








































































































































































STORM BOLTERS HUNTER-KILLER MISSILE BULLDOZER BLADE 
Many Imperial veh~cles are fitted with ~ h l s  card may only be taken for vehicles This card may only be taken for vehlcles 
storm bolters mounted as auxiliary (excluding bikes and skimmers). It may not (excluding bikes and skimmers). it may not 
weapons. Because they have an ample be taken for Dreadnoughts. Hunter-killer be taken for Dreadnoughts or other 
supply of ammunition these vehicle- missiles are one shot Weapons for use walkers. The 'dozer blade increases the 

mounted storm bolters are less prone to against heavily armoured targets. The Strength of the vehicle's ram value by +i 

jamming SO reroll any jams rolled on the missile is fitted with a robot brain so i t  1s and adds c l D 6  to the ram damage i t  

sustained flre d~ce Any member of the self-guiding and doesn't requare a crewman inflicts. This is in addition to the +D6 ram 

crew can flre an auxil~ary storm bolter to fire 11. The missile may only be fired at bonus against buildings received by 

but i f  he does so he may not perform his vehicles. Dreadnoughts, buildings or similar vehicles with a ram bar noted in the 

usual task ( ie,  fire his weapon i f  a targets. It always hits its target on a roll 01 Buildings section of the Warhammer 40,000 

3+ regardless of range and to hit modlflers rulebook. In addition to thls, any shots 
gunner or drlve the vehicle i f  a driver). 

for target size, speed, cover etc If the which hit the front of the veh~cle's hull will 
Alternatively, troopers from squads 

missile hits work out damage USlng the hit the blade on a roll of 4 ,  5 or 6 on a D6 If 
being transported may fire.auxiliary 

profile given below. Discard this card once i t  is hit the 'dozer blade adds +D6 to the 
storm bolters Instead of firing their own 

the m~ssile has been fired. veh~cle's front hull armour value for that 
weapons through hatches or firing slits. shot only I f  the veh~cle's hull suffers a 
Models firing storm bolters may not be penetrating hi1 from the front the bulldozer 
targeted separately by the enemy. 

8 2D10 -6 8+2DIO+D6 
blade is automatically wrecked and th~s 
card is discarded. 

IMPERIAL VEHICLES ONLY 

KUSTOM FORCE FIELD 
Thls card may only be taken lor Ork i 

I v e h ~ c l e s  and  Dreadnoughts  The , 
veh~cle or Dreadnought is fltted wrth a i 
Mekboy kustom force held Whenever i 
the vehlcle IS h ~ t  roll a D6 and deduct 

' the result from the Strength of the 

lncomlng shot On a roll of 6 the h ~ t  IS 

i 
stopped completely but the force f~eld 

3 generator burns out and destroys 
t se f  In the process, rnflictlng a 54 h t  i 
on a randomly se lec ted crewman 1 
Instead 

ORK VEHICLES AND ; 

DREADNOUGHTS ONLY 

SQUlG FUEL INJECTOR 
T h ~ s  card may only be taken for Ork 
vehlcles but not for Dreadnoughts 
The vehlcle contarns spec~al  gubb~ns 
that squlrt an extra dose of squ~g  fuel 
Into the englne to produce a burst of 

, m~nd-boggl~ng speed1 The squ~g  fuel 
b ~ n j e c t o r  IS used  a t  the e n d  of the 
: vehrcle's movement  and  makes ~t 
1 move  another  3 0 6 "  fo rward  rn a 

stra~ght lrne lmmed~ately If the roll for 
d~s tance  IS 15 or more the veh~c le  
starts to rattle Itself apart - move the 

j vehrcle and then ro l l  a D6 on the 
I Hul l  Damage  Tab le  (or  the  
I B~keIBuggylWartrak Damage Table 

as appropriate) 

ORK VEHlCLES ONLY 

HEAVY FLAMER 
Heavy bolters are often replaced w~ th  
heavy flamers on lmper~a l  veh~c les  
flghtlng In built-up areas or jungles to 
glve superlor close-~n defence aga~nst 
Infantry assaults T h ~ s  card allows you 

1 
to upgrade heavy bolters to heavy 
flamers on a veh~cle for an extra 10 

1 pornts per weapon upgraded T w ~ n  
llnked heavy bolters may be upgraded 

I 

I to a s~ngle heavy flamer for free 

I 



/ SUPERCHARGED ENGINE 
This card may only be taken for vehicles 
(including bikes and skimmers) but not 
for Dreadnoughts or other walkers. The 
vehicle's engine has been lovingly 
serviced and tinkered with by the dr~ver. 
including having it rebored, gas flowed 
and fined with a huge supercharger. The 
supercharger can be used in any 
movement phase to increase the 
vehicle's speeds as shown below. Roll 
the dice lor extra movement each time 
the supercharger is used. The extra 
movement rolled doesn't have to be 
used unless you roll the maximum (6 
and 12 respectively) in which case the 
additional movement must be used up. 

No change tD6 +2D6 

NULL-SHIELD 
A null-shield protects against psychic 
attacks, and works by projecting a 
field of negative psychic energy which 
repels psychic power on contact. 
Every time a psychic power is used 
on a vehicle or Dreadnought with a 
null-field roll the scatter dice first - on 
a rol l  of a 'h i t '  the psychic power 
penet ra tes  the sh ie ld  and  works  
normally. If a n  arrow is  rolled the 
psychic power is deflected 2D6" away 
in  the direction indicated, passing 
over  te r ra in  a n d  obstac les  bu t  
affecting the first model (other than 
the vehicle or Dreadnought) in  i ts 
path. If the null-field is within an area 
of effect marker caused by a psychic 
power it will nullify the power on a roll 
4, 5 or 6 on a D6. 



VEHICLE DATA 

6 6 6 7 5 3 1 0  

CREW: 1 SPACE MARINE 

R A M  VALUE: 

STRENGTH 7 

Dl0 DAMAGE 

-4 SAVE 

WEAPONS: 

The Codex weapon fits for a 

Space Marine Dreadnought are: 

TACTICAL: Assault cannon with a 90' f~eld of fire to the front and a 
missile launcher with frag and krak missiles and a 90' field of f~re lo the 
front - 205 Pts. 

I EITHER ASSAULT: Power fist w~th bvlll-ln storm bolter, w~th a 90 ?eId of f~re to 
the front and a multi-melta with a 90" held of llre to the front - 195 Pts. 

DEVASTATOR: Twin lascannon w~th a 90" field of fire to the front and a 

front - 215 Pts 

The Dreadnought may be fitted with a set of auto-launchers carrying f rag or 
bl ind  Grenades at an additional cost of +5 Pts. For non-standard weapon fits 

see the Dreadnought datafax supplied in the Warhammer 40,000 game. 

WEAPON DATA 

Storm Bolter 0-12 12-24 +1 - 4 1 -1 D6+4 Sustained fire, lD 

Power Fist Close Combat Only - 8 1 -5 D6+D20+8 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Frag Mlsslle 0-20 20-72 - - 4 1 -1 D6+3 2" Blast Marker 

Krak Missile 0-20 20-72 - 8 Dl0 -6 D6+D10+8 

Assault Cannon 0-12 12-32 +1 - 8 Dl0  -3 D6+D10+8 Sustained lire3D 

Multi-Melta 0-12 12-24 +1 - 8 2D12 -4 D6+2D12+8 2" Blast Marker I 



1 Legs 2 0 18 
2 Left Arm 19 17 
3 Right Arm 19 17 

4-6 Body 2 1 19 

D6 Leg Damage Table 
1 The inch thick armour plates on the Dreadnought's leg hold. but the force of the blow 

slows it down. The Dreadnought may not move in its next turn. 
2 The Dre;~dnought is knocketl sprawling. Ir bragger.; D3" in ;I randoln direc~ion. 

collidinp wlrh i~nythin: riioved i111'. 
3-4 Thc leg is hcrlously d;llliagcd. Thc Drradriought 11i:ry I ~ D W  only I ~ m p  D3" pcl- 1~11.11. 

5-6 The leg is blown of f  .ind [hi. Drzadnouglit crashes ro the ground. I t  may no1 mo lc  or 
atrack for the resr o f  the falnc. 'lnd is cffcctivcly destr-oyed 

D6 Arm Damage Table 
1 Thc arm is hlr and pan~ally paralysed. Any ranged weapons incorporated into thc arm 

may still be used. but the arm cannot be used to fight i n  hand-to-hand combat. 
Reduce the Dreadnought's Attacks characteristic by I point. 

2 Any weapons mounted on the arm arc jammed or partially damaged and can only be 
uscd i f  you first roll a J+ on 1D6. 

3.5 The arm 1s torn from tht. Dreadnought's body. Any weapons mounted on the arm are 
dertroyed. and the Dreadnought's Attacks characteristic is reduced by 1 point. 

6 The ann is d~stroycd and any weapons mounted on i t  explode' The explosion flashes 
hack to the Dreadnoughl'i body. hyp;irsing all armour. and causing a secondary 
explor.on. Roll on rhe Bndy Damage Table 111 find the effect of thri \econd explosion. 

D6 Body Damage Table 
1 l'l~l: U~.cadnought'.: ccmtrol\ go c1af.y niaking \he Dreadnought d ~ f l r c u l ~  10 ~ 0 n k ~ t ) l .  

The Dreadnought nlay only riiovr or attack i f  you first roll n 4+ on .r Dh. 

2 The Space M a r ~ n e  control l ing the Dreadnought is badly wounded. A l l  o f  the 
Dreadnoughr'z characteristics are halved for the rest o f  the game. 

3-4 The Dreadnought's engine bursts into flaw~ss and thc machine is inimobilised.'The 
Space Marine may use emergency controls lo  fire onc weapon. Roll :I D 6  ;I[ the 
heginning oicach player's IU~II. the machine rxplodcs on ;I roll o i  I or 2. Any models 
within 3" ruffer D6 Strength I 0  hlr\ wlth a - 7  saving throw modifier. 

5 The Space Marine controlling the Dreadnc>ught is r l i~ir~ The Dreadnough1 qtaggerr 
DZ" in a random direcrlc~n. co l l~ding wrrh anything moved ~nro.  and then collnp.;e.; 

6 The Dreadnough1'5 alnlnunltton explodes. The Dreadnough1 IS de\rroyed and any 
niodel5 \?  thin 3" iufiel- D6 Strength I 0  h11s with 3 .3 ravlng throw niodifier. 

r 1 Track' 15 15 I 

I 2-5 Hull 20 18 
6 Weapons 12 12 I 
I Hit the one nearest to the attacker 

D6 Track Damage Table 
1 The [rack I.; daniaged hut keep< runllinp TI-; R h ~ n o  ma) only mi.''.? ;il \I(',: 

speed for the rest o f  the game. 

2-5 Tlic t r ~ ~ c h  I \  h l i ~ ~ i  01'1'. The l< l l i~ io  ~ i i t ) vc \  .ILII I : COI~ I I ! I I  I ~ C Y I  ; I I~II  ;111cl 11ic11 

C O I l l ~ \  1 0  ;I (~C~IlI.IIlCIlI Il i l l[ 1'01 '  1 1 1 ~  I 'Cbl 01' [ l l ~  ~ ' I I I I C '  

6 .A [rack 1s blown off;ind rhc resulting dirlliayc irn;r\llc\ rhc ~e l l i c l c ' ,  dri i 'c h ; ~ l l  
I causing 1 1  to I ' l ~ p  o v c r .  The ~:rl:ck col i lc \  lo ~ c \ t  Dh" ~ u . ~ y  i l l  a r.111Jo1n 

dirccrion. Any  model II I i ~ n d s  (111 rake, D6 S7 i i ~ t . ;  wi tn  a I savi~:g Ihrow 

modifier. Rol l  a Dh fhr each model on hoard. They al-2 ki l led in  thc c r ~ h  on a 

D6 ro l l  o f  4. 5 or 6. Surviving models may dismounr usin? the normal rulc.;. 

1 D6 Hull Damage Table 
I The driver is  h i t  and killed. The Rhino w i l l  move our o f  c o n ~ r o l  and may not 

fire any weapons unti l  another model r a k e  over. 

2-4 ,4 Iarjie e ~ p l o \ i o n  teal-.; through thc crew compnrrment. Rol l  3 D6 for each 

model on board. On ;I r i ~ l l  of 4. 5 or 6 they Jre hir and ki l led 

5 Thc K~IIIO'\ engine explodes. k ~ l l i n g  'vc.ryb8.)d! o ~ i  board. The Rhino i\ spun 

r ~ l u n ~ l  I:, lace in  a raridorn d i recr io~l  r)y the torcc nf' [he csplosi i in and rheli 
c i ~ ~ i i ~ > s  I[) <I pcr~iiaricrlt l i;iI~. 

6 \ sp.11.I I ~ I ~ I I ~ S  11ic Rli111i1'\ 1'1151 t ; l~ i k  i ~ ~ i ~ l  I I  1 ~ 1 1 . \ t s  1 1 1 1 0  I ' l ;~~ni ' \ .  killrri; 

c ~ c r y h o t l y  on  honi-4. Thc I'l;~li)i~)g wreck Inovc i  ~ t u t  o l  con[!-ol ricxl turn i 1 1 ~ 1  

t l i c ~ i  cwplotles. Anything wlt l i in 3" ol ' thc pol111 whcrc ir end\ up  i \  caught in  thc 

explosion. .;uflkring damage cxactly as i f  hi1 by a heavy llanlcr. 

I D6 Weapons Damage Table 
1 I'he KIi i l io ' \  hr~l;:~-\ iintl i~u~o-launchers arc d;im;~~;d. ;lr:J may only hc firccl II 

you fir..;! 1-011 :I 4 or lnorc on ;I [)h.  

2-5 The Rhino'.; holrcl-s and auro-lirunchei. arc ocilrilyei;. 

6 The R h i n o ' r  hol rer \  2nd ouro-launcher\ arc dc\ r royed ar above. bur the 
explosion caubc, ;I \ccondary rxplosion in rhc hul l  Roll on the H u l l  Damage 

Tahlc to find OUI w h ; ~ ~  cffccr [his .;ccond cxplos~oi l  ha\ 



VEHICLE DATA 

R A M  VALUE: 

STRENGTH 8 

Dl2 DAMAGE 

-5 SAVE 

MOVEMENT: 

SLOW SPEED: 7" 

COMBAT SPEED: 20" 

FAST SPEED: 25" 

TYPE: TRACKED 

CREW: 

1 SPACE MARINE DRIVER 3 SPACE MARINE GUNNERS 

WEAPONS 

Two lascannon, one in each side mount, and one autocannon 
mounted in the turret. Each lascannon has a targeter and an 
180" field of fire to its side of the vehicle. The autocannon is fitted 
with a targeter and has a 360" field of fire. The Predator may be 
fitted with a set o f  auto-launchers carrying frag or  blind 
grenades at an additional cost of +5 points. 

WEAPON DATA I 
Autocannon 0-20 20-72 - - 8 D6 -3 2D6+8 Sustained F ~ r e  10 

Lascannon 0-20 20-60 - 9 2D6 -6 3D6+9 

Auto-launcher 6 - - - As GrenadeType - 
Frag Grenade - - - 3 1 -1 D6+3 2" Blast Marker 

nd Grenade - - - - 2" Blast Marker 



Track' 15 

2-3 Hull 18 

Sponson' 17 15 
5-6 Turret ' 2 2 22 

' Hit the one nearest to the attacker 

D6 Track Damage Table 
1 1.11~. II~ICL I, d:1111.1$ccl h.11 !.ccli~ r ~ l ~ i l ~ ~ l i ;  Thc I'rccl.11or III;I~ OIII~ IIIOLC ;!I ,la>u \IICC.CI tor tt~c rc\l 

01 ~hc f:i~iic 

2-5 Tlic tr.~ck I, h l c ~ u ~ i  011 I'll<. P~,cll;i~or ~iiovc< 011t C ~ > I ~ I ~ ~ I I  I I ~ X I  turn ;III<I IIIL.I~ ~.<~11ic\ I,) *I 

pcrIii;!ticnl li;~lt lor lhc sc\t i>i rlic h;ltllc 

6 A IS;ICL I \  hl i iu~ i  oil ;11iiI Ihc ~ ~ \ L I ~ I I I I ~  i Ia~i i .~f i~ \111;1\hc1 tlic ~C~ICICI dr~\.c \h.111. L;III\III; i~ 11) llrp 

incr Thc  use^!. co~ i ie~  IO rc\I I-)h" ,1\1;i) III ;I r i~~ lc l i~~ i i  d1rec11011 hri) II~(NICI 11  I.II~cI\ on ~.lLc\ 1)O 

S7 h11, ullh ;I - 2  , . I \ I I~~ 1l11.o~ ~ i i t~d~ l i c r  Roll ;I Dh lor c,~cIi ~liodcl 1111 ho,irtl 'Ihc\ :Ire k~l lci l  ill 
thc ~.r;l\h tin a Dh r l~ l l  o i4 .  5 or h SLI~\ IVI I~~ ~iiridelz 11i;ly LII~I~IINII~I llzlng (he 1ior11ii1I rcll~,,. 

D6 Hull Damage Table 
1-3 A Iilrfc cxpln\lon te;lr\ ~hriiufh I~L. crcu compartment. Roll .I Uh k ~ r  c;~cli crcw lncnihcr. 0 1 1  .I 

roll (11-1. 5 or h they arc hi1 and killed. 

4 The Prcdalor', enzinc explode\. Lilllng the crcw The lank I\ >pun ronnd In iacc In ;I r.~n<It,l~~ 
dirccuiin hy [he force of the e~plo\ion ;tnd then come, 1i1 ;I pcrriiancnl hillr. 

5 4 >park ignites the Prcd;llor'z fuel rank and i l  hur.;~~ inlo Ilalnc\. killing '111 of rhc crcu. 'l'lic 

Ilalnlng Lvreck liio\e\ O~II nIcnntrol 11exr rum and theti expIodc%. A ~ i y ~ l i ~ n f  w~lhln 7 "  of ~ h c  p(1i111 

\r here il end  up 15 c.lugh1 III Ihc explo*ion. \uifcrlng dam.~pc sxac~ly ;I\ i f  hi1 hy u hc;~v! I1;lllicr. 

6 The Predator-s ummunlllnn cxplcrdes. The Predator i.; dezlroycd 2nd ;my ~ i i r~ i c l s  wirhln 7 "  zuiicr 

Dh Strcnsth 10 h~r, w~rh ;I -3  \;l\.ilig throw ~iioclilier. 

D6 Sponson Damage Table 
1 Thc I:l\c:~nnon ~~iou~i lc i l  111 llic \))(11is1111 i\ ~I:III~.I;CL~ . 1 1 i c 1  11i.iy tj111) !be fired i f  )011 l'lrst roll ;I -1 III. 

lllc~rc ~)II ;t I)(> 

2.5 .11ic \POII\OII 15 (IC\IIII~CL~. 'I'lic I~I~C~IIIII~~II I~~IIIIIIICL; '11 11  111~ly 1101 11rc l i ~ r  the rc\I oitlic ~;IIIIC. 
6 Tllc \~~cui \o~i  I \  tI~.\~ri~yecI GI, ;~Iiovc. ~ I I I  1111: e\1~1(>\1o11 i.IIi\c\ i r  Iliisllh;~ck 10 ~ l i c  111111 C;ILI\~I~C .I 

, ~ L O I ~ ~ . L I ! J  c\p lo\ l~ l i  1I1c1.c. Roll ( i l l  llic Hi111 D:IIII.I~C l.,~hle 10 l i l~ t l  0111 wlii~t c I ' i c~~  1111s h;l.% 

D6 Turret Damage Table 
1 Tllc :I~I~<IC~IIII~<III 1110i11iIcil in 11ic lilrrcl is (I:IIII;I;LCL~ illid 11i.ly (>~i ly hC' lire11 i f  y ~ c l  ('ir~l roll :I -I <>I 

Illore 011 ;I IX). 
2 The lurrcl ir J;lrnlncd and Inlay no longer rolelc. The ;~u~(,c;~nn<in nl.ly only flrc ill ;I <lr;rlglir line ;II 

targets that are dlrectlv in iron! of it. 

3 The turret gunner is killcd. Unless h ~ s  posrion I taken over by another crew member thc 

autocannun may no longer he fired. 

4-6 The ammun~rion srored in  he rurrel explodes and the Prcdalnr is destroyed. All  the crew arc 

killed and the turrel is blown otf. flying ?DO" In a randnln dlrcction behrc i l  crashes to the 

ground. Anyrhlng undcr thc >pol where 11 land.; take\ Dh Strenglh 9 hltc with a -6 saving throw 

I 1-3 C r e w *  See B e l o w  I 

4-6 B i k e  10 10 
Hit the c r e w m a n  neares t  the a t tacker  

D6 Bike Damage Table 
1 T h e  b ike 's  [ w i n  bolters are destroyed and m a y  n o  longer  be uhed 

2 The  h ike 's  m ~ ~ l t i  mcl ra is destroyed and m a y  n o  longer be used. 

3 T h e  b ike 's  contro ls  arc dnmagcd m a k i n g  i t  d i f f i cu l t  ro conrrol.  Roll a D6 at 

[lie stan o f  cach ol' the h ike 's  moveli ienr phase.;. On a roll ol' 4. 5 or 6 the 

drivel- i i  ahle 10 contro l  the b i ke  and i r  niovcs no rma l l y .  O n  a ro l l  ot' 1 .  7- o r  3 

~ h c  h ~ k e  r n o v ~ \  o u ~  of  c o n ~ r o l  for thar turn 

4 The wheel 2nd m o u n r i ~ l g s  are badly  buck led and the b ~ k e  t l ips over. k i l l i n g  

the c reN T h e  wreck comes crashing to the ground D6" away i n  a random 

d i r c c t ~ o n .  Anybody  under the b i ke  when  i r  lands takes D6 S7 hirs w i t h  a - 2  
~ a v i n g  thl-ow rnod~l ' ler.  

5 T h e  brke.3 eng lnc  exp lode \ .  ki l l ing the c r e w .  T h e  w r e c k  hurr les out  o f  

contro l  next  turn before comi11g to ;I permanent halr. 

6 T h e  b ike ' s  fuel catche.; tire. kill ing the crew.  T h e  f l am ing  wreck hurt les out 

of contro l  next turn and then explodes. causing D3 Strength 8 hi ts  w i t h  a -3 

saving ro l l  lnodihel -  on ;III models w i th in  3". 

Crew Damage Table 

Rol l  to see i l ' rhc c l -cwman hi1 ~x k i l l cd  using thc nol- lnal \ h r ~ o r i ~ ~ g  rules. H c  ha\  ;I 

Toughness of 4 ; ~ n d  I \  wear ing pofiel. armour th;~r i o n l c l - \  ;I 3+ s a \ i n g  ro l l ,  a:ltl 

has 7 w o u n d  

I t ' t h e  dr iver  I \  k ~ l l c d  then lhc  h ike w i l l  move OLII ol con~ t -o l  I'or 111~: ~rcrnaint lc~.  0 1  

the g;~n-ic ot- unr i l  the FLlli l ier ~ i ~ h c s  over.. the h ~ k c  hirs r c r r ~ ~ i n  i l  cunno l  croh\. 

cnl l ides wr th anorher- v ~ h i c l e  or  bu i ld ing.  o r  leaves the game t::ble. 

I f  the g u n n e r  i s  k i l l e d  t h e n  the b i k e ' s  m u l t i - m e l t a  m a y  no longer be used.  

a l though the dr iver  m a y  st i l l  f i re  the vehicle's bolters. 



VEHICLE DATA c 
CREW: 

1 SPACE MARINE 

R A M  VALUE: 

STRENGTH 5 

D4 DAMAGE 
-2 SAVE 

MOVEMENT: 

SLOW SPEED: 10" 

COMBAT SPEED: 15" 

FAST SPEED: 30" 
TYPE: BIKE 

WEAPONS 
Twin linked bolters 
fitted with a targete 
firing forward in a 
90" arc of fire. 

WEAPON DATA I 

Boltdrs 0-12 12-24 +1 - 4 1 -1 D6+4 

I VEHICLE DATA 

R A M  VALUE: 

STRENGTH 8 

D l 2  DAMAGE 

-5 SAVE 

MOVEMENT: 

SLOW SPEED: 7" 

COMBAT SPEED: 14" 

FAST SPEED: 20" 

TYPE: TRACKED 

CREW: 

1 SPACE MARINE DRIVER 2 SPACE MARINE GUNNERS 

TRANSPORT: 

10 Space Marines in power armour or 5 Space Marines in Terminator armour. 

WEAPONS: 

Four lascannon, two linked in each side mount, and twin heavy bolters 
l~nked In a plntel mount. Each pair of lascannon has a targeter and a 
180" field of fire to their side of the vehicle. The heavy bolters are also 
fitted w ~ t h  a targeter and have a 360 field of flre. The Land Raider may 
be fitted with a set of auto-launchers carrying frag or blind grenades at 
an additional cost of +5 points. 

I WEAPON DATA 

8 Lascannon 0-20 20-60 - . 9 2D6 -6 3D6+9 

Auto-launcher 6 - - - As GrenadeType - 
Frag Grenade - - 3 1 -1 D6+3 2" Blast Marker 

lind Grenade - . - - 2" Blast Marker 



S p a c e  M a r ~ n e  R ider  See B e l o w  

Bike 10 10 

D6 Bike Damage Table 

1 The bike'c twin bolters are destroyed and may no longer he used 

2 The h h e e l  and mountings are  badly buckled. From now on the 
bike's maximum speed is reduced to its slow rate only. 

3 Thc bike's controls are damagcd making i t  difficult to control. Roll 
a D6 at thi: start of each of the bike's movement phases. On a roll of 
3. 5 or 6 the rider ic zble to control the bike and i t  moves normally. 
On a roll of I .  2 or 3 the bike moves out of control for that turn. 

4 The bike's front wheel is blown off and i t  flips. over  killing thc 
rider Th,e wreck comes  crashing to the ground D6" away In  a 
random direction. Anybody under the bike when i t  lands takes D3 
S6 hits with a -2 saving throw modtfier. 

5 The bike's engine explodes, killing the rider. The wreck hurtles out 
of control next turn before coming ro a permanent halt. 

6 The btke's fuel catches firc. killing the rider. The  tlamlng wrcck 

h u r r l s  out of conrrol nexr turn and then explodes,  causing D3 
S~rength X ~ I L S  with a -3 \avi~ig 1 - 0 1 1  niodilier on ; i l l  models mithin 
3" 

Rider Damage Table 

Roll to see i f  [he rider is killed using the normal shooting rules by 

comparing the attacking weapon's  Strength to the r ~ d e r ' s  Toughness. 
and making an) armour saving rolls as normal. If the rider is killed then 
the bike will movc out of cnnrrol for one turn and then flip over and be 
destroyed. 

I -L 1 l d C K  1 f 1 I 1 3-5 Hull 22 20 
6 Lascannon* 18 18 

' Hit the one nearest to the attacker 

D6 Track Damage Table - 
1 The track 1s damaged bur keeps running. Thc Lanu Ka~dcr  may only move at >low 

speed for the rest o f  the game. 

2-5 The track is blown off.  The Land Raidcr moves our o f  control nex1 turn and then 

comes to a permanent halt for the re\[ o f  the battle. 

6 A track is hlown o f f  and the resulting damage mashes the behic1e.s drive shaft 

causing it l o  f l ip over. The wreck comes to resl Dh" away in a random d~rection. Any 

model ir lands on lakes D6  S7 hits with a -2  saving lhrow modifier. Roll a DO for 
each model on board. They are killed ~n the crash on a D6 rol l  o f  4. 5 or 6 .  Sur\.~ving 

models may di.;mount uring the normal rules. 

D6 Hull Damage Table 
1 The twin hr :~vy holler.< mounted on [he hull are destroyed and may no longer be used. 

2-3 A fiery expl,)sion tears through the crew compartment. Rol l  a D6 for each crew 
member. On a roll 01'4. 5 or 6 they are hi! and killed. 

4 The Land lR;~idcr'\ engine explodes. ki l l ing thc crew. The t;lnk IS spun round to Lrce 
In a random direct~on by the force of the explocion and then comes to a permanent 

halt. 

5 A spark ign~ lc \  thc I-;lnrl Riiidcr'.: fuel lank ant1 it hur.;~\ inlo Il;~lncs, k ~ l l i n g  ;!I1 ol the 
crc&. Tlic 0;111iilig wreck IIIOVC.; OLII ofcont~-o l  IIC'XI tu1.11 ;II~CI IIICII ex plod^. Anything 
within 3" of ~ h c  point where i t  ends up is caught in the cxplo ion.  suffering damage 

e.r;~ctly ;I.: i f  hir hy ;I heavy fl;l~ncr. 

6 Thc I.;~ntl R;litlcl-'\ ; ~ n i r i i u n ~ ~ i o n  cxplotlc\. The I.;111tl K;litlcr is dchlroyctl and ;In!. 
~ ~ ~ o t l c l s  u i lhin 3" su fk r  I>(> Strenglh I 0  hits with a -3  u v i n g  throw niod~l'icr. 

D6 Lascannon Damage Table 
1 The lascannon ih damaged and may only he fired ~ f y o u  first roll a 4 or more on a D6. 

2-5 The lascannon is destroyed and may not fire for the re<( o f  the game. 

6 The lascannon is destroyed as above. but the explosion causes a flashback to the hull 
cauhing a 5econdary explosion there. Rol l  on the Hul l  Damage Tablc ro find oul what 
effect 1 h 1  second explosion has 





3-6 Land Speeder 10 12 
'Hit the one nearest t o  Ihe attacker 

D6 Land Speeder Damage Table 
I The 1;11id y ~ c e d c ~ ' \  h c i ~ \  y I l ~ l n c r  i \  L IC\ I I -O~C~ :111d 111;1y 110 Io~ iger  hs L I~LY .  

2 Thc 1:11id speeder \ 11iul1i-111t'lta ih deitroyed dlid ~ii;~) no Ionser he u\ecl 

3 The land \pecder's control \  ;)I-e du11i;iged ~ i i ; ~k i ng  i t  i l i l ' f i c l ~ l ~  111 control  Ro l l  a I16 .)I ~ h r  

\I;III o i  C;IC~ o i  [he I;III~ \peeder'\ 1110\e111~n1 ph;tre\. On J 1-1111 o i  4. 5 11r h rh' i l r i ~ c ~ .  I\ 

a h l ~  to conrrol rht. land spceder and it nicr\.e\ normal ly.  O n  a rol l  111 I .  2 01. 3 rhc land 

upeeder move\ out o f  control  fn l  that turn. 

4 The land speeder'. engine cut\  out and II crashes ro the ground 2D6" a n a y  in a random 

directloll Any rh~n f  under Ihe la l id speeder when i t  lands takes D3 S 6  hits u i r h  a -2  

sa\-ing throw mc>dllicr.The ere\\. are ;~hle ro leap to thc j inlund before it crashes b u ~  

will suffer damage t i  the land .;peeder u a c  n iov lng  ar nlnrc than 10" ;I turri in I [ \  

Drevlous move 

5 The  land speeder'\ engine blows LIP. k i l l i ng  the crew. The u reck  p lummetr  ro the 

grnuntl 2Dh" ;]way in ;I random direction Anything undcl- [he land \perder when ir 

1;1ricl~ t ;~kc\ D3 S6 1111s wit11 ;I -1 \;t\,ilig t l i r o \ ~  ~ ~ i o i l i f i c ~ ~ ,  

6 .f l lc I i lnil spccdcr ' \  I l l r l  cuplotlc,. !i~ll~ng 11ic cl-cw. .I'Iic I l a l i i ~ l i g  wl.cck cr;~slics to the 

g round  2D6" ;)way i n  ;I r ' lndom d i rec t ion .  W h e n  the wt-eck h i t3  the g round  i~.; 

ammunit ion csplode.;. c;~using D7 \trength X hirs wirh a -3 w b i n g  ro l l  n l od~ l i e r  ,>n al l  

niodel\ u:ilhin 3" 

Crew Damage Table 
Rol l  11) i e c  i i  the crcw111;111 ib  k ~ l l e i l  usins the ~ i o r l na l  shootins rules. He h;is ;I t<)ughtiess 111'4 

and is w e ; ~ r i l i ~  powel- a!-niour that conler\  ;I ?+ saving rol l .  ,lnd l i ;~ \  I wouncl I f  [ l ie drivel- 1s 

ki l led {hen the land speeder w i l l  move o u ~  o f  c o n ~ r o l  for t l i ~  icll i ,~inder ol' rhc y n i e  or until 

it hils remain it cannot cross. collide.; w i t h  ;mother vehicle o r  bul ld ing, or u1111l 11 leaves [he 

game ~ i ~ h l e .  o r  unt i l  the gunner takes over. I f  the gunner is k i l led  then h ~ s  heavy I1;imer t i i i ~ y  

no longer he used. although rhc dr iver may st i l l  f ire the land speeder'.; ~nul t i -melrn.  

1 1 2-3 
I rack' 16 16 

Hull 22 18 

4 Heavy Bolter' 17 17 

5-6 Turret 25 22 

4 The L6mun Ru\\'\ engine explode\. ki l l ing the crew. The rank I\ spun round Lo iucc in 2 

r;tndo~ii d irccl~on hy ~ h c  i ~ r c c  11ic cxp l i~ \ lon  ;~ntl rhcn C O I ~ I ~ \  111 ;I per1iic11;1111 l i i ~ l l .  

4-6 Tlic CIII~I~~IIIIIIIOI~ CIJ>II)IIC~ ,11111 I ~ C  I.CII~;II~ RLI\\ i \  LIC\II.II~~II ,111 crew ; I ~ C  LIIIcLI i11i<l IIIC 

1 ' 1 1 1 - C I  i \  h1cru.11 01'1. I.ly111g 2I)fl ' '  111 ;I 1;111~lo111 ~ I I~CCI IOI~  hclorc 1 1  L I , I \ ~ ~ \  10 the grot111~1. 
Anythinf undcr lhc \ p o ~  r\.hcrs rlw rurrcl I , ~ n d  rake\ I16 .;trcnplh '1 hnh will1 ;I -6 \;i\ll)f 

D6 Track Damage Table 
1 The tl-;lch i \  dali i;~gcil hut Lscps r ~ ~ n t i i n g  f hc  LCIII;III Rub\ tilily on ly  ~no\,c ;II \lo\* 

ipsed Irlr the r e t  o f  the fame. 

2-5 Thc ~r.tck i\ h l t ~ w n  of l .  The Lcli i i ln RIIU n i o ~ c \  11111 ill control neyt lurn and then cfrnics 111 a 

pcl.nicn;tnr h;~l l  I11r rhc rcht 111 ~ h c  h;~tl lc. 

6 A [rack is blown 01i ;lnd tlic rcrulrlnc cl:tln;igc \nia.;hc\ !he ~shiclc.; drlvc shaft c:luung 11 to 

l l ~ p  o w r .  The wrcck collies tcr re.;! D6" ;!way in ;I random direction. ;my model 11 land, 011 
r a k n  D6 S7 hits wi lh ;I -2 \;~\,inf lhrow ni<rdiflcr. RciII a Dh for e.1~11 model on hoard. lhcy 
are killccl on ;I Dh rol l  o i  4.5 or 6. Survi\.ing niotlels ni;ty dirmounl u\lng the norm;~l rule, 

D6 Hull Damage Table 
1 The hull rnnun~r.d Iascnnlion I\ tles~royed ;tntl niay not hc I~rccl lor ths IW\I t11 !he h;lttle. 

2-3 .A Inrgc explo\ i (~n rears thniugh rhc crcu, crrmp;lrrnienl. Roll J Dh lor  each crew memher. On 
3 roll of  4. 5 or h rhcy arc hit and k ~ l l r d .  

5 A \p;irk igll l lcr llic I'l~cl [;Ink ;111tl 11  hur\l\ IIIIO I'l;111ic\. hill111; ; ~ l l  01' the CIC\I.. 'I'hc I1;1111111g 

wreck tiloves OLII 01. co~ i~ l -o l  IICXI turli ;uld ~IICII cxp l t ~~ l c \ .  A I I~ I~ I I I I~  W~I~IIII 7 "  111' tlic ptr~t l l  
wherc il e n d  up i i  c;tugh~ in {he cxplositrn. \uncring darn;lgc ;I\ il' h ~ l  hy ;I hc;l\.> Il;~rncr. 

6 The I-cnl;~n Ruts', an in i un t~~c~n  cap l~ ) t l c .  Thc I,CII~;II~ Ru\\ I\ dcht~-oyctl ;111d ;111! ~ i l ~ ~ d c l \  

w~rh i l i  3" \u l lcr  Dh \~ rcngth  I 0  hit\ wlrh ;i - 3  uv111g rhrcru 11iodificr 

D6 Heavy Bolter Damage Table 
1 rhc  l i c ;~ \y  ho l~cr  1s t l ; t ~ i ~ .~~cc l  ;tntI II~;I! I \ I I I~  he 11rccI 11.yuu1 I.I~\c rat11 ;I 4 or 1110rc OII ,I 116 

2-5 The licavy h t~ l lc r  i \  clcs~rorccl ;11111 II~;I) IIOI hc I i r c ~ I  ( i b l -  IIIC rc\I 111' I ~ C  gi1111c. 

6 The h c ; ~ ~ y  ~ O ~ I C I  I\ ~ I ~ \ ~ r o y c t I  ;I> ;I~IIVC. h111 1I1c c. \ l ) lo\~ir~l  C;III\CI ;I I ' l l~\l~-h;~c). 111 IIIC I~IIII 

hyposrilig i111y ;1rr11oi11 ;111d C.ILI\~I~F ;I s~c(r11ditry C.X(~IO\IIIII ~ I ic rc .  I<oI 
~ah lc  IO find our w h ; ~ ~  c l l e c ~  ~ h ~ s  c c o n d  cxplos~cin hdz. 

Turret Damage Table 
The h~! t Icc .~nn~ in  is i l ;~~i i ;~gct l  ;III(I I I~; I~ only he l'ireil i l  yc~u first ~ [ r l l  ;I 4 8)r 11iorc on :I I>(> 

The 111rrc1 I\ ~ ; t ~ i ~ ~ i ~ c t l  .lnd 111;ly  no 11)11gcr ri11;lIc. Thc h ;~ t t l c c ,~n~~o~ i  1i1;1y 111iIy l'irc! i l l  a ~11i11ghI 

IIII~ ,II I;II;L.I\ III'II itre LI~IL~CII! 111 I~IIIII ~ r l ' i ~  

3 The Ittrrcl pu~incl- ii\ l i l lccl. I n l c \ s  111, pr~\ l i r>n IS r.~hen o \ c r  hy :~ntr~hcr crca nlc l~iher !he 

~.III~~~;IIIOII 111:1 110 l o ~ i f ~ ~  he I~ r cd .  



R A M  VALUE: 

STRENGTH 6 
D6 DAMAGE 
-3 SAVE 

MOVEMENT: 

SLOW SPEED: 10" 
COMBAT SPEED: 20" 
FAST SPEED: 30" 
TYPE: SKIMMER 

CREW: 

1 IMPERIAL GUARD DRIVER 
1 IMPERIAL GUARD GUNNER 

WEAPONS 
One multilaser wlth targeter and a 180 fleld of flre to the front, and one 
heavy plasma gun wlth targeter and a 45" fleld of flre to the front The 
heavy plasma gun may be replaced wlth a lascannon or a missile 
launcher w~th  frag and krak missiles for an add~t~onal  cost of +5 points 

WEAPON DATA 

Multi-laser 0-20 20-60 +1 . 6 0 4  -1 D6+D4+6 Sustaned I r e  3D 

Heavy Plasma Gun 'One turn to recharge after firing on max power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 1'12" Blast Marker 

Max Power 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 1%" Blest Marker 

Lascannon 0-20 20-60 - 9 2D6 -6 3D6+9 

Mlsslie launcher 0-20 20-72 - - As MlsslleType - 





VEHICLE DATA 

6 6 6 7 5 3 1 0  

CREW: 

ONE SPACE MARINE 

R A M  VALUE: 

STRENGTH 7 

Dl0  DAMAGE 

-4 SAVE 

WEAPONS: 

VEHICLE DATA 

CREW: MOVEMENT: 

ONE ORK DRIVER SLOW SPEED: 8" 
R A M  VALUE: COMBAT SPEED: 18" 

STRENGTH 8", FAST SPEED: 25" 

D l  2 DAMAGE, TYPE: WHEELED. 

-5 SAVE. 

WEAPONS: 

Orks in the b a ~ ~ l e w a g o n  may use an! weapons that they are c~trrying. 

The field of lire is based on the position of the individual 01-k model 
ikith~rl thc vrliicle 

TRANSPORT: 

Any ~iunibcr nl '~nodelz that c;iri t i t  or bi~lancr on the battle\vngon can he 

casl.icd by i t .  .i\ny models which I ' ; III  ofl'durinp play are judged to have 
actually fallen off and thc nol-ma1 rules apply. 

Two a r m s  fitted with power  fists with built-in S t o r m  Bolters with 4 90' 
field of fire to the front. 

O n e  or both a r m s  can bc upg~.;~tled to carry :I lascannon,  ;In assaul t  
cannon  or a missile l auncher  with f'rag and k r a k  missiles at an 
additional cost of 30 points each. or a niulti melta  at a cost of 50 points 
each or a twin linked lascannon at a cost of 40 points each. The 
Dreadnought may be fitted with a het of auto-launchers  carrying f r a g  or 
blind grenades  at an additional cost of +5 points. 

WEAPON DATA 

Power Fist  Close Combat Only - 8 1 -5 D6+D20+8 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Frag  Missi le &20 20-72 - - 4 1 -1 D6+3 2' Blast Marker 

Krak Missi le 0-20 20-72 - - 8 Dl0 -6 D6+D10+8 

Assault Cannon 0-12 12-32 +1 - 8 Dl0 -3 D6+D10+8 Sustainedfire 3D 

Multi Melta 0-12 12-24 +1 - 8 2D12 -4 D6+2D12+8 2 Blast Marker I 



5-6 Passengers see below Leg Damage Table 
1 I llc 111'h tliick ;~rliioill pl;i~c\ 1111 111c I )~~ ; I<~ I I I I I I~~ I '>  lcg III\I(I. h t~ t  IIIC 1o1.1-c t ~ l ' l l l ~  h l ~ w  

\It?ux it t lou,~i.  T h t  I)rc.~~lnot~ght may not 11111vc In i l \  llcxl turn 
2 - r h ~  [)rc;l<lnok~ghl i \  k ; lo~hc[ I  \p~ , i& I~ i i g ,  1 1  SI; I~CI \  I).:, 111 1 rs~ l i i1o i~,  . l i r~~ l iO f l .  

Wheel Damage Table coIlii111ig WIII~ ;111y1hiilg I ~ I [ ~ . , . ~ I  IIIIO 

3-4 The Is;! ix \criou.;ly r l ;~~~l ;~gcd.  The I)rc;~d~~ou;.lit 111i1y 1111~. 1111Iy l1111p I)?'' :)<,I turn. 
1 Tht  wheel i \  dd~l lag id hut kccps runnlng. The Rattlewagon may only move ;II 5-6 Thc Icg ix hl~1u.n o f f  ;~ncl the I)rc;~tlncr~~gh~ cr;t.;hcx 10 the gri~untl. It 111i1y 11111 1110be 01' 

slow speed for the resl o f  the ga171~. 
~IILICL t'or the rest o f the ;.111ic. ;lntJ is cl'lcctivcly destroyctl. 

2-5 One of  the Batrlewagon's wheels is hlown off. The Battlewagon moves out (11' 
control next turn and then comes to a pcrrnenant hall fc~r the rest or the battle. Arm Damage Table 

1 The arln is hit 2nd p;~r t~al ly  p;11;1Iyrcd. Any r;ingcd wc;~p~)n\  111corpor;ilci: into lhc drni 
6 A wheel i i  blown of f  and the resulting damage smashe the vehicles drive .;haft 

causing i r  to t ? ~ p  ovzr The wreck comes to rest D6" aw'iy in a random d~rect~on.  lllay still he urcd. hut 11ic arni c ;~nnt i~  he ~lxed to light in hi~ncl-to-hand c o ~ n h ; ~ ~ .  Kcducc 

any ~ i iodc l  1 1  Idnd\ on r;lkc.; DO S7 hit\ with ;I - 2  saving thrc~u niodilier. Roll .I D6 [lie Dre:idnoughl'x Att;lcl\ c l l i ~ ~ ; ~ c ~ c r ~ \ t i c  hy one po111t. 

for each ~nridel on ho,ird They are killcd ~n the crash on a D6 roll o f  4.5 or h.  2 ~ n y  weapon\ rnountctl on rhc i ~ r m  arc j;~mmcd or part~:~l ly clamngcil i ~n t l  ;an only he 
Surb~ving ~ i i lx lc l \  n1.1y t l ~ \ ~ i i l i u ~ i t  us111g tlic 1111rn1;il r u l c ~ .  LI\CLI 1 1  YOLI I i r i l  1.011 i~ J +  1111 1110 

3-5 The ar111 i \  tor11 l r o ~ i i  lhc I ) I c ; I L ~ I I ~ ~ I ~ ~ ~ I  \ Iho~Iy Any \ v ~ : i p i ~ ~ i \  111o1111tc(l on 111e itrlll ;IIC 

Hull Damage Table tlcitr~,)cd. ant1 the I ) rc ;~dn~~uyh~'x  /\tt;~cks ch;~r;~ctcrist~c i i  rctluccd hy 1111~ ~OIIII. 

6 The ;lr111 is CIC'II~O~C~I ;III~ ilny wealions ~nountctl on i~ cxplodc' Thc cxplor i~ in  f1;tshe~ 
1 Thc driver i\ hi1 and kill8:d. l ' hc  H i~ t t l cwapo~~ wi l l  i i ovc  0111 o. contrnl until 

another model rakcs over. h;~cL 111 thc I ) r c ; ~ t l n c ~ t ~ l t  body. hypaxrlng ;III ;trniour. ilntl causing ;I sccontlary 
cxplo.;~on. Roll 1111 the t311dy I);~ni;~gc l i ~ h l c  111 l ~ n t l  out w h a ~  efl'cct this hccond 

2-4 A l a r p  explosion tears through ~ h c  crcw coi:ipann.cnt. Roll ;I D h  I'or cach modcl 
on board. On a roll o i 4 .  5 or 6 thcy arc ~ I I  ;~nd killcd. 

5 Thc Bs~tlcwagon'\- cngine explode>. ki l l ing cvcrybotly on hoard. T h t  r ch~c le  I\ 
Body Damage Table 

\pun rrhl~rid 111 face In a r.~ndom direction by ~ h s  Iclrcc o f  thc explosicin and rhcn 
co l l l ~h  10 il pcrlncnanl hall D~-c;~dni i t~gIi l  I~I;I)' onl j  '11~)vc or .nt;~ch 11 '  YOLI li1.s1 1.1111 ;I ,i i OII CI I)(> 

2 The S!KICC M i ~ r i n i  L ~ , ~ I I I ~ o I I I I ~ ~  thc I )rc:a(I~ioi~;!ht i3 h,~t l ly \kountl.xl ,411 01' lhc 
I l r c i~dn t i~~gh t ' r  ch;~racic.. i \ t~c irrc li,ilvt:d I'clr the rt'al ol'llii. g:ir~lc. 

cip1011tx. Anyt l i~ng \ w l h ~ n  3" ol' thc pcr1111 \\,hc~c 11  cntls up i\ C;III;!~I in ~ h c  3-4 The I)rc;ltln~~ugh~'s c n g i ~ ~ c  h ~ ~ r \ t x  Inlo Hamcx ;~ncl ~ h c  machine IS ini~nohilixctl. 'The 

cxpli).;ioil. \ i i tk r ing di~m;~gc ex;lctly ;IS it' hit hy ;I hci~vy H;~mcr. p11o1 III:IY I I ~ C  c~i icrgc~icy cc1111roIx 111 lirc ~IIIC wc;~l>on. l<oll ;I 110 ill lhc hcyin~i ing 0 1  

c;~ch p l ;~y~>r ' -  1i1r11. 11ic 111;1chit1c cxpl~~clcx OII ;I roll t i 1  I 0 1 -  2. Any 1i111cIcl> within 3" 

Passenger Damage Table \t11't'er Of3 S~r~,ngttl I 0  h11\ w111i ;I - 7  \;~viilg throw i i ioc l i l~c~ 

5 'l'liL. Sll;lcL. M;lrl~ic <.III~I~IIIIIII~ 111c I)I~L~;I~IIIOII~III I\ \I.I~II ' 1 . 1 1 ~  I)I.c;I~II~~II$~~I xI;Igg17'\ 

I)>" 111 .I I.;II~<IOIII ( l i r ~ . ~ . ~ i t l ~ i .  C.~>IIIIIII); W I I ~ I  ; I I I~~ I~ I I I~~  11io\,cc1 11110. ;IIICI 1lic11 ~011;11)>1'~ 111 

1111i~Icl\ w11hi11 3" u f l c r  I)() Strcngtli I 0  hit5 w ~ r h  ;I - 3  ritving throw modilicr. 



VEHICLE DATA 

CREW: 

ONE ORK RIDER 

RAM VALUE: 

STRENGTH 5 

D4 DAMAGE 

-2 SAVE 

MOVEMENT: 

SLOW SPEED: 8" 

COMBAT SPEED: 12" 

FAST SPEED: 30" 

TYPE: BIKE 

WEAPONS y. ;? 

The warbike is armed with twin linked autocannons ; ; 

which fire forward w ~ t h  a 90- arc of fire. ! + 
i 
! r 

WEAPON DATA b . . 

Autocannon 0-20 20-72 - . 8 D6 -3 2D6+8 Sustained fire 2D ?;? 
? 4 

VEHICLE DATA 

CREW: 

ONE ORK DRIVER 
ONE ORK GUNNER 

RAM VALUE: 

STRENGTH 6 

-2 SAVE 
D6 DAMAGE 

MOVEMENT: 

SLOW SPEED: 10" 

COMBAT SPEED: 20" 

FAST SPEED: 28" 
TYPE: TRACKED 

WEAPONS 
The wartrak IS armed w ~ t h  twin llnked heavy bolters wlth a 360" 1 ' 

flre arc. The heavy bolters may be replaced w~th  a slngle heavy . 
plasma gun for +S points, a s~ngle lascannon for + l o  points or i 
a s~ngle multi-melta for +20 points or twln llnked autocannons , 

f . for +15 points. 

13 .. , WEAPON DATA I' 

Multl-Melta 0-12 12-24 +1 - 8 2D12 -4 2D12+D6+8 2" Blast Marker , , 
Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 I 

Autocannon 0-20 20-72 - - 8 D6 -3 2D6+8 Sustained lire20 1 ' 

Heavy Plasma Gun 'One turn to recharge after flrlng on max power 

1.21 Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 llh" Blast Marker ,% 

"$ Max Power' 0-20 20-72 - 10 D l0  -6 D10+06+10 1'12' Blast Marker "' 

t,, 





VEHICLE DATA 

CREW: 

ONE ORK DRIVER 

ONE ORK NOB 

RAM VALUE: 

STRENGTH 5 

D4 DAMAGE 

-2 SAVE 

MOVEMENT: 

SLOW SPEED: 8" 

COMBAT SPEED: 12" 

FAST SPEED: 30" 

TYPE: BIKE 

WEAPONS 

Although the blke itself IS unarmed the Nob rldlng it may 
flre any of h ~ s  weapons In a 360"arc. 

I 
$ , s s ' x w , * - ~ ;  - -T + VEHICLE DATA 

CREW: 

ONE GRETCHIN 

RAM VALUE: 

STRENGTH 7 

-4 SAVE 

D l 0  DAMAGE 

WEAPONS: 

ARM 1 : POWER CLAW w /?I i i  
t 

ARM 2: POWER CLAW 

ARM 3: HEAVY BOLTER 90" arc of fire to the front. 

ARM 4: HEAVY FLAMER 90" arc of fire to the front. 

U p  to two arms can be upgraded  to carry a lascannon or a 
missile launcher with frag and krak missiles at an additional cost 
of 25 points each. 

WEAPON DATA 

Heavy Bolter 0-20 20-40 - - 5 D4 -2 D6+D4+5 Susta~ned llre 20 ? 

Heavy Flamer Spec~alTemplate See rulebook 5 1 -3 D6+5 $ 1  
Lascannon 0-20 20-60 - 9 2D6 -6 3D6+9 " { 
Frag Missile 0-20 20-72 - - 4 1 -1 D6+4 2" Blast Marker 

Krak M ~ s s ~ l e  0-20 20-72 - 8 D l 0  -6 D6+D10+8 
' i 

Power Claw Close Combat Only 8 1 -5 D6+D20+8 ! 1 



1-3 Crew' See B e l o w  

4-6 B i k e  10 12 

* Hi t  t h e  o n e  neares t  to t h e  a t tacker  

D6 Bike Damage Table 

1 Thi: b tkc 's  rracks are damaged Frotn n o w  o n  the b ikc 's  lnax i rnum speed is  

reduced to trs s low raru on ly .  

2-3 T h e  bike's control5 are d a t ~ ~ a g e d  tnak ing i t  d i f f i cu l t  t o  contro l  R o l l  a D6 31 

[hc t;1rt of' each of' [he B tke ' s  rnove~i ient  pli;ihe\. O n  a ro l l  o l  4.  5 o r  6 ~ h c  

dr iver  is  able t o  contro l  the hikr: and i t  m o w s  norma l l y .  O n  a ro l l  of I. 2 o r  3 
the h i ke  moves our o f  contro l  fn:- that [urn. 

4 The  b ike 's  front wheel 1s b lo iun o f f  and i t  t l ~ p s  over. k i l l i n g  [he crew.  T h e  

w r e c k  comes  c r a s h i n g  t o  the g r o u n d  D6" a w a y  i n  a r a n d o m  d i r e c t i o n .  

A n y b o d y  under  the b i k e  when  1 1  lands taker D3 S6 hi ts  w ~ r h  a - 2  \ a v i n g  

throw tnodit'ier 

5 T h e  b i k e ' <  eng ine  explode.;, k i l l i n g  rhe c r e w  T h e  w r e c k  hu r r l c<  ou t  o r  
conrrol nexr turn before comir i@ ro a pet-rnanent halt .  

6 Thc. bike'.; fuel catches f ire, k i l l i n g  the crew.  T h e  t l am ing  wreck hurt::s out 

o t  contro l  next [u rn  and rhen explodes. causing D3 Strength 3 hits w1:5 a -3 
saving ro l l  mod i f i e r  o n  a l l  niodelh w i th in  3". 

! . :  

Crew Damage Table : . ., , 

Rol l  t o  bet. i t  the crewm;ln is k i l l ed  us:nf the norn ia l  shoot ing rules. T h c  dr ive l -  c .,: 

haz a T o u g l i ~ i r r \  ol'4 ;ind is we;iritig tlak i11.1110111. 1h21 ~ o i i l r s  ;I 6+ r ;~v i t ig  rc)ll,;lnd ,; . . .  
ha\ I i i,o~tncl. I t s r  r h r  Noh. Toughncsh and w v i n g  r l i row 1'01- h i ts  ;~g i t i~ i s i  h i in .  11. , ,,, 

( l ie dr iver  is h i l led 11ic.n the h i ke  w i l l  m o v e  0111 o l ' c o ~ i r r o l  for  the rernatti1lc1- ol' the .. ': 
+ 

;"me or ~ t n r i l  the N o h  take\ nvet.. rhe b ~ k e  hits tcrrain ir c~ innor  cl-cis.;. :(:llidc\ :I 

w i t h  anorher :eh ic l r  o r  hu i ld tng.  o r  leaves the game rablc. , ',,, 
, , . , 

:. . 1  
;< '.j 
I -3 

\ ':! 
! + 

.: ;'! 
.I ; ,.: 

a :., 

! .! 

1 L e g s  18 18 

2 Le f t  Arm' 16 16 
3 R i g h t  Arm' 16 16 

4-6 B o d y  20 17 
' Roll a D6: 1-3 : upper arm 4-6 : lower arm 

D6 Leg Damage Table 
, , 

I : . 1 The inck, lhick armour pl;~tes on the  dreadnought‘.^ leg hold. h ~ l ,  rht! t ' o t i ~  of  lhc hlo\4 
. . \lows i~ d,iir.li. 7.11~ Dre~tdnought  nay no1 ~ n o v c  in ils next turn. 
. . . . 

. ,> .  1 2 The Drc; i t ln[~r~;l~~ is hnockctl \ p r i ~ w l i n g .  It rr;~ggc~.s 117" 1 1 )  a l-;~ntloni d~l-cc1io11. 
( col l id~ng with .~~ ly rh iny  ir 1nove3 IIIIO. 

, , , 3-4 The Ir; i s  seriously dani;~ged. The Drcatlnough~ may now only li111p D3' '  per iurri 
. , . .  , 5-6 The leg is hlown o f f  and rhr Dreatlnoughr crashcs ro the grounc Ir !nay not 111ove 01. 

I:. 1 
1 atlack Tor thc re\! o f  rhe giimc. ant1 is e f f c c ~ i ~ e l y  deriroyed 

D6 Arm Damage Table 

1 The ;11-n1 is hi i  and pirrt~ally p;~ralyrcd. Any fi111ged wcapons ~ncorpor i~~cd  Inro the ;Irm 
.,. . may xrill he used. hut [he arm cannot he ~~.;cd ro fighl i n  hand-lci-h;lnd cornha1 Reduct 

1 . ~ *  rhe Dre;~dnoughi-\ Airackr ch;~rrrc~cri\tic by one po:nt. 

2 Any \ve,ipon\ mounted oti ihc arm ;ire lammed or piirrially danlaged and can only be 
used 11' you firs[ roll a 3+ on I Dh. 

3-5 The arm i s  rclrn from the Dre;tdnoughr'\ hody .  Any weapons mounred on rhc arm are , 

destroyed. and the Dreadnought's Atlachr characteristic is reduced hy one poinr. 

6 The arm 1s destroyed and any weapons mounred on i~ explode! The explosion flashes 
hitck 11) i l ic D v c ; ~ d ~ i o ~ ~ g l ~ t ' r  hotly, hyp:i\\ing ;!I! ;Irli)our. i111d C ; I \ I S ~ I ) ~  ;I \ e c o ~ l ~ l : ~ r )  
cxj>l~l. \ l l l~l  l<oll I111 lllc l h l ~ l y  l);1111;1gc '1';lI)lc Ill I l l l ~ l  tI1c cllcct l l l ' l l l l \  \cclllltl ~ ~ \ ~ ~ I ? l \ t O l .  

D6 Body Damage Table 

' . , I  The Grctch i~ i  controlltng the Drc.~dnoufht suI'1;.r\ ,I tn;~s\ivc clcctric;~l .;h~)ck, scniling 
h ~ n i  oti thc ra~i~ l ) ;~ge '  l 'hc  I ) ~ ~ ; t i l t l ~ ~ ~ ~ g h t  II~II\,C\ 1101 111'~1i1itrol 1'111. the rcrt 0 1  the gi1111c. It 
w ~ l l  ;II~;IC~ ; ~ t ) ~ l t i i ~ i g  i n  its 1);1111 111 cIo\c CLIIII~;I~ or I I ~ C  its WC;I~(IIIL ;II thc cIo\cst I;~rgcI. 
fricnil o l  hie! 

2-4 'l'lic I> rc ;~ t l t l ~ i~~g l i i ' s  CII~IIIC Iii11-xts 11110 I'~;IIIIC\ ;~liiI the t i i ; ~ ~ h ~ ~ i c  I\ i ~ ~ i ~ n o h t l i ~ c t l .  -1.h~ 
(;~CICIIIII 111ity II\C C I ~ ~ C I - ~ C I ~ C ~  c o ~ i t r o l ~  10 I'I~c one wcapoli. Roll ;I I)(> ;II ~ h c  bcgit11111lg 

. , , , r~ l 'cach pl;~ycr'\ ILI~-11: rhc ~l i i tch~ric ~ x ~ l o d c \  on ;I rol l  oI 1 or 2. Any tllodcI\ w ~ t h i n  3" 
sul'fer Dh  Srrcngrh I 0  hit \  with a -3  ravtng throw nlodifiel-. 

: 5 The Grerchin controlling the D~radnought i.; xla~n. The Dreadnought qraggcrs D3" in ;I 
random direcrion. colliding with anythirig moved inu). befol-e collapsing to the ground. 

6 The Dreadnnughr's i tmn~uniuon explodes. The Dreadnought i s  destroyed and any 
' , ' <  

, :  models within 7 "  huffer D 6  Strenglh IO hi15 with a -3 saving throw moditicr. 



The war buggy is armed with twin linked heavy bolters with a 360' 
fire arc. These may be replaced with a singie heavy plasma gun for 
+5 points, a single lascannon for +10 points, a single multi-melta 

for +20 points or twin linked autocannons for +15 points. 

WEAPON DATA 

Heavy Bolter 0-20 20 40 . - 5 D3 -2 D6+D4+5 Suslalned llre4D 

fl Multi-MeIta 0-12 12-21 +1 - 8 2012 -4 2D12+D6+8 T Blast Mar la  

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Autocannon 0-20 20-72 - - 8 D6 -3 2D6+8 Susta~ned flre 20 

l i e a ~ y  Wasma Gun 'One turn lo recharge after flrlng on max power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 llN' Blast Marker 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 1'12" Blast Marker 



1 D r r v e r  S e e  below 

2 Turret 12 12 

3-5 S c o r c h e r  10 1 2  i 

6 Fuel Tank 12 12 

, . j, 

D6 Scorcher Damage Table . . 

1 Thc Scorcher\ track I- hlnwn c)i1'. The Scorcher t i in \c\  out ol ~.nn~rr,l ncxl rurn ant! lhcti COI~IC\ to .i ! ' .? 
permanen! hall i ~ r  the test o l  the hattlc. . ' ,.s 

! . :> 
2-3 The Scorcher\ controlr are damafcd. maktng ir difflculr to control Roll 2 D h  ;I! rhc rl;lrr o f  c;lch o f  . .  .' 

the Scorcher.\ mo\ement phases. On a roll ol'4. 5 or 6 the driver i\ able to control the vchiclr ;~titl : ,, 

i t  n?o\e, norm;lll). On ;I rol l o i  I .  2 or 3 the Scr~rclier tiicive.; oul clfcrlnrrnl for rhar turn. i . . 
4 The Scorrhc, \  ironr wheel i. hlown o f f  :lnd i t  Illp, over. k i l l in@ the crew. The wreck conlc, , ,I 

cra\hinf to the ground Dh" away in a random dircctlon. Anybody under the Scorcher uhen it I;indb : ,,; 
taker DhS7 hits with s - 2  saving throw modlficr. , , I  

, . I  
5 The Scorcher's ctiglne rxp lnde~.  ki l l ing the crew. The wreck hunlcs out o icontro l  ncxr IIIII~ hclhrc , .! 

cnming 111 a pernianent halt. i ' .  ! 
6 The Scorcher., htcl c:trclrc. 1.ir.c. k i l l lnr  the crcu.. Tlic Il;llnlny wrccl, hur~lc, 1,111 11). CI~III~OI nCx.1 '. .'! 

D6 Turret Damage Table 
1-2 The vehicle'r heavy flamer i s  destroyed and may not be used for the rcs! o f  the battle 

3-6 The gunner I? hir. Roll to see ~f he is ki l led uslng the normal chootlng rules He has a toughness 11f b'.::! 
J and 15 wearing flak armour that confers a 6+ saving roll. and ha\ I wound. l i t h e  gunner I.; t l l l cd  I":::! 
(hen the h e ~ ~ y  I l i~ l i ier  1113~ no longer he uscd. .. . , . /  .,,:,j 

D6 
I . ,'.' 

Fuel Tank Damage Table i t  

1 The S~ i~ i r l tn f  putlip .III~I~C~.II~I is hilled .lntl ttir fucl 1;lnk.s prc\\urc \t:trl\ running <l<rwti. Ncxl rt11.11 '. '1 
1I1c Scor~Iicr t i l is !  l i re ;I\ i i ~ i r~ i i i t l .  The rilrti .lfjcr III:II rhc U.Silj>I111 ir trc;ttc(I :I> .I lnor~liill I1.1111cr ri1tI1i.r . ' 3  

11i:iti ,I tie:ivy 11.11iicr. The turli ;liter t l i ; ~ ~  ir IS trc;lrc~l ;IS ;I h;i~icl 11:111icr. ;III~ the turn ;liter I~;II i t  11i;ly ' ':! 
not iirc ;II :III' 8 .a< 

. ~ . , 

2 Tlic lucl t.111t xtilrr\ Ieil\.lng ;I trill1 0 1  h i l r n i ~ ~ g  luel hcliilid !lie ~ e l i ~ c l e .  1-1111: I 1101 :I ~prohlc~i i  ;IS I ~ ) I I ~  .;$ 
;I. the \~. I i l r lc  keep, tnovltlf. I l trucvcr. ~ I ' l l i e  \chicle SIO~X ).or ;II~! rc:l.\nn 11ic1i IIIC I 'LI~I~I I~~ ftlcl WIII ' :~$ 
catch up c~iustng an explosloti .I% dc*i.r ikd ).or n rtdl 111' 3-6 h e l ~ i u  ...$ 

.? 

Driver Damage Table 
< 

.1 

. . 
I 1 c I the r e  I 1 1  1 1  I ~ i r ~ i i ~ l  I I I  r ~ c s  He I I T l i c  I 4 I I i ~ r ~ i g  : i  
1 1  r 1 1 1  I i l r  I 1 I I r .  I I I 1 n 1  I h e  r I k ~ l  I h e  r h  I , . j j  
~ i iovc  (1111 01 c,)ntrol inr the r c ~ i i ; ~ ~ ~ i d e r  rhe ;;III~C 1)r until 11  htl, tcrrlltri 11  c:~tiiint cro\\. ~01I1dcs with ' ,.': 
;tm~lhcr \chti. lr or hulldlng. or Ic.l\c\ the g.1111~ rilhlc. 

; .: 
, . !! , ... < . . 

1-3 Crew' see below 

4-6 War Buggy 1 0  10 

* Hit the one nearest to the attacker 

D6 War Buggy Damage Table 
'- 1 T h e  w a r  b u g g y i  w c ; ~ p o n  I clc4r t -oyct l  a n d  I n a y  n o  l o n g e r  h e  u z c d .  
, . 

. . 
;... , 2-3 A w h e e l  i s  b l o i v n  o f f .  Thc b u g g ~  m c l v e z  o u t  of c o n t r o l  n e x t  [ u r n  and t h e n  

! ., .. , come\ t o  a p e r m a n e n t  h a l t  for r h e  res t  of t h e  b a t t l e .  

, 4 T h e  war b u g g y ' z  c o n t r o l 4  a r e  d a m a g e d  makrng 11 d r t t l ~ u l t  t o  c o n t r o l  Roll 
D6 at  t h e  \ t a n  of e a c h  of t h e  war buggy'\ m o v e m e n t  p h a \ e \  On J roll of 4 5 

i 
or 6 t h e  drlver 15 a b l e  ro c o n t r o l  t h e  v e h l c l e  and 11 m o v e 5  n o r m a l l y  On d roll 

j 
of 1.2 or 3 t h e  w a r  buggy m o v e s  o u t  o f  c o n t r o l  t o r  t h a t  t u r n  

' 

1 5 T h e  w a r  buggy'\ e n g l n e  e x p l o d e \ ,  k ~ l l t n g  t h e  c r e w  T h e  w r e c k  h u n l e s  our of 
i 

i j 
c o n t r o l  n e x ~  t u r n  b e f o r c  c o l n ~ n g  t o  ,I p e r m o n e n !  h a l t  

. 6 T h e  w a r  b u g g y ' z  I ' t rc l  c ; t ~ c h c \  I ' r rc .  k l l l i r l g  r h e  c r c w .  T h c  I ' l : ~ ~ n i t i g  u ' r e c k  
L ,  .. 

i 
h u r t l e s  o u t  o f  c o n t r o l  n e x t  t u r n  a n d  t h e n  e x p l o d e s ,  c a u s i n g  D3 S t r e n g t h  8 h i t s  

;: :. .:.P w t t h  a -3 s a v i n g  roll m o d i f i e r  on a l l  m o d e l s  w j t h t n  3" .  ,..! ;":: , i  

Crew Damage Table 

Roll t o  s e e  i f t h e  c r e w m a n  is k i l l e d  u s t n g  t h e  normal s h o o t i n g  r u l e s .  H e  h a s  a 
T o u g h n e s s  of  4 and is w e a r i n g  flak armour t h a t  c o n f e r s  a 6+ s a v i n g  roll, and h a s  

I wound. I f  t h e  d r i v e r  i s  killed t h e n  t h e  buggy w i l l  m o v e  o u t  of c o n t r o l  for t h e  
- 

r e m a i n d e r  of t h e  g a m e  or u n t i l  t h e  g u n n e r  ~ a k s s  o v e r .  t h c  buggy h i t s  t e r r a i n  i t  

c a n n o t  c rosz .  c o l l i d c s  w i t h  a n o t h c r  : c h i c l e  or b u i l d i n g .  o r  I c ;~ves  t h e  g a m c  t a b l c .  

I f  t h e  g u n n e r  i s  k i l l e d  t h e n  t h e  wiir buggy'.; w e a p o n  m a y  no l o n g e r  b e  u s e d .  



VEHICLE DATA 

CREW: 

ONE ELDAR RIDER 

RAM VALUE: 

STRENGTH 5 

D4 DAMAGE 
-2 SAVE 

MOVEMENT: 

SLOW SPEED: 10" 

COMBAT SPEED: 18" 

FAST SPEED: 35" 
TYPE: SKIMMER /BIKE 

WEAPONS 

Twin linked shuriken catapults fitted with a targeter 
f ir ing forward in a 90"  arc of f i re .  The shur iken 
catapults may be replaced with a single shuriken 
cannon at a cost of +5 points. 

WEAPON DATA 

Shur~ken Susta~ned f l re  ;?d 
Calapult 0-12 12-24 +1 . 4 1 -2 D6+4 (2d1ce) 

Shuriken Sustained fire 
Cannon 0-20 20-40 +I - 5 D4 -2 D6+D4+5 (2 dice) 

F. ' 3 I V 

VEHICLE DATA 
bj. \ CREW: .- .'-"I 1 ELDAR DRIVER 
I ' 1 ELDARGUNNER 

RAM VALUE: 

, STRENGTH 6 
D6 DAMAGE 

2.: -3 SAVE 

3 ,  ' 1 MOVEMENT: 

TYPE: SKIMMER 

WEAPONS 
, Twin llnked shuriken catapults with targeter and a 90" f~eld of flre to the 

: 1 front, and one of the following weapons with a targeter and 180' field of 
: flre to the front a shuriken cannon (+I5 polnts), a heavy plasma gun 

11 (+30 polnts), a lascannon (+35 polnts), a scatter laser (+35 polnts) The 
+- ,  

shuriken catapults may be exchanged for a slngle shuriken cannon at 
a cost of +5 points. 

;.<: 

WEAPON DATA 
!A i 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

1 Scatter Laser 0-20 20-60 - - 6 1 -1 D6+6 See main rules 

i Shurlken Cannon 0-20 20-40 + I  - 5 D4 -3 D6+D4+5 Susta~ned flre 2D 
7 

. , 
1 Shurlken Catapults 0-12 12-24 +1 - 4 1 -2 D6+4 Sustained fire 2D . 

,.W,PIasma Gun 'One turn lo recharge aner flrlng on mar power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 11lz"Blast Marker 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+6D+10 11/2"Blast Marker 



I 

1-2 Eldar R ~ d e r  see below 

3-6 J e t b ~ k e  12 10 

Bike Damage Table 

1 The jetbike's weapons are destroyed and may no longer be used 

2 Thc hike.5 jet is damaged, reducing its power output. From now on [ h i  " 

bike's niaxiniu~n spced IS reduced to its slow rate only. 

3 The jetbike's conrrols are damaged. making it diff icult to control. Ro l l  a D6 
ar the starr of each o f  the bike's movement phases. On  a rnl l  o f  4. 5 or 6 thc 

;, 

ridcr is ahlc to control thc Jetbikc and i t  moves nornlally. On a roll of' 1 .  2 or :> 

3 the bike moves out o f  controi for that turn. 

4 Th? jetbike's engine cur< our and it crashes to the ground D6" away In a 

random direction. Anybody under the blke when ir land5 take5 D3 S6 h ~ t s  

with a -2 having rhrow modifier. The rider is able l o  leap from the jctbike 

beforc 11 crashes. bur w ~ l l  suffer damage i f  the b ~ k e  was moving at more 

than 10" in  its pre\,lous move. 

5 The jetbike's engine explodes. k i l l ing the ridzr The w i i c k  c o m e  crashing 

to the ground ZD6' awa) in B random drrection. Anybod}. under ihc bike 

when i t  lands rakes D3 S6 hits wi th a -2 saving throw modifier. 

6 The jetbtke'; fuel catchw fire. k i l l ing the rider. Thc flaming wreck hurtles 

nut of conrrol next [urn and then exolodes. showering wreckace all around 

and cau,lng D3 Srrer,gth 8 hirs with'a - 3  saving roll kod i f ie r  (;n all nlodels 

w~rl l i l ,  3' '  

Rider Damage Table 

Roll to bee i f  the rider is kil led using the nol-ma1 shootitlg rules. The rider h,i< 4 

Toughness ot 3 and I wearlnp mesh arlnour which confers a 5+ armour saving 

throw.and has I Wound. I f  the r ~ d e r  is ki l led then the jetbike w i l l  move our o f  

control until it leaves the table. crashes. or is destroyed. 

1-3 Crew' See below 

4-6 V Y P ~ ~  12 10 
* Hit the one nearest to  the attacker 

D6 Vyper Damage Table 

I The Vyper's shuriken catapults are desrroyed and rnay no longer be used. 

2 The gunner's heavy weapon is destrojcd and may no lon~er be used. 

3 The Vyper's controls are damaged ~nak~ng  it d~ l t~cu l t  to control. Roll a D6 ar the start 

of each of the Vyper's movcmcnt phases. On a roll of 4. 5 or 6 the driver is able to 

control the Vyper and it lnoves normally. On a lol l  of 1 .  2 or 3 the Vyper moves out 
of co~itrol lor rhar turn. 

4 The Vypcr's engine cuts oul and 11 crashes lo the ground. ZDh" away in a rarido~n 

direction. Anybody under the Vyper when i t  lands lakeh D3 S6 hlrs with a -2 raving 

rhrow mod~fier. The crew are able to leap from ~ h r  Vyper before i t  crashes, but will 
suffer d;lni;~gc i f  :I was moving at more than 10" In its previous move. 

5 Thc Vyper'q elginc explodes. killing !he crew The u12ck comes crashlng lo the 

ground 2D6" away In a random direcr~on. Anybody under the Vyper when i t  lands 
takes D3 S6 hirs with a -2 saving rhrow modifier. 

6 The Vyper's fuel catches fire. killing the crew. The f ~ ~ n i n g  WI-eck hurrles out of 

control nexr turn and explodes. showering wreckage all dround and causing D3 

Srrength 8 hits with a -3 saving roll modifier to models within 3' . 

Crew Damage Table 

Roll to see i f  the crewn1;ln is killed using the normal rhooting rule\. He has a Toughness of' 

3 ;lnd I\ wc;tring nicsh :~t-rnour Ihal conlcr\ ;I 5+  s;lvlnp roll. ;lntl ha\ I wound. Il' the tlr~vcr 
15 killcd then thc Vypcr will Inovc out ol'con~rcil lor Ihc rcm;lintlcr of Ihc game or unlil il 

hits ~errain i t  cannot crow. collldrs with another vehicle or building. it leaves the game 

rnhle. or until the gunncr r;rkc.; 1)vcr. In order lor rhs gunncr to t;tkc ovcr conrrol of the 
Vyl'cr lie must clanlhcr fro111 his sc;~t. tlilch rhc tlrivcr's hody. irnd then gain control ol' lhc 
bike. This is a tl~fficulr manoeuvre to say the leasr. ;lnd in order to carry i t  out thr gunner 
must rnll 4 or more on a D6. I f  he Pails the roll then he falls off the Vyper. and will suffer 

damage it' the Vyper was rnovlng at more rhan 10" In its previous move. I f  the gunncr is  

killed then his heavy weapon may no longer he used. although rhe driver may still fire the 

vehic1e.s forward armanlenl. 
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VEHICLE DATA 

CREW: 

ONE ELDAR GUARDIAN 

R A M  VALUE: 

STRENGTH 6 -4 SAVE 

D6 DAMAGE 

WEAPONS 

The War Walker is armed with 
two weapons chosen from the 
following list: 
scatter laser (+35 points); 
lascannon (+35 points); 
heavy plasma gun (+30 points); 
missile launcher with frag and 
krak missiles (+35 points); 
Both weapons are fitted with targeters 
and have a 90" field of fire to the front. 

WEAPON DATA 

Scaner Laser 0-20 20-60 - - 6 1 -1 D6+6 See main rules 

Frag Missile 0-20 20-72 - - 4 1 -1 D6+4 2" Blast Marker 

Krak Missile 0-20 20-72 - - 8 D l 0  -6 D6+D10+8 

Heavy Plasma Gun 'One turn to recharge after firing on rnax power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 ll/z"Blasl Marker 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 1'Iz"Blast Marker 

j, .., .7:,i::: ?. . - ., . .- . . .. . . _ , 

( .- ': 3. .' 
' 3 .  ~ * : 4 y , 1 ~ ~ ~ # ~ - C C ; i z  -. - ' 

,. VEHICLE DATA 
! <.i ' i 

' I,. ! .; ..-., 1 * 

CREW: SPECIAL 

R A M  VALUE: 
STRENGTH 6 -3 SAVE D8 DAMAGE 

WEAPONS: 

Two arms fitted with power fists, each with 
either a built ~n shuriken catapult or 
flamer with targeter, with a 90' arc of fire 
lo the front. 

One arm may be upgraded to carry one of 
the following weapons fitted with a targeter: 
distortion cannon +25 pts; lascannon 
+30 pts; missile launcher with frag and 
krak mlssiles +30 pts: heavy plasma gun 
+30 pts; scatter laser +30 pts. 
Alternatively, instead of replac~ng the arm 
the weapon may be fitted to a shoulder 
mount with a 90" arc of fire to the front at a 
cost of +15 points. 

WEAPON DATA 
. I &%-L 

D-Cannon 0-16 16-32 - see special rules - - See main rules 

Lascannon 0-20 20-60 - - 9 2D6 -6 3D6+9 

Frag Mlssile 0-20 20-72 - - 4 1 -1 D6+4 2" Blasl Marker 

Krak Missile 0-20 20-72 - - 8 D l 0  -6 D6+D10+8 

Power Fist Close combat only 8 1 -5  D20+D6+8 

Scatter Laser 0-20 20-60 - - 6 1 -1 D6+6 See main rules 1 

Heavy Plasma Gun 'One turn to recharge after fir~ng on max power 

Low Energy 0-20 20-40 - - 7 D4 -2 D6+D4+7 lllz" Blast Marker , - 

Max Power' 0-20 20-72 - - 10 D l 0  -6 D10+D6+10 ll/z" Blast Marker j 



1-2 L e g s  1 8  1 8  

3-4 W e a p o n *  18 18 

E l d a r  I Engine" Special 1 8  

'The weapon nearest t o  the attacker is  h i t  
; ,' 

"Eldar i s  h i t  f rom front, Engine f r om rear 
P '"7 l 

r,' , < 
tr7-1 

D6 Leg Damage Table 
L C  . ?if 

1 The inch thick armour plates on the War Walker's leg hold, but the iorce o f  the blow slows -;*" 

ir down. The War Walker may not move in its next tum. 
/'-. . 
r.,;:. 

2 The War Walker is knocked sprawling. I t  staggers D3" In a random direct~on, coll iding I,;..+ 

with anything moved Into. 
:4 

..,. . 
3-4 The leg is seriously damaged. The War Walker may now only l imp I D3" per turn. ;, ;; -i 

5-6 The leg is blowti of f  and the War Walker crashes to the ground. It may not move or attack :.:.,.: 
for the rest o f  the game. and is effectively destroyed. '. > 

k'.' 
L ; 

D6 
, , 

Weapon Damage Table 

1 The weapon 1s jmImed or panially damaged and can only be used i f  you first rol l  a 4+ on 
I D6. 

2-5 The weapon 1.; torn fmm the War Walker's body and destroyed. 

6 The weapon explodes! The explosion flashes hack to the War Walker's engine bypassing 
all amour. and causing a secondary explosion. Rol l  on the Engine Damage Table to find 
out \%hat effect this second explosion has. 

D6 Engine Damage Table 

1 The War Walker's control\ are damaged. n ~ a k ~ n s  ir diRicult to control The War Walker 
may onl? riio\c or attack ~i '  you t'lrst roll 3 4+ on a Dh 

2-3 Tile coo l~ng sy\tcm for the War W;~lkcr 's engine i i  destroyed ;~nd the enzinc ht;lrtc to 
overheat. Roll a Dh at the hcginn~ng ol'cach pli~yer's turn the ni;lch~ne explode\ 1)11 ;I rol l  
o f  I or 2 .  Any models within 3" ruffer Dh Strength I 0  hitr with a -3  raving throw modiilzr. 

4-6 The War Walker's engine explodes. ktl l ing the Eldar and causing D3 Srrength 8 hits with a 
-3  saving roll modifier on all model!. within 3". 

Eldar Damage Table 
Roll lo see i f  the Eldar is kil led using the normal shooring rules. He has a Toughness o f  3 and is 
wearing mesh armour that conlerc a 5+ savlng roll, and has I wound. In addition. he is prorected 
hy n special power I'icld w h ~ c h  confer\ ;I !+ k;,vlng throw against choot~ng which 1, never 
1nc1dil'ic.d lo r  ;III!. rc;)ron Thc p<i\bcr l ~ c l t l  docs not protect ;I~:III~.;I h ~ t s  I'rtitn h;~ntl-lo-h:~ntl 
conlhat. I f  thc Eldar I.; k ~ l l c d  then IIIC War W;~lkcr ~ i i ~ i v c s  tiut oI 'con~rol  lor one tur11 ;tt)iI lhcti 
coll;lp\es 111 the gronnd 

L e f t  Arm 

R t g h t  Arm 

5-6 H e a d  22 

., . 

. . . ,  

; 7 

D6 Leg Damage Table 

i 1 The I I IC~ th~ck ;trrnour pl;~tc\ on the drcadn~~ufht ' \  Icg hold. hut the force 01 the hlow \lows 

i:: it down. The dret~dnou~ht  nay not tnove ~n it\ ticxt turn. 

2 The drc;~dnought IS knocked \prawling. It \ragger\ D?" In 2 random dircct~on. colllcling pi w ~ t h  anyth~ng moved ~ntn .  ' 3-4 The leg is ceriously damaged. The dreadnought may now only l imp I D.3" per turn. 

5-6 The leg is blown of1 and thc dreadnought crashes 10 the grl)und. I t  may not move or auack 
"d 
1:; ,, for [he rest o f  the game. and 1s e l f ec~~vc l y  dcstroycd. 

D6 Arm Damage Table 

1 The arm is ~ I I  and pan~al ly  paralysed. Any r;~nged weapons incorporated Inlo the a r m  may 

stil l be used. bur the arm cannot be used to fight In hand-to-hand combat. Reduce the 

dreadnought'\ Atti~cks characteristic by I point 

2 Any weapon mounred on thc :mi a rc~ . r~n~ i i cd  or p;irti;~lly cl;itnagcd ant1 c;rn otily hc u.\uil 11' 
you first roll a d+ on I D6. 

3-5 The arm is torn from the dreadnought'\ body. Any weapons mounlcd on the arm are 
destroyed. and the dreadnought's Attacks characteristic is reduced by I point. 

4 6 The arm is destroyed and any weapon, mounted on II explode! The cxp lo ion flahhec back 

p!. ..i b '  : to thc dreadni)ufht'e hull. hypa\sing all arniour. ant1 cclucing i c  secondary expiohion. Roll 

v ..-d on thc Hcild Dam;~ge T;~hle t r r  111id out W~;II cf iec~ this ~ccnnd  explo\~nn hd\  

i.$ D6 Head Damage Table 

, 1 The drendnor~ghr'.; controls arc dani;igctl n ~ ; ~ k ~ n g  II dilflculr to control. The drc;~d~ioi~pl i t  

k;: ? m;ly only move or ;~rrnck it' you hr i t  roll ;I J+ on ;I Dh. 

S*.i 2 The Spir~t Sto~ic controlling the drc:~tlnought i \  h:~dly damagcd. A l l  o f  the drcirdt~ought'\ 
,.h. . . .tr,ictcrI\llc\ arc h;ll\,cd ior thc rest ol'thc g;inil: 

3 The cooling pipcs io r  the dre;ldnciught'c cngit~c arc dcstroycd and the cnginc st;lrtr to 

overheat Roll a D6 ;it the beginning o f  each player's turn: the machine cxplodcs on a rol l  

o f  I or 2 .  Any model\ within 3" sutfer Dh Strength I 0  hrts with a -3 \aving throw nioditier. 

4-5 TIic Spirit Stotic c~inrroll ing thc ~1rc;ltlnought I.; tlcsrroyutl. The tlrc;~dn~ir~ght st;~ggcri I>3" in 
.I r-;int111111 il ircclio~l. ct)lliclilig with ;III~I~III)B ~l io\ccI irllci. :111d then c o l I : ~ ~ ~ ~ e h  1 0  lllc gro111iiI. 

The \utltlcn rcle;l!.c ol  p.;ych~c energy wi l l  1nl11ct 113 woundc (no 5;1vc i~ l lowed)  on any 
liltlar psykcr within Uh" 1)I'thc drciltlnoughr :is i t  collapse\. 

: 6 The dreadnought's ;~mmun~ti t )n cxplotle\. The dreadnought 1s destroyed and any model\ 

within 3" suffer Dh Strcngth If1 hits w ~ t h  ;I - 3  ravlng throw modifier 



VEHICLE DATA 

ONE SQUAT DRIVER 

ONE SQUAT GUNNER 

RAM VALUE: 

STRENGTH 6 

D6 DAMAGE 

MOVEMENT: 

SLOW SPEED: 8" 

COMBAT SPEED: 18" 

FAST SPEED: 24" 

WEAPONS 

targeter firing forward in a 180" arc of fire. 

WEAPON DATA 

I Multi-melta 0-12 12-24 +1 - 8 2D12 -4 D6+2D12+8 2 Blast Marker 

VEHICLE DATA 

CREW: 

ONE SQUAT RIDER 

R A M  VALUE: 

STRENGTH 5 

D4 DAMAGE 

-2 SAVE 

MOVEMENT: 

SLOW SPEED: 10" 

COMBAT SPEED: 15" ' i  
1 : 

I i 
FAST SPEED: 30" ! t 

k?. ,:4 

;j 
TYPE: BIKE 

* F. 
4%" 

WEAPONS 1 
Twin linked bolters fitted with a targeter firing forward 1 
in a 90" arc of f~re. 

WEAPON DATA 1 



1-3 Crew' See Below 
4-6 Bike 10 10 

t i l t  the one nearest t o  the attacker 

D6 Bike Damage Table 

1 The b~ke 's  twin bolters 21-e destroyed and may no longer be used 

2 The bike'i ~nulti-nielra i q  destroyed and may no longer be used 

3 The bike's controls arc darriagcd making i t  difficult to control. Roll a 

D6 at the srart of cach of the bike's niovemenr phases. On a roll of 4. 

5 or 6 the driver 1 5  able to control the b~ke  and 11 moves normally. On 

a roll of 1. 2 or 3 the bike n1okL.s out of control fnr thdt [urn. 

4 The wheel and niountings are badly buckled and the bike flips over- 

killing the crew. The wreck comes crashing to the ground D6" awa) 

in  a randum direction. Anybody undcr- the bike when i t  lands takes 

D6 S7 c l ~ t \  with a -2  saving throa. niodrt~er. 

5 Thc bike's engine explodes, killing thc crew. The wreck hurtlcs out 

of control next turn beforc corning to a permanent halt. 

6 The bike's fuel catches fire. killing thc crew The flaming wreck 
hurtles out of control next turn and then explodes. causing D3 
Strength 8 hits with a -3 saving 1-011 mod~fier on all models wirhin 3".  

Crew Damage Table 

Roll to see i f  thc crewman is killed using the normal shooting rules. Hc 

ha3 a Toughness of 4 and is wearing flak armour that confers a h+ saving 
roll, and has I wound. I f  the driver is killed then the bike will Inovi: out 
of control for the remainder of the game 01- until the gunner takes ovcr. 
the bike hits terrain i t  cannot cross, collides with another vehicle or 

buildrng, or leavcs thz game table. If the gunncr is killed then the bike's 

multi-melta may no longer b i  used, although the driver may still fire thd 

1-2 Squat Rtder See Below 

3-6 Bike 10 10  
I '  , 

, D6 Bike Damage Table 

' I 1 The b~ke ' s  t w ~ n  bolter\ are de\troyed and may no 1o.iger be uscd 
I 

1 2 The cheel and mounrlngs are badly bucklid From now on the b ~ k e ' \  
I 

L I 
~i~axlmurn \peed IS reduced to its 5lou r;lte onl) 

' 
3 The bike's control:, are dunaged making i t  difficult to control. Roll a 

i D6 at thc stdrr of each of'the bike's movement phases. On a roll of 4. 

5 or 6 the rider is able to control the bike and i t  movcz normally. On 
, , , a roll of 1. 2 or 3 the bike rnoves our of control for that turn. 
, '  

4 4 The bike's front wherl is blown off and i t  flips over killing the rrder. 
i 1 

, , The wreck conies crashing to the ground D6" away i n  a random 
I direcr~on. Anybody under the bike when i t  l a n d  take5 0 3  S6 h i t 5  

I , with a -2 saving throw niodrf~er. 

1 , , ' 5 ' rhe bike's cngine explodez. killing the rider. The wreck hurtles out 

: I , , ~('conrrol  next turn brl'o~,e corriing to a perrnrrncnt halt. 
. i  

< .' i 6 Tile bike's fuel catches I'ir-e. killing [he r-idcr. Thc flaming wreck 

hurtle.; out ol 'control next turn and then explodes. causing D3 
Strength 8 hits with a -3 saving roll modifier on all models v. irh~n 3". 

Rider Damage Table 

Yoll to \ze ~t thc rlder I \  k~l led  il\lng the normal \hoo t~ng  rule\ b: 

ir'{ cornparlng the a t~ack~ng  weapon'\ Strcngth to the rider's Tou,ohnes\. and 

;' 1 mdk~ng an! .lrrnour \avlng rolls as norm.11 I 1  [Ilc r~der  I \  kllled then the 

b ~ k e  wrll move out of control for one turn and then flip over and be 

destroyed 

1 





1 L e g s  19 19 

2 Left Arm 18 18 

3 Right Arm 18 18 
i 

4-6 Body 21 19 I 

D6 Leg Damage Table 

1 I l l  ~ i i ch  rhick ;Irlritiur i ~ l . ~ r ~ ~ ~  .>I: ~ h c  cl.,~,~ilnough~'s leg hold. hut rhc l'orcc 01 ~ h c  blow 
\lo\(,\ ir clan 11. The drc.icl-~i~~;h~ ~ii:~! not ~ i i o \ c  i ~ .  il.\ ~iexr 111r1i. 

2 Tlic c ! ~ c ; ~ t l ~ i o ~ ~ g h ~  i \  Lnilcht-J \pr, l \r i Ing, 1 1  ~ r ; i g g e r s l l . ~ "  111 :I r.lndoni t l i r c c ~ i o ~ i .  
c o l l ~ d i ~ i g  u ~ t h  anythiii: i i i , ~ \ c d  I i i r ~  

3-4 The leg i \  >eriously dalilagcd ihc. ~ I C I ~ J I ~ I > L I ~ I  11iil) now on14 l imp I D3" per turn. 

5-6 The lc'g i> hlown o f f  and the dreai!nought crazhe5 to [he ground. 11 may not move or 
d t ta~k  for the re>[ o i the  game. and .-; eifectivel:.' uestroyed. 

D6 Arm Damage Table 

1 The arm i . ~  hit and partially paralyred. Any I.LIII:'LI \VCJPOIIS ~ncorporated inro the arm 
may still be used. but the arm cannot be used to f i g h ~  in  hand-to-hand combat. Reduce 
the dreadnoughr's Attacks characterirrlc by I point. 

2 Any weapons inounrcd on the arm are jamined or parrially damaged ar:d can only be 
used i f  you I'irqt roll a J+  on a Dh. 

3-5 The arni iz torn from the dreadnought'\ boJy. Any we;~ponc mounted on the arm ;ire 
destroyed. and the drcadnnughl's A t tack  characrcr~stic is reduced hy I po~nt  

6 The arni IS destl.oyed and an! weapons iiiiiuiircd (in ir explode' l'he explo\~on llashes 
hack to [he dreadnought's body. hypashinf a:l arniollr. and causins a .;ccond;~ry 
~ ~ ~ I ~ I s I < I I I .  Rnll 011 tlic Rody D'IIII~I~C T;~hlc to 1'111~1 ~ l i c  cl' lcc~ cil.rli~\ ~ c c c ~ : i ~ l  cxplo\ io~i.  

D6 Body Damage Table 

1 The drr;ldnough~'c controls f o  c~-;~zy 1ii;lking the drc;~dnouglir t l i i l i cu l~  l o  c ~ ~ i ~ ~ r o l  Tlic 
d ~ - e ; ~ d ~ i ~ ~ u g h t   nay only 11111vc 01- ;ltrack ~ l y t i u  fir\[ roll ;I I+ 011 ;I Dh. 

2 The Chilo\ Sp;~ce Marine ccinrrolling the dreadnough1 i r  hadly woundetl. A l l  o f  the 
dr-e;~dncx~ght'r cli;~racrerihric< are halved (or the resl o i  the game. 

3-4 The d~-c ;~d~ ioug l i~ ' s  cnglne hur\rs il lto I l ; ~ ~ n c s  ;~i id the lniichine is ~ ~ i i ~ i i o h ~ l ~ \ ~ c I .  Thc 
C h ' l c ~  Space M a i n e  tilily w e  enicrgency controls ro f'i1.c one weapon. Roll ;i DO ;II the 
b rynnmg of  each player'\ rul-n. the iiiach~nc cxplodcs on 21 roll o i  I or 2 Any rnodcls 
\virh~ti  3" wffer  Dh Strength I 0  hit5 with a - 3  iaving throw modifier 

5 Thc Space M;~rinc control l~ng [I?? dreadnought is slain. The drcadnciufhr \lagfei-r D3" 
In :I r ;~~ id t~ i i i  direction. cc~l l id~ i ig  with atiyth~nf lnoved into. and [hen collap.;er 10 [he 
ground 

6 The dre;~dnought's amniunirion explodec. The drcadntlughl i.; dectroyed and any 
models wirhin 3" suffer Dh Strength I 0  hirs with a - 7  savlng throw modifier. 

1-2 Chaos S p a c e  Mar ine  Rider  See B e l o w  

3-6 B i k e  10 10 

D6 Bike Damage Table 

1 The bike ' i  twin bolters are destroyed and may no longcr be used. 

2 l'he wheel and mountings are badly buckled. I rom  no^ on the bike's 
niaximuni pcccl  i j  reduced to its slow rate on14 

3 The bike's controls are damaged making i t  d~f f icu l t  to conrrol. Roll  a 
Uh at the start o f  each o f  the bikc's movement phases. On a rol l  o f  4, 

5 or 6 the rider is able to control thc: bike and i t  mo..es nol-mally. On 
LI rol l  o f  1. 2 or 3 thc bikc n1oi.e~ out o f  control for that turn. 

4 The hike's front wheel is blown o f f  and it flips oLer. ki l l ing the rider. 
The wreck comes crashing to the ground D6" away in a random 
direction. Anybody under the bike when i t  lands takes D3 S6 hit5 
with a -2 saving throw modifier. 

5 The bike's engine explodes, k i l l ing [lie rider-. The wreck hurtlez out 
of control next [urn before coming to a permanent halt. 

6 The bike's fuel catches fire. k i l l ing  the rider. The f laming wreck 
I h i ~ r t I ~ s  01.11 O K  conlrcil next 111r.n a n d  thcn explodch. causing TI? 
S11.cngth 8 hit5 will1 ;I -3  savitig rol l  lnodil'icr o n  all ~nodcls within 3" .  

Rider Damage Table 

Rol l  to see i l ' the  r ider I S  k i l led  using the normal h o o t i n g  rules by 
cornparing the ;t~[acking ~ve~ ipon 's  Strcngth lo thc ~ - ~ c l c ~ . ' a  T o ~ ~ g h ~ i c s ~ .  itnd 
making any armour saving I-olls as normal. I f  the rider- i s  killed then thc 
bike w i l l  niovc out o f  control for one turn and then t11p over and be 
destroyed. 



Seek~ng ammo may only be used w~th projectile weapons 
such as boltguns The project~les are Illled w ~ t h  tiny 
thrusters and a rudimentary robot braln When you flre a 
shot usrng seek~ng ammo you do not use the f~rer s 
Ral l~st~c Sk~l l  or any mod~f~ers lo h ~ t  for target speed 
cover etc The seeklng ammo w~ll always h ~ l  11s target on 
a roll ol 2 or more on a D6 Seek~ng ammo can also be 
f~red at targets wh~ch are h~dden or out of s~ght as long 
the target IS detected (by a scanner or another model for 
example) and l~es w~ th~n  weapon range Seeklng ammo 
may not be used ~n comb~nat~on w~ th  other k~nds of 
spec~al ammo 

USE ONCE AND DISCARD 

I 

The squig attack arm IS a spec~al blonik replacemenl 
which incorporates a cage containing a dangerous 
gnasher squig. In hand- to-hand combat the Ork 
automatically unleashes the squ~g  as 11s opponenl 
closes In so resolve the attack during the hand-to- 
hand combat phase before any attack dice are rolled 
The Ork's opponent suffers an automatic Strength 5 

attack with no savina throw modifier from the squig 

I 

I regardless of how  much it beat i ts opponent 's  
Combat Score by. The kick attack is resolved at +2 

? I I 

Many veteran warriors proudly carry a bionic leg 

I from some fearsome battle of the past. A model 
equipped with a bionic leg galns +1 attack to its 
Attack characteristic and can make a spec~a l  k ~ c k  

I attack if it wins a round of hand-to-hand combat 
T h e  m o d e l  c a n  o n l y  m a k e  o n e  k i c k  a t t a c k ,  I 

after wh~ch the creature e~ther crawls off to d~gest thc 
chunk of f lesh ~t s brtten off or IS  k ~ l l e d  by thc to the model's Strength and lnfllcts D3 damage I f  
opponent Thls means the squlg attack arm may only the target 1s no  blgger than the model wlth the 
be used once per game bron~c leg ~t IS also knocked back D3" by the kick 

ORKS ONLY DISCARD AFTER USE 
I 

A scanner can detect l ~ v ~ n g  matter and energy of any 
kind wlthln 24" of the user Read~ngs w ~ l l  lndlcate 

concentrations of tlssue and energy such as groups 
of creatures or veh~cles The scanner 1s capable of weapon Targeters are always f ~ t t e d  to s p e c ~ f ~ c  

dlfferentldting between an~mals and vegetation, and weapons, so a character armed wlth a plasma gun 

can read through rock up to 5 nietres thick The main 
with a targeter and a bolt pistol would gel 1 lo h ~ t  
when he was shooting w ~ l h  tile plasma gun but not 

mllltary use of the scanner IS  for f ~ n d l n g  hldden 
wi th  the  bo l t  p ~ s t o l  Targeters  may not be 

troops, which are automat~cally detected ~f they are 
Interchanged between weapons dur~ng a battle 



. - 
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hardened t~ps in the case of p ' r~~kc t i~e  weapons or a 
super~charged power pack ~n the case of energy 
weapons When you fire a shot uslng armour pierclng 
ammo the weapon's save modifier is increased to -6 for 
that one shot only. Aga~nst vehicles the weapon's armour 
penetration is increased by an amount which varies 
according to the Strength of the weapon as shown below. 
The decision to use armour piercing ammo must be made 
before the dice is rolled to hit. 

Bonus Penetration Dlce tD3 +ID6 +ID12 +ID20 

USE ONCE AND DISCARD 

suffers occasio 

Frenzon IS a drug that can be used to induce the 
psychological effects of frenzy or hatred for the 
rest of the game. The psychology effects are 
automatic and no test is made against Leadership. 
Only one psychological state can be induced at a 
time. A single dose of frenzon antidote (contained 
in the frenzon dispensing device) will negate the 
induced psychological state. However, repeated 
use of frenzon is dangerous to the subject. Every 
time a dose is administered after the first roll a D6 
for the model affected: on a roll of 1 the model 
suffers D3 wounds. 

A sp~ke arm often appears to be just a normal b ~ o n ~ k  
arm, but concealed along the length of the arm are 
sets of retractable spikes or blades. In close combat 
the arm can be used to grip an opponent and then 
impale them as the concealed spikes slam into 
position. This gives the Ork +1 WS in hand-to-hand 
combat and means that the Ork always counts as 
having higher Initiative in the case of the Combat 
Scores being drawn 

ORKS ONLY I 
All 014 Welrdboyz carry a copper staff to help !hem 
earth excess Waaagh! power and stop their heads 
exploding. Particularly valued or powerful Weirdboyz 
eventually get hold of a special Weirdboy staff which 
IS made of strange copper alloys and inscribed with 
ancient Orky glyphs A Weirdboy staff is a force 
weapon so the We~rdboy can add his mastery level to 
h ~ s  Strength and wounds daemons automatically ~n 
hand-to-hand combat The Weirdboy may also reroll 
the d~ce for h ~ s  Waaaghl test if he fails the first roll. 

I ORK WEIRDBOYZ ONLY 

Teleskop~c legz are an Invention of pure Orky 
cunning. An Ork w~th telekopic legz gains +2 to its 
Move character~stic and doesn't suffer any movement 
penalties for crossing obstacles up to 2" high The Ork 
can also raise itself up by 2" in the shooting phase, 
allowing it to see and to shoot over lntervenlng terrain 
and obstacles more easily. 

ORKS ONLY 



A medl-pack 1s an advanced automated med~cal machlne To 
use the machlne a model carrying 11 must move into base-lo- 
base contact w~th his patlent during his own turn and remain 
there through the shooting and close combat phases do~ng 
nothing else. At the end of the close combat phase the medl- 
pack can do one of the following: 

1 Restore 1 wound to a wounded but still living character. 

2 Restore a model reduced to 0 wounds to 1 wound on a roll 
of 5 or 6 on a D6. 

3 Restore the vision of any blinded model. 

4 Cure the ellects of any non-fatal gas type. 

5 Negate any psychological effects in a model. 

A l imo oack oermits Its wearer to make a long powered leap ,- , , 
~ n ~ t o a r i  nf Its normal move A lump can be made up to a I 

I 
--- . . 

d~stance of 18 reach~ng a he~ght sulflclent to clear most 
obstacles vehlcles and models Woods and slngle storey 
bulldlngs reduce the lump to 1 2  Roll a scaner dlce for the 
~[~rnolno model on landlnq a roll of a h ~ t  ~ndlcates ~ t ' s  on 

the bearer an add~lional savlnq throw 01 4. 5 or 6 on a D6 

This extra save is laken belore an armour save and 1s not 
subject lo saving throw modil~ers so 11 always succeeds on a 
4.  5 or 6.  A successlul save causes a bllnd~ng llash of tight 
that llluminales an area w ~ l h  a radius equal to the Strength of 
the attacker or weapon In inches. Any models w ~ l h ~ n  this area 
that have no eye proleclion w~ll  be blinded on a roll of 4 5 or 
6 on a D6 until the beq~nninq 01 lheir next turn Models that I 

w are blind cannot move or siool and liahl In hand-to-hand 

I 
combat w~th a WS ol 1 

4, 5 or 6 Unmodified save 

Blinds unprotected troops on 4, 5 or 6. 1 

I I A Storm S h ~ e l d  1s large plasteel plate whlch contalns 
a small but potent power held generator, because o f  

'- =-., - - - 

direction indicated. When a model wlth a jump pack charges 

I 
he may move up to 4" after he's landed to engage an 
opponent in hand-to-hand combat. A model may make a 
Illrno, land and then shoot or throw a grenade, but it can't 

this they a re  a lso  known as power  shie lds Once  

C 
a c t ~ v a t e d ,  t h e  Stornr  S h l e l d  i s  s u r r o u n d e d  b y  a 
glowing b l u e  f ield of enerav which emits  crackl ing I ;;rn;taan arrow indicater the model scatters 0 3 '  in the 

I 
Gghtn~ng when I! 1s used  parry a blow. A m o d 4  

I e q u i p p e d  w i th  a S t o r m  Sh ie ld  rece lves  a n  ex t ra  
armour savina throw of 4. 5 or 6 against shootlng or I 
hand-to-hand-combat damage from-the model's front 
90" a r c .  T h i s  sav ina  t h r o w  ignores  n o r m a l  s a v e  I 

use a move or fire weapon. Models using jump packs leap ~n modifiers and therefore offers a save even against 
slow, predictable curves so models firing at them do not w e a p o n s  w l t h  l a r g e  n e g a t i v e  m o d i f i e r s  s u c h  a s  
uller the normal - 1  to hit penalty for firing at a target moving 

lascannons and power weapons. A Storm Shield may  
b e  used to parry 

the knuckles of a glove. D~gilasers do not preveni a model 
uslng any other weapons, They are aulomat~cally f~red at the 
stan of hand-to-hand combat against opponents In base to- 

I 
base contact before any attack d~ce are rolled and regardless 
of whose turn II IS The shots are worked out ~n exactly the 
same way as norrnal the wearer blastlng away at polnt blank 
range as h ~ s  attackers close The d~g~lasers get three shots 
whlch may be dlvlded amongst mult~ple opponents 11 deslred 
Once close combat has starled the d~g~lasers have no effect 
the model doesn t qaln any extra attack dice lor havlng them 

Close combat only 3 1 -I D6+3 Sec above 



spear, a rune-encrusted sword or a great black 

scythe. Whatever its form, it is one of the most deadly 
hand-lo-hand power weapons. The Executioner has a 

Strength of 8, a -6 saving throw modifier and ~nflicts 

D3 damage. The Executioner can be used to parry 

but it requires both hands to use. 

Close cambal only 8 D3 4 D M  Pany 

ELDAR ONLY 

When a Toxin grenade explodes it showers the area wlth I a cloud of deadly polson. Determ~ne where the grenade 
hits as normal and place a 1 112" blast marker there 
Every unprotected model under the blast marker IS k~lled 
on a roll of 2 or more. Troops with some form of  
protection are killed on a D6 roll of a 3 or more. Enclosed 
vehicles and troops wearing sealed armour (Space 
Marines and Aspect Warriors), Tyranids and their 
creatures such as Genestealers (bul  not including 

affected. The toxin gas cloud remains on the table. At the 
beg~nn~ng of each s~de's turn one player rolls a D6 and 
consults the chart in the Wargear book. 

DISCARD AFTER USE 

I 
crossbreeds l ike Genesteater Hybrids) cannot be 

I 

Phased crystall~ne nattorns slnnn th- '""-",.. "'""9 L " C  . - . -  ~,."," 3 

blade coll iridescent psychlc energy around it I;'-- - I 
1 snake At the end of the psychic phase one unused 

force card may be stored in the force sword instead of j being placed on the warp cards d~scard pile The stored 
force card may be retrieved from the weapon and used 

1 insubsequent psychic phases. In hand-to-hand combat 
/ the force sword increases the wielder's Strength 

by a number equal to his mastery level 
daemons aulomat~rallv with nn =-..:-- 

,[urea 

characteristic 
and wounds 

Hayvil-c or scrambler grenaocs em11 a powerlul burst of 
electrornagnct~c ~ntcrfcrcncc wh~ch scrambles del~cale clrcuils 
and overloads instrumenlalion Hayw~re Only affects veh~cles. 

I dreadnoughts. robots. Wra~thguard and Term~nators. Its burst 
covers a 1 ;" rad~us. roll to 1111 and scatter as for a normal 
grenade Veh~cles etc. h11 by a Haywire grenade are 
penetrated autornal~cally Roll to hit locations covered by Ihe 
template as normal alld then roll on the appropriate damage 
table However. the pulse is unlikely to deslroy a vehicle. 
dreadnought elc so deduct - 1  from the damage roll Vehicle 
crewmen or Term~nalors h ~ l  by a Haywire grenade suffer a 53 

hlt causlng 1 wound wlth no armour save poss~ble. D~scard 
this card after use. 

Penetrates armour automatically 

~ t h  barely suppressed 

unused force card may be stored In the force axe 
instead of being placed on the warp cards discard 
pile. The stored force card may be retrieved from the 
weapon and used In subsequent psychic phases In 

hand-to-hand combat the force axe increases the 
wielder's Strength characteristic by a number equal to 
his mastery level and wounds daemons automatically 
with no savtng throw possible. The wielder may also 
expend the stored force card to gain an extra +3 

Strength and -3 armour save in hand-to-hand cornbat. 

PSYKERS ONLY 



) A S t a s ~ s  grenade creates a loca l~sed  temporal loop - 
--- - - 

blast marker there. €verylhlng under the blasl marker IS 

trapped In a slasis loop. Models ins~de the loop may ne~lher 
act nor be affected by anylh~ng ouls~de the loop. they cannot 
move or shool and they cannot be shot at. It 1s not possible to 
shoot through a loop, but it is possible lo see through it 
normally. Vehicles and troops with~n 2" ot the edge of the 
blasl marker move at half speed and may only shool or use 
psychic powers if they first roll a 4.  5 or 6 on a 06. Close 
combal is only worked out every other lurn. There IS a -2 to 
hit modifier for shoot~ng into, through or oul of the area w~lhin 
2" of the marker. The slasls held remains In play. At the 
beg~nning o l  each side's turn one player rolls a D6 and 
consults Ihe Slasis charl in the Wargear book. 

DISCARD AFTER USE 

b e ~ n g  placed on the warp cards d~scard  plle The ro 

may store a maxlmum of 3 force cards Stored force 

cards m a y  b e  r e t r ~ e v e d  from l h e  rod and  u s e d  In 
subsequent psych~c  phases In hand-to hand combat 

t h e  f o r c e  r o d  I n c r e a s e s  t h e  w ~ e l d e r ' s  S t r e n g t h  

characlerlstlc by a number equal to h ~ s  mastery level 

and wounds daemons autornat~cally wlth no  savlng 

PSYKERS ONLY 

psychic phases. In hand-to-hand combat the wltch blade 
Increases the wielder's Strenglh characteristic 3y a 
number equal to t ~ i s  mastery level and wounds daemons 
automatically w ~ t h  no savlng throw possible. The wielder 
may also expend stored lorce cards to galn additional 
bonuses In hand- to -hand  combat Each force card 

expended equals an extra +2 Strength and -2 armour 
save The wilch blade can be used to parry 

ELDAR PSYKERS ONLY 



can fire three shots per  shooting phase in  the same 
way as the Eldar scatter laser. All three targets must  
b e  within 6" of each other, roll t o  hit as  normal  a n d  
resolve any damage using the weapon profile given 
below. The powered blade in  the stock may b e  used 
in  hand-to-hand combat using the profile given below. I 

0-12 12-24 + 1  - 6 1 - 1  6 r D 6  3 Shots 
Ciose combat only 5 t 3 Obt5 - 

ELDAR ONLY 

subsequent psychlc phases. In hand-to-hand combat the Nemes~s 
weapon Increases the wielder's Strenglh by a number equal to hls 
mastery level and wounds daemons automot~cally with no savlng 
throw possible The wielder can also expend stored force cards to 
cause exlra damage when he hils daemons In hand.10-hand 
combat. Expend~ng one lorce card inlticls D3 wounds per hil. 
expending two lorce cards nfl~cts D6 wounds per hll The Nemesis 
lorce weapon can be used to parry and Incorporates a built-in 
storm boller whtch may be !Ired normally In the stioollng phase. 

INQUISITORS & GREY KNIGHTS ONLY 

arrnour save 

Seer runes are complex wra~thbone shapes used by  
Eldar Farseers to predict the future and  the flow o f  the 
warp.  Seer  runes m a y  also b e  used  to temporarily 
sever a n  enemy 's  connectton with the warp a n d  s o  
nul l i fy  a p s y c h i c  p o w e r .  W h e n  a n  e n e m y  u s e s  a 
~ s v c h ~ c  ~ o w e r  y o u  m a y  i r n m e d ~ a t e l y  c o u n t e r  i t s  I 
j isrupted after use a n d  may  not b e  used again in the 
same battle 

ELDAR FARSEERS ONLY 

DISCARD AFTER USE I 
-- 

Poly~t~orph~rie IS a shape alter~ng chemlcal which allows the 
h~ghly tra~ned Assassins of the Call~dus shrlne to lransforrn 1 not only the~r features but the~r whole body An Assasstn 
equ~pped wllh polymorph~ne 1s not deployed at Ihe stan of the 
game Instead, the player may play this card al any llme lo 

1 reveal that the Assass~n 1s ~n lac1 d~saulsed ?c nno nf thn 

a characler or a vehlcle crewman or a model wlth a heavy 
weapon) In the opposlng lorce and substllute the Assassln lor 
that model The Assassln dlscards the caplured armour and I 
weapons of the trooper as he casts of1 h ~ s  disguise, keeplng 
only what weapons and wargear the player has equ~pped the 
Assassin with. 

OFFlClO ASSASSINORUM ONLY I 

shoota is an Ork Mek 

flre, rolling 2 d~ce .  It also has a variable Strength w h ~ c h  is 
rolled on the art~llery dice each time it is fired, giving it a 
Strength of between 2 and 10. If a misfire is rolled on the 
artillery dice the kustom shoota has exploded! The shoota 
is destroyed and the Ork carrying 11 suffers an S4 hit. 

ORKS ONLY ORKS ONLY 



The psycannon 1s a weapon specially constructed to 
damage psykers and daemons It uses storm bolter 

I components but the bol ts  themselves are heavily 
Impregnated wllh psych~c energy The psycannon may be 
f ~ r e d  In the s h o o t ~ n g  phase.  A g a ~ n s t  daemons and 
psykers the psycannon wounds aulomalical ly and 
daemons get no savlng throw. In addition, each tlme a 
psyker or daemon IS damaged by a psycannon 11 will lose 
the use of one psychlc power (picked randomly) lor the 
rest of the banle 

flre - 1 dlce 

IMPERIUM ONLY I 

wound for any reason at w h ~ c h  point  t h ~ s  card I 

discarded and the model 's characterlstlcs return t 

A warp jump 1s an anclent allen devlce wh~ch allows a 
s~ngle model to teleport A model equ~pped wlth a warp 
jump may teleporl to any polnt on the battlef~eld dur~ng 11s 
movement phase Instead of moving normally Roll a 
scatter d ~ c e  to see 11 the model teleports on target a "hit" 

I 
means 11 1s on target, an arrow means 11 scatters 2D10" In 
the d~recr~on lnd~cated However ~f a double 1 1s rolled on 
the 2D10 lor dev~at~on the model 1s lost In the warp, never 

as charg~ng if 11 leleports dlrectly Into hand-to-hand I 
to be seen again. The model may shoot and fight In hand- 
to-hand combat on the turn 11 teleports but it doesn't count 

combat. For further deta~ls on teleport~ng troops see the 
teleporter rules In the Warhammer 40,000 Wargear book. I 

warheads The kustom blasta has an unpredictable blast 
marker w~th  a D3" rad~us - roll for the slze of the blast 
marker each tlme the weapon is fired It also has a 
var~able Strength wh~ch 1s rolled on the artillery d ~ c e  each 
tlme 11 1s f~red, giving 11 a Strength of between 2 and 10. If 
a misf~re IS rolled on the artillery dice the kustom blasta 
has explodedl The blasta is destroyed and the Ork 
carrying 11 suffers an S4 h ~ t  

a16 16-36 - -1 Art. dlce 1 -1 Various. [M" blast 

ORKS ONLY I 

CHAOS ONLY 

A p s y c h ~ c  hood is In fact a web of f ~ n e  wlres and 
crystals set into a helmet or worn over the head. The 
effect of the p s y c h ~ c  hood I S  to amplify a psyker 's  
abillty to disrupt man~pulat~ons of the warp by another 
psyker,  making 11 easler for h ~ m  to n u l l ~ f y  p s y c h ~ c  
powers. This means a psyker wearlng a psychic hood 
1s allowed to reroll the d ~ c e  throw when he attempts to 
null~fv osvchic oowers 

I 

1 PSYKERS ONLY 



. . . . - - - - - 

a D6 to establish the cgntact range ~n inches ;or the virus. 
Any normally vulnerable model wtth~n the contact range of a 
victim is killed on a D6 roll ol a 4. 5 or 6. Every time a model 
IS kllled roll for the contact range for that model, and work out 
il models within this range are killed. Once there are no more 

0-12 12-36 +1 - 9 DB -6 B+D6+DB . victims within the contact range the vtrus has mutated into a 
safe form and there is no lurlher eflect 

DISCARD AFTER USE 

A power field IS an invis~ble bubble of pure energy 
created by a large, cumbersome generator.  A 
personal power field prov~des excellent protection 
against shooting damage, grvlng a saving throw of 2 
or more on a D6. This is not modifled by weapon save 
modifiers so it will always succeed on a roll of 2 or 
more regardless of the save modifier of the weapon 
which hit it. However, in hand-to-hand combat the 
power field offers no protect~on as an opponent can 
easily get his weapon inside the power field bubble 
and strike the wearer. In addition, a model carrying a 
personal power field suffers the - 1  penalty for being 
encumbered in hand-to-hand combat. 

extra warp card per mastery level from the warp dkck 
~mrned~ately 

ELDARPSYKERSONLY 
DISCARD AFTER USE 

The gravlton gun affects the local gravlty f~eld and changes 
the we~ght of oblects mak~ng them far heav~er than nortrial A 
target htt by a gravlton gun IS always affected no damage roll 
ts requ~red A l ~ v ~ n g  target 1s ~mmobtl~sed for the rematnder of 
the game and may not move or shoot although a psyker may 
contlnue to use h ~ s  powers If the target IS a veh~cle roll for h ~ t  
locallon as normal but Ignore armour penelratlon Roll for 
damage on the approprlale veh~cle locat~on damage chart(s) 
addtng + I  to the dlce score Aqalnst bulld~ngs roll to h ~ t  and 
and 11 a h ~ t  occurs roll lor damage and add + I  to the result 

0-8 816  +1 - See above - Auto 1" bbstmarher I IMPERIAL TECH-PRIESTS & SQUAT ENGINEERS ONLY I 

Tills anclent rune staff absorbed so much power lhat 1 1  

evenlually became a I ~ v ~ n g  [hung tn Ihe hands of Its or~g~nal 
owner Njal Stormcaller. 

At the start 01 the game deal 3 cards from the warp deck. Any 
lorce cards are reta~ned within the rune staff, other cards are 
returned to the deck Further force cards may be placed in the 
stalf as they are dealt, up to a maximum ol three During any 
psychlc phase the force cards may be used to power the 
w~elder's psychic ahillties 

Stormcaller also adds +1 to Ihc w~elder's A and I, and adds d 

Strength bonus equal to 11s wielders mastery level 

NJAL STORMCALLER ONLY I 
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