normal saving throw lified by the normal
save modiher the penetrating weapon. [F this 15 suceesstful he is
unharmed he doesn't save then he susiains the number of
wionnds normally cassed by the weapon. If the driver is killed then
the hike will Mlip over and be destroved

The rider i= hit as above. Even if he survives ihe hit he is knocked
of the bike by the impact and will suffer damage if the bike is
moving &l mi than 10 a rum. If the driver i3 knocked off then
the bike will flip over and be destroyed

| ¥
WEAPON

Hesuh
The weapon is jammed or partially damaged and cannot be used
until it has been repaired. A crewman may repar the weapon by
i g a4, 5o 6 al the stan of his liim. A crewman who allempts
i repair connol do anythmg else and the weapon cannot be fired in
rhl' ST fum |hi|' it s r""-rl-ri“'l‘l

I'he weapon s destroved and can no longer be used,

- - —
ENGINE

Result

The hike coasis 167 i & halt and remams immobilised for ihe

remainder of the game

The bike moves out of control m its next um and then comes o a
permanenl halt

¢ 15 destroyed and bursts into flames, kil

moving '|||L' h-|kL W |'i :rr' O 8T and r-|'q.§|, forward curremt
mavement rate in the next movement phase, work out any dama
from callisions as normal

l".|'|h'l\.!\.'1_ CHUBSIAE & ﬂl-.'rlg!l'- & hat mmflict ng I wounnds on all

mindels withm 1" radius

WHEEL
Resuht

The wheel and mountings are badly buckled. From now on the
hikes maximum speed s reduced o ifs slow rate only

The wheel s blown off. 1f the bike 15 slabonary il s permanently
halted. 1T mowin * hike wall tip over and shide Fforwards at its
current movemend rale m the nexl movement |1!|.|-x'_ winrk ol @y
damage [rom colhisunns as 0 al. Aoy crew will fal al the
start of the move and will suller damage f the bike was moving

over (07

I ¥
WEAPON
Result
The WKL 15 i mecl or pariially ||-I_:_‘.IHF|'|.| and cannot be used
until it has been repared. A crewman may repar the weapon by
rolling & 4, 5 or 6 at the stan of his wm. A crewman who atlempis
a repalir cunnod do anything clse and the weapon cannot be fired in

the same turm thal W is repaired

The WREpON 18 destroyed

ENGINE
Result

The bike coasts 104" 1o 2 halt and remains immobilised for the
remainder of the game

The bike moves out of control in its next urm and then comes o a
permanent halt

The engine is destroved and bursts inlo fames, killing the crew. If
moving the bike will tip over and slide forwards at its current
movement rale in the next movemenl phase, work oul any damage
from collisions as sormal. At the end of the move the bike
explodes, causing a strength & hit inflicting D6 wounds on all
models within 3" radins

WHEEL
Hesult

The wheel and mountings are hadly buckled. From pow on the
bakes maximom specd 8 reduce s slorer ralle |1|1|.}'

The wheel is blown off. If the bike is stationary it is permanently
halied. If moving the bike will tip over and slide forwards at its
current movement rate in the next movement phase, work out any
lamage from collisions as aormal. Any crew will fall off at the
start of the move and will soffer damage if the bike was moving
over 107 a tum

CONTROLS

Hesukt

I'he bike moves oul of contml on 1is next wm and then comes W a
permanenl halt

[he nder loses conirol of the bike. 1l moves out of control for the
remainder of the game or until it hits terrain it cannol ¢ross,
collides with another vehicle or building, or uatil it leaves the
game Lable

DRIVER/GUNNER
Result

The nder Eeis his pormal savIng throvw modi fed h} ihe ol
save modifier for the penctrating weapon. IF this is successful be is
unharmed, Il he doesn't save then be sustains the number of
wounds nommally caused by the weapon. I the driver is killed then
the bike will Mlip over and be destroyed. I & gunner is killed then
his weapon may no longer be used

The rider is hil as above. Even il he survives the hit be is knocked
off the bike by the impact and will suffer damage if the bike is
moving sl more than 107 & tum. I the driver is knocked off then
the bike will flip over and be destroved. If a gunner is killed then
his wecapon may no longer be used

CONTROLS
Hesult
The hike moves out of coatrol o 11s pext wm aad then comes o A
permanent halt
The rider loses control of the bike. 1t moves ool of contrel lor the

remainder of the game or unt] it his terrain il cannot cross, collides
with ancther vehicle or hmlding, or until it leaves the game Lable

AMMO
Result

Ammunition Sarts o react q!.|r|p.'r|.r|.|‘-!:u wilh the ar, and
chemicals \‘I'l||| into the vehicle's imenor, Al the h‘&:mllmf aof each
of its following rams, the vehicle will explode on the D6 roll af a
4, 5 or 6, The exploson causes [ strength 8 hits with a -3 saving
throw modifier on all models within 3” of the vehicle

The ammunition explodes immediately! The explosion causes 6

strength 8 hits with & -3 save modifier on all models within 3" of
the vehicle




i’ IMPERIAL JET BIKE )

Imperial Jet Bikes are fast and highly manoeuvrable vehicles. They are powered by advanced anti-gravity motors
which propel them above the ground surface and can be used to carry them into the air above the maelstrom of
battle. Each Jet Bike is armed with twin forward-firing bolters that are synchronised to fire simultaneously and
which can lay down a withering hail of fire against lightly armoured targets.

Range To Hit
Short Long Short Long Strength

Weapon
Bolter

Damage Save Modifier Special

Type
Points Value

Transport
Slow Speed

Fast Speed

Combat Speed 18

Skimmer
2

none
10

35

Controls

W

The Imperial Jet Bike is armed with
twin bolters with a 45° field of fire to
the front.

e
-

>
\

ELDAR JET BIKE

Eldar Jet Bikes are fast and highly manoeuvrable vehicles. They are powered by advanced anti-
gravity motors which propel them above the ground surface and can be used to carry them into the
air above the maelstrom of battle. Each Jet Bike is armed with twin forward-firing shuriken
catapults that are synchronised to fire simultaneously, or a single deadly Shuriken cannon.

Range To Hit

Short Long Short Long
Shuriken cannon | 0-20 20-40
Shuriken catapult | 0-12 12-24

Strength Damage Save Modifier Special

Sustained fire
Sustained fire

Points Value

none

Transport

Slow Speed
Combat Speed
Fast Speed

10
L
30

The Eldar Jet Bike may be armed with
twin shuriken catapults with a 45° field
of fire to the front or a single shuriken
cannon with a 45° field of fire to the
front.

L%

FRONT




IMPERIAL JET BIKE DAMAGE TABLES

ENGINE

Result

The bike coasts 1D6” 1o the ground and remains immobdlised for
the remainder of the game

The engine cuts owt and the bike crashes to the ground 216" away
i a random direction. The nider is able to leap from the bhike
hefore it crashes, but will 7 damage if the ke was moving at
maore than 107 4 turn m ils previous move.

The engine explodes, killmg the crew. The flaming wreck crushes
o the ground 206" away in a random direction.

AMMO

Hesult

Ammunilion starts (o react dangerouwsly with the air, and
chemicals smil into the vehicle™s inlenor. At the begmning of each
of s following turms, the vehicle will explode on the D6 roll of &
4, 5 or 6. The explosion canses D6 strength 6 hits with 4 -3 saving
throw modilier on all models within 3” of the vehicle

The ammunilion explodes mimedalely! The explosion causes 6
strength & hits wath a -3 save modifier on all models within 3° of

CONTROLS

Hesul

Ihe bike moves ol of control on its next twm and then coasis 1o
the ground and remains immobilised for the remainder of the
game

The nder loses control of the bike. It moves oul of control for the
remainder of the game or until il bits terrain it cannot cross
collides with another vehicle or building, or until it leaves the
game table

ENGINE

Hesult

The bike coasts 1D w0 the ground and remuins immobilised [or
the remander of the game

I'he engine culs out and the bike crashes 1o the groand 2D6" away
n a random direction. The rider is akle to leap from the bike
before it crashes, but will saffer damage if the bike was moving at
meore than 107 & tum in 1S previoos maove

The engine explodes, killng the crew. The Mlaming wrock crashes
o the ground 206" away in A random direction

AMMO

Rmul[

Ammunition starls (o reaci dangerously with the air, and
chemicals spill imio the vehicle's interior. At the beginning of each
of us following tums, the vehichke will explode on the I]h-n'hlr ol a
4. § or 6. The explosion causes [6 strength 6 hits with a -3 saving
throw modifier on all models wathin 3™ of the vehicle

The ammunition explodes immediately! The explosion causes [
strenglh & hits with a -3 save modiflier on all models within 3 of

chicle

CONTROLS

Result

The bike moves outl of control on #ts mext fwm and then coasts 1o

the ground and remamns mmmabihzed for the remander of the

e

The rider loses controd of the bike. It moves oul of controd for the

remainder of he game or unlild ol hals lerraan o cannol cross,
with anolher vehicle or building, or untl it leaves the

game table.

RIDER

Result

The nder pets his npormal saving throw modified by the normal
save modifier for the pepetrating weapon, If this is successful he is
unharmied. [[ be docsn't make his saving throw, then he susiains
the number of wounds normally caused by the weapon. If the
dnver 1s killed then the ke wall crash 1o the ground 2D6% away in
a random direction

The rider is hit as above. Even if e sarvives the hit he s knocked
off the bike by the mmpact and will suffer damage il the bike is
moving 3l move than 107 2 mam. [T the driver is killed then the bike
will crash 1o the ground 206" away in a random direction

WEAPON

Hesuli

The weapon s jammed or partially damaged and cannol be used
untal 1t has been repared. A crewman may repair tlve weapon by
rolling a 4, 5 or 6 ot the start of his twm. A crewman who atlemps
a .’L"|‘1:|1'1 canmod dio anything else and the weapon cannol be fired in
the same tum that 11 4 repaired

The weapon is destroyed und can no [onger be nsad

JETS

Hesuh

The Jet is damaged reducing its power ouipul. The bike may not
move fuster than its slow movement rate for the rest of the game.
I already statwonary the vehicle is permanently balted, If moving it
W i.”. miree al "]'l"u- rate fneExl tuim ,l;.'d thﬂ:l CMTIE [D & h.',]“

The Jets go wild and the hike hurtles oul of control for the rest of
the game or until it hits terrain it cannod cross, collides with
ancither vehicle or building, or untl it leaves the game 1able

RIDER

Result

The rider gets his morm al saaving throw modified by the normal
save modifier for the penctrating weapon. I this is successful be is
unharmed. If he doesn'i make his saving throw, (hen he susiains
the number of wounds normally caused by the weapon. If the
driver is killed then the bike will crash w the ground 2D6" away in
& random direction

The rider is hit as above. Even il he survives the hit he is knocked
off the bike by the impact and will suffer damage if the bike is
moving al more than 10" g 1. IF the driver is killed then the bike
will crash 1o the ground 2067 away in o random direction

WEAPON
Hesull

The weapon s pammed or partially damaged and cannot be vsed
wntil it has been r|.'|u:.'-"-.! A Crewman may repair the Weapon '|'|_1.'
r'=|||JlI-§: ad, 5 orbalthe stan of his twm. A crewman Il-hl-lllrl:|||_l'.a
& repair canne! do anything else and the weapon cannot be fired in
the same twm that il is repaired

The weapon is destroyed and can no longer be used

JETS

HHII;'

The et & -!.IJ'I'l.;E{'d reducing sts power oulpiat The bike may oot
move [asier than iz slow movement rale for the rest of the game
If already stationary the vehicle s permunently halted. Il moving it
will move gl slow rate next tum and then come (o @ hall

The Jets go wild and the bike hurtles oul of control for the rest of
the game or until it hits berrain it cannol cross, collides with
another wehicle or building, or until it leaves the game table




é ELDAR DREADNOUGHT i

Wraithguard are cybernetic warriors controlled by the spirits of dead Eldar heroes, Wraithguard bodies come in a number of
different sizes ranging from man-sized to Dreadnoughts, Indeed, Eldar Titans are in a sense large Wraithguard themselves.
The Eldar spirits are held in spirit stones and interface directly into the psychic Wraithbone core of the Wraithguard suits. The
spirits gradually lose their perception of the material universe in a physical respect, eventually 'seeing’ purely in terms of
emotions and psychic flux. Because of their increasingly psychic perception Wraithguard need to have friendly troops or
psykers nearby to act as an anchor or reference point for their perception of reality, otherwise they become confused and act
randomly. Because of their nature Wraithguard make powerful opponents for daemons, being in a sense daemons of the
material universe themselves.

Range To Hit
Short Long Short long Strength Damage Save Modifier Special
Template Target burns on a 4+

Shuriken catapuit | 0- 12-24

Sustained Fire
Close combat

may carry ONE of the following weapons mounted
on 1ts shoulder: a distortion cannon and targeter with
a D0° field of fire to the front; a lascannon with
targeter and a 90° field of fire to the front; a missile
launcher with frag and krak missiles and targeter with
a 907 field of fire to the front; a heavy plasma gun and

Type Walker

Points Value 125

targeter with a 90° field of fire to the front; a scatter
Crew 1 SPIRIT STONE laser and targeter with a 90° field of fire to the front,

The Eldar Dreadnought is armed with two power
fists. Each power fist may either have a built in flamer
and targeter, or have a built in shuriken catapult and
targeter. Both weapons have a 90° field of fire to the ‘
front. For an additional 50 points the Dreadnought

pr— -
BACK ARMOUR -2 57 '_r LEFT FRONT ARMOUR +1

Contrals

RIGHT ‘




ELDAR DREADNOUGHT DAMAGE TABLE

AMMO

Hesult

Ammunition stariz o react dangerously with the air, and
chemicils spill into the vehicle's interior. At the beginning of each
of its following turns, the vehicle will explode on the Dé roll of a
4, 5 or 6. An exploding vehicle antomatically causes D6 sirength
[0 hats with a -3 saving throw modifier on all models within 3" of
the vehicke

The ammunition explodes immediately! An exploding vehicle
autcmatically canses D6 strength 10 hits with a -3 save modifier
an all models within 37 of the vehicle

ARM

Result

The arm 1= hit and partially paralysed. Any weapons incorporated
mbo the arm may still be used, but the arm cannot be used 1o fight
in hand to hand combat. Reduce the machine's Attacks
charactensiic by one point.

The arm i torn from the mechine's body. Any weapon mounted on
the arm is destroved, and the machine cannol use the arm in hand
tor hand comhbat. The maching's Altacks charactenstic is reduced
by ome point

ELDAR DREADNOUGHT HEAD AND
CONTROLS

Result

The Dreadnoughi's contro] gear goes crazy and the machine
moves in a dangerous and unpredictable fashion. Al the start of
each of its lurns both sides roll a D6, The player with the highes:
resull may move the Dreadnought that turn. Whichever side
moves the machine, the other side may [ire any weapons or fight
in hand 1o hand combat. Although the enemy player may be doing
the moving or [iring, these actions s1ll take place during the
Deeadnought's own fum

The spirit stone is destroyed, The Dreadnought comes Lo an
immediate halt and cannat move or fire. The sudden release of
ps¥chic encrgy as the spirit sione is desiroyed paralyses any
psyvker within 4D4" of the Dreadnought. This affects Eldar
psykers and enemy psykers equally. The psyker is rooted 1o the
spot and cannot do anything at all. Roll & I at the start of each of
Ihe payker's following tums - on a roll of 4, 5 or & the psyker
recovers and can act as usoal

The spirit stone 18 destroyed and the Dreadnought comes (o a
permaneat halt and cannol move or fire, The Eldar spiril is
released and immediately consumed by Slaanesh, and the psychic
shock stuns all Eldar psykers. All Eldar psykers are rooted o the
spot and cannot do anything a1 all. Roll a D6 at for each Eldar
psyker at the start of each of the Eldar player's wms - on a roll of
4, 5 or 6 the psvker recovers and can act a8 sl

ENGINE
Result

The vehicle comes o an immediate balt and remains immobilized
for the remainder of the game

The vehicle maves oul of control in its next twrn and then comes lo
a permanent halt

The vehicle is spun round to face a random direction by the force
of the explosion and then comes to a permanent hall,

The engine 1= destroyed and bursts into flames. The machine is
immaohilised for the rest of the game and may not fire any
weapons. Holl a [X6 at the beginning of each player's turn, the
machine explodes on & roll of 6. An exploding vehicle
automatically causes 6 sirengeh 10 hits with & -3 saving throw
modifier on all models within 3" of the vehicle

LEG
Hesult

The vehicle is destabilised by the loas or severe damage caused to
& limb and is permanently halted. If moving when hit it stops and
fulls over on the D6 roll of a | or 2. A falling vehicle will collapse
a8 deseribed for a mll of 3- 4 balow

The vehicle collapses into a heap and may not move for the
remmmder of the game., On the D6 roll of a 5 or 6 the vehicle
collapses in such a way that 1 randomly determined weapon may
still be used. Otherwise the vehicle's weapons may not be used for
the rest of e game,

The vehicle collapses into @ heap and may not move for the
remainder of the game. lts weapons are broken or fall in such a
way that they may not be fired for the rest of the game,

WEAPON

Resuk

The weapon is jummed or partially damaged and cannol be used
umtil it has been repaired. A crewman may successfully repair the
weapon by rolling a 4, 5 or 6 at the stan of his tum. A crewman
who atlempls a repair cannot do anything else and the weapon
cannot be fired in the same turn that it is repaired, Only one
crewman may aficmpl o repair a weapon al once.

The weapon is destroyed and can no longer be used

The weapon cxplodes and is destroyed. The explosion fashes
back 1o the vehicle's ammo, bypassing all anmour, and causing a
sccondary explosion. Roll on the ammo damage table (o find oul
what effect this second explosion has,




4 ELDAR WAR WALKER &

The Eldar War Walker is a unique vehicle. It consists of a robotic frame built around a driving position from which its solitary
Eldar crewman controls the War Walker's movements. The Eldar pilot is protected not by armour, but by shield of energy
called a powerfield. A powerfield is an invisible barrier of pure force which deflects or absorbs the energy of laser bolts and
projectiles. A powerfield can only be penetrated by heavy weapons, so the pilot is completely protected from bolter or lasgun
fire but has all the advantages of an open vehicle. The War Walker is most extensively used by Eldar Scouts and Exodites in
the dense terrain of the heavily forested maiden worlds. Craftworld Guardian squads also use the War Walker's great mobility
and firepower for scouting and mounting flank attacks.

Range To Hit
Short Lomg Short long Strength Damage Save Modifier Special

Type Walker

Points Value 150

Crew 1 Eldar

The Eldar Walker is armed with a scatter laser with
targeter and a 90° field of fire to the front, and a
lascannon with targeter and a 90° field of fire to the
front.

LEFT
BACK ARMOUR -2 FRONT ARMOUR +1

Legs 158 Legs 15

RIGHT




ELDAR WAR WALKER DAMAGE TABLE

AMMO

Hesult

Ammunibion larts o reacl dangerously with i uir, and

vicals spill into the vehicle's interior. At the beginning of cach

[ its following tums, the vehicle will explode on the D6 roll of o
4, 5 or 6. An exploding vehicle automatically canses D6 sirength
10 hils with a -3 saving throw modifier on all models within 3" of

The inition explodes immediately! An exploding vehicle
omatically causes D6 strength 10 hits with a -3 save modifier
om all models within 3" of the vehicle

WEAPON

Hisulh

e weapon s § med or partially dame: i and cannot be used

until it has been re |:-.||::'L| A crewmman may successiully reparr the
weapon by rolling a 4, 5 or & at the stan of his im, A crewman
who attempls a repair cannol do anything else and the weapon
cannol be fired in the same marm that it (s repaired. Only
Crewinan may siicmp 10 repan a weapon al once

The weapon is destroved and can no onger be used

The weapon explodes and is destroyed, The explosion Mashes
back 1o the vehicles ammo, bypassing all armour, and causing a
secondary explosion. Holl on the ammo damage 1

whal effect this second explosion has

CONTROLS

Result

The Dreadnoughi's contro] gear is smashed and the machine
an immediate and permanent hal. The pilot may use
cy controls o fire 1 weapon durning the shooting phase

bt i o nothing else

Thie Direadm "E!'hl & CONIMES B0 Crazy and the machine mOves m a
dan gerous and wnpredicltahle fashion. Al the atan of h T b

slayers mall a DE. The plaver with the highest result may move the
Dreadnough um, while the other player may fire | weapon
during the shooting phase. In the case of a tie the ['lri'.q.!':u,-ub_'_ |

may nol move or fire at all!

TR T cg
ENGINE
Resule
The vehicle comes 1o an immedia i remains g mo =i
remander of the game
The vehicle moves out of control i its nexi iurm and then comes io
a permanenit halt
vehiche 18 spun round 1o face a random direction by the force
of the explosion and then comes. o & permanent halt
vl
immobilised for the resl of the game and may no

weapons, Roll a D6 at the beginning of cach player's tu

machine explodes on a roll of & An :'I\.;l!ihllll_.: vehicle

automatically causes [ strength 10 hils with a -3 saving throw

modifier on all models wathin 3

-
LEG
Resulh
e vehicle is destabilised by the loss or severe damage caused w0
1b and is permanently halied. If moving when hit it siops and
falls over on the D6 roll of a | or 2_ A falling vehicle will collapse
as described for @ moll of 3- 4 below,
The vehicle llapsies mlo a heap and may not move for the
remainder of the game. On the D6 moll of a 5 or 6 the vehicle
APSES 1T such a way that | r:-n-:hr-.:.' determined WEapon may
f1] be used. Otherwise the vehicle's weapons may not be used for
the rest of the game,
The vehicle collapses inlo a heap and may nol move [or th
remainder of the R Iis Wedhhns arne bioken of Tall m s
way thal they may nol be fired for the rest of the game

PILOT

Resuh

The pilot is mortally injured. If the War Walker moved o its
previous arm, it will spin mound te face a random direction and
move [ before coming 1o a hall. From now on the War Walker
may only [ weapons of move if the owning plaver first rolls a &

on 2 D6 at the start of his um

The piled is slain and the muchine comes o an immediate halt. The
War Walker 18 effec I:n.':'l:. destroyved and grinds to a halt, a gnm
¢ towenng over the banleficld




& ORK BATTLEWAGON E

| The Battlewagon is an extremely common type of large vehicle used by the Orks. lts design conforms to one of
the traditional types known throughout Orkdom and copied by Mekboyz for many generations. Battlewagons are
large vehicles designed to carry a whole fighting Mob of Orks including any Gretchin and Snotling servants that
accompany it. It is possible to squash an almost unlimited number of these underlings into the Battlewagon, and
any that can't fit inside will quite happily hang onto the bodywork or grab hold of the vehicle's flagpole. As
Battlewagons are mostly owned by Ork families it is armed with weapons belonging to that family - and these
will naturally vary a great deal.

Type Wheeled
Points Value 25
Driver 10rk

There is no limit to the number of Orks or servants
that may be placed inside the vehicle, other than the
number of models that you can fit inside or balance
on top of the Battlewagon. Any models which fall off

Transport
Slow Speed
Combat Speed

special

L

during the game are judged to have actually fallen off.

Because of the tremendous weapon variation no
weapons have been included on the Datafax. Orks in
or on the Battlewagon may use any weapons that they
are carrying. A Battlewagon may also be used to tow

Fast Speed 25

a piece of Ork artillery such as the Hop-Splat Field
Gun, with the crew from the weapon riding inside the
Battlewagon.

Because the Orks are carrying their own weapons the
field of fire is based on the position of each Ork
model firing from within the vehicle.

FRONT ARMOUR +1 BACK ARMOUR -1
BACK
FRONT |
i
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ORK BATTLEWAGON DAMAGE TABLE

TRANSPORT

Result

The attack miraculously fails to case any damage in the transport
section, but the huge explosion stuns any models there. Any
models being transported in the vehicle may not do anything in
their next wrn while they recover from the effects of the explosion.

The weapon hits & randomly chosen mode] in the ransport section,
causing damage using the normal Warhammer 40,000 rubes. If the
weapon has a blast area then all other models in the transport
section will be hit as well.

Az above, bul the transport section is so badly damaged that any
surviving models must disembark in teeir next o,

DRIVER

Hesult

The driver is allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon, 1f this is
successful he is unharmed. If ke does not save then he sustains the
number of wounds normally caused by the penetrating weapon.
Unless someome else takes over the contols the vehicle will move
ol of contrel for the remainder of the game or untl it hits errain
it cannod cross, collides with another vehicle or building, or until it
leaves the game ahle

The driver is allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon. 17 this is
successful he is unharmed. IF he does not save then he sustains the
number of wounds normally caused by the penetrating weapon. In
addilion, the driver’s controls are 2o badly damaged thal the
vihicle becomes undriveable regardiess of whether the driver is
slain and will move out of control for the remainder of the game or
until i hits terruin it cannot cross, collides with another vehicle or
building, or untl it leaves the game Lable.

ENGINE

Result

The vehicle comes fo an immediaie balt and remains mmobilized
for the remainder of the game

The vehicle moves owl of control in its next tum and then comes o
a permanent halt,

The vehicle is spun round Lo face a random direction by the force
of the explosion and then comes o a permanent halt

A spark 1gnites the vehicle's fuel tank and it bursts into Names.
Anybody on board 1s killed and the flaming wreck moves out of
control mext turn and then explodes. Anything within 3° of the
point where it ends up is caught in the explosion, saffering damage
exnactly as if they had been hit by & heavy famer.

13
1

-3

46

1-2

FUEL

Result

The fuel tank ruptures and staris leaving a burning irail of fuel
behind the vehicle, This is not a problem as long as the vehicle
keeps on moving. However, if the vehicle stops for any reason
then the buming fuel will catch up and spread into the fuel tank,
causing an explosion as described for 2 roll of 4-6 below,

A huge gash is tom in the fuel tank, dumpang all of the vehicles
fuel en the ground. The vehicle can carry on moving as normal in
its next tern, and will then grind to @ halt for the rest af the banle

A spark ignites the vehicle's fuel tank and it bursis inio flames
Anybody on board i3 Killed and the flaming wreck moves out of
control next tum and then explodes. Anything within 3° of the
point where it ends ap is caught in the explosion, suffering damage
exacily as if they had been hit by a heavy flamer.

WHEEL
Result

The wheel and mountings are badly buckled, From now on the
vehicle's maximum speed is reduced o ils slow rate only,

The vehicle moves out of contnol for the remainder of the game or
until it hils terrain it cannot cross, collides with another vehicle or
building, or until it leaves the game table.

IT the vehicle is stationary it is permanently halted. If moving it
will cease 1o move forward and spin round to face a random
direction (roll @ D12 with siraight ahead es 12 o'clock). Once
halted it cannot move for the rest of the game.

CONTROLS

Result

The vehicle i3 browght to a halt and may not move for the rest of
the game. All onboard systems are rendered useless but weapons
may be fired and doors opened mamally. When finng weapons
note that torels may not twm and targeter devices are rendered
moperitive.

The vehicle is bronght 1o a halt and may not move for the rest of
the game. All onboard systems are rendered useless and all doors
jam shut, Models inside a totally enclosed vehicle are trapped.
Weapons may be fired, although mrrets may not tum and targeter
devices will oot operate.

The vehicle moves in a dangerous and unpredictable fashion, The
vehicle moves out of control fior the remainder of the game or unti]
it hits terriain it cannot eross, collides with another vehicle or
building, or until it leaves the game rable,




. ORK GOBSMASHA )

The Gobsmasha is a common Battlewagon variant much favoured by the Evil Sunz. The Gobsmasha benefits
from having thicker, fully enclosed armour and a selection of large weapons mounted on the front. Evil Sunz use
Gobsmashas to teach their young and impetuous Wildboyz the benefits of Orks kultur and the joys of driving
around at high speed - the heavier armour comes in particularly handy when the Wildboyz keep crashing into
things. In battle each Gobsmasha is crewed by three young Orks (who jump around and fire all the guns) and a
hoary old Ork veteran (who drives the vehicle and keeps the young Orks from doing anything too daft).

Range To Hit
Short Long Short Lomg Strength Damage Save Modifier Special

Battie Cannon 1/" Blast area

Haavy Plasma Gun

Low energy

Max power 1" Blast, 2 turns to recharge
Heavy Bolter Sustained Fire

The Gobsmasha is armed with a battle cannon with a 90°
field of fire to the front. It may also be armed with a heavy
plasma gun and/or a heavy bolter, both with a 90° field of
fire to the front, at an additional cost of 25 points each. The
hit diagram allows for these two extra weapons, and shows
the position of the Ork gunners needed to fire them. If you
decide to model your Gobsmasha without these side
mounted weapons, the shaded areas should be treated as
being part of the battle cannon.

Fast Speed

BACK ARMOUR -1 FRONT ARMOUR +1

BACK FRONT
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ORK GOBSMASHA DAMAGE TABLE

AMMO

Result

Ammuailion starts 10 react dangerously with the air, and
chemicals spill inte the vehicle's interior. Al the heginning of each
of its following tums, the vehicle will explode on the D6 roll of a
4, 5 or & An exploding vehicle antom atically causes D6 strength
100 hits with a -3 saving throw modifier on all models within 3" of
the vehicle

The ammunition explodes immediately! An exploding vehicle
aulomatically causes D6 sirenpth 10 hits with 4 -3 save modifier
on all models within 3" of the vehicle

GUNNERS

Result

The gunner is allowed his normal saving throw modified by the
normil armoeur modifier for the penetrating weapon. If this is
successful he is unharmed, 1f he does not save then he sustains the
number of wounds normally caused by the penetrating weapon

The gunner 18 allowed hiz normal saving throw modified by the
normal armour modiher for the penetrating weapon. If this is
successhul he is unharmed cpardless of whether the crewman
survives, the weapon he is operating ix 50 badly damaged by the
hit that il can no longer be used

DRIVER

Resuli

The driver 15 allowed his normal saving throw modified by the
normal armour modifier for the penetrating weapon. If this is
sucoessiul he is unharmed, If he does not save then he susiains the
number of wounds normally caused by the penetrating weapon.
Unless somecne else takes over the controls the vehicle will move
out al comitral for the remainder of the game or untl i hits emain
Il cannot cross, collides with another vehicle or hl.l:|u"EI:I|:,. of unul 1
leaves the game tahle

The driver is allowed his normal saving throw modified by the
normal armour modifier for the penctrating weapon, I this is
successful he is unharmed. If he does nol save then he sustains the
number of wounds normally caused by the penetrating weapon, [n
addition, the driver’s controls are so badly damaged that the
vehicle becomes undriveable regardless of whether the driver is
abain and will move out of control for the remander of the EAme of
.II'I';II it hits ferrain i canmod cross, oolhides with another '\.'l_'|!||:'||:l o
building. or until it leaves the game table

FUEL

Result

The fucl tank ruptures and starts beaving @ burning wrail of fuel
behind the vehicle, This is not a ]:l1|,r'.1'_u:||| as long as the vehicle
kKeeps on moving. However, if the vehicle stops for any reason
then the burning fuel will catch up and spread into the fuel tank,
causing an explozion a8 described for a roll of 4-6 below

A huge gash is 1om in the fuel tank, dumping all of the vehicles
fuel on the ground, The velicle can carry on moving 25 normal in
i3 next nim, and will then grind to a hall for the rest of the battle,
A spark igmites the vehicle's fuel tank and it bursts into Mames
Anvhody on board is killed and the flaming wreck maves oul of
control next turn and then explodes. Anything within 3 of the
peint where it ends up is caught n the explosion, suffering damage
exactly as if they had been hit by a heavy flamer

ENGINE

Result

The vehicle comes 1o an immediate hal and remains immaobilised
for the remainder of the game

The vehicle moves out of control in its next mrn and then comes o
a |u:!r|1ur'.t'!n.‘ :'|H||_

The vehicle is spun round io face a random direction by the force
of the explesion énd then comes to a permanent halt.

A spark ignites the vehicle's fuel tank and it bursis into Aames
Anybody on board is killed and ihe faming wreck moves out of
control next wrn and then explodes. Anything within 3" of the
pount whiere it ends up is caught in the explosion, suffering damage
exact]y a5 if they had been hit by a heavy Mamer.

CONTROLS

Hesult

The vehicle is brought to & hall and may not move for the rest of
the game. All onboard aystems are rendered useless bul weapons
may be fired and doors opened manually. When firing weapons
note thal turrels may no! tum and targeter devices are rendered
meperative.

The vehicle 1s brought to a halt and m iy mH move for the rest of
the game. All onboard systems are rendered useless and all doors
jam shut. Models insade a totally enclosed vehicle are trapped
Weapens may be fired, although turrets may not wm and targeter
devices wall not operate.

The vehicle moves in a dangerous and unpredictable fashion. The
vehicle moves out of control for the remainder of the game or until
it hits terrain it cannot cross, collides with another vehicle ar
building, or until it leaves the game tahle

WEAPON

Result

The weapon 15 jammed or partially damaped and cannot be used
until it has been repaired. A crewman may successfully repair the
weapon by rolling a4, 5 or 6 at the start of his tum, A crewman
who allempls a repair cannol do anything else and the weapon
cannol be fired in the same turn that it is repaired. Only one
crewman may altempl 10 repair a weapon al omee,

The weapon is destroved and can no longer be used

The weapon explodes and is destroved. The explosion flashes
buck to the vehicles ammo, bypassing all armour, and causing a
secondary explosion, Roll on the ammo demage izble to find out
what effect this second explosion has

WHEEL
Resuli

The wheel and mountings are badly buckled. From now on the
vehicle's maximum speed is reduced 1o its glow rate only,

The vehicle moves out of eontr] for the remaimder of the game or
until it hits terram it cannol cross, collides with another vehicle or
hlllhl!irlj_r. aruntil it keaves the game tahle

IT the: vehicle is stationary it is permanently halted. IT moving it
will cease 10 move forward and spin round to face a random
direction (roll a D12 with straight ahead as 12 o' clock). Once
halted it cannot move for the rest of the game




i ORK SCORCHER i

The Scorcher is a heavily modified Wartrak with an armoured turret and fuel tank on a trailer. It takes its name
from the scorcher fire thrower with which it is armed. The scorcher is a dangerous weapon which runs off the
unstable compound that Orks use for fuel. The fuel is pumped from the trailer through the turret and out of broad
nozzle. A burner ignites the fuel as it passes through the nozzle and produces a sheet of flame. The burning fuel
washes over and through cover, lapping through windows and doors or setting vegetation alight so that the cover
provides no protection, making the scorcher particularly good against infantry.

Range To Hit

Short Long Short Long Strength Damage Save Modifier Special
Scorcher 406" - - = 6 03 -3 See Vehicle manual rule book

rack The Scorcher 1s armed with the scorcher fire thrower with a
T}THE Tracked 4" wide fire corndor and a 360° field of fire.

&n
=

Points Value
Diver 10rk
Gunners 10rk

Transport none
Slow Speed
Combat Speed
Fast Speed

e
[ —

FRONT

Fuel Tank 14

Wheel B / Wheal &
k Track 12




ORK SCORCHER DAMAGE TABLE

CONTROLS

Hesiilt
The vehicle is brought 1o a halt and may not move for the rest of
| onboard systems are rendered useless but WEApONS
d doors opened mancally. When f =0

may nol o and targeter devices are rendered

All onboard SYRIEma i
Models inside a wially e ] re rapped
[ b Nired, although turrets may not tur argeter
iwes will pot operute
iche moves m o d rours wnd unpredictable feshion, The
vehicke moves out of control for the remainder of the game or until
it hats terraun il cannol cross, collides with another vehicle or

buwildimg, or until i leaves the game table

DRIVER

Result

The driver is allowed his nonmal saving throw modified by the
| aling weapon. Il this is
ul by es nol save then he susiains the
number of wod BTN e | LU WP
Unless someone else lakes over the ¢ |5 the vehicle will move
oul of contral for the remainder of the game or until it hits errain
it canniot erpas, collides with another vehicle or building, or until
leaves the game table
The dnver is allowed his I saving throw modified by the
armour modifver [ ¢ pencirating weapon. 1T this is
successful he is unharmed. If he does nol save then he sustains the
number of wounds normal ¥ caused by the pepelfraling weapon In
addition, the driver's controls are so badly damaged that the
vehicle becomes undnveable regardless of whether the dnver s
flaun and wall move oul of control for the remainder of the game o
wntil 1t bots tervain it cannot cross, collides with another vehicle or

building, or until o leaves the game (able

ENGINE
Riesult

le comes a0 1A halt and remains immobilised

remainder of the game
The vehicle moves oul of control m s next ium and then comes o
u permanent hal
win rotind 1o face T i v Lhe orce
and them ¢
& spark ignites the vehic el tank and
Anyhody on board is Killed and the Naming wreck moves oul of
comirol next tum and then exg N -\n:\.-'lhl'n_' wialthin 3° of the
poinl where it ends up = caugh explosion, suffenng damape
exacily as if they had been hit by a heavy Mamer

] 1 "
GUNNER
Hesuh
The gunner is allowed his normal saving throw modificd by the
normial a ur modifier for the penctrating weapon, I this is
succesafil be i3 unharmad. If he does Aol gve then be suslans the
number of wounds normally caused by the penetrating weapon
gunner 15 allowed his normal saving throw modilied by the

rmuour modilier Tor th penetrahing weapon, I this is

successful he s unharmed. Regardiess of whether the crewman

survives, the weapon he 13 operaling 18 a0 Badly da naged by the

bt that it can no longer be used

SNOTLING

Hesuli

I'he Snothing ducks just m time and the attack whisiles over lus
head! However he is so scared by the experience that he forgets o
puamp for a ] e Scorcher's range s reduced o 306" the pext
Lumie 1l 15 :J:-'_'\j as the ‘;lh'.u 1R eCOveTrs J'.i.‘- CONTI PO AT

The "'\-:'N||l'|+' % killed and the Scorcher musi rely on he pressure
built up o the tank [rom now on. The next ime the Scorcher
shois, its range will be 3D6". The [ollowing time it fines its range
will be 2D6", Alter that auny shots have a range of D6"

The Snotling 1% killed, bul as he dies he accidentally hits the
emergency fuel release button, Gallons of highly volatile fuel pour
ol @wver the Scorcher and then burel into Oame | ignited by a siray
spark. The vehicle is destroyed and grinds o @ halt, while its crew

and any models within 2" are caught by the fire ball and take 2

smgle 55 hat that causes D4 wounds. Normal saving rolls apply

FUEL TANK

This is pol a problem as long as the veliicle

g. Howevwer, if the vebicle stops for any reason

hen the bumang fwel will caich B | .-\.;ll",:ud into the fuel ank,
cousing an explosion as described for a roll of 4-6 below

A huge gash 15 o in the foel tank, dumping a the wvehicles

he ground. The vehicle can move and fire 28 nonnal i il

next tum, and will ihen grind o a permanent halt and be unable i

fire for the rest of the baitle.

The Tuel explsdes, destroying the vehicle and Killing the crew
Any models within 216" of the vehicle are cavghi in the
explomion, suffening damage exactly as if they had been hit by o

heavy Namer

&l : g ol
SCORCHER

Result

The weapon 5 jammed or partially damaged and canmot be used
until it has been repaired. A crewman may successfully repair the
weapon by n ag & 4, 5 or 6 &l the slart of his turn. A crewman
whiv altempts a repar cannol do anvithing else and the weapon
cannol be fired in the same turn that it is repaired, Only one

CrewIman may 1|1|_'|||||' 10 repalr a weapon al once.
Thi wieapon 15 destroyed and can no longer be wsed

The weapon exp nd is destroyed. The explosion Mashes
back to the vehicles ammo, bypassing all armour, and causing o
seonndary explosion Roll on the ammo damage tahke o find owt

what elfect (his second \"l;r‘!-;'l\:.ru'. has

WHEEL

Hesult

The wheel and mountings are badly buckled. From now on the

vehicke's maximum speed is reduced o its slow rae only

Thi vizhic le moves oul of control for the nder of the game of
it i TIaLn 3 L Ot er vehicle or

Ig, O until il e be ga |

IT the vehicle i stalionary il s permancntly halied. 1f moving il

will cease 1o move lorward and apin round 1o Tace a random

direction (roll a D12 with straight ahead as 12 o'clock). Doce

hmalwed it cannol move [of the rest of the Bame,




” ORK SUPER HEAVY DREADNOUGHT |

The Super-Heavy Ork Dreadnought is almost identical to the smaller. two armed. version. However, the fact that it is both
bigger and capable of carrying twice as much weaponry makes it by far the most popular model with most Ork Warlords. As
with the smaller version, the Super Heavy Ork Dreadnought is piloted by a Gretchin who has been implanted into the
machine by the combined efforts of a Painboy and a Mekaniak. Only the very brightest Gretchin are used in Super Heavy
Direadnoughts, as they must he capable of operating all four of the Dreadnought's arms at the same time. This is no easy task,
but on the whole the Grewchin seem to manage well enough, and only occasionally get confused and fire off a weapon at the
wrong time...

Range To Hit
Short Long Short Long Strength Damage Save Modifier Special

Heavy bolter 0-12 12-24 | +1 - q 1 -1 Sustained Fire
Las-cannon 012 12-24 | + - i 1 -2 Sustained Fire
Krak missile 0-20 20-12 - - 8 ig]] -6

Frag missile 020 20-12 | - - i 1 -1 2" Mast Area
Heavy flamer Templata Special 5 1 =3

Power claw - - - - 8 1 -§ Close combat

The Ork Super Heavy Dreadnought is armed with
two power claws, plus two weapons chosen from the
following list: a lascannon with a 90° field of fire to
the front; a missile launcher with frag and krak
missiles, with a 90° field of fire to the front; a heavy
flamer with a 90° field of fire to the front; a heavy

Type Walker
Points Value 125 ’ g
m bﬂ][ﬂr W“.h i gﬂu hﬁ-id ﬂ'f fire to the frﬂl'lt.

As long as both power claws are in working order the
Dreadnought can use the special CRUSH attack
described in the Vehicle Manual rulebook.

BACK ARMOUR -2 FRONT ARMOUR +1

LEFT

|
Contrals
1IE

]
Ammo 17
I

Engine 16




(1]

ORK DREADNOUGHT DAMAGE TABLE

AMMO

Resuli

Ammunilion slarts (0 react dangerously wilh the air, and
chemicals gpill into the vehicle's imerior. Al the beginning of each
of its following mms, the vehicle will explode on the D6 roll of a
4, 3 or 6. An exploding velncle automatically causes 6 strength
10 hits. with & -3 saving throw modifier on all models within 3" of
the vehicle

The ammunition explodes immediately! An exploding vehicle
automatically causes D 4.1rs-r.é'|h 10 hits with a -3 save modifier
on all models within 3" of the vehicle

ARM

Result

The arm 15 hit and paritally paralysed. Any weapons incorporated
it the arm may still be used but the arm cannot be used 10 fight
in hand to hand comhbat. Reduce the machine's Attacks
churactenistic by ong povnt

The arm is torn from the machine's body. Any weaspon mounted on
the arm 15 destroyved, and the machine cannol use the arm in hand
o hand combal. The machime's Aftacks chamactenstic is reduced
by ome point

CONTROLS

Resuli

The Dreadnought’s control gear 13 smashed and the machine
comes 1o an immediate and permanent halt. The pilol may use
emer pency contrals to fire | weapon ||l|.T|j‘|!.'_ the shix ing pi:.i.;c,
bul may do nothing else

The Dreadnought's controls go crazy and the machine moves in a
dangerous and unpredictable fashion. At the stan of cach turm both
players roll a 4. The player with the highest result may mowve the
Dreadnought that turs, while the other plaver may fire | weapon
during the shooting phase. In the case of a tic the Dreadnought
may nod move or Dire al all?

GRETCHIN DREADNOUGHT PILOT

M

7

Result

The Gretchin suffers 3 massive electrical shock through his
control cables, driving him half mad and sending the Dreadnought
on the rampage! Move the Dreadnought D6 in 2 random direction
in is pext movemnent phase. 1 will sttack anything i its path in
close combat or fire its weapons ai the closest warpel, fnend of foe!
The rumpage will continue until the Dreadnought is destroved or
leaves the mbie

The Gretchin is skain and the machine comes o an immediaie hal
The Dreadnought may do nothing for the remainder of the bale
and i= I..'“l,’.‘i.li'\i.'l:\ destroved

LEG

Hesult

The vehicle is destabilised by the loss or severe damage caused 1o
a limb and is permanenily halied. If moving when hit it stops and
falls ower on the Déroll of a | or 2. A falling vehicle will collapse
as described (or a roll of 3-4 below

The vehicle collapses into a heap and may not move [or the
remainder of the gume. On the D6 oll of a 5 or 6 the vehicle
collapses in such a way that | randomly determined weapon may
siill be used. Otherwise the vehicle's weapons may not be used for
the rest of the game

The vehicle collapses mnio a heap and may aol move [or the

remuinder of the gume, s weapons are broken or fall in such a
wily thal they may ot be red for the rest of the gume

ENGINE

Hesult

The vehicle comes (o an immediate halt and remans mmobilised
for the remainder of the game

e vehicle moves out of controd in its next um axd then comes 1o
a permanent halt

The vehicke 15 S roiindd 1o face & random direcison }‘-:.. ihe force
of the explosion and then comes to a permanent hall.

The Engine 18 destroyed and bursis into flames. The machine is
immobilised for the rest of the game and may not fire any
weapons. Roll a D6 ar the beginning of cach player's murn, the
machine explodes on a roll of 6. An exploding vehicle
u:lliml.-l:n..a.]i_» caiiaes [ 1Ir-e'1|g:h 10 kot whith & =3 1..11.-i_|:|! thiow
modifier on all models within 3° of the vehicle

WEAPON

Kesult

The L =T e ] aifimied or Flili'..l”:ll L|..|.|'.:|:.qj_.i o] and cannod be used
umtil 11 has been repared. A crewman may successfully repair the
weapon by rolling a 4, 5 or 6 al the start of his tum. A crewman
who attempis a pepair cannol do anything else and the weapon
cannot be fired in the same turn that it is repaired. Only one
Crewman may allempt L0 repair a weapon al once.

The weapon is destroved and can no longer be used

The weapon explodes and is destroyed. The explosion flashes
hack o the vehicles ammo, bypassing all armour, and cagsing a

secondary explosion. Roll on the ammo damage table 1o find out
what effect this second explosion has




d ORK DREADNOUGHT §

The Ork Dreadnought is piloted by a Gretchin which has been surgically implanted into the machine by the combined efforts
of an Ork Painboy and Ork Mekboy. Gretchin are fortunately very resilient and usually survive the operation to wake up and
find themselves wired into a huge metal body which is even bigger and stronger than an Orks! This is very cheering for the
Gretchin who has had to suffer years of beating from his Ork masters, and not surprisingly the power goes to his head. In
battle Ork Dreadnoughts often charge off towards the first enemy they see, bellowing loud metallic "Waaargh!” noises out of
their speakers. Fortunately most Ork Dreadnoughts are equipped with a fearsome Power Claw so that the Gretchin can work
off some of its angst in close combat and then (hopefully) settle down for the rest of the battle.

Range To Hit

Short long Short Long Strength Damage Save Modifier

Heavy bolter 0-12 12-4 | - 4 L -1 Sustained Fire
Lascannon 0-12 12-4 | 41 - 4 L -2 Sustained Fire
Krak missile 0-20 20712 | - - 8 010 6
Frag missile 0-20 2012 | - N 4 1 -1 2" Blast Area
Heavy flamer Template Special 5 1 -3
Power claw = - - - 8 1 5 Close combat
WS BS 3 | A Ld The Ork Dreadnought is armed with one power claw

on the right arm, plus one weapon chosen from the
5 4 6 3 3 6 following list on the left arm: a lascannon with a 90°
field of fire to the front; a missile launcher with frag

Type Walker and krak missiles, with a 90° field of fire to the front;

i | a heavy flamer with a 90° field of fire to the front; a
Points Value C . heavy bolter with a 90° field of fire to the front.
Crew 1 Gretchin

BACK ARMOUR -2 FRONT ARMOUR +1

LEFT




ORK DREADNOUGHT DAMAGE TABLE

AMMO

Resuli

Ammunilion sarts to react dangerously with the air, and
chemicals spill mio the vehcle's mienor. Al the beginning of each
of s follow ing fturns, the vehicle will |.'1|I|H|.||.' o e I roll of &
4. 5 or 6, An exploding vehicle automatically causes D6 strength
10 hits with a -3 saving throw ms whifier on all models within 3™ of
the vehicle

The ammunition explodes immedialely! An exploding vehicle
automatically causes D6 strength 10 hits with a -3 save modifier
on all models within 3" of the vehicle

Hesult

The arm 15 hil and panially paralysed. Any weapons incorporated
into the arm may stll be used, but the arm cannol be used to hght
in hand 10 hand combat. Redoce the machine's Attacks
charactenisic by one point.

The arm is torn from the machine's bodw, Any weapon mounted on
the arm & destroyed, and the machine cannot use the amm in hand
e hand combat, The machine's Atlacks charactenstic is reduced

by one pount

- - -
CONTROLS

Hesuh

The Preadnought’s control gear is smashed and the machine

comes W an immediate apd permanent halt. The pilot may use

emergensy controls o fire | weapon during the shooting phase,

but may do nething else

The Dreadnowght's controls go crary and the machine moves in a

dangerous and unprediciable fashion. At the stan of cach twem both

players roll a D6, The player with the haghest resull may move the

|'|".'.|a.1:Iu|.|-r'.‘|l that torn, while the other plaver may Dire | WCApRED

during the shooting phase. [n the case of & tie the Dreadnought

may ool move or fire at all

GRETCHIN DREADNOUGHT PILOT

Result

The Gretchin suffers a massive electrical shock through his

miad and sending the Dreadnought
on the rmmpage! Move the Dreadoought D6” in a random direction
m i3 pext movement phase. |1 will attack anything i s path in

control cables, driving him hal

close combat or fire s weapons al the closest target, fnend of foe!
The rampage will comtanue until the Dreadnought 15 destroyed or
leaves the table

The Greichin is alain and the machine comes to an immediate halt
The Dreadnought may do nothing for the remainder of the battle

amd is effectvely destroyed

ENGINE

Resuht

The vehicle comes o an momediale hall and remains mmobaised
lor the remainder of the game

The vehicle moves oul of control in its next tum and then comes 1o
a permanent halt

The vehicle 15 spun round to face a random direction by the force
of the L"l[.‘l:'l-p.ll: amd then cidnes 1D § permansnl thI_

The }'HE'IF-(‘ 1% 11!.“'-'~II!‘|'|:-'|:I.4. and bursts min Names, The machine is
immobilizsed for the rest of the game and may not fire any
weapons, Roll a 26 at the beginning of each player's tum, the
machine explodes on a roll of 6. Aa exploding vehlicle
ul.'.fl'-lua!l-.;.a!l} catises [ 1111-7,5:1]1 10 Bt with & -3 RAVIng throw
modifier on all models within 17 of the vehicle

LEG

Result

The vehicle 1s destabilised by the loss or seviere damage caused o
i limb and is permanently halted. If moving when hit it stops and
talls over on the D6 roll of a | or 2. A falling velocke will collapse
a8 described for a moll of 13-4 below

The vehicle -|.|.':|.£|'\|:'.‘- into & heap and may ool move for the
remainder of the game. On the D6 roll of a 5 or 4 the vehicle
collapses in sach a way that | randomly deiermined weapon may
still be used . Otherwise the vehicle's weapons may not be used for
the resi of the game

The vehicle collapses inlo a heap and may not move for the
remainder of the game. [ts weapons are broken orf fall wn soch &
way that they may not be fired for the rest of the game

WEAPON

Hesult

The weapon 15 jammed or partally damaged and cannot be used
untsl il has been repaired. A crewman may successfully repair the
wedpon by rolling a 4, 5 or 6 at the start of his um. A crewman
who AEMPIs @ repalr cannol doO anyuing clse and the WEapOon
cannol be fired in the same wurn that it is repaired. Only one
CTEWINED may atlempl 1o TEpalr 4 weapon il once

The weapon 18 destroved and can no longer be used

The weapon explodes and is destroyed. The explosian Mashes
back to the vehicles ammo, hypassing all afmour, and causing a
secondary explosion. Roll on the ammo damage table o find out
what effect this second explosion has




d ORK WARTRAK s

Like the War Buggy, the Wartrak is an extremely common type of vehicle built by Ork Mekboyz from all clans.
It has a set of tracks and a bike-type front suspension so it is fast and doesn't get bogged down in mud or other
bad terrain. The crew of two Orks sit behind each other with one acting as the driver and the other as the gunner.

Wartraks are very mobile and can mount various different weapons - though lascannon are the most popular
choice.

Range To Hit
Weapon Short Long Short Long Strength Damage Save Modifier Special
Lascannon 0-20 20-60 | - - 9 206 5
BACK
Type Tracked i

Points Value 40

Transport none
Slow Speed 10
Combat Speed 20
Fast Speed 28

Engine 12

Whael 8

The Wartrak is armed with a
Lascannon with a 360° field of _
fire. '

Y FRONT "

Track 12

4 ORK WAR BUGGY E

War Buggies arc on¢ of the most popular of all Ork vehicles, Although individual War Buggies vary greatly in the detail
lavished on them by their creators, the basic design is always the same. The Buggy consists of a sturdy chassis, has four
wheels and is driven by an engine at the back. It has a driver who is often a young Ork waining as a Mekboy. The vehicle's
other crewman rides behind on a raised seat so that he fires his weapons over the driver's head.

Range To Hit

Weapon Short Long Short Long Strength Damage Save Modifier Special

Heavy bolter Sustained fire
Multimelta 2" Blast area
Heavy plasma gun
Low energy
Maximum power

Type Wheeled
Points Value
Driver

1" Blast. 2 turns to recharge

Transport none
Slow Speed 8
Combat Speed 16
Fast Speed 30

Controls 10

Contrels 10

The War Buggy may be armed with one of the
following: twin heavy bolers with 360" field of fire, 2
multimelia with 3607 field of fire, or a heavy plasma
gun with 3607 field of fire.

Yo




WARTRAK DAMAGE TABLES

AMMO

Result

Ammuni tarts 10 rescl dangerously with the air, and chemicals spll
im0 the vehicle's interior. At the beginmng of each of its following
lurng, the vehicle will explode on the D6 roll of a 4, 5 or 6. The
explomon causes D6 strength B hats with a -3 saving throw modifier on
all models within 3™ of the vehicle

The ammunition explodes inmediately! The explosion causes D&
strength 8 hits with a -3 save modilier on 2ll models within 3° of the
wehicl

TRACK/WHEEL
Resanli

The track or wheel and mountings are badly buckled. From now on the
kes maxamum speed 15 reduced o 115 slow rate only

The track or wheel is blown off. If the bike & stationary il is
permanently haled. [T moving the bike will tp over and chide forwands

sl urTe il mo rate im the nexl movemenl phose, work oul any
damage from colbsons as normal. Aoy crese wall Tall off at the start of
the move and will sulfer d.irl"l.."l.:._'l' il thie ke was MovIng over 10" o

um

DRIVER/GUNNER
Resull

Ihe nder gets his normal saving throw modified by the save madifier
fior the weapon. 17 this is sucoessful he is unharmed. [ he doess'l wave
then he sustmins the namber of woends ||:1|r||.ij|:].I camsed by the WEREpO.
IT the drver is killed then the ke will Mip over and be destroyed

The rider 15 hit a5 above. Even if he survives the hit he is knocked off
the ke by the impact and will saffer ge if the ke 15 moving st
maore than 107 & torn. 17 the daver ik knocked of T then the bike wal I‘.||\
over and be destroyed

FUEL
Hcwali

A huge gash 15 bom in the fuc] lank. The vehicle can carry on moving in
s mex | fum, and wall then gnnd o a halt for the rest of the battle

The fuel caiches fire. Anybody onboard is killed and the flaming wreck
moves oul of control mexi turn and then explodes. Any model within 3°
miflers damage exnctly as i they had been hit by a heavy Mamer

CONTROLS

Hesult

The bike moves out of control on its pext tum and then comes 1o a
permanent hall

The nder loses contrgl of the bike. It moves ou of control for the
remainder of the gume or eatil it hits terrain 11 cannol cross, colBdes
with anather vehicle or building, or antil it leaves the game lable

Kesult

The weapon is jammed or partially damaged and cannof be used untl it
has beer repaired. A crewman may repar the weapon by rolling a2 4, 5
or & af the start of his mm. A crewman who aflempls a repair canmol de
anything else and the weapon cannot be fired in the same tam that it i
repadred

The weapon i8 destroyed and can no koager be ued

A e—
ENGINE

Result

The mkeé coasts | D6" to a hall and remains immobilised lor the

remuinder of the gurme

The bike moves aul of control in its next turn and then comes o a

permanent halt

WAR BUGGY DAMAGE TABLES

DRIVER/GUNNER

Hesult
The rider gets his normal saving throw modified by the save
maodifier for the Wil W If this 13 successaful he is unharmed. If he
then he sustans the nember of wounds normally
Caused by the weapon. If the dnver is kilbed then the bike will Mip
aver and be destroyed
1l as above. Even if he survives the hit he 18 knocked
by the impact and will suf damage if the hike is
moving ol mone than 107 & ern. [T the dnver i Knocked of 1 then
thie hke will Nip over and be destroyed

WHEEL
Resall

The wheel and mountings are hadly buckled. From now on the

PUgEY's Mmaximim specd 13 reduced o its slow rate only

The wheel is blown off, If the buggy is stationary it is permanently
lted, Il moving the buggy will slide forwards at its current

movemen! rale in the next movement phase, work out any demage
n collisions as normal. Any crew will (2l off at the stan ¢

move and will suffer demage if the bike was moving over

um

WEAPON

Result

The weapon & pammed or partially damaged and cannot be used
untl ot has been repared. The gunmer may repair the weapon by
rodling a4, 5 or 6 at the stan of his wm. If 2 a0 he cannot do
anyihing else and the weapon cannct be fired in the same um that

il |a.||'F:u.r|1|

The weapon i3 destroyed and can no longer be used

ENGINE

Hesuh

The buggy coasts 1D6" 1o a halt and remains immobilised for the
remmnder of the Eame

The ugEy moves oul of contml m s nexl em and then Comes. 10
a permanent halt

The -:nyin:: 15 destroyed and bursts into flames, killing the crew. If
moving the baggy will shide forwards at its current movement rate
tn the next movemen! phase, work oul any damage from colliswons
as nofmal. Al the end of the move the buggy explodes, causing a
strength 6 bt mflcting Db wounds on all models within 3° radios

CONTROLS

Rl

The buggy moves ool of control o its next lurm and then comes o a
PETIRARCEL Rall

The nder loses control of the buggy. 1t moves oul of control for the
remainder of the game of aabl o ks ermd ol cannold enoss, collides
with another vehick or bailding. or until it leaves the game tabic

AMMO

Result

Ammunilion starts to react dangerously with the air, and
chemicals spill into the vehicle's interior, Roll a D6 at the
beginning of each |
Déroll of 24, 5 or 6. The explosion causes D6 sirengih 8 hits with
1 -3 saving throw modiler on all models within 37 of the vehicle

H RO II||1= urm, lhl.' 'L'L'h'l Il\,' e ||.|. I."l.lltl.".ll: o :..'H..'

The ammunition explodes immediately ! The explosion canses D6
strength 8 hits with a -3 save modifier on all models within 3" of
the vehicle




4 b

ORK WARBIKE

The Ork Warbike is a single-seat attack bike with twin autocannon - an exceptionally heavy armament for such a small
vehicle. Of course, fixing such a lethal combination of weaponry onto a small and relatively light bike poses a few problems
- not the least of which is its tendency to spin wildly out of control every time the guns are fired. Fortunately, Orks don't
regard petty problems of this kind as any kind of deterrent, rather that they add 1o the character of the bike and make it more
exciting to ride.

Range To Hit
Short Long Short Long Strength Damage Save Modifier Special
Autocannen 0-20 20-m2 | - - 8 D10 -3 Sustained fire
BACK
- ]

Driver

Transport
Slow Speed
Combat Speed
Fast Speed

Amma 12

Weapon 12

-
o
-
5
=
{1~
Al
d.m

e
=

Fuel Tank

The Warbike is armed with twin
forward firing autocannons with a 2"
wide fire corridor directly in front of

the model. Special rules apply to this '

weapon as described in the main rules.

\L FRONT )
s\

Track 12

1 ORK NOBZ BIKE

The Nobz Bike is the ultimate personel transport for a Nob who wants fast, individual mobility, with no waiting around for
the rest of the Boyz, Nobz don't drive the bikes themselves, that would distract them from the real fun which (as everybody
knows) is shooting the biggest, loudest, and most devastating weapon that he can carry. Instead, the bike is driven by a trusted
servant from the Nob's household, someone he can trust to put his foot down and get to where the action is really fast! The
Boyz who drive the Nobz Bikes consider themselves a cut above the average Boy. They perhaps nurture dreams of being
Nobz themselves one day - if they live long enough!

Type Bike
Points Value 10

Transport
Slow Speed
Combat Speed
Fast Speed

Fuel Tank
14

\

Although the Nobz bike is unarmed the
Nob riding it may fire any of his
weapons in a 360° fire arc.




&

ORK WARBIKE DAMAGE TABLES

RIDER

Hesult

The rider gets his normal saving throw modified by the save modifier
for the weapon. [T this is successiul he is unharmed. 1f he doesnt aave
then he sustains the number of wounds normally cowsed by the weapon
IF the nder 15 killed then the bike will Mp over and be des troyed

I'he nder is hit as above, Even if he survives the hit he is knocked off
the hike by the impact and will suffer damage if the bike is maving al
mare than 107 a tam. If the nder is knocked off then the bike will flip
ovier and e dr:'\lm:.{'uj

AMMO

Hesult

Ammunuon slars 1o react dan F{."ﬂ‘:‘ll:—'\.!:r wath the nir, and chermeals I\-|1i||
imio the vehicle's interor. At the beginning of each of its following
tarns, the velcle will explode on the D6 roll of 2 4, 5 or 6. The
explomon canses D6 strength 8 hats wath a -3 saving throw medifier on
all modiels within 37 of the vehicke

The ammunition explodes immediately! The explosion causes D6
strength B hits wath & -3 save modifier on all models within 3 of the
vehicle

TRACK/WHEEL
Result

The track or wheel and mountings are badly beckled. From now on the
bikes maximum spoed 15 reduced 1o its show rate only

The track or wheel 15 blown off, I the bike is stationary it is
permanently hahed. If moving the bake will tip over and shide forwands
at its current movement rake in the next movement phase, work out By
damage from collisions 25 normal. Any crew will fall off a1 the start of
the move and will suffer damage if the bike was moving at over 107 a
IEE

ENGINE

Hesuli

The bike coasis 1D6" to a halt and remains immobilised for the
remainder of the pame

The hike moves oot of control in its next turm and then comes o a
permanznt halt

CONTROLS

Result
The bike maves aul of contral on its next um and then comes o &
PLTMANERL hnll

The nder boses contral of the bike. It moves oot of control for the
remainder of the game of wnfsl 11 hols terron it cannot cross, collides
with another vehicke or building, of until it leaves the game table

FUEL

Resuli

A huge gash is torm in the foel tank. The vehicle can carry on moving in
ite nexl wrn, and will then grind 1o 0 halt for the rest of the battle

The fuel caiches fine Anyhody on boand 14 killed and the flaming wreck
mioves g4l of control neat turn and then explodes. Any model within 3°
suffers damage exmcily as if they had been hit by a heavy flamer.

WEAPON

Hesult

The weapon is jummed or partially damaged and cannot be used ontl it
has been repaired. A crewiman indy repar the weapon by rolling a 4, 5
or 6 at the start of his tum. A crewman who allempts a repair cannot do
unything ¢lse and the weapon cannot be fired in the same tim thal it 1s
repaared,

The weapon is destroved and can no longer be used

NOBZ BIKE DAMAGE TABLES

CONTROLS
Hesult

The bike moves owl of control on its next e and then comes to 2
permaneni hall

The rider lones comtrol of the bike. It moves oul of conirel for the
remainder of the game or until it hits terrain it cannot cross,
cllides with another vehicle or building, ar until it leaves the
game table

NOB

Besult

The Meb gets his normal saving throw modified by the save
modifier for the attacking weapon. IT this is successful he is
urtharmed. If he doesn't make his save (hen he sustains the number
of wounds normally caused by the weapon

The MNob is hit as above. Even if he survives the hit, he is knocked
off the bike by the impact and will sulfer damage il the bike is
movmg al more than 10" a turmn.

TRACK/WHEEL

Result

The track or wheel and mountings are badly buckled. From now
on the bikes maximum speed is reduced 1o iLs slow rate only

The track or wheel s blown off. I the bike iz siationary il is
permanenily halied. IF moving the bike will tip over and slide
forwards al its corrent movement rate in (he pext movement phase,
work out any damage from collisions as normal. Any crew will
fall off at the start of the move and will suffer damage if the bike
wis moving over [0 a lum

ENGINE
Result

The bike coasts 1T o a halt and remains immobilised for the
remainder of the game

The bike moves owt of control i its next wm and then comes &0 a
permanent halt,

RIDER

Result

The rider gets his normal saving throw modified by the save
modifier for the attacking weapon. 1 this is successful he is
unharmed. If be docsn't make his save then he sustains the nomber
of wounds normally caused by the weapon. If the rider is killed
then the bike will lip over and be destroyed

The nder 15 hit as above. Even if he survives the hit, he is knocked
off the bike by the impact and will suffer damage if the bike is
moving at more than 10" & turn. [F the nder is knocked off then the
bike will flip over and be destroyed,

FUEL
Result

A |‘.LIEL‘ gfﬂh 13 1orm 10 the fuel tank, The vehicle can Carry on
moving in its next turn, and will then grind 10 2 halt for the rest of
the battle

The fuel carches fire. Anybody on board is killed and the Maming
wreck moves oul of control next e and then explodes. Any
model| within 3° suffers damage exactly as if they had been hit by
a heavy ﬂ.lumr




4 SQUAT BIKE 3

Squats use hikes and small trikes extensively for personal transport across the bleak and inhospitable landscape
of the Squat Homeworlds. A number of younger Squats get so attached to the idea of roaring around at high
speed that they mount weapons on their bikes and use them on the battlefield. The Engineers Guild is most
renowned of all for its love of bikes and trikes (or Hogs and Sickles as they call them in their obscure techmical
jargon), often fielding entire Squads of Guild Bikers in support of the foot warrior brotherhoods.

Range To Hit

Short Llong Short Long Strength Damage Save Modifier Special
0-12 12-24 | +

Bolter

Type Bike
Points Value 1B
Driver

Transport
Slow Speed
Combat Speed

Fast Speed

The Squat bike is armed with twin
bolters with targeter and a 90° field of

k\ﬁre to the front, J

SQUAT GUILD TRIKE o

This distinctive vehicle is used exclusively by the renowned Squat Guild of Engineers. The very sound of the
thundering four-stroke engines of Guild Trikes is enough to send foes scurrying for cover and if they don't the
barrage of melta-fire that follows will make them wish that they had. Guild Trike teams are famed for their
fearless leaps and daredevil skid turns, evading enemy fire as they make their hit and run attacks with stunning
bravado.

Range To Hit
Short Leng Short Lomg Strength Damage Save Modifier
0-12  12-24
012 12-%4

Special

2" Blast area

m
o
O
-

Points Value 60 i
— L

Gunner T

Transport none
Slow Speed
Combat Speed 20
Fast Speed 30

The Squat Guild Trike is armed with
twin bolters and targeter with 90° field
of fire to the front, and a multimelta
with targeter and 180° field of fire to
the front.

FRONT

e ¥




SQUAT BIKE DAMAGE TABLES

AMMO

Result

Ammunition starts (0 react dangerously with the air, and
chemicals spill into the vehicle’s interiar. At the heginning of each
of its following tarms, the vehiche will explode on the D6 roll of a
4,5 or 6. The explosion causes D6 sirength 6 hils with & -1 saving
throw modifier on all models within 3 of the vehicle.

The ammunition explodes immediately! The explosion causes D6
strength © hits with a -3 save modifier on all models within 37 of
the vehicle

RIDER

Hesult

The rider gets his normal saving throw modified by the normal
save modifier for ihe peneirating weapon, I this is successiul he is
unharmed. Il be doesn't save then he sustains the number of
wouinds normally caused by the weapon. If the driver is killed then
the bake will flip over and be destroved

The nider 1x hit as above, Even if he survives the hit be iz knocked
ofl the hike by the impact and will suffer damage if the bike is
moving at more thas 107 a tir. [f the dover 18 knocked off then
the hike will flip over and be destroyed

WEAPON
Result

The weapon is Jammed or partially demaged and canmol be used
until it has been repaired. A crewman may repair the weapon by
rodling a 4, 5 or & at the stan of his tum. A crewman who attempes
i repar cannot do anything else and the weapon cannot be fired in
the same (um that it is repared,

The weapon is destroyed and can no longer be used

DRIVER/GUNNER
Result

The rider geis his normal saving throw modified by the normal
save modihier for Lthe penetrating weapon. If this 15 successful he is
unharmed. If he doesn't save then he susiains the number of
wonirkds. noarmally caused by the weapon. I the driver is killed (hen
the bike will Mlip over and be destroyed. If a gunner is killed then

his seeapon may oo longer be used

The rider s hit as above, Even il he survives the hit be i3 knocked
off the bike by the impact and will suffer damage if the bike is
moving &l more than 107 a tum. I the dnver is knocked off then
the bike will fip over and be destroyed, If 2 gunner is killed then

s weapon may oo longer be used

WHEEL
Result

The wheel and mountings are badly buckled. From pow on the
hikos maximum specd 15 reduced o its slow rate only

The wheel s blown off, I the bike 15 statiopary il is permanently
halted. If moving the bike will tip over and slide forwards at jiz
curmenl movemen! rale in the next movement phase, work oul any
\Jal':'.JFﬂ' Irovm eollisions 4s normal. Asy crew w fall off

sian of the move and will suffer dam age if the ke was MOving
over |07 a um

WEAPON
Result
The weapon i jammed or partially damaged and cannotl be used
until it has been repaired. A crewman mav repair the weapon by
rolling a 4, 5 or & al the start of his tun. A crewman who allempis
a reparr cannol do anything else and the WICAPO RO be (ired in
the same fum thal o 18 repamed

The weapon is destroyed and can no longer be used.,

I

NGIN

Resuht

The bike coasts 1D6" to g halt and remains immobilised for the
'-l.'."lulllll.il'u' \.lj |hl_' FHJ":IE

The bike moves out of control in its next tum and then comes 10 3
permancnt halt

The engine 18 destro yed and bursts into flames, killing the crew. I
I'I'I""-'iﬂE the hike will tip over and slide forwards at its current
movement Tale in |hl.' REXI MoOvement I'l.h.'.l-l," “'ﬁ!'-h ol any L],.rrl.j‘-QL'
[rom collisions as normal. At the end of the move the bike
explodes, causing a strength & hit inflicting D6 wounds on all
models within a 3" radius

CONTROLS

Result

Ihie hike moves oul of control on 11s next fum and then comes o a
permansnt hall

The nder loses control of the bike. It moves out of control for the
remainder of the game or until i hits terrain il cannot cross,
collides with another wehicle or building, or until it leaves the
game table

WHEEL
Kesult

The wheel and mountings are hadly buckled. From now on the
bike's maximum speed is reduced to its slow rate only

The wheel is blown off. If the bike 15 stationary il is permanently
halted. If moving the bike will bip over and slide forwards st its
cumenl movement mie i be nexl movement phase, work out any
damage from collisions a8 aormal. Any crew will fall off at the
start of the move and will sufTer damage if the hike was moving

over |07 § tum

ENGINE
Result

The bike cousts 106" io a hali and remains immaobilised (or the
remamder of the game

The bike moves out of control in its next mea and (hen comes I a
permanent hall

The engine is destroyed and bursts into fames, kil ng the crew. I
moving the hike will 1ip aver and slide forwards at itx current
movemeni rate in the next movement phase, work out any damape
from collisions as normal. At the end of the move the bike
explodes, causing a strength 6 hit inflicting D6 wounds on all
mixdels within a 3" radius.

CONTROLS
Hesult

The bike movies out of control on its next turm and then comes o 2
permanent hali

The nder loses contral of the bike. Il moves out of control for the
remainder of the game or until 1 hils terram il cannol Cross,
collides with another vehicle or building, or oatil it leaves the
game table

AMMO
Result

Ammunition staris (o react dangerously with the air, and
chemicals spill into the vehicle's interior. Al the beginning of each
of s [ w ing tums, the vehicle will explode oo the D6 roll of a
4, 5 or b I'ne explosion causes D6 strength 8 hits with @ -3 sav ing
throw modifier on all models within 3" of the vehcle

The ammunition ri.||||.u||'u immediately! The explosion causes 6

strongth B hits with a -3 save modifier on all models within 37 of
the wehicle
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SQUAT EXO-ARMOUR TRIKE

\
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The warrior aristocracy of a Squat Stronghold often ride into battle on a trike that has been heavily-reinforced to allow them
to wear exo-armour and carry the feared Doom Lance, The Doom Lance is a specialised weapon incorporated into the left
arm of an exo-armour suit. Only one arm is needed to operate the weapon, leaving the other free to fire a pistol or gun. The
Doom Lance is thrust at the enemy in exactly the same way as a spear or lance would be. However, if it hits, a cunning spring-
loaded mechanism in the tip acts a trigger which fires a single heavy bolter shell at the target. At such short range the shell is
almost certain to destroy all but the most heavily armoured target.

Type
Points Value

=

Transport none
Slow Speed 10
Combat Speed 15

Fast Speed 30

The Squat Exo-Armour Trike has no
weapons of its own but the Squat rider
may fire any of his weapons in a 360°
fire arc.

<

Engine
12

-

JUGGERNAUT OF KHORNE

o

Juggernauts of Khorne are massive riding beasts of groaning iron and brass. Their heavy, wide-mouthed heads
are filled with brazen fangs. They are ridden by favoured Champions of Khorne. A charging Juggernaut is a
terrifying sight: the ground trembles under its incredible weight, while it's ferocious bellowing drowns out all
other sound. Then, with an enormous crash the Juggernaut smashes into its enemy, hurling men aside or crushing
them underfoot. Even armoured vehicles can be smashed apart by the Juggernaut's almost unstoppable charge!

M WS BS
1 [3 (o5 [2]2]wn

Type
Points Value
Driver

The Juggemaut of Khorne has no weapons of its own
but the rider may fire his weapons in a 360° field of
fire.

The Juggernaut causes fear. If the nider 1s removed
from the Juggernaut or disabled in any way then the

kJuggerﬂusu.ll becomes subject to frenzy.

Head
i8

Body 17




EXO-ARMOUR TRIKE DAMAGE TABLES

RIDER
Result

Ihe mder i his mormal saving throw modilfied oy ihe mormal
save madibier for the pene trating weapon. | 1% 14 anccessful he 1=
pnharmed. Il he doesn't save then bhe sustains the pumber of
wounds normally caused by the weapon. IT the driver is killed then
the bike will Mip over and be destroyed

rider i 1 &5 above, Even if he survives the hil be s knocked

e bike by the impact and will saffer damage if the bike is
moving ai more than 10" a tarm, If the driver 15 knocked off then
the bike wiall Mip over and be destroved

WHEEL
Hesult

The wheel and mountings are badly buckled From now on the
bikes maxumum speed 15 reduced (o s slow rate only.

The wheel 15 blown off. If the bike i stalionary 11 & permancatly
halted. If m -'.:|'|F: the Bike wi I WS and shide forwands al s
cumen! movement rale i the next movement phase, work oul any
damage From collisions as normal, Any crew will Fall ofT at the
start of the move and will suffer damage if the bike was moving

over |07 a tum

WEAPON

Hesult

The wiapnon is |:||1'|I't1|!'.'| [l |'l:l|'||:||5'. -'.-.il'|1.|i._l:L'|| ind cannn! b used
until it has been repaired. A crewman m AY FEpair the weapon -‘\3
rolimg a4, 5or 6 at the start of his b A crewmian who allempts
& repaur cannol do anything clse and (he weapon cannot be fired in

the same tum that i 8 repaned

The weapon is deatroved and can no longer be usad

HEAD

Result

The Juggemaut s stunncd. In its next mo

r wn direction, collidi with mnythi gm ils rilh Wi rider is
allowed to shool or Dight in hand 10 hand combat as normal

The hit drlls the Juggernaut neatly between the eves kil 7 il
mnstanily. Unfortunately it takes a while for the Juggernaws body
o reahise this! The Jugpemmant may move and attack as normal for
oife more im and then drops down dead

The Jupgemaut is struck squarely in the face and decisively hlown
away! It is hurled back 16" and collides with anything in s way
All imops on the side opposing the Juggemaul that have a LOS 1o
this spectacular Kill are immiune o panic and will roil LS T
they also give a mighty cheer! Roo g Imoops with a LODS
mméedhately rallv. As the Juggernaul falls ot rolls over the nder,
crushimg hun and causing

throw al lowed

BODY
Result

The shot 1= '!I' scied by the |i.;:|_' auls iron hard skin but it i"

spun 90" in a random drection by the foroe of the mnpact

The Juggemaul is bha

age A red bat keéeps on coming! Holl a [D6 at
the end of each of the Chaos player’s lums: on ol of 1-3 the
Muggernail! hnally expares, il om & modl o 4-65 110 may carmy on [of

another

The AllGCK s & gapang h:lll.' it Lhe .‘IIFE‘H'H‘I:I uls cheal and it
collapses o the ground stone dead! As the luggema lls it rolls
wer the m rusheng hom and causing an aulom abic swound wath

Doy sEvImE It albvaed

ENGINE
Result

The bike coasis 16" io a hali apd remains immobilised for the
remainder of the game

The bike moves oul of controd in its pext fum and then comes 10 &
permaneni hall

The engine is destroyed and bursts inio Mames, killing the crew. 1f
MavInE the bike will Lip over and slide forwards at 113 currenl
movemen! rale in the next movemen! phase, work oul any dama ge
from collisicns as normal. At the end of the move the bike
L'J.Frlll.ll!'\_ Calsing i 1.Ilr:53|h & Hal |r\-|||;‘.|||!.'. D6 wonsds on al
nodels within 2 3" radius

CONTROLS

Hesult

The bike moves out of control on 13 next fum and then comes 1o a
permanen! halt

The rider loses control of the bike. || moves out of control for the
remainder of the game or unti] it bits lerrain il cannol cross,
collides with another vehicle or building, or until it leaves the
game lahle

AMMO

Result

Ammunition starts io react dangerously with the air, and
chemicals spill into the vehicle's intertor. Al the beginning of each
of its Il.'i:..l'wu:;: furns, the vehicle will |.:1.l:l|.|.|l.!1.' on the DG roll of o
4, 5 or 6. The explosion causes D6 strength 6 hits with a -3 saving

throw' modifier on all models wathin 37 of the vehicle

The ammunition explodes immediately! The explosion causes D6
strength & hits with a -3 save modifier on all models within 37 of
the vehicle

DAMAGE TABLE

LEG

Hesuit

The j:.yj_.':rll:ull: suffers a shallow eg wound that causes it to
slagger [ in a random direction, colliding with anvthing in ils
path. It then steadies itself and carries on as if nothing had
happened

The Juggemauts leg 15 badly wounded, and 1t can not use 1l for the
rest of the battle. It is forced 1o limp along only using the ther legs
which reduces il 10 hall speed. Il another leg 15 badly wounded
then the Jugpemaot will collapse 1o the ground and will not be able
I movYe any further

With a shower of ichor and gnistle the leg is blown off. The Jugger
i= able o !III1I'|I along al walf speed [Or one more urm amd then
collapses and dies

RIDER

Hesult

The rider is knocked ofT the |||FF;"1'|'|:IIII by the Impac Bt 1%
olhervise unhammed

The rider gets his normal saving throw modified by the save
modifier for the pencirating weapon. If this is successful he is
unharmed. [f he doesn't save then he sustains the nuomber of
wiotinds normally caused by the weapon

The rider gets his normal saving throw modified by the save
maodifier for the penetrating weapon. If this is successful 18
knocked oll the Jugpernaut by the impact bul is otherwise
unhermed. I he doesn't save then he sustains the number of
woiind 1'~|'r|::.|||:\. S (TR =4l by the Weapon as well a8 bemp knocked
off the Juggemaul
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i CHAOS DREADNOUGHT b

A great Chaos Space Marine Champion may be fortunate enough to find himself implanted into a Dreadnought
rather than die of his wounds. Just as Space Marine Dreadnoughts combine the barely living remnants of a Space
Marine into a complex fighting machine, so Chaos Dreadnoughts use sophisticated technology and arcane
secrets to prolong the life of a Chaos Champion in machine form. Chaos Dreadnoughts derive from the ancient
time before the Horus Heresy, but many of these machines have mutated under the warping power of Chaos into
a combination of bone, metal, and living flesh. Relatively few survive and they are carefully maintained and
repaired by Chaos Dwarf artificers. If the Dreadnought's occupant is killed in action the Dreadnought is
recovered and refurbished to house a new Chaos Champion.

To Hit
long Short Long Strength Damage

Range
Short

Weapon Save Modifier Special

Heavy plasma gun

Low Energy D4 -2

Maximum power 0-20 20- D10 -8 1" Blast, 2 turns to recharge
Power Claw 1 -5 Close combat

M WS 8BS

4 1 5 6 5 3 8

Points Value 150
Crew 1 Chaos Champion

The Chaos Dreadnought is armed with a heavy
plasma gun with targeter and a 90° field of fire to the
front, and a power claw.

BACK ARMOUR -1 FRONT ARMOUR +1
LEFT

Controls 16
|

|
|
|

RIGHT




1]

AMMO

Hesult

Ammunilion starts o react d erously with the air, and
wmals spill into the vehicle's mienor. Al the beginning of each
of its following turns, the vehicle will explode on the D6 moll of a
4, 5 or 6. An exploding vehicle antomatically causes D6 strength
10 hits wath @ -3 saving throw modifier on all models within 37 of
the vehicle
The ammunition explodes immediately! An exploding vehicle
suiomanically causes 6 ~!r|.'nglh U0 ko= with & -3 save modifier
on all models within 37 ol the wehicle

Hesult

The arm is hil and partially paralyvsed. Anv weapons incorporated
into the arm may still be used, but the arm cannot be used 1o fight
in hand to hand combat, Reduce the machime's Anack
charactensix by one point

The arm is tom from the machine’s body, Any weapon mounted on
the arm is destroyed, & he machine cannod use (he armm o hand
o hand combal. The machine's Attack charsctenistic is reduced by
one poinl

CONTROLS

Hesult

The Dreadaought’s contro P 1% smashed and the machine
cs lo an immediate and permanent halt. The pillol may use
cy controls to fire | weapon during the shooting phase,

but may do nothing else

The Dreadnought’s controls go cruzy and the machine moves in &
dangerous and unpredictable fashion. At the sian of each wm both
players roll a D6, The player with the highest resull may move the
Direadnowught that turn, while the other player may fire | weapon
during the shooting phase. In the case of a tic the Dreadnought
may nod move or fire at al

DREADNOUGHT PILOT

Hesult

The pilot is moralty injured. If the Dreadnought moved in its
previous furm, it will spin round (o (zce 3 random direction and
move D6 before coming w0 a hall. From now on the Dreadnought

weapons or move il the owning player lirst rolls a
v on i [ at the start of his tum

The pilod 1% slain and the machine comes o an immediate halt. The
e ahnomighi 18 effectively destroved and _._l;;nda to s halt, & Rrim
statae towernmg over he baitlefield

ENGINE

Hesult

The vehycle comes 1o gn immediate hall and remans immobilised
for the remamder of the game

The vehicle moves oul of control o its ext turn and thea comes o
a permaneni halt

The vehicle is spun round 1o face o random direction by the force
of the ¢ xplision and then comes to a permanent halt

The engine 15 destroved and bursts into Mames. The machine is
immaohilized for the rest of the game and mav nol hire any
weapons, Roll a 36 at the begimning of each player's tum, the
machine explodes on a roll of 6. An rl.31||r:!|l|1_' vehicle
ically causes D6 strength 10 hits with a -3 saving throw

modifier on all models withan 3° of the vehacle

CHAOS DREADNOUGHT DAMAGE TABLE

LEG
Result

The vehicle is destabilised by the loss or severe damage caused to
a hmb and 15 permanenily halied. If moving when il stopes and
[alls over on the D6 roll of a | or 2. A falling wehicle will collapse
a5 descobed for a roll of 3-4 below

The vehicle collapses into a heap and may not move for the
remainder of the game. On the D6 roll of & 5§ or 6 the vehicle
collapses in such a way that | randomly determined weapon oay
atill be wsed. Otherwise the vehicle's weapons may ool be used for
lhe rest of the pame

The wehicle l.l.'.|.1.|'l'~l."> o | neap and mav ool move [of I|!|v|.:
remainder of the game. 1is weapons are broken or fall in such a
way 1hal they ma v mol ke fired (or the resr of the Eame

WEAPON

Hesull

The weapon is jammed or partially damaged and cannot be used
unitil it bas been repaired. A crewman may successfully repair the
weapon by molling 2 4, 5 or & at the stan of his mm A crewman
who attempls a repair cannol do anything else and the weapon
cannot be fired in the same turn that it is repaired. Only one
CICWITLAN m L D Fepaar & Weapon al oncd

The weapon 1= destroved and can no longer be used

The weapo odes and is desiroyed. The explosion [lashes
back o the vehicles ammao, bypussing all armour, and causing &
secondary explosion. Roll on the ammo damage table w find out
what effect second explozion has




# BLOOD SLAUGHTERER ]

Amongst the greatest of Khorne's weapons are the part magical, part technological Daemon Engines. Daemon Engines are
literally dacmonic machine creatures made of iron and brass. Covered with heavy ammour of black steel and marked with
brass skull runes of Khomne, Daemon Engines are deadly, hulking monstrosities bristling with weapons. Their advance is
almost unstoppable as they clank forward on rattling tracks or spiked wheels.

The Blood Slaughterer is a deadly opponent as it hurtles across the bartlefield on its iron bound wheels, spraying bloody death
from the heavy bolters mounted in its chest, or tearing its enemies apart with its axe and whip in hand-to-hand combat. The
Blood Slanghterer will charge anything that gets in its way, attacking ferociously until it is destroyed.

To Hit
long Short Long Strength Damage

Range
Short

Weapon Save Modifier Special

-2 Sustained Fire
- Special see main rules
-3 Close combat only

Type Wheeled

Points Value 125

The Blood Slaughterer is armed with twin heavy
bolters with a 90° field of fire, a power axe and a Lash
of Khorne.

The Slaughterer causes Fear and will go into Frenzy as
soon as it is in charge range of the enemy.

BACK ARMOUR -1 FRONT ARMOUR +1
LEFT




BLOOD SLAUGHTERER DAMAGE TABLES

HEAD

Result

The delicate sighting mechanisms in the Slaughterer's head anc
damaged by the force of the attack. The Slaughterer’s Weapon
Skill and Ballistic Skill are reduced by 1 point each for the rest of
the batile.

The Slaughterer is stunmed for one tur. In its next move it will
slagger D&Y in & random direction, |.'|":|“:||1||'|‘|’_r with anything in its
path. It may not shoot, but may attack in hand to hand combat.

The hit drills the Slaughterer neatly between the eves killing it
matantly, The machine grinds to a halt end may nol move of attack
for the reat of the batle
The Slaughterer is struck squarely in the face and decisively blown
away! I is hurled back D6” and collides with anything in its way.
All troops on the side opposing the Slaughterer that have a LOS to
this spectacu lar kill are immune w panic and will oot rout this wm
they also give @ mighty cheer! Routing troops with a LOS
immediately rally.

AMMO

Result

The ammo casing 15 aplit. Roll a D6 at the start of each of the
Slanghterers urms: on a roll of 1-3 the ammo explodes destroying
the Slanghterer. Any model within 3" of the Slaughterer s caught
i the explosion and takes a S6 hit, with a -1 saving throw modifier
that causes D3 wounds. On a roll of 4-6 ﬂ'l'ﬂhll'IE happ-::ns. - this
furm

The ammo explodes desroving the Slaughierer. Any mode] within
3" of the Slaughterer is caught in the explosion and takes a 56 hit,
with a -1 saving throw modiler that causes D3 wounds,

The ammno explodes destroying the Slanghterer and scaltering
debris over a wide area. Any model within 37 of the Slanghterer is
caught in the explosion and takes a 56 hit, with a -| saving theow
modifier that canses D3 wounds. [n addition. any model within
26" 15 hat 5.'\-_'_»' ﬂ]nn:u debris, |:Iﬂ|c1|n.9 a 53 hit which wall cause 1
wnund. Mommal saving rolls apply against damaged inflicted by the
debris

BODY

Result

The ammo feeds to the heavy bolters mounted in the hody are
jammed and the Slaughterer's heavy bolters may not be used until
they are repaired. Roll a D6 at the start of each of the Chaos
players marns: om a roll of 5-6 the jam is cleared and the weapon
may be used as normal

The heavy holiers mounted in the body are destroyed and may no
lemger be used.

The heavy bolters mounted in the body are destroyed and may
longer be used, In addition there 15 2 flashback to the Slaughterer's
ammo, Rell on the ammo damage table (0 see what happens.

WHEEL OR TRACK

Result

The wheel or track 13 damaged and the Slaughierer’s maximum
maove 15 halved.

The Slaughterer moves out of control in its next turn and then
shows 1o a hall, It can tem in place on subseguent tums, but if it
loses another wheel andfor track it comes o a permanent halt. It
may still shoot and fight in hand o hand combat as normal.

The Slaughterer is flipped over by the explosion and is destroyed.
Decide random |y which way the Slanghterer falls; anything that is
fallen on takes a 55 hit with a -1 saving throw maodifier

ENGINE

Result
The Slaughterer's maximum move is halved.

The Slaughterer moves out of control in its next move, and then
grinds 1o a halt, unable to move or atteck for the rest of the game.

A spark ignites the Slanghterer's fuel tank and it bursts mio flames.
The flaming wreck moves out of control next turn and then
explodes, Anything within 2D6" of the point where it ends up is hit
by debns on a roll of 4+, nflictiag & 53 hit which will cause 1
wound, Normal saving molls apply.

ARM

Resul

The arm 15 damaged and may not be nsed until repaired. Roll 2 D6
at the end of each of the Chaos player's murms: on a rell of 5-6 the
arm s fixed and starts working normally. Until then the number of
allacks the Sluughlﬁcr miy make is reduced by 1, and ! may nol
use the weapon attached to the arm.

The arm is destroved. The aumber of antacks the Slaughlerer may
make is reduced by 1, and it may not use the weapon attached o
the arm

The arm is blown off and flies 2D46" in a random direchion
Anything standing where it lands takes an automatic 57 hit with a
-2 saving throw modifier. The number of anacks the Slaughterer
may make 15 reduced by 1. and it may ool wse the weapon attached
i the arm.

WEAPON

Result

The weapon 15 damaged and may nol be used unhil repaired. Roll a
D6 at the end of each of the Chaos player's urns: on a oll of 3-6 10
weapon 15 Nixed and stans working nomally.

The weapon is destroyed.

The weapon is blown off and flies 206" in a random direction
Anything standing where it lands takes an automatic 57 hit with a
2 saving throw modifier.
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SCREAMER KILLER E

across the battlefield and explode with incandescent fury.

Range To Hit
Short Llong Short Long

The Screamer Killer is one of the larger Tyranid bio-constructs: a living engine of destruction designed for use in assaults,
boarding actions and massed battles. Because of its exceptional size and toughness the Screamer Killer is treated as a
Dreadnought in all respects, even though it is a living creature. At close quarters it uses its deadly claws to tear the enemy to
pieces, ripping through armour and shredding flesh with ease. The Screamer Killer's ranged attack is even more termible.
Rasping plates in the mouth, gases secreted in the lungs, and a high frequency scream produced by the creature’s vocal cords
combine to produce a highly unstable bio-plasma energy bolt. This forms for a split-second in front of the Screamer Killer,
held in place by a flickering electrical field generated around the creature’s claws, before it is belched forth to bum its path

Strength Damage Save Modifier

Special
2" Blast area

Type Walker
Points Value 150

The Tyranid Screamer Killer can fire its bio-plasma
discharge in a 90° field of fire to its front.

RIGHT
-

ﬂ?hr

[

LEFT




SCREAMER KILLER DAMAGE TABLE

ARM

Hesult

The shot clips the creature's shoulder, spinning the model round
S0 but having no ather effect

The arm i numbed by the shock of the impact. The Screamer
Killer loses one attack until end of pext turp

Sub-utaneous storage cells and statie eolumns are shaken up
causing the Screamer Killer's bio-lield w be disrupted. [1 may
make no ranged attack next tum

The Screamer Killer is knocked sprawling. It staggers D6 ina
random direction liding with anvthing 11 moves .

The Screamer Killer's arm is seriously wounded. [t loses | from ils
attacks for rest of game. IT 2 different arms are wounded then the
Screamer Killer may wse no more ranged attacks for the rest of the
Fdll‘:c

The Scremmer Killer's arm is ripped ofT by the hir It loses | from
its attacks and may use no more ranged attacks for the rest of the

[ Fiid

BODY

Itr\u Ir

The shot is deflecied by the Screamer Killer's shoulder, spinning
the model round % but having no other effect

The Screamer Killer's reinfloreed nb cage absorbs the blow, but the
foree of the attack knocks it over. The Screamer Killer must spend
nexl move standing up, and it may nol use jis r;-L'.H'.'-d atack while
il does 80

The Screamer Killer is knocked sprawling by the impact. It
staggers 6" backwards, colliding with anything moved it

The Screamer Killer is badly injured by the hit, but still moving!
Loss of vital Muids slows the Screamer Eiller io halll move and
also halves its WS & BS for the rest of the game

The shot rips a gaping hole in the Screamer KEiller's chest. Ti
collapses bul them staris to slowly gei up! The Screamer Killer
sl \:|'I!:!'|l.| nexl move st j:’:l.illi:.' U, and 11 may not use js rarl;zrhj
attack while it does so, Its W5 & BS are halved for the rest of the
pame.

The creature s d:'\lll.d.'l'."l:ll:'\ |||u'-||.|||}' wonnded and ._-..;|I|_||..'_|_-_._ Roll a
[ at start of next tum. On & roll of 1-3 the creature dies. Ox a roll
ol 4-6, weat it a5 sernously wounded - result 5 above

o B
LEG
Hesult
The mch-thick chitinous plates on the Screamer Killer's leg hold,
but the force of the blow knocks it over. The Screamer Killer must
spend next move standing up, and it may not use its ranged atsck
\.Lh||-|' | Lln-;- )

The Screamer Killer suffers a shallow leg wound, lis movement
e is halved for the rest of the game.

The Screamer Killer is knocked h;‘lr.;ulmg Il stagpers DE” in &

random direction, colliding with anything moved info

The leg s senously wounded. The Screamer Killer may now ooly

limp 13" per mra. If it olis a 1 for movement it falls over a8 for

resull 1 above

IThe Screamer Killers il."p: 15 L:':!_\F:-h.':‘.l li may nol move baai 1l can

81l tum i place

With a shower of ichor and gristle the leg iz blown off, The

Screamer Killer 18 completely incapacitated for the rest of the

game

HEAD

Result
The creature is stunned end may do nothing in its next oorm

The Screamer Killer's domed akull deflects the blow but the force
sluns |sec abowve) and knocks over the Screamer killer. The
Screamer Killer may do nothing in its next tum and must spend its
nexi move after that standing wp. It may not use its ranged altack
while 1t does so
The Screamer Killer is badly wnjured by the hit, but stifl moving!
Synapse damage halves its WS, BS & [ for the rest of the game.
Ihe shot shears through the creature's spine, severing the Hive
Mind synapse and driving it mad with pain for the few seconds
belore it expires. Move the Screamer Eiller D6 in a random
direction. It will altack anyone moved into (including friends)
Thea roll a 36, On anything bul a & the creature dies imumediately,
on a 6 the creature will rampage agan duning the next movement
phase
The hit drills the Screamer Killer neatly between the eyes and the
cTeaire anhps diown dead!
The Screamer Killer is struck squarely in the [sce and decisively
blown away! it is burled back D6” and collides with anvthing in
the way. All OpposIng roops that have a LOS o ths \ru_\'l.‘.l,ulm
kill are immune 1o i and will nod ot this um, thety also Elve
ghty cheer! Routing troops with a LOS immediately rally




