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- the Daemonhunter. Within these pages you will find all you
need to guide you in collecting, painting and gaming with a
Daemonhunters army in the Warhammer 40,000 game. The
_armies of the Daemonhunter are as diverse as they are
powerful, commanded by the determined and unrelenting
* !Inquisitors of the Ordo Malleus. The Chamber Militant of
this ancient order is comprised of the pious Grey Knights, a
fuli Chapter of Space Marines that specialises in hunting
and exterminating the daemonic minions of Chaos.

THE ORDO MALLEUS

The Ordo Malleus is a division of the Inquisition, - those
exceptional individuals that have waged a covert war for
Humanity's continued survival over the last ten thousand years.
Every Inquisitor has sworn potent oaths to defend the Imperium
. from its worst enemies, and those of the Ordo Malleus are
. concemed with destroying the physical manifestation of Chaos
itself: the Daemon. Members of the Ordo have pledged their
every waking hour to the discovery and scourging of the
daemonic wherever it is to be found. An Inquisitor has at his
disposal every member of the Imperium, and will not hesitate to
requisition local troops at a moment's notice. Such is the
influence of the Inquisitor that he can even call upon the Space
Marines of the Adeptus Astartes, leading a force of the
Imperium’s finest warriors against Humanity's foul nemesis,
wherever it appears.

But there are times when the scale of a daemonic infestation is
such that even the most formidable and righteous Inquisitors
need to call upon aid to triumph. The slightest lapse in
Humanity's vigilance has the potential to allow ravening

Daemons to pour into the material dimension in a gibbering tide,
hungry for the souls of the innocent, Only one force, in’ the

breadth of the galaxy has any chance of stemming

uch a
daemonic infestation: the Grey Knights. i
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Surpassing even their brother Space Marines in skill and ability,
the level of expertise that each Grey Knight wields is such that
they can exterminate a daemonic infestation that outnumbers
them many times over. Armed with psychically charged force
Weapons, storm bolters and an unshakeable faith in the
Emperor, there is litfle more daunting a foe for a Daemon to face,
It is certain that without the constant protection of the warriors of
the Ordo Malleus, the Imperium would have fallen many
centuries ago.

WHY COLLECT A DAEMONHUNTERS ARMY?

At the core of the Daemonhunters army is a collection of elite
and incredibly skilled individuals who excel in every battlefield
role. Even the lowest ranks of the Grey Knights are the equal of
the strongest units of other 'armies. Grey Knights are
exceptionally well equipped, meaning both their ranged and
close combat capabilities far outstrip those of their brother
Space Marines. Every Grey Knight's armour incorporates a
gauntlet-mounted storm bolter and a copy of the sacred Liber
Daemonica, and they are armed with the large and immensely
powerful Nemesis force weapons. Ordo Malleus Inquisitors have
access to some truly potent artefacts that would never be
entrusted to those without decades of experience in combating
the daemonic. In addition, they have esoteric skills and
companions that can tip the balance when fighting the hellish
scions of the Warp. A Daemonhunters army can also call upon a
vast array of allies and inducted troops, From lethal, acrobatic
Death Cultists, to mighty Dreadnoughts, to the unpredictable and
unnatural Daemonhosts, the army list presents an entire
spectrum of the Imperial war machine. If you're looking for an
elite force that is so diverse that you will never exhaust the

-possibilities offered by the army list, then this is the book for you.

Another strength of the Daemonhunters army list is the ease with
which it can be integrated with existing armies. If you already
have an Imperial army such as the Space Marines or Imperial
Guard, it can easily be incorporated into the Daemonhunters list.
For instance, a Space Marine player may choose to lead his force
into battle with a Grey Knight Grand Master and his Terminator
bodyguard, or an Imperial Guard player may choose to add a
couple of platoons of infantry to his Daemonhunters force.
Conversely, we also include rules that allow the opponents of the
Daemonhunters to take packs of Daemons in their force, and
even one of the fearsome and infamous Greater Daemons of
Chaos. After all, it is perfectly possible that a Dark Eldar Archon
or Imperial Guard Colonel has turned to the worship of Chaos
and has been rewarded with daemonic servants; precisely the
reason the Daemonhunters are fighting them In the first place!

The miniatures in the Daemonhunters range are wonderfully
detailed and well-crafted, and a fully painted army looks
spectacular on the tabletop. On the one hand you have ranks of
d heavily armed Grey Knights, resplendent in their
ornate armour, while on the other you have the
highly individual and characterful Inquisitors
and Inquisitor Lords accompanied by their
small retinues of henchmen. Although
Grey Knights excel at virtually every
battlefield role and are therefore very
easy to use effectively, it will take many
gaming sessions to truly get the most out
of the more unusual elements of the
Daemonhunters army list. Have fun, and
may the Emperor guide your hand. ..

—_———




The viofer sk was low and thyeatening, a feavy rain_ fafling from
brutised clowds and scarler fightning splitting the sky. The top of the
voleano was @ dark spike against the vvilight skif as: Inquisitor
Consadine desperateliy climbed hand over hand up the sheer slopes.
His fingers bled from the sharp rocks and his blessed hammer bounced
against the small of his back as hie climbed. Time was short. He could

feel the dacmon's nearness in the aiv as a greasy, merallic waste in the
back of his mouth, fike biting on a copper Imperial. Fierce winds
buffeted him, as though the very elements soughs to prevent fim from
reaching the swmmiit. He was alone nose. His trusted retainers and

faithful servants were all dead, murdeved by the servants of the
abomination whose suntmoning he sought o prevent,

A multitude of gibbering voices filled fiis head, the whisperings of
Warp creatures_pushing on the edie of perception, their mindiess
thrashings sensing that the barriers separating veal space and Warp
space were weakened heve. He would frave 1o firn‘ry. .‘ﬁfri’}(;’m_};, his
questing hand met air instead of rock, and fie knew fie fiad reached
the swmmit. Wearily, fie pulled fimself wp and rolled over the edye,
(asping down qreat .\'N:.‘kin_r_j breaths, Consadine conli see i ﬁ'h'!&‘r'r’ug
glow coming from abead and pushed himself 1o fis feet, setting off
through the rocks that stoped dowmeard to the contre g_f:ﬁr veleano's
caldera,

Even in his exhaustion, Consadine was rn'rrf-rl'i‘rf. ‘r_;}’in_s'rm_:} between
Dlackened vocks and stunted, nwisted trees that clawed ar the skyy fike
broken fingers. As e weared his qoal, he unstung his dacmonfianmer,
earing soft chanting coming from afiead and she psychic presence of

a qreat mudtitide. He crouched behiind a smooth-faced bonlder and

patterns within patterns and form upon form warped through the

jcms( ;m:ﬁ auﬁqamr Bur fr s the mrrﬁu’m!ﬂg sfmn g{ :mﬁnfy_
m;frr that (f!z»rf ar rﬂ’ contre pf the fmwd mn{tﬁ:_jlqn . Tr.’l‘m{ll\g

Head and shoulders above his ,r‘c! Tovers, r‘rf wiis d}rd' int sirrﬂ;f grem
power armou, carved with all marner uf eldvitch siymbofs, an
carried a long, jagaed-cdied fnife that rippled” and shinmered as
though not wholly corporeal,” ."uf;mq, obscene. (i_qﬁr_prrsm{ aq il’fm s
the impossible stit that hung suspended before the sorcerer. Waves 9"
sickness_ flowed from tic wound eur it the meat of space and time;
chittering voices and tendyils of wnseen abominations questing
through the rent, sewsing the rnﬁmq swarmth of thie maserial universe.

A frodds of fluid matter spilled through, images scuddding across its

rmismmﬁ; cf:i’fu‘mq, m-rmrplfuu_\'_fur'm. Designs within :ﬂ'ﬁiqﬂs,

fight's awful geometrics, as though it sought to find a form more sofid
than the shapeless anatomuy it had been born into, Faces twisted out
of the jefly-like immaterivn of its being, sliding out of trug,
fmgui_\'!h';i'- sereams and waifi ", nonsensical nutierings i'.r.\'i'fiﬂ'r;_ from
cach bloated wouth,

Inquisitor Consadine rose front his conceatment and charged into the
crowd, smashing them aside with thunderous strikes. from fiis blessed
hanmer. They scassered before fiim, crushed and broken as fie foughs
fiis wayy towards Medrethax. He wonfd only et onie chance to prevent
the sorcerer’s master frons mani festing, He nust nor fail,
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An expectant fosh fell across the assembled
Inquisition noviciates as the tutor was helped
into el tieved, :ﬁ:ﬂf};-fﬁ chamber by his
CHtonrage E}}' seribes,  chinurgeons  and
fexmechanics. A wheezing, brass-limbed
eyoskeleton  enclosed” his t‘il‘-.rh'h"-mi;vr\f-l_,f'ilf‘m.
allowing his atrophied (imbs the semblanee of
independent motion. The left side of Lord
Inguisitor Marc 'rrmr'.s; face Jvr'r_\'_,w:{i'ﬁi down
i@ PErmanent rictis mask; rria: flesh scarred
and puckered white. One eye was a sightless,
m:'l'i‘f_rj orby and wone daved wmeer  the

unflinching gaze of the one that remained.

A hundred swould-be Inquisitors of the Ordo
Mallens thronged the cramped  audience
chamber to fearn from Marchant. The
venerable Inguisitor fiad been {}rfrrf'fu_:_lr Warp
spawn for fonger than amy of them had been
alive and, rfi:lar_rj}'i hie i'rii':'ijj :'n}J'L-‘f\:l‘ to the
Conclaves any more, his every word was
seized spon as froly wisdows when fie did. Fis
servants manoenvred their master befind an
oak lectern and retived to the shadows ar the
chamber's edge. A pregnant pawse fefl,
anxions hands hovering over data slates as
Marchant raised his head and began 1o
\'J].':'H'I‘\", I.'r\ voice SOH l']'Hrf- I-I[;'I’”' rlf;'.\'ffl:ft' f;r'\

apparent fraifty,

“We are fi'l.’:'m; in the end times, and the
doom of Mankind is at hand," said

Marchant.

A gasp went up ‘,f'ruur the  assembled
noviciates, and a hundved throats dgave voice
to their collective dental. Marchant slowly
raised his arm, the sifence spreading outward
o the rear (_If the f;rmrr'rr-n-frih'rf hall.
Marchant qripped the edge of the fectern,
leaning forwards so that afl could see the

rutin of his flesh,

“I know this to be true for 1 have witnessed

the canker that eats at the bedrock of our

beloved Tmperinm, borne the corruption of
the daemonic and know the price that must
be paid to cast it our. To know Chaos is 1o
fnow :Ii:'_ J'[n‘?_}; 4_'1’- existence, the ruination of
life and the damnation of roo much
knowledge.”

Marchant prnsed, ;rI[’hw!ar_r; fris words to sink
in ﬁ_r,fhr:' contining. “But all rﬁir'rup‘ e
the  Emperor, and  even such blasted

fnoledge smay find s wse, And thar wse is

-4 -

in defiance of such blasphemies as infest the
Warp and ff‘J,mi'f on s this fare. The
daemonic can be beaten, but the _nrm:r'}‘i'a' it
entatls will be greater than many Elf"rf.!r: will
be able to sustain, I know this. You are afl
young, full f‘f rﬁ'i(\ﬁ'rr'.r 5‘_.Ir youth and the
f'm-'r'm'f{'fr'{'r'r_r,l that such inexperience brings,
mui'lr,rmr will scaff ar g words as the ravings
5-:_!' an embittered ancient, no longer abfe ro
fight the good fight. And, aife, there may be
some truth to that, but I know whereof 1
speak, so fisten well, To combat the daemonic,
wou st first understand it, where it comes
‘ﬁvnr, what it does and how it can be

stopped.”

“The Warp, known also as the Dnmaterinm,
the Sea of Souls, the Empyrean and afl
Wanner _er- other names, is the abode of the
firﬁ-},nmwf we _ﬁr}l‘ir. A _\']L-'J'J'”}h} morass of
enery armi"}lure'rrrfrfﬁ wheve all futures are
_,I.I'U.\\'I'l(i‘f.i.' and all’ realities collide. Here, the
witking nightimare of Mankind is played ont
and the echoes and reflections of our coffective
psyche can give Dirth 1o ovisted dacmonic
monstrosities, Madness mhf:'.-!rru_;lrr'nn it
wmost who would Drave its in‘eirf[’i; shoals, but
it is a well of wnlivited power that those of
yout with psychic talents may tap in order to
HSE your abilitics. However, it i5 a _J.r:'rHiuu'
path and onfy the soongest willed niay
attempt such fears, Aye, the Warp is a wild
and dangerous place, but it is also the means

by which the Emperor's realin is able to exist,

“The f}I;'x'\'c':i"_:'.\'_.l_p'ﬁh' ff_r,n‘u of the Entperar's
Astronomican ;.rr'm-'irﬁ': the means for His
ships o navigate tough the Empyprean
and take His word to every corner of the
gataxy with fire wnd steel Tt provides
conmmunication through astrotelepathy thar
enables His servants to communicate amd
bind  the _r;rrf;i.\'_” k{r;rrﬁrr wnder  His
infallibie will. The Warp is afl’ these things
and more besides, but it is a deadly plice,
and the yoment you forget this, iv will ke
tonr soul, Warp storis :-J;'ra'a'ajir,u'rrr; pawer
CH mr;n_.f'f- starships,  throwing  them
thousands p_j' fight ears off course and
hterfing then througlh tinte. Such vessels pliy
the hanted depths of the Warp, emerging
ar the wihim :-IJ"-r!"r[' rr'.:n'l'{ forces which govern
this vealy, and what cmerges wmay be

transformed  iuto a hideons parody  of




Humanity. Even should a vessel avoid such
a fate, there m‘r'_ﬂuu"- daemonic creatures
which preif upon the souls of the weak
minded, The mafice E!f stch creatures is not
fimited to those in_peril upon the Sea of
Souls, but is also capable of reaching into
the realm of Man. How do these creatures

achieve this, T fiear you ask?”

Marchant paused before contining. “The
psugker; the wirch, the warlock and the wird :
and, aye, even those AHONGST DHY OWN order
with psychic abifities, are potential conduits
for these beasts. To use such power is o be a
bright beacon in the darkness of the Warp.,
Piercing the skein of realitg that separates the
Warp and real space weakens the barriers
between them, and showld a_psyker without
the strength of will to yesist the intrusion of a
daemonic entity attempt to call upon the
Warp's eneray, n'n-_:; ety mJM-‘I’IIr’H_.rﬂ_f,J alfow

such monsters o cross benveen worlds,

All'it takes is one second of faxiny and entire
worlds can furn in rﬁ;'_ﬁa'r.'j‘ of daemonic
possession. From the _\'r'L‘rJ"_uf- mn'_)_!_u‘_r_;rffm: those
dvmwnt to the taint of the dacmonic may reap
a harvest of blood. Reneqades, cuftists and’
worse, daemons, ave all dvawn by the seent
of death and destruction to_feast upon the

living.

“Thar is the best-case scenario, where
daemonic intrusion may be the result tr_f-_\'unn'
tervible accident. But there are those who
activelyy seck to summon forth  such
biasphemous creatures through  diabolical
incantations and heinons sacrifices for their
o ens, f'i'}x'!; Crave an easty routee 1o prower
neither veafising nor caving of the_fearful
price that nust be p:ir'rf: for such treachery,
For such traitors there can be no meray and.
Experor willing, it will be our {iuij; task o
root out these foes of Mankind and visit His
justice upon them.”

Marchant cireled the lectern frJJaf‘ﬂJ!}FE‘rJ‘" fris
arms, qripping the folds of his robes,

“Nout frave all heard E?f- mie, You fknow that |
nw.\i'{f';.‘ux'[_' I}'Ii’_-;u‘:'r-; to this malige intrision

and alwost paid the wltimate price for my

montentary weakness. A dacmon possessed

nyy flesh, bt oy faith in the Emperor was
strong and [ defeated  the abomination

through the purgation of pain. With my

Gl T AR

burning sword clusched to my brease 1 was

able to cast out {ts foulness,”

Marchant pulled open the top portion of fris |

robes, the prosthetic brass rods manipulating
fis fingers clicking together as he reveated the.
fideonsly  burned  flesh beneath.  The
puckered scar tissue, seared forever- into
Marchant's bodyy, was in q ﬂm_.r;. cruciform
shape, L’f;WIt’H_\'I:” tha [Jf a broad bladed
sword. The noviciates vecolled. All had feard
the tales of Marchant's injuries, but none
had seen the horrendous damage done to the

Lord Inguisitor by his own heand,

".ﬁ';w':' me _qum'_;fn_:;. Yo Inquisitors, The
trials I witderwent to regaist ity soul are but
the Jm‘ri"s:‘ﬁm'rim-r g,‘- Iﬁ:‘_;rfmiun’ I endhre
~'H-|[|-|'-IT.\'J'Hirf.\'ﬁl'lh'irI"ﬁJ}' allowig m_r;_ﬁi’_\'ﬁ fo
be wsed as a fost for the vileness E:*f-:i daemon,
Let my fate be a warning to afl whio employ
the _powers E_rf' rll"r:'l;;r_\_rp’c-n: Iris a flrarirk: and
powerful path to achieving your goals, but
always  beware of the temprations of
radicafion. To follow this dangerons route is
fo care not that the very powers iou are
using  may be COPFIIING  toif r'H.\'irfi'nm'f_i;
from withip, The Heretic Quixos, mey fiis
wame be cursed a thowsand fi!ltt’.\'_ﬂ‘l' a
thowsand wyears, fell in this way; not in one
dark revelation, but stowly. in small steps
that he justified by the results he was
achieving, Ahways be aware of the dangers
infirent in Iﬁ:‘_;'murl'\' tfou wse. Be sober and
careful, responsible and solemn, for such
abifities are wor to be taken lightly and

shoufd never be trusted.”

Marchant raised fiis hand to fis frow and
sighed, as thowagh the effort of speaking for so

long had exfrausted him,

“Ican tefl you no more this ;fri\rf. bt take
what 1 fave said, wever forger it and never
aflow yourself to become that which we seek to
destroy. Take a good fook at the man sitting
next to you and Know that _f'_j'"f;m_,frih’,' it iy
well be hie who fumts yore doven and Kifls you.

Thank youe, gentlemen, and qood day.”

Marchant's entourage ghosted from  the

shadows and wordlesstyy felped their master

from the sifent chamber as the In[fm'.cr'r.-m'rif

noviciates sharved ineasy glances avound the

PO At one another.
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i ASTRA IIPERATOR GLORIAN:EXTERMINATUS EXTREMIS:

THE GREY KNIGHTS

. On Saturn’s moon of Titan, a massive basalt fortress-

monastery rears from the ice above the oceans of liquid
methane like a jagged, black spire. The monastery is home
to the most secret of Chapters in: the Imperium, the
Chamber Militant of the Ordo Malleus, the Grey Knights.
. The dusty, echoing halls of this fortress are hung with battle
honours stretching back almost ten thousand years,
though none outside the Grey Knights or Ordo Malleus
would recognise the names of the conflicts inscribed in the
faded gold lettering.

Legend tells that it was around the time of the Second
Founding that the Emperor ordered the creation of this
secret Chapter of Space Marines. The fragile Imperium
had only Just survived the galactic civil war of the Horus
Heresy, and was still very much at the mercy of the powers
of Chaos. The Emperor understood that it would require a
dedicated band of incorruptible warriors to protect it from
the dread creatures of Chaos in the days to come, and so
the creation of the Grey Knights was undertaken in great
secrecy. Where other Space Marine Chapters were
created from the gene-seed of existing Chapters, the Grey
Knights were unique in that their gene-seed was said by
some to have come from the Emperor's own flesh. The
Ordo Malleus was in its infancy at this time, the corruption
of Horus lending new impetus to the creation of an order
tasked with the hunting and elimination of the daemonic.

The Grey Knights were permanently attached to the Ordo
Malleus, becoming the hammer with which these servants
of the Emperor would smite the forces of Chaos, and one

i

of its Grand Masters is traditionally a member of the Inner
Conclave of the Inquisition. Space Marine recruits are often
drawn from feral words and the Grey Knights are no
exception; its recruits are emergent psykers plucked from
the most savage warrior cultures imaginable, where only
the bravest and strongest survive. Recruits selected to join
the Chapter are returned to Titan to begin the long and
arduous process which weeds out those without the
physical strength and immense mental fortitude to become
a Grey Knight. Only the best of the potential recruits
survive this selection procedure and are deemed worthy to
begin the process of transformation from human to Space
Marine. Once their bodies are implanted with the precious
gene-seed, the aspirants’ true training can begin.

The most advanced psychosurgery and bioengineering is
used to condition the aspirants into the mightiest warriors
in the galaxy, immune to fear and sights that would blast
the sanity of even ‘normal' Space Marines. The Rituals of
Detestation and the punishing training regimes of the Grey
Knights ensure that only the most dedicated and pure
aspirants can achieve the standards required for this most
holy order. A Grey Knight's soul must be steeled against
the whispered temptations of Chaos and the honeyed lies
of daemons. To face such horrors and walk away without
the slightest blemish on the soul requires the strongest
faith, the most resolute will and the purest heart. Intensive
conditioning allows the Grey Knights to withstand these
horrors of the daemonic and resist the temptations of
Chaos.

-r




Of all the recruits brought to Titan, the merest fraction
survive or display the qualities required to join this
brotherhood. To be a Grey Knight is to live a life of spartan
purity, solemn meditation and earthly denial that
strengthens the mind and armours the soul with faith. Such
dedication is necessary if the Grey Knights are to stand
against the horrors of the Warp and, to date, such
precautions have proven to be effective as not a single
Grey Knight has faltered in battle or turned to Chaos. The
Grey Knights who take to the field of battle have trained
their whole lives together and form an unbreakable
brotherhood of devoted warriors. Each Grey Knight would
gladly lay down his life in defiance of the daemonic and the
legacies of heroism within the Chapter would be the stuff of
legend were such stories allowed to be told.

Perhaps the most insidious threat to the Imperium is the
menace of uncontrolled psykers, for these dangerous
individuals can act as conduits by which the spawn of the
Warp can manifest themselves. Powerful daemonic entities
can force their way from the realm of the Immaterium into
realspace via the psychic link forged by an unprotected
psyker whenever they use their powers. It is for this reason
that the Grey Knights are screened to exclude all but the
most potent psykers. The strongest and purest of these
psykers are then trained to even higher levels of mastery,
where their skill in using these abilities can match those of
the mightiest Librarians of the Adeptus Astartes. Even
amongst those who reach this level of mastery, there are
those who distinguish themselves and they may be
elevated through the ranks and take to the field in ancient
and sacred suits of Terminator armour. These baroque and
heavily ornamented suits are holy relics in themselves and
the Chapter's symbol of a sword piercing a tome is
prominently displayed on their surfaces. The Grey Knights
fight with the finest weapons and equipment that the
Imperium can produce, the Nemesis force weapon and
storm bolter being the most ubiquitous, and upon returning
to the Chapter from battle, they are reverently purified and
reconsecrated following battles with the daemonic.

The Grey Knights have encountered many blasphemous
foes and the understanding gained from fighting them has

earned them much hard-won khowlledgeﬁ”éﬁﬁtain'eﬁ wit

~ and mnemonic servitors fill this heavily guarded ||brary} and

the deepest, ' most secure cavern within the fortress
monastery on Titan, this repository of damnable lore, t

Librarium Daemonica, groans under the weight of the evil -
it contains. Twisting corridors of logic stacks, data: crystals ‘

the threat of such knowledge falling into the wrong. hands .
is taken very seriously indeed. Each of the Grey Knights
carries a copy of the Liber Daemonica, the Chapier'
sacred rites of battle, in a ceramite case on his breastplate.
This is a potent symbol of every Grey Knight's devotion to
the Emperor and contains the cardinal tenets of lore culled -
from the dark knowledge contained wit_hin the Librarium’s .
walls,

The forces of Chaos are manifest throughout the galaxy
and, while the Chapter maintains a fighting strength on
Titan, the majority of the Grey Knights forces are scattered
amongst the stars. Chaos can threaten anywhere and the |
Grey Knights must be ready to fight it. Its rapid-reaction
forces are equipped with the fastest ships of the Adeptus
Mechanicus and are crewed by the most trusted captains
and the finest Navigators of the Navis Nobilite. The Grey
Knights are often the first force to arrive at the site of a
daemonic incursion and there are many recorded
instances where subsequent Imperial forces have arrived
to find the foe defeated with no clue as to how.

The warriors of the Grey Knights are amongst the greatest
heroes of the Imperium and the lives they have saved
through their selfless dedication and steadfast heroism are
beyond counting. It is the fervent wish of every Grey Knight
that upon his death, he be carried back to Titan to be
interred in the consecrated crypts beneath the Emperor's
Temple. There exists a great basalt wall in the heart of the
Grey Knights fortress-monastery with the names of every
warrior who has fallen in battle against the forces of Chaos
inscribed by his battle brothers. Some of the greatest
heroes of the Imperium lie buried beneath the rock of Titan
but, like their Chapter’s very existence, no one can ever
know of them.

Unlike almost all other Space Marine Chapters, the Grey
Knights do not follow the tenets of the Codex Astartes in
the matter of force organisation, Due fo the unique

trained, each warrior progresses through a series of
preordained ranks and will operate in a particular squad
led by an individual of higher rank rather than being
assigned to a particular battle company. These squads
may be called upon to act independently from the main
body of the Grey Knight force, and have to operate at full
efficiency even when light years away from the rest of
their Chapter, As such, the leader of each Grey Knight
squad Is obeyed immediately and without guestion by
those under his command.

gruelling induction into the Grey Knights, he is honoured
with a suit of power armour and assigned to a Grey

Grey Knight Military Organisation

manner in which the Grey Knights are recruited and

. Knight to reach the rank of Grand Master, but few survive

When a new recruit has completed the lengthy and

Knight squad under the command of a Justicar. At this
stage he is permitted to wear his own personal heraldry.
If he survives long enough to become a Justicar himself,
‘he will lead a squad of Grey Knights in battle, perhaps
specialising and joining a Teleport Attack or Purgation
Squad. The few who prove themselves truly worthy and
master their psychic talents over centuries of active
service will be granted Terminator Honours and take to
the field in one of the hallowed Tactical Dreadnought
suits of the Grey Knights. Those who excel amongst
even these superhuman individuals are promoted to the
rank of Brother-Captain. It is the ultimate goal of the Grey

long enough or achieve the complete mastery of their
psychic potential necessary to be granted this supreme
honour. Those who do so are truly amongst the greatest
of the Emperor’s servants.
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Fearless -
Grey Knigﬁts_ are inured to every manner of horror and
death from their initiation; no power in the galaxy or
 beyond it can blunt their purpose. As such they are
Fearless and assumed to pass all Morale checks, even if
failure is normally automatic. They also cannot be
"Pinned. A
. Deep Strike
Grey Knights are commonly teleported into position
where they are needed most. Any unit of Grey Knight
Terminators, a Grey Knight Hero or a Grey Knight
Teleport Attack may be held in Reserve and enter play by
Deep Strike using the Deep Strike scenario special rules
(see page 132 of the Warhammer 40,000 rulebook) even
in missions which do not normally allow Deep Strike or
Reserves.

True Grit

Grey Knights have the ‘True Grit’ ability when armed with
storm bolters, enabling them to use them in close combat
like lesser creatures would use pistols. This means they
gair, the bonus attack dice for being armed with an
additional close combat weapon, providing they have not
charged in the same Assault phase. This rule only applies
to Grey Knights in power armour.

The Aegis

The armour worn by Grey Knights is archaic and
baroque, anointed and inscribed with prayers and
hexagrammic wards, ritually consecrated and psychically
charged to do battle with the unholy. In conjunction with
the psychic might of the Knights themselves, these
hallowed suits of armour enable the Knights to resist their
otherworldly foes. Aegis suits render the following
advantages to Grey Knights:

Every time an enemy psyker uses a power that targets a
Grey Knight squad or character and requires a Psychic
test, that unit can resist it by rolling a D6 and adding the
highest Leadership value in the Grey Knight squad. The
enemy psyker must roll equal to or higher on a D6 plus
their own Leadership characteristic to penetrate the Grey

The Daemon has many forms. You must know
them all. You must tell the Daemon from his
disquise and root fiim out from the hidden
places. Trust no one. Trust not even yourself. It
is better to die in vain than to flive in
abomination. The zealous martyr is praised for
his valour, the craven and the wnready are
justly abhorred.

Excerpted from the
First Book of Indoctrinations

 GREY KNIGHTS SPECIAL RULES

Knights' defences. If the psyker rolls under the Grey
Knights' total the power fails. Note that the
Daemonhunters player can use either this power or a
psychic hood on an enemy psychic power, not both.
Minor psychic powers used by the enemy have no effect
at all on Grey Knights.

The Shrouding

The combined psychic prayers of Grey Knights are
focussed in battle to constantly confuse and wrong-foot
their enemies, blinding their corrupted senses with the
shining light of their faith and resolution.

Each time an enemy unit fires at a unit of Grey Knights it
must check if it can see them. Roll 3D6 and multiply the
result by 3, giving a number between 9 and 54. This is the
number of inches the Grey Knights can be spotted at, and
if the unit is within this range then firing is conducted
normally. A unit which fails to detect Grey Knights misses
its chance to fire at an alternative target in the confusion.
Guess range weapons and ordnance weapons fire as
normal but double their scatter distance if the Grey Knight
targets are outside the spotting range rolled. Normal
Night Fighting skills and equipment such as searchlights
have no effect on this power but units which include a
psyker can re-roll the dice and accept the second result
instead. Actual Night Fighting conditions override this
rule.

Rites of Exorcism

The very presence of Grey Knights is nigh intolerable to
Daemons. Their psychic purity and sonorous chants of
detestation repel the daemonic and make it hard for them
to even maintain their hold in the material universe.
Daemons which take Instability tests while there are Grey
Knights on the battlefield suffer a -1 modifier to their
Leadership. All Daemons attempting to charge Grey
Knights must roll dice for their Assault range as if they
were moving in difficult ground.

Daemonic Infestation

The presence of Grey Knights indicates intense
daemonic activity and an imminent breach of catastrophic
proportions. To represent this, Daemon Packs, Nurglings
and Daemonic Beasts Packs (but not Greater Daemons,
Daemon Princes or any other type of Daemon) gain the
Sustained Attack scenario special rules (see the
Warhammer 40,000 rulebook) in any mission where they
are opposed by Grey Knights. Daemons brought back
into play in this manner are not summoned (they re-enter
the table from the edges as detailed in the Sustained
Attack rules) and cannot claim mission objectives, table
quarters, etc.

Designers’ Note: The Daemonic Infestation rule is
intended to offset some of the Grey Knights' considerable
advantages when fighting Daemons. This is done rather
than simply making them cost more points, so they are
not penalised unfairly when fighting non-daemonic
opposition.
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THE

PURITAN INQUISITORS

Like any organisation of great size, the
Holy Orders of the Emperor’s Inquisition
is riven with its own internal politics and
certain factions sharing commenality of
belief have formed within its power
structure. These factions can broadly be
grouped into two opposing viewpoints
classified as Puritans and Radicals.
Within these very broad categories there
are many shades of grey and it is said that
there are more differences of opinion
within the  Inguisition than there are
planets in the galaxy. The Radicals,
according fo Puritan doctrines, show little
regard for the holy teachings of the Divine
Emperor, believing that their ends justify
any means. Puritan Inquisitors are those
who hold true to the lore first taught to
them by the Masters of the Inquisition,

The Puritans are the defenders of
Humanity from the filth and abominations
that lurk in the darkness of a hostile
universe. Seen as the holy protectors of
Mankind, they uphold the traditional
values of the Imperium and that taught by
the Ministorum, appearing to the common
masses as true defenders of the faith,
They purge the witch, castigate the
wicked and destroy the Daemon
wherever they may be found. Such is the
force of their faith in the Emperor that
Daemons and other blasphemies find it
physically painful to approach them, and
their faith can command entire armies.
Puritan Inquisitors believe that the only
way to fight the abominations of Chaos is
to tread the path of righteousness and
avoid the pitfalls of radicalism. Chaos
insidiously destroys all that it touches and
it is not possible for an Inquisitor to use
the weapons or power of the Great
Enemy without becoming corrupted
himself.

Yet even within such pure-hearted

warriors, there exist differing
philosophies of how best to
serve the Emperor.

s

EXTRENIIS:

INQUISITORS OF
RDO MALLEUS

The Thorians take their name from
Sebastian Thor, the saint who overthrew
the insane Lord Vandire during the Age of
Apostasy. They believe that the Emperor
acted through Thor and that the
Emperor's soul can be reborn again if
another person of suitable piety and
holiness can be discovered. The
Amalathian creed seeks to maintain the
status quo of the Imperium, believing that
change (if change is necessary at all)
should be slow and measured. They
decry those philosophies that espouse
violent change and upheaval, accusing
their adherents of colossal arrogance in
claiming to know the will of the Emperor.
Far better to allow His divine plan to
unfold as He has decreed it. In this way
the Amalathians are less stringent in
persecuting the traditional crimes against
the Imperium, and are more concerned
with keeping political infighting between
disparate Imperial organisations to a
minimum, holding true to the Inquisition's
original creed of strength through unity.

Most extreme of all the Puritan factions
are the Monodominants, who believe that
it is Mankind's manifest destiny to rule the
galaxy, and that the only way this can be
achieved is by the extermination of every
one of the Emperor's enemies. They
brook no exceptions and are rigorous in
the extreme of their persecutions of those
they perceive as their foes. Xenos,
mutation, heresy, witchery, blasphemy
and civil disobedience are all crimes
punishable by death to a Monodominant,
and there is no reprieve should an
Imperial citizen be declared guilty.

Thus, while the overall cohesion of the
Puritan creed may be as fractured as that
of the Radicals, they will countenance no
doubts as to the righteous purity of their
methods. Where the Radical risks his
eternal soul, the Puritan knows that his
own path is true and the only way to serve
the Emperor is to enforce His will in as
rigid a fashion as possible.

“Gregor Eisenfiorn, in fealty to the God-Emperor,
our undying lovd, and by the grace of the Golden
Throne, in the name of the Ordo Mallens and the
Inguisition, 1 call’ thee diabolus, and in the
testimony of thy crimes, I submit this carta. May
Imperial justice account in all balance. The
Enmyperor protects.”

Grand Master Osma of the Ordos Helfcan,

- 10 -



THE PRICE OF FAILURE

The threat that Chaos poses to
Humanity far outweighs that of the
most malevolent alien race or
cataclysmic war. Chaos, being in part
the dark shadow of the Human race,
has the potential to fester in every
corner of the Imperium. One
individual's lapse in vigilance can allow
countless Daemons to spill from the
Warp into the material universe.

Chaos can be compared to a dormant
infection present in every vein and
tissue of its host, with only a thin
protective layer keeping it from bleeding
out into the universe. The psychic
awakening of an untutored psyker or
the conducting of forbidden rites tears a
grievous wound in this layer. If this is
not dealt with in the most immediate
and final way, the wound will open
further and the infection will spread
unchecked like a cancer, leading to
daemonic infestation. The Ordo Malleus
has long served as Humanity's defence
against such occurrences.

The corruption of an area affected by
Chaos is not purely physical. Even once
the servants of Chaos have been
destroyed, the affected area must be
thoroughly cleansed with righteous fire
and holy incantations in order to
prevent any recurrent threat. It is
testament to the threat of Chaos that
the Ordo Malleus will not hesitate to
declare Exterminatus upon a world
tainted by its touch, eradicating all
lifeforms with a devastating barrage of
virus bombs or cyclonic torpedoes.
More often than not this will consign
billions of souls to death, but given the
alternative, this is a merciful reprieve. If
the forces of Chaos should rise to claim
the galaxy, every living thing under their
thrall would be irrevocably defiled. The
barrier between realspace and the
Warp would collapse completely, and
the stigma of Chaos would pollute
everything that was once pure.

RADICAL INQUISITORS

And yet, there are those within the
Inquisition that seek to turn Chaos
against itself. Even within the staunch
ranks of the Ordo Malleus there exist
those who have successfully harnessed
the power of the Warp in the fight against
Chaos. These individuals are generally
termed Radicals (among other less
savoury terms such as heretic and
traitor) and are largely denounced by the
Puritan factions of the Inquisition, who
outnumber them many times over.
Nonetheless, a number of the most
respected members of the Inquisition
either belong to one of the Radical

factions or allow them to procéed in their

exhaustive investigations into the powers

of Chaos, for they believe that to fight
Chaos one must first understand it.

These investigations have not been
without success, and many Inquisitors,in
the Ordo Malleus foster their own
psychic abilities in order to better combat
the foe. Although this Is viewed as
dangerous at best and heresy at worst
by the more traditional Inquisitors, in this
matter it is they who are in the minority.
The psychic potential of the human race
has been successfully harnessed time
and time again, and many of its most
influential institutions rely on its use,
such as the Adeptus Astra Telepathica
and the Navis Nobilite.

Further down the path of the Radical
are those who utilise Chaos-tainted
artefacts they have wrested from their
quarry. There are even those who
make use of the daemonic weapons
taken from their defeated foes, for their
potency is unquestionable. It is even
rumoured amongst the highest orders
of the Inquisition that there are those
among the Adeptus Astartes that
employ such methods.

But there are those who have gone
further still in their search to bend the
daemonic to their will by creating entities
known as Daemonhosts. This incredibly
dangerous procedure is only attempted
by the most knowledgeable or foolhardy
of Radical inquisitors, for it binds a
daemon from the Warp into a human
body, displacing the soul within as the
possession takes place. With lengthy
and careful ritual, a host body can be
prepared that can trap a summoned
daemon within a prison of flesh, held in
place by potent sigils, blessed chains
and canticles of binding. The resultant
Daemonhost is theoretically bound to
serve its captor and obey his commands,
although this is far from absolute.

The creation of such blasphemous
entities is enough for an Inquisitor to be
declared Excommunicate Traitoris, and
hunted until death by a jury of his peers.
These Inquisitors are reviled as traitors
wherever they turn and expelled from
their Ordo. Inquisitors  Quixos,
Lichtenstein and Kessel are all
examples of those who have created
Daemonhosts and paid the price, being
hated like no other for having betrayed
all that the Ordo Malleus stands for. For
even the most dedicated Inquisitor, the
true threat of Chaos lies not on the
battlefield, but in insidious whispers in
the minds of the pure that slowly, and by
the tiniest of increments, lead them onto
the path of damnation.
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ORDO NML_LEUS PSYCHIC POWERS

Any Inquisitor, Inguisitor Lord or Grey Knight Hero may take a single psychic power as listed below. If they possess a Familiar they

may take an extra power per familiar. Abllities are used following the rules in the Warhammer 40,000 rulebook. A psyker may only
use a single major power in a given tum unless he has Consecrated Scrolls (see the Daemonhunters Armoury on page 16).

Units of Grey Knight Terminators may upgrade to have the Holocaust power. See the Grey Knights army list entry for more details.

The psyk.er must pass a Psychic test in the appropriate phase to use any of these powers.

BANISHMENT (20 points)

The psyker bends his indomitable will to the dissolving of the
bonds that hold his daemonic prey to the material plane, forcing
them back to the hell from whence they came,

Banishment is a psychic power that may be used at the
beginning of any Assault phase. Daemons in base contact with
the psyker or the squad he is with roll 3D6 when testing for
Instability, and add the two highest dice rolls for the result. This
effect lasts until the end of that Assault phase.

DESTROY DAEMON (15 points)

The psyker chants litanies of purity and abjuration in time with
his blows, every strike preceded by a crescendo of righteous
hatred that weakens the subslance of his warp-spawned foes.
Destroy Daemon is a psychic power that may be used at the
beginning of any Assault phase. If the test is passed, any to hit
or to wound rolls made by the character against Daemons may
be re-rolled for the rest of the turn. You must accept the result of
this second roll.

HAMMERHAND (10 points)

Some psykers can wield their mental powers as a physical force,
such that anything they touch suffers catastrophic damage. A
psyker using Hammerhand is capable of ripping apart
adamantium plates with his bare hands.,

Hammerhand is a psychic power that may be used at the
beginning of any Assault phase. If the test is passed,
Hammerhand doubles the basic Strength of the user until his

next turn. The psyker also counts as having an additional close
combat weapon. Note this power does not ignore armour saves
or affect the order in which close combat attacks are resolved.
As his fists crackle with destructive energies, he may not use any
weapons until the beginning of his next turn, and so may not
benefit from any power weapons, a Nemesis force weapon or
other special close combat attacks.

HOLOCAUST (20 points)

The psyker profects forth the fire in his soul in a searing ball of
white flame, igniting the very air around him, incinerating any
who come too close.

Holocaust is a psychic power that may be used in the
Daemonhunters’ Assault phase, at an effective Initiative of 1. If the
Psychic test is passed, place the Ordnance template anywhere in
contact with the psyker (or the Brother-Captain in the case of a
unit of Terminators). All models, friend or foe, under the template
suffer a Strength 5 hit with armour saves taken as normal. Those
partially under the template take a hit on a dice roll of a 4+. If a
Grey Knight Terminator Squad uses this power and suffers a
Perils of the Warp attack it will affect every member of the squad
at the same Strength value. Any and all wounds inflicted by this
power count towards the combat result.

SANCTUARY (15 points)

Many psykers can throw up a psychic shield that protects them
from malign influences, and the strongest in faith can even
conjure temporary wards around their companions through
which the Daemon cannot pass.

Sanctuary is a psychic power that may be used at the beginning of
the psyker's turn. Daemons may not move within 3" of the psyker
for any reason — they treat this area as impassable and cannot
draw line of sight through it. Daemons already within this radius
are pushed directly away from him until they are 3" distant, and
must retain unit coherency if possible. This can effectively end a
combat. Any Daemon that enters play within 3" of the psyker whilst
he is using Sanctuary is automatically destroyed. The effects of
this power last until the psyker moves, shoots or uses another
psychic power, although he can fight as normal in close combat.

SCOURGING (20 points)

The psyker channels his righteous wrath into crackfing energy,
the air itself splitting apart as bright arcs of soul-lightning ravage
those in the psyker’s path.

Scourging is a psychic power that may be used in the psyker’s
Shooting phase instead of firing a weapon. When used,
Scourging counts as a weapon with the following profile,

Range: 18" Str: 5 AP. 5 Assault D6

Roll to hit, wound and save as normal. Invulnerable saves may
not be taken against wounds caused by Scourging.

WORD OF THE EMPEROR (10 points)

Many puritanical Inquisitors have such force of belief that their
canticles and'liturgies can cause the unbefiever and the Daemon
to shrink back in fear.

Word of the Emperor is a psychic power that can be used at the
beginning of the enemy Assault phase, even if the psyker is
engaged in close combat. All enemy units attempting to charge
the psyker or his unit must pass a Leadership test. If they fail,
they may not assault at all that turn.

-12 -




IN QUISIT ORIAL HENCHMEN

Although some Inquisitors prefer to work alone, it is common
practice for an Inquisitor to surround himself with exceptional
individuals. Many of these he has encountered on his ceaseless
quest to protect Humanity, but such is the authority of the
Inquisition that every citizen of the Imperium is his to command
should he require them. Occasionally an Inquisitor will have need
of an astropath to convey an urgent piece of information, or an
experienced warrior to reinforce his strength on the field of battle.
Those who excel in their role find themselves a permanent
member of the Inquisitor’s staff. Imperial records show that at one
point Inquisitor Lord Coteaz had more than three hundred
individuals in his employ, albeit scattered throughout the
segmentum. Generally, though, an Inquisitor will have a small
entourage of those he has deemed most useful for his current
mission, accompanying him across countless light years on his
quest to bring light to the darkest corners of the galaxy.

An Inquisitor or Inquisitor Lord may take Inquisitorial Henchmen
as a retinue. Note that the Inquisitor and any Henchmen he may
have only take up one of the appropriate slots on the force

organisation chart (HQ for Inquisitor Lords, Elites for

Inquisitors.). They form a single unlt and obey all normal unlt

coherency rules,

An |nquisitor may take up to six Henchmen, whereas an
Inquisitor Lord must take a retinue of between 3 and 12. An

Inquisitor or Inquisitor Lord ean have no more than three . ]

henchmen of any one type in his retinue. Victory Points are
counted for the unit as normal. ;
Any profile Increases an Inguisitor may benefit from due to his
Henchmen remain in effect even if the Henchman that afforded
the increase is removed from play.

INQUISITORIAL HENCHMEN
Pts WS BS S T W |
Henchman varies e NI TS e St I R o <

Equipment: A variety of armaments that range from digital
weapons to industrial chainsaws. Treat them as being equipped
with a laspistol and a close combat weapon unless stated
otherwise in the Henchman's description.
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THE FAMILIAR . ......... AR IS R AR .....6 points
_ (Cherubim/Servo-skull/Psyber-eagle)
An Inquisitor Is occasionally accompanied by familiars attuned lo his telepathic
signature. These strange constiucts not only boost his alertness to danger but also
act as psychic conduits; an Inquisitor accompanied by a Familiar finds his psychic
abﬂf'ﬁe__s-ﬁmpﬂﬁed but without the cost such augmertation usually incurs.
The most common of these bizarre constructs is the Servo-skull. These are built
from the craniums of Imperial servants, and are given motive force by small anti-grav
motors. Inguisitors have also been known to use genetically and cybernetically
enhanced familiars that are symbols of purity or vigilance, such as the eagle,
' cherubim or raven. These psychic-symbiotes are mentally linked to the Inquisitor,
and he can command them, see and hear with their senses and even altack with
them should the situation become desperate.

If an Inquisitor has one or more Familiars in his retinue, he benefits from +1 Initiative.
For each Familiar the Inquisitor has in his retinue, he may purchase one more
psychic power than normally allowed from the Daemonhunters Psychic Powers list
{page 12). However, he may only use one of these powers per turn. When the
Inquisitor is removed from play, any Familiars he may have had are also removed. If
the Familiar is removed, the Inquisitor's psychic powers are unaffected.

Familiars count as being armed with a single close combat weapon,

THE HIEROPHANT ........ St T '

W

(Castigator/Ecclesiarchy Priest/Exorcist)

The Inquisitor knows full well that faith is both his best armour and his most potent
weapon against the Daemon. Though his own faith in the Emperor js unshakeable,
he is accompanied by the most devout and pious of holy men, their abjurations

. bolstering his own holy prayers. Any Daemons able lo hear these caltechisms find

their tenuous hofd on reality dissolving. To the abomination, a litany of purity is as
deadly as a sword.

If an Inquisitor has one or more Hierophants in his retinue, he gains +1 Leadership,
to a maximum of 10. Daemons wishing to assault a unit including a Hierophant must
roll dice for their Assault range as if they were moving in difficult ground. If the
Inquisitor has two or more Hierophants in his retinue, Daemons within 6" of the unit
are at -1 Ld in addition to other modifiers.

THEACOLYTE. ... ooumamvaids s s o R il s R SR T 8 points
(Interrogator/Explicator)

The Inquisitor is hardy and wise, having survived fong enough to begin training likely
prospects to follow in his footsteps. Typically having been active in the field for over
a century, an Inquisitor only accepts trainee Inquisitors once he is certain he has
mastered the skills of his calling. His charges hang on his every word, hoping some
day they will attain the status of their mentor. All aspiring Inquisitors must start at the
lowly rank of Explicator, where they learn how to extract information using physical
pain and the tools of the torturer — after all, they are not known as the Inquisition for
nothing. Those few who survive to make the rank of Interrogator are both capable
and strong, for only the most skifful survive the duty of accompanying their mentor
on the field of battle.

If an Inquisitor with an Acolyte Henchman suffers a wound, he may allocate the
wound to the Acolyte. This must be done before any saving throws are attempted.

Each Acolyte in an Inquisitor's retinue can purchase up to 15 points of equipment
from the Daemonhunters Armoury.
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THE WARRIOR ............ RS R .....10po|nts
(Imperial Guard VelaranfGombat-Sew{torqun Bervltor) i
The Inquisitor has an affinity for martial actions and a fine appreciation of the vaiue or’ !
ranged firepower. He has trained extensively in both ranged combat and close assault, i
and ensures that he is well equipped to combat the minions of the Daemon’ as wellas @
the Daemon itself. He is invariably accompanied by aocom,or'fshed and well-armed
warriors, capabie of laying down covering fire as their master singles out his qua
These warriors range from experienced, hard-bitten Imperial Guardsmen to Gu
Servitors, cybemetically altered to the extent that they are more weapon than man.
The Inquisitor gains +1 WS if he has any Warriors in his retinue. |

All Warrior Henchmen have BS 4, a 4+ armour save, a hellgun, targeter, and both
frag and krak grenades,

A Veeteran Guardsman may exchange his hellgun for one of the following weapon options: |
helipistol and close combat weapon at no extra cost; shotgun at no extra cost, flamer at +5
points, plasma gun at +10 points, melta gun at +10 points, grenade launcher at +10 points.
Combat-Servitors must exchange their hellgun for a power fist and close combat
weapon at +15 points.

Gun-Servitors must exchange their hellguns for one of the following weapons: multi-
melta at +25 points; heavy bolter at +15 points. Up to one Gun-Servitor in each
Inquisitor’s retinue may instead be equipped with a plasma cannon at +35 points.

THE SAGE v oo coesas i 4aii i 60 SHmIesi s bk #8806 o i e e 10 points
(Autosavant/Lexmechanic/Calculus Logi)

Inquisitors typically have at least one savant on their staff, as their augmented ability
to store and process vast swathes of cogent information is of paramount imporiance
in tracking and discovering the Daemon, But their uses are by no means limited to
civilian roles. Also known as Calculus Logi, a savant or lexmechanic is extremely
adept at calculating trajectories and firing angles. They can process battlefield
information faster than even the most advanced cogitators, and their expertise in
predicting enemy movements is invaluable to a militant Inguisitor.

If accompanied by a Sage, the Inquisitor benefits from +1 BS. If he has more than
one Sage in his retinue, the Inquisitor or a member of his retinue may re-roll a failed
roll to hit during the Shooting phase, although he must accept the second result,

THE RMYETIC: oo nmis v mnsimwin aumse e ysem sisonspy wwaca o siibd b 6 points
(Astropath/Warp-Seer/Sanctioned Psyker)

Only a tiny number of Human psykers are judged psychically strong enough to
accompany their Daemon-hunting masters to the battlefield. These unfortunate few
are employed mainly for their precognitive abifities, a capable mystic being able to
sense the presence of the Daemon before it disgorges ltself into the material plane.
Often found in the retinue of Inquisitors that lack psychic abilities of their own,
trained psykers can fulfil the role of bloodhound, advisor, psychic shield or, in the
case of fruly unscrupufous Inquisitors, bart.

If a unit of Daemons, a Greater Daemon or a Deep Striking unit enters play within
4D6" of an Inquisitor with a Mystic Henchman (roll when each unit enters play), both
he and the rest of the retinue may immediately take a ‘free’ shot at them. These
shots are taken before the enemy unit moves, as an exception to the normal turn
sequence, and the unit counts as stationary. Aside from this, the normal shooting
rules apply. If the Inquisitor has two or more Mystics in his retinue, he may instead
nominate one unit with a model within 12" of him to immediately take these ‘free’
shats at the enemy unit that has entered play.
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DAEMONHUNTERS ARMOURY

Characters can have up to two weapons, one of which can be a two-handed weapon. You may also pick up 1o 100 points worth of
wargear per model but no model may be given the same item twice. Models wearing Terminator armour can only Use wargear ang
weapons marked with' a . All wargear and weapons must be represented on the model. However, unlike with normal visual
represantaton, it s permlﬂc-d for an Inguisitor or Inguisiter Lord’'s Henchmen fo carry items of wargear for him; 1o all intents and
purposest is stll part of the Inquisitor's wargear and is not destroyed if that Henchman is removed as a casually, Normal limits on

weapons camed miust still be obeyad.

ONE-HANDED WEAPONS
Anointed weapon (one per army)* 20 pts
BRI e LR S dpt
Chainfist (Terminators only)™ .30 pts
Close combat weapon .. .. ... .1 pt
Daemonhammer {one per army)™ * 30 pts
Force waapon™ ' .........%. 40 pts
Lightning claw (single)* 25 pis
Lightning claw .. ..........30pis
(pair, counts as 2 chmce-ﬂ'
Needle pistol '

MNull rod®

Plasma pistol

Fower fist”

Power weapon®

Storm shiald®

Thunder hammer”

TWO-HANDED WEAPONS
Combi-weapons:
Bolter-flamer*
Bolter-grenade launcher”
Bolter-plasma gun”
Bolter-meltagun® i 1 s
Bolter-neadle pistol® .. ... 10 pis
S ] g S 25 pts
Hellgun . L
L= a1 . .20 pts
Psycannon”
Storm bolter®

WARGEAR

Artificer armour .
Auspex”™

Bionics® .
Consecrated scrolls® '
Digital weapons '

5 pls
.20 pts
15 pts
25 pis
15 pts
.10 pis
25 pis

10 pts
.. 10 pis
15 pis

Artificer Armour: Artificer armour is
built by great master craftsmen and
offers even greater protection than
power armour. It confers a 2+ Armour
save,

Anocinted Weapon: The Daesmanhunter
has carafully anointed a rune-inscribed
weapon with holy water blessed by a
potentate of the Ecclesiarchy. The
anainted weapon counts as a power
weapon and against Daemons will
always cause wounds on the roll of 4+,
unless his normal strength would make
this roll less. Against possessed
vehicles and possessed Dreadnoughts,

Emperor's tarot* '

Frag grenades
Grimoire of true names”
Holy relic* *

lcon of the just” ?

Mrak grenades .
Master-crafted weapon®
Melta bombs

Power armour .

Purity seals .
Psycannon bolts®
Psychic hood® *
Hetractor field

Sacred incense”
Targeter el
Terminator armour
ldoesnt mclude weapons)
Teleport homer”
Unguents of warding®

PSYCHIC POWERS
Banishment

Destroy daemon
Hammerhand
Holocaust

sanctuary

Scourging

Waord of the Emperor .

Yowe wrest foce

MOV Ne IGWET llmu for

Dedicare this weapon, aiven nmre yonr Rand ar the belese of the Emperor

| destruction, Regard

Grey Knights in power armour may only choose items from the Wargear list, they are well trained in the blessed weaponry of thes
afder and are forbidden to use lesser items,

VEHICLE UPGRADES
Some vehicles can have the
following equipment upgrades. The
upgrades that may be taken are
listed in the entry for the vehicle in
the army list. All upgrades must be
shown on the model and no upgrade
can be taken more than once.
Blessed °
Dozer blade .
Extra armour AR
Hunter-killer missile . ... ... 1f
Pintle-mounted storm bolter . .
Psycannon bolts °
Sacred hull |
Searchlight
Smoke launchears |
1 Inguisters and Inguesitar Londs only
2 Inguisitors, Inguisior Lords and Grey Knight
Heres anly
mnguisiors, Inguisdcr Lords and gy Knights
oy,
i Alhowgh a siorm shigld 8 not & weapon as
such, it cownts as a single-handed weapon
because nothing elsa can be used by the amm
hoddirg thea shiald,

Grey Knight vehicles only.

e ruth f|ju'f|TJ':'EJ: and withour Ifi';"iu..l']ll.'.l[ frome duty. Onr evemics are

suctt s they 5 a chimera; self-deception i s only wify.

to dhicir

iy fumcrion as your only .-1'i|r1,4.' Lo five L=|r|':'|' te brivg cleansiag tire

ke pep sponer mil qoad staff, yenr drmonr ,:u|.-4'||_|1'||;r4||mu|, .;_-|¢J_-.i-,-_~ l|'hp.u'i_

the anointed weapon confers
2D6+Strength for armour penetration.
Only one ancinted weapon may be
included per army

Auspex: An auspex is a short-ranged
scanner used 1o detect hidden enemy
troops. If enemy infiltrators set up within
406" of a model with an auspex, then
that model is allowed to take a ‘free’ shot
at them (or sound the alarm in a Raid
scenario). If the model is part of a unit
then the wnhole unit may shoot. These
shats are taken before the battle begins,
and may cause the infiltrators to fall
back. The normal shooting rules apply.

.'“;-:..

Crailans Fleer, Lectures o the Oede Mablens,

Bionics: Bionics allow a character who
has suffered a crippling injury to retum
1o service. To represent this, if a model
with bionics s killed, instead of
removing i, place the model on its
side. Roll a D6 al the start of the next
turn: on a roll of a 6 the model is stood
back up with 1 wound, but an any other
roll it is removed as a casualty.

Betier Haan

COFFT i i,

crippled in body

= AroH




Chainfist: A chainfist is simply a power
fist fitted with an attachment designed
to carve through armoured bulkheads
or armoured vehicles. It is treated
exactly as a power fist, but roll 2D6 for
its armour penetration value,

Combi-weapons: These are basically
two weapons joined together, giving the
character a choice of two weapons to
fire instead of one. A character who is
armed with a combi-weapon may
choose which of the weapons he is
going to use in the Shooting phase. The
bolter may be fired any number of times,
but the other weapon may only be fired
once per battle. Note that you may not
choose to fire both weapons at once.

Consecrated Scrolls: The
Daemonhunter carries several scrolls,
treated with sacred oils and covered in
lluminated scripture that boost his
psychic abilities and repel any denizens
of the Warp attempting to ravage his
mind. They allow a Daemonhunter to use
more than one of his psychic powers
during a turn. They may only be used
once per battle.

Daemonhammer: The legendary
Daemonhammer is given only to those
of the Ordo Malleus who have excelled
themselves in battle by destroying a
Greater Daemon. On its head is a
burning sigil of the Inquisition, and it
strikes with the force of a thunderbolt. It
is counted as a thunder hammer in all
respects. However if he is fighting a
Daemon the Daemonhunter will strike
in Initiative order. One per army.

Digital Weapons: Ancient relics thought
to have been created for the Imperium by
an alien race, digital weapons are
powerful miniaturised versions of such
weapons as the needler and laspistol. So
delicate that they can fit onto a forefinger
or be diguised as jewellery, they are
invaluable tools for the Inguisition. A
model with digital weapons may make a
special attack in close combat at +2 to his
Initiative in addition to his normal attacks,
inflicting one Strength 4 hit on a D6 roll of
a 4+. Normal Armour saves are allowed.

Emperor’'s Tarot: The Inquisitor is
adept at consulting the Emperor’s Tarot
to reveal the course of the future, and
can gain valuable insights into the
outcome of a coming battle. Both
players roll a dice before deployment. If
the dice rolls are different, the
Daemonhunters player gets +1 on the
dice roll to ascertain who goes first. If
the dice rolls are the same, he suffers
-1 to the roll. One per army.

both hands and so cannot be used in

combination with another close combat

weapon. It is treated in all other
respects as a chainfist.

Force Weapon: Force weapons are .
potent psychic weapons that can only

be used by a trained psyker. They are
treated as a power weapon, but can
unleash a psychic attack that can kil
an opponent outright. Roll to hit, to
wound and to save as normal. Then, as
long as at least one wound has been
inflicted, make a Psychic test for the
psyker against one opponent wounded
by the weapon. The normal rules for
using psychic powers apply, and you
cannot use another psychic ability in
the same turn. If the test is passed then
the opponent is slain outright, no
matter how many wounds it has (but
count the actual amount inflicted for
determining which side won the
assault). Note that a force weapon has
no special effect against targets that
don't have wounds, eg, Dreadnoughts,
vehicles, etc. Also note that you only
take one Psychic test no matter how
many wounds were inflicted.

“The dacmonic ave without number,
and their legions span the gafaxy
But faith does not tire, Should it take
us an eremirq the Ordo Midlews will
find and exterminare them afl.”

Lord Hephaestos Grudd

Grimoire of True Names: In rare
cases, a Daemonhunter will bring an
ancient and hallowed grimoire to the
battle inscribed with the true names of
all the Daemons encountered by his
order. Because knowledge of a
Daemon’s name gives power over that
entity, Daemons in base contact with
the character equipped with this item
halve their Weapon Skill (rounding
down). One per army.

Hellgun: A Hellgun is an advanced
form of lasgun that utilises a high
energy laser beam. It has the following
profile:

Range: 24" Strength: 3 AP: 5 Rapid Fire

Holy Relic: A model bearing a holy
relic may reveal it once per battle. This
may be done at any time, as long as

o a

Eviscerator: This is a grotesquely  the model with the relic-does not mov
large two-handed chainsword. Inits '

military capacity, it must be wielded in " the turn the relic is revealed

of that turn. Note that the relic may be

you wish. One per army.

. able and battle-tempered Qf the Ol'd&
Malleus's warr;ors. t!ae lcon of th

during the samtum itis: reﬁfaa

in the Daemanhuntars army . wﬁhr-:
2D6" get a +1 Attack bonus fnr‘ihe ra‘ﬁt

revealed in an opposing play%shrn it

lcon of the Just- Glftsd tb the mo‘si

Just  incorporates. a powerful
localised force field. This gives its
bearer a 4+ Invulnerable save that
may be used instead of the models
Armour save.

Incinerator: Often the best cure for the |
unholy is purgation with righteous
flame. Incinerators are blessed
weapons, fuelled with "the purest
consecrated promethium and blessed
oils to burn with the white heat of pure
faith.

Range: Template Str: 5 AP: 4 Assault 1

Note: Only Armour saves may be
taken against an incinerator;
Invulnerable saves or cover saves may
not be taken.

Lightning Claws: Lightning claws
count as a power weapon and the
model wearing them may re-roll failed
rolls to wound, Models who are armed
with lightning claws only receive the
+1 Attack modifier for an additional
close combat weapon if the second
weapon is also another lightning claw,
as they are designed to be used as a
pair.

Master-Crafted Weapons: A master-
crafted weapon follows the normal
rules for the weapon, except that you
may re-roll one failed roll to hit per
turn. Master-crafted weapons are
taken as an upgrade for a weapon that
is already being carried by a model
and should be represented by a
suitably ornate weapon on the model
itself. Note that you may not master-
craft grenades! The cost listed in the
Wargear section is in addition to the
cost of the weapon itself (eg a master-
crafted power weapon  coslts
15+15=30 pts). However, only the
upgrade costs are taken against the
100 points limit on wargear for a
model (so the master-crafted power
weapon above would count as 15
points against the 100 points limit, not
30 points).



eedle Plslol The needle plstoi has
he following profile:
Range: 12" Slrangth X AP: 6 P|stol

The needle pistol, although relatively'-'

lightweight, carries the most potent of

blessed venoms 1t always wounds on
-
,value of D6 against vehicles,

‘Nemesis Force Weapons: All Grey

It'has an Armour Penetration

Knights . carry some form of the
Nemesis force weapon, be it a
sanctified sword, axe or halberd. Each
is ‘consecrated and anointed with
sacred oils. psychically charged and
inscribed with devotional scripts and
wards to destroy the denizens of the
immaterium. The potency of a Nemesis
force weapon is in direct proportion to

. the psychic might of the wielder as they

can channel warp-energies into the
weapon to blast foes apart.

Nemesis force weapons have the
following characteristics when wielded
by different ranks of Grey Knights

Rank Strength Power Force

bonus weapon weapon
Grey Knight +2 No No
Justicar +2 Yes No
Terminator +2 Yes No
Brother-Captain +2 Yes No
Grand Master ~ +2 Yes  Yes

Null Rod: This obsidian rod
perpetually crackles with anti-psychic
energy, nullifying the warp-spawned
powers of the Daemonhunter's
enemies. It counts as a power weapon.
No psychic powers whatscever may
affect the character with this item or the
squad he has joined, regardless of

The weak will abways be led by
the strong. Where the strong cry
out against fate, the weak bow
their heads and succumb. There
are many who are weak and
manyf  are their temptations.
Despise the weak for they flock to
the call of the Daemon and the
Renegade. Pity them not and
scorn their cries of innocence -~ it
is better that one hundred
innocents fall before the wrath of
the Engpém_r than one fneels
before the Daemon.

- First Book of Indocrrinations

source. However, the character with
this item and the squad he is with may
not use any psychic powers of their
own.

Power Armour: Made from thick
ceramite plates . and electrically
motivated fibre bundles that replicate

. and enhance the movements of the

wearer, power armour is ‘among the
best protective equipment the
Imperium can provide. It affords the
wearer a 3+ Armour save.

Psycannon: Psycannon are based on
bolt weapons, replacing the bolt
warheads with ritually inscribed silver
tips, psychically charged and backed
by an isotope explosive. The
psycannon's weight is offset by
suspensors to permit it to be fired on
the move, although the effective range
is reduced compared to firing when
properly braced.

Range: 18" Strength: 6 AP: 4 Assault 3
Range: 36" Strength: 6 AP: 4 Heavy 3

Note: Only Armour saves may be
taken against a  psycannon,
Invulnerable saves may not be taken.

Psycannon Bolts: The bolt weapon
carried by the Daemonhunter has a
magazine of psychically impregnated
psycannon bolts. These vary in calibre
from bolt pistol size to storm bolter
shells, although their potency is
remarkable in all cases. A bolt weapon
(storm bolter, bolter, combi-bolter or
bolt pistol) with this upgrade counts as
AP4. Only Armour saves may be taken
against psycannon bolts; Invulnerable
saves may not be taken.

Psychic Hood: Psychic hoods allow a
Daemonhunter to nullify an oppesing
psyker's power. Declare that you'll use
the Psychic hood after an opponent
has successfully made a Psychic test,
but before they have used the power.
Each player then rolls a D6 and adds
their model's Leadership value to the
score. If the Daemonhunter beats the
opposing model's score then the
psychic power is nullified and may not
be used that turn. If the opposing
model's score is equal or higher, it may
use its psychic power as normal. The
Psychic Hood can be used each time
an enemy model uses a psychic
power.

Purity Seals: If a model wearing
purity seals falls back, roll one extra
D6 for its fall back distance, and then
discard one D6 of your choice to
determine the distance fallen back. If a
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model with purity seals is part of a unit
then this ability applies to the whole
unit, not just to the model with the
purity seals.

Refractor Field: This piece of
equipment produces an energy field
that gives the model a 5+ Invulnerable
save. This may be used instead of the
model's normal Armour save and is
not cumulative with any other type of
save.

Of creations most foul [ beheld the Lord of
All and J_ém:w that I was dead.
« uguisitor Bravd.

Sacred Incense: The Daemonhunter
carries a brazier burning with incense
taken from the censers surrounding the
Golden Throne, and the smoke it
releases carries a tiny portion of the
Emperor's holy grace. All Chaos
models involved in an assault with a
model equipped with sacred incense
suffer -1 to their Initiative. One per
army.

Storm Shield: A storm shield is a
small metal shield that has an energy
field generator built into it. The energy
field is toc small to be of much use
against ranged attacks, but is very
useful in close combat. A model that
has a storm shield may take a 4+
Invulnerable save in close combat,
instead of its normal Armour save. The
save may only be used against one
opponent per turn (the defender
chooses who to use it against), and it
may not be combined with any other
Invulnerable save.

Targeter: Models equipped with a
targeter are allowed to pre-measure
the range to a target before they decide
who to shoot at in the Shooting phase.
After you have used a targeter then
any Guess range weapons may not be
fired that turn.

Teleport Homer: Teleport homers
produce a signal that can be locked
onto by teleporting troops. If the
template used by the teleporting Grey
Knights to make a Deep Strike is
centred on the model with the homer,
then they won't scatter. Note that the
homer only works for units who are
teleporting, not for ones entering play
using jump packs, drop pods or other
means of transport. Also note that the
homer must be on the table at the start
of the turn it is used.

:



Terminator Armour: Due to the
powerful exo-skeleton and power
sources built into their armour,
characters in Terminator armour are
capable of moving and firing with heavy
weapons. On the other hand, models in
Terminator armour that win a close
combat may only consolidate; they will
not be able to advance. A model wearing
Terminator armour has a 2+ Armour
save and a 5+ Invulnerable save.
Having been trained to use these suits
to their full potential, Grey Knights in
Terminator armour (but not Inquisitors)
have one more Attack on their profile
than normal. Also, any model wearing
Terminator armour can be teleported
onto the battlefield, and set up using the
Deep Strike rules, but only if the mission
allows for Deep Strike to be used. If the
mission does not allow units to use the

Deep Strike rules then the model must

set up normally with the rest of the army, -

Thunder Hammer: Thunder hammers

release a terrific blast of energy when'
they strike an opponent. A thunder

hammer counts as a power fist, but any

model wounded by it and not killed may

not attack until the end of the next

Assault phase. Vehicles struck by a

thunder hammer suffer a ‘crew shaken’
result, in addition to any other results
they suffer.

Unguents of Warding: These blessed
and pungent ointments can be used to
trace sigils of protection onto armour,
and are known to repel the Warp-
spawned powers of the Daemon and
its kin. The Daemonhunter and the unit
he is with benefit from a 4+ save
against the effects of any and every

_ has no effect.

enemy psychic power used upon ther

If this save is passed then:th

The Daemonic leads to two crimes.
You turn away from the path qf
righteousness and you abandon
the Emperor as the object of your
devotion, For the first, death is
merely a just rc’-friﬁuri'm_‘:‘ The
second is a Heresy so terrible that
no_punishment can be sufficient.
Yet the search for an appropriate
penalty continues, and it shall be
found,

- Leclesiarch Issus

DAEMONHUNTERS VEHICLE UPGRADES

Just as with choosing
y wargear for  your
Y Daemonhunter
characters and units,
the upgrades you
choose for your
vehicle should be
represented on
; the model itself.
QN Note that when
“~  c¢hoosing upgrades no

vehicle can have the same
upgrade more than once.

Blessed ............... 10 points
Grey Knights consecrate their
machines thoroughly and only deploy
the purest machine spirits in their work.
As such, Grey Knight vehicles gain +1
to their armour penetration against
enemy vehicles with any of the
following Chaos vehicle upgrades;
Daemonic possession, Mutated hull,
Living vehicle and/or Parasitic
possession. Dreadnoughts with this
upgrade also benefit from The Aegis
special rule (see page 8).

DozerBlade ............ 5 points
Vehicles equipped with dozer blades
can re-roll a failed Difficult Terrain test
as long as they do not move more than
6" that turn.

Extra Armour ........... 5 points
Some Imperial vehicle crews add
additional armour plating to their
vehicles to provide a little extra
protection. Vehicles equipped with
extra armour count 'crew stunned’
results on the Vehicle Damage tables
as ‘crew shaken' results instead.

Hunter-Killer Missile . .. .. 15 points
Hunter-killer missiles are a common
upgrade for Imperial vehicles. They are
treated as a krak missile with unlimited
range and can only be used once per
battle.

Pintle-Mounted Storm Bolter .. .10 points
Pintle-mounted storm bolters are fixed
to the outside of a wvehicle and can
either be used by a crewman from an
open hatch or from inside the vehicle.
They are treated as an extra storm
bolter that can be used in addition to
any other weapons the vehicle has.
Note that this means that a vehicle that
moves up to 8" can fire one weapon
and the pintle-mounted storm baolter.

Psycannon Bolts ........ 10 points
The vehicle's secondary weapons
systems carry a magazine of
psychically impregnated psycannon
bolts. A storm bolter or heavy bolter
(twin-linked or otherwise) with this
upgrade counts as AP 4 and ignores
Invulnerable saves; only normal Armour
saves or cover saves may be taken.

Sacred Hull ;5. sanvisis 15 points
The wvehicle is covered in potent
scriptures, purity seals, icons of faith
and inscriptions of abjuration. It is
extremely difficult for a Daemon or its
kin to approach such a potent symbol
of faith. Any Daemons attempting to
assault the vehicle must pass a Difficult
Terrain test to reach it, and suffer -1 to
their Leadership when in base contact
with or when they are tank shocked by
the vehicle in question, in addition to
other modifiers.
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Searchlight .............. 1 point
Searchlights are only of any use in
missions where the Night Fighting
scenario special rule is being used.
They allow one enemy unit spotted by
the vehicle to be fired at by any other
friendly units that are in range and
have a line of sight (the enemy unit has
been illuminated by the vehicle’s
searchlight), However, a vehicle that
uses a searchlight can be fired on by
any enemy units in their next turn, as
they can see the searchlight shining
out of the dark.

Smoke Launchers ........ 3 points
Some vehicles have small launchers
mounted onto them that carry smoke
charges (or a more sophisticated
equivalent in the case of skimmers).
These are used to temporarily hide the
vehicle behind concealing clouds of
smoke especially if the vehicle is
moving out in the open. Once per game,
after completing its move, a vehicle with
smoke launchers can trigger them (it
doesn’t matter how far it moved). Place
some cotton wool around the vehicle to
show it is concealed. The vehicle may
not fire in the same turn as it used its
smoke launchers, but any penetrating
hits scored by the enemy in their next
Shooting phase count as glancing hits.
After the enemy's turn, the smoke
disperses with no further effect. Note
that a vehicle may still use smoke
launchers even if its crew are stunned
or shaken.




DAEMONH UN TERS ARMY LIST

n' This section of the book is glven over to the Daemonhunters

" army list: a Irptmg of the different units and vehicles an Inquisitor
Lord or Grey Knight Hero can use in battle or, in your case,
. games of Wﬁrhammar 40,000, The army list allows you to fight
- battles usmg the: scenarios included in the Warhammer 40,000
rulebaok, but it also provides you with the basic information you'll

 ‘require’ to field ‘a Daemonhunters army in scenarios you've

devised yourself, as part of a campaign series of games, or
whatever else may take your fancy.

The army list is split into five sections. All of the squads, vehicles

and characters in the army list are placed in one of the five sections
‘depending ‘upon their role on the battlefield. In addition, every

model included in the army list is given a points value which varies
' depending upon how effective that model is on the battiefield.

Before you can choose an army for a game you will need to agree
with your opponent upon a scenatio and upon the total number of
points each of you will have to spend on your army. Having done
this you can proceed to pick an army as described below.

Using A Force Organisation Chart

The army lists are used In conjunction with the force organisation
chart from a scenario. Each force organisation chart is split into
five categories that correspond to the sections in the army list,
and each category has one or more boxes. Each box indicates
that you may make one choice from that section of the army list,
while a dark toned box means that you must make a choice from
that section.

Using The Army Lists

To make a choice, look in the relevant section in the army list and
decide what unit you wish to have in your army, how many
models there will be in the unit, and which upgrades that you
want (if any). Remember that you cannot usually field models
that are equipped with weapons and wargear that are not shown
on the model.

Once this is done, subtract the points value of the unit from your
total points and then go back and make another choice. Gontinue

COMPULSORY
1 HQ
2 Troops

OPTIONAL

1HQ

3 Elites

4 Troops

3 Fast
Attack

3 Heavy
Support

TROOFS

SUPPORT

STANDARD MISSIONS
The Standard Missions force organisation chart is a good
example of how to choose an army.

To begin with you will need at least one HQ unit and two
Troops units (dark shaded boxes indicate units that must be
taken for the mission).

This leaves the following for you to choose from to make up
your army's total points value:

Up to 1 additional HQ unit,

0-3 additional Elite units,

0-4 additional Troops units,

0-3 additional Fast Attack units,

0-3 additional Heavy Support units.

doing this until you have spent all your points. Now you are ready
to scour the foul taint of the Daemon from the Imperium,

Army List Entries
Each army list entry consists of the following:

Unit Name: The type of unit, which may also show a limitation on
the minimum or maximum number of choices you can make of
that unit type (for example, 0-1 means you can never make more
than one selection of that unit regardless of the size of the army).

Profile: These are the characteristics of that unit type, including
its points cost,

Number/Squad: This shows the number of models in the unit,
or the number of models you may take for one choice from the
force organisation chart. If this is a variable amount, it shows the
minimum and maximum unit size,

Weapons: These are the unit's standard weapons.

Options: This lists the different weapon and equipment options
for the unit and any additional points cost for taking these
options. If a squad is allowed to have models with upgrades,
then these must be given to ordinary unit members, not to a
character in the unit.

Special Rules: This is where you'll find any special rules that
apply to the unit. Note that several special rules apply to Grey
Knights — these are detailed on page 8.

SPECIAL DAEMONHUNTERS NOTES
Strategy rating
The Daemonhunters have a Strategy rating of 3.

Sentries

When required to deploy sentries, the Daemonhunters player
may use either eight Inquisitorial Stormtroopers or five Grey
Knights in power armour.

Experience

When playing Daemonhunters in a campaign using the
experience rules then experience is counted as normal. Any
Daemonhunters unit that kills a Greater Daemon will gain a
bonus of +400 Experience.

Psykers

Each squad of Grey Knights is able to manifest a gestalt psychic
consciousness far more powerful than the sum of its parts. The
squad leader (Justicar or Brother-Captain) counts as the focus
for this psychic energy and is therefore used to determine range
and source of psychic powers, and will count as a psyker in all
instances (determining shots from an Animus Speculum, being
affected by a Crucible of Malediction, and so on).

‘Grey Knights’ Terminology
Throughout this Codex, the term ‘Grey Knights' refers to the
following units:

Grey Knights squad, Grey Knight Teleport Attack squads, Grey
Knight Purgation squads, Grey Knight Terminators, Grey Knight
Heroes, Justicars and Brother-Captains.

‘Daemons’ Terminology
Throughout this Codex, the term 'Daemon’ refers to the following
units:

All Daemonhosts, Greater Daemons and Daemon Packs,
Daemon Beasts, Nurglings, Daemonically Possessed Vehicles
(such as Defilers) or those with the Parasitic Possessiaon, Living
Vehicle, or Mutated Hull upgrades, Eldar Avatars, Possessed
Chaos Space Marines, and Chaos Lords with the Daemonic
Stature gift and/or over 50 points of daemonic gifts.
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“BY THE AUTHORITY OF THE IMMORIHL EMPEROR OF MANK]ND 3

‘I carny With e an lllqumi‘ormi Seaf, It is a small, unassunting
a@jecr contatied in q neat box of Phiview obsidian, It is a smodest
thing. Relativelyy plain, adorned with a single miotif and a simple
motta. Vet with this fittle object 1 can sign the er!‘: warrant of an
entire world and consign a biflion sonfs to Obflivion.'

Thraviam Flast, Dnypueiitor gf the Owde Mallens

USING DAEMONHUNTERS WITH OTHER ARMY LISTS
In theory at least, an Inquisitor has the authority to requisition
any Imperial materials or forces they consider necessary for the
furtherance of their cause. In practice, most Inquisitors operate
covertly, being wary of alerting their quarry to the presence of the
Inquisition before the time is ripe to strike. They will use their own
operatives and informants to seek out the taint of Chaos and
eradicate it before the corrupted ones scatter and go to ground.

More martial Inquisitors prefer less subtle means, unleashing
purges and pogroms with the deliberate objective of forcing traitors
and heretics out into the open, regardless of how many innocents
may suffer in the process. In either case, if the rank stench of
Chaos is strong enough, the Ordo Malleus will step in to ensure it
is eradicated using the specialist forces of their Chamber Militant.

This means that Inquisitors can appear in armies under many
different circumstances. A lone Inquisitor and his warrior band
might join forces with just about any Imperial force in order to
pursue his or her own agenda, an Inquisitor Lord might
requisition a whole army to destroy a nascent threat, or a
Daemonhunting Ordo Malleus force may include local forces
inducted into service for the duration of the crisis. Likewise many
Space Marine Chapters have long standing oaths or honour-
debts with individual Inguisitors or the Ordo Malleus itself, whose
help can be requested if circumstances merit it.

Many Inquisitors are understandably hesitant about calling for
outside help when a major Chaos incursion is likely. All those
who confront the unfettered power of the daemonic place their
very souls at risk. Such improvised forces may have to be
destroyed wholesale after the emergency has passed for fear
that they have been touched by the insidious taint of Chaos.

Still, needs must. ..

Using Inducted Imperial Guard

or Allied Space Marine Contingents

As noted earlier, even a dedicated Daemonhunting force may
include many diverse elements brought together for the task in
hand. To allow for this variant, the Daemonhunters army list
contains options for Inducted Imperial Guard and Allied Space
Marine forces. You'll need access to Codex: Space Marines or
Codex: Imperial Guard in order to use these options.

When using Allied or Inducted troops, only the basic versions of
these troop types published in the appropriate Codex can be
used. No variants of any kind can be incorporated. Either
inducted Imperial Guard or allied Space Marines can be
used in any one Daemonhunters army, but not both.

When using units in this manner, you must fulfil all compulsory unit
choices on the force organisation chart from the Daemonhunters
list, Once these criteria have been met, Allied and Inducted squads
may be taken from the list (see pages 30-31).

Designer’'s note: It is still perfectly permissible to use, for
instance, Steel Legion models as normal imperial Guardsmen, or
variant Space Marine Chapter models to stand in for normal
Space Marines, although they obviously would not use any
Chapter-specific rules.
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Inducted Imperial Guard
These may be elements of" Imparial Guard reg:ments,
requisitioned on Inquisitorial authority, local pianetery defence
troops pressed into service during a Chaos outbreak, or, even an
Inquisitor's secretly-recruited private army. | i

Allied Space Marines
Allied Space Marines will usually come from a Ghapter with Iong
associations with the Ordo Malleus. In some cases these
allegiances may stretch back over nine millennia, kept alive by
generations of Space Marine Librarians recording each ocath'and
honour given and received. An Inquisitor would not call upon
such precious allies except under great need, to deal with some
dire emergency which cannot be reached by the Chamber
Militant in time.

Allied Space Marines may not be used if Grey nghts are
present in the Daemonhunters force.

Pure Daemonhunters Forces
In a ‘pure’ Daemonhunters force just stick to the forces in the army
list in this book. Note that it is entirely possible to form an army
based purely around Grey Knights, if you se wish, by sticking to
the Grey Knights units available to the army. This will make for a
characterful but rather challenging force to play. With such
dedication you'll certainly have the Emperor watching over you!

Using Daemonhunters as Allies

In keeping with the many possibilities for the forces of the
Ordo Malleus to appear within Space Marine and Imperial
forces, Daemonhunters units can be included as allies in
any of the following Codex armies:

= Space Marines, including variant armies such as Blood
Angels, Space Wolves, Dark Angels®, Black Templars,
Salamanders ‘and other loyalist Index Astartes
Chapters.

s |mperial Guard and its variants such as Catachan
Jungle Fighters and Armageddon Steel Legion.

« Sisters of Battle
* Note that if Daemonhunters are present the Inquisitorial scrutiny

means that the Dark Angels' ‘Hunt The Fallen' special rule is
suspended,

Nelther inducted Imperial Guard nor allied Space Marines
may be included in such a contingent, and the total number
of Daemonhunters unit choices may not exceed the
following:

0-1 HQ choice
0-1 Elite choice
0-2 Troops choices
0-1 Fast Attack choice
Note that Heavy Support may not be chosen.

Any compulsory choices (such as the one HQ and two
Troops choices in a standard mission) must be fulfilled from
the ‘parent’ list and not the Daemonhunters list.

If you have an existing Warhammer 40,000 army, this is the
simplest way of incorporating an Inquisitor or squad of Grey
Knights. This will provide handy background hooks for
campaigns and add character and unique abilities for one-
off games. If you're interested in building a bigger
Daemonhunting force it's also a good way to build gradually
and get a feel for the Daesmonhunters units as you go.
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and primj 1o unspeakable secrets, the
IMquisitor Lords of the Ordo Mallews manifest a

threat which can quell even the inost diabolic fiearr,

Time and time again, these leaders of Humaniny
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0-1 Ordo Malleus Inquisitor Lovd

P8 | WSBS i& T We A L Sy
Inguisitor Lord 45 PN e A R Ve 0 AT T o e 25

Numbetr/squad; 1

Options: “An_Inquisitor Lord may be given any equipment allowed from the
Daemonhunter Armoury. |

Retinue; The. Inquisitor Lord must be accompanied by a retinue of Henchmen as
detailed below. If the Inguisitor Lord has a retinue then he and the retinue are treated
as a single unit during the battle. Note that the retinue does not count as a separate HQ
choice (it does not use up one of the HQ ‘slots’).

SPECIAL RULES

Psyker: Ordo Malleus Inquisitor Lords are often potent psykers and may select psychic
powers from the Ordo Malleus Psychic Powers list.

Iron will: Psyker of not, an Inquisitor Lord will have an unbending determination to
prevall, backed by a clinical understanding of how to achieve his goals: As such, an
Inguisiter Lord can choose whether to pass or fail any Morale check or Pinning test he
is called upon to make. This ability is conveyed to any unit he joins. Even if failure is
normally automatic, the Lord may still choose whether to pass or fail the test.

Independent Character: Unless accompanied by his retinue (see below) the Inquisitor
Lord is an independent character and follows all of the rules for characters in the
Warhammer 40,000 rulebook. If the retinue is destroyed he becomes an independent
character and is free to jein other units.

Inquisitor’s retinue
Number/squad: 3-12 Henchmen for an Inquisitor Lord, 0-6 for an Inquisitor,
Options: See the Henchmen rules for Armoury options.

«Transport vehicle: If the Inquisitor has a retinue, and he and his unit number
10 models or less, they may be mounted in a Rhino at an additional cost of
+50 points, a Land Raider at +250 points or, if they number 12 models or less, a
Chimera at +70 points. Note that if the Inquisitor is wearing Terminator armour he

annot travel in a Rhino and will take up the space of two models in a Chimera or
a Land Raider -

“Look upon this hammer 1 hold before me, for it is far more
than a weapon. It is a symbol of the Imperial justice that smites
the diabolic enemies of the Imperium wherever they are found,
just as 1. Though it has banished even a mighty Greater
Daemon to the hell from which it was spawned, it remains true
and pure, just as 1. Furthermore, it is a symbol of my order and
my office, of the authority granted to me by the divine will of
the Emperor. By that authority, 1 am commanding you and
your entire regiment to obey me without question or hesitation,
Advance, or it will not be daemonic blood that stains my |
fammer this day.” ':

Inquisitor Lord Hephaestos Grudd,
ﬂ:‘fﬁi‘ﬁjil‘!ﬂ' Colonel Molian gf the 223rd Gudrunite R_iﬂi’s.
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| Brother-Captain. .

0-1 Grey Kﬂig!ir Hero

Pts WS BS & T W | A Ld Sv
Grand Master 145 5 5 4 4 3 5 4 10 2+
Brother-Captain 61 1 .1 4 4 1 - S S o A

Number/squad: 1
Weapons: Nemesis force weapon and storm bolter.

Options: A Grey Knight Hero may be given ‘any equipment allowed by the
Daemonhunters Armoury. Note that the Hero is already: equipped with Terminatar
armour, giving him a +1 Attack, 2+ Armour save and a 5+ Invulnerable save. The bonus
attack for Terminator armour is included in the profile above.

Retinue: The Grey Knight Hero may be accompanied by a retinue of Grey Knight
Terminators. If the Grey Knight Hero has a retinue then he must join it and they are
freated as a single unit during the battle. Note that the retinue does not count as a
separate HQ choice (it does not use up one of the HQ slots).

SPECIAL RULES
Grey Knights: Grey Knights are subject to the special rules detailed on page 8.

Psyker: Grey Knight Heroes are trained psykérs and may select one psychic power
from the Ordd Malleus Psychic Powers list (see page 12).

Independent Character: Unless accompanied by his retinue (see below) the Grey
Knight Hero is an independent character and follows all of the rules for characters in
the Warhammer 40,000 rulebook. If the retinue is destroyed, the Grey Knight Hero
becomes an independent character again and is free to join other units.

%

Grey Knight Hero's Retinue %
The Grey Knight Hero may be accompanied by a retinue of Grey Knight Terminators, §
chosen from the Elites section of the army list, If chosen as a refinue, they count as !
part of the same choice on the farce organisation chart as the Grey Knight Hero.

Number/squad: 3-8 Terminators. This squad does not include the normal
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g vighteons warrior in the Emperor's caise, a
daemonstayer and. scourge of darkness, the

Grand Masters of the Greyy Knigf its e charispatic,
fold and fearless. They contmmand. an. instivictive
abedience from those about them, an wnconscious
call 1o the Gright torch of the Enperor’s will that
they bear, Brother-Captains of the Grey Kniglits are
also paragons of the Clapter's ideals-and practices,
and the bond berween these mighy individuals and
thetr squad fias often been_forged i conturies of
conflict. The resofution, self-sacrifice and devo ton of
the Grey Knighrs s exemplified by these. great
(eaders and the passing of each one is moirned as a

Imrjit‘ foss to the In 1peitin,

e e st e

The creatures of the Warp have |
but one trait with which you need i
i
|

concern yourself - their undying
contempt for the Emperor. It is
your task to quell the rebellion
they preach, and the only sure
way is to destroy them utterly. -!

Qualtak Shoran
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trust of the Ordo Malleus, is one of the

iniquity these Inquisitors must bear switness to
fas driven Ay fJ']'Sﬂ'JI'l:\r.”I'e'f.l'OH'i-tI_J'F':‘d-(L‘mII[f}.‘,\'ﬁ
others down the long history u)‘ the Inquisition’s
L secret . war, Inquisitors wsually  fhave  few
henchnen in, this mr{:j__ part of their career as
. they are often called wpon to savel far and pass
i”“"{i’]”ﬂ."k‘[,’{{ f-l}.?f‘-'”. ”I.[-T”_!J‘ ll-'{”'ﬁ{f. Sﬁﬂh‘ﬂ{ “HH
Inguisitor discover evidence EJ_J’" Chaos ar work
and survive to vepore it, the pull weighe of the
Ordo Mafleus will be be browght to bear in order
to eradicate the threat. !

hrough the {ong, secrer history of the

Inquisition _there have been many who faye
advacated the stidy and harnessing of Warp entitics
it order to defear the Dark Gods. To some, such men
are (wminaries; to others they are radicals, individuals
dangerousiyy close to erossing the fine and becoming
one with the eHemly, Such radical Inquisitors may
even :’nj}rfby the services {J,f- bound Daemonhosts. fo
further their ends — testimony o their success in
taming the forces of Chaos according 1o them, but
_proof positive of their corruption to otfiers.

While most Imperial’ Guand commanders would
baulk at the prospect of siding with these creatires,
J‘i'w would dare voice such doubits i n front {_J,f-ii‘?fl Ordo
Mafleus Inquisitor. The vast majority of Space
Marines, however, would never fight alongside one
of these abowinations even atsthe. behest of the
[nquisition: it is vare indeed o find a loyal Space
Marine L‘!E‘_wm- 11;Hi’i'ir_r} m_ﬁ_:}}(if i J’E'rf_:jm' with a
dagnion,

Important note: Daemonhosts may
only be chesen if an Inquisitor Lord or
Inquisitor is also part of the force. If
Daemonhosts are chosen the Inquisitor
in charge is branded a Radical and may
not include Grey Knights in his force.

“‘Da ot presume to jud&jc' ne or the
methods 1 choose to employ, petty-minded
ool You cannot  comprehend  the
magnitude of the task 1 have undertaken,
nor the consequences of my failure.”
J’.Hrfjrui'simr Lichtenstein, declared
Excommumicate Traitoris 998,041

fie_path of the Daemonfiunte, the sacred

firdest_ay Inquisitor gan: take, The depths of

ELITES

Orde Malleus Inquisitor

Pts . 'WS BS /S T Wl A Ld Sv
Inquisitor .20 . AR anThik e R o= M 8 4+

Number/squad: 1

Options: An Inquisitor may be given any equipment allowed from the Daemonhunters
Armoury, f '

Retinue: The Inquisitor may be accompanied by 0-6 Henchmen (see the Inquisitor's
Retinue entry page 22 for details).

SPECIAL RULES |,

Psyker: Many Ordo Malleus |nquisitors manifest psychic ability and may select psychic
powers from the Ordo Malleus Psychic Pawers list.

Independent Character: Unless accompanied by his retinue the Inquisitor is an
independent character and follows all the rules for characters in the Warhammer
40,000 rulebook. If the retinue is destroyed, the Inquisitor becomes an independent
character again and Is free to join other units,

0-1 Daemonliosts "
pls. iwe st L L EEA Ll s
Daemonhost 85 4 4 6 4 4 4 wDa 8 ek

Number/squad: 1-3 Daemonhosts may be chosen as a single Elites choice. They are
deployed as a single unit but do not need to be placed together and operate
independently during the game,

SPECIAL RULES

#

Fearless: Daemonhosts ‘are assumed to pass all Morale checks, even if failure is

normally automatic, and cannot be pinned. Due to their nature, Daemonhosts are not
subject to Daemanic Instability.

Summoned: Daemonhosts tend to appear near their master when required.
Daemonhosts may be held in Reserve and enter play by Deep Strike even in missions
which do not normally allow Deep Strike or Reserves.

Invulnerable: As they are able to defend themselves using raw warp energy, a
Daemonhost's 4+ saving throw is Invulnerable,

Independent: Daemomrhosts operate independently during the game and may not join units
or ride in vehicles. For the purposes of mission objectives, Daemonhasts cannot capture
table quarters, hold objectives or count as surviving troops in a Meat Grinder mission.

Psyker: Nearly all Daemonhosts are psychic. Roll a D6 for each Daemonhost at the
beginning of each of the Daemonhunter player's turns to determine which psychic
power it can manifest until the beginning of its next turn, at which point the effects end
and a new power is rolled. Leave a dice next to the Daémonhost to show what power
it has for that turn, Daemonhosts automatically pass all Psychic tests but their psychic
powers may be countered by a Space Marine Librarian's psychic hood and the like.

D6 Result

1 Terrify: All units, friend or foe, within 12" of the Daemenhost and not
within a vehicle must immediately take a Pinning test.

2 Re-knit Host Form: The Daemonhost immediately' recovers all wounds
suffered.

3 Teleport: The Daemonhost may immediately move to anywhere on the

table, provided it is not within 1" of an enemy model or within impassible
terrain, and scatters as with Deep Strike (see the scenario special rules
Warhammer 40,000 rulebook): It may assault that turr.

4 Bloodboil: In the Daemonhunters’ Shooting phaée. place the Ordnance
blast template with the central hole over the Daemonhost. All models
underneath the template (except the Daemonhost!) take a 83 hit at AP 2.

5 Timeshift: The Daemonhost can move 12" and assault 12", and doubles
the number of attacks it can make (before modifiers),
6 Warp Strength: Add +D3 to both the Daemonhost's Strength and

Toughness characteristics until the beginning of the following turn,
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Grey Knight Terminators
) iy

Pts o < = = s e A Ld Sv
Terminator 46 514 4 &4 1 [t A
Brother-Captain 61 5 4 4 4 1 4 N 1 -

Number/squad: Grey Knight Brother-Captain and 2-9 Grey Knight Terminators.
Weapons: Storm bolter and Nemesis force weapon, or thunder hammer and storm shield.

Options: Up to one model may replace their storm bolter with an incinerator at
+15 points or a psycannon at 25 points. .

Character: The Brother-Captain méy be given any equipment allowed from the Armoury.

SPECIAL RULES
Grey Knights: Grey Knights are subject to the special rules detailed on page 8.

Holocaust: Grey Knight Terminators may purchase the Holocaust psychic power from the
Daemonhunters psychic powers list at +20 points per unit. See page 12 for more detalls.

Terminator armour: The squad has the honour of wearing Tactical Dreadnought armour
into battle. The bonus attack for Terminator armour is included in the profile above.

# Death-Cult Assassins

Pts ws BS' S T ‘W | & d. By
Death-Cult Assassin 40 5 4 4 3 2 5 2 8 5+

Number/squad: 1-3 Death-Cult Assassins may be chosen as a single Elites choice,
They are deployed as a single choige but do not need to be placed together and
operate independently during the game. il

Weapons: Power weapon and additional close combat weapon.

SPECIAL RULES .

Independent; Death-Cult Assassins operate independently during the game and may not
Join units or ride in vehicles. For the purposes of mission objectives, they cannot capture
table quarters, hold objectives or count as surviving troops in a Meat Grinder mission.

Fearless: Death-Cult Assassins are assumed to pass all Morale checks, even if failure

is normally automatic, and cannot be pinned. o

Infiltrate: Death-Cult Assassins are extremely adept at infiltration work, and may use
the Infiltrators scenario special rule when allowed to by the mission.

Invulnerable: Assassins are preternaturally agile, able to dart aside from incoming

_ blows, so their saving throw is Invulnerable.

payment of the blood-debr all Mankind owes His,

|
f
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mﬁir elite warriors of the legendary Groy
Knights Chapter are a_fearsome force on

the battlefield, trained 1o fight seemingly

insirmotmtable odifs and trivnpft. 'I'ﬁ(’y are aimted
and armomyed with the smost ancient and revered
artefavts from the dawn of the Iniperium, and each
isa pumrr__ps_r;h'r i their own rigl i, It s 1»-'.‘@1'._{;1('}1'#-
that these :'ju:rrﬁ‘.s,r warrior niystics endure -the
agomics of the Emperor's soul-binding {I._'n")f;J'rITI' of
their final initiation. If such stovies are true, their
will power and sraicism nust be far beyond that of
even the wiost dudicared servasits of the l_ngn’rimu.

% eath cults can be found on many Tmperial
worlds: n Ty e Chis=st sawned and fend
servitide onliy to Khorne the Blood God. Others are

rr‘l'r'_qium!':rj._jhrniz.":'r‘.tlifi.’; dedicated fo the Impevial
creed and offer those they slay to the Emperor, a

!-!I‘IN!Illﬁiiﬁﬂlﬁl_lﬂllilﬂlﬂﬁ- L1 AOLL

Ant Inquisitor can make use of such devotees, their
skifl mu{: prowyss in the arts 5!_1' death HJ.r!J‘(-fl!_q them
excellent exceutioners and infilovators. Death cultists
employ exotic ritual weapons_for their work — a
dizzifing arvay of stifettos, whip-scythes and blades
backed by augmentative eﬁ‘_x}f—n-‘{'q;mr:s and needlers,

Important note: Death-Cult Assassins may’
only be chosen if an Inquisitor Lord or
Inquisitor is also part of the force.
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mﬁr L_W‘h:éo Assasstnorm s a !ifffﬁf_i:; secretive
organisation. which. trains terrifying bio-
iordified kiffers for assassination missions sanetioned
by the High Lords of Tera. The diverse Temples of
the {'lﬁi’ciu t;'u‘t‘fnﬁ'sr in the rﬁ'ﬁi’mrr arts of murder
from the bister kiss of poison to berserk slaughter.

. The Inquisition has close ries with  the Gj}‘nm
A.~.~.i,¢mmrm_u, and their operatives ta,fmr fave canse

fa work together.

Important note: An Officio Assassinorum
operative may only be chosen if an Inquisitar
Lord or Inquisitor is also part of the force.
Note that no more than one Officio
Assassinorum Operative can be used in any
force for any reason.

pfn icare Assassins practise callous, unfecling
destruction which eliminates the target with
contemptuous ease. They aimt to bring inglorious
death 1o the enenries of the Emperor with a sniper's
bulles, and have elevated the skills of the markswman
to an art form. To complement this, the Vindicare
Temple emphasises stealth and evasion techiiques as
wefl as weapons training. One of the remple’s
maxims is that a clean Kl can only be made from

an exceflent firing position, and Vindicare Assassins

have been known to occHpy a position nwrmm(mg
their target for weeks before ,ﬁmff; taking their shot.

The skills of the Vindicare temple are mm}!muf_};
wsed to slay those who are suspected of harbouring a
dacwmonic entity before it enieres oo the material

plane. Many false messiahs fave fallen with a

Vindicare  Duflles rfrmuqh their brains  as rh.:_;

preached their credo. When such charismatic figieres
dic ar the hands E!f tf_f:iuh_\s servant of the Emperor,

Iﬁ:'if: followers soan become disifliestoned r'mr['_fl’.rfz_r]‘iif:
It this way, many Aevesies fiave beert stopped with
a single shot, althowgh there are inevitably occasions
when the Vindicare is oo late or the daenton

possesses the careass of it host, at which point the

Ordo Malleus will move into action.

0-1 (_)fj‘?cio Assassinorum O}aemtivc

Pts WS EBEES T 0 i
WL =T WM N N TR SR~ 1 <

Ld Sv
10 4+

Assassin

Number/squad: 1.

Options: An. Officio Assassinorum Operative must be from one of the following
temples: Callidus, Culexus, Eversor or Vindicare: The rules for agents of each of these
temples are shown below.

Points values: An Assassin’s points value is dependent upon the Temple they belong to:
Vindicare .......... 110 points Callidus ,..veeeni. 120 points
Eversor .95 points Culexus ...105 points

SPECIAL RULES

Independent: Assassins operate independently during the game and rmay not join units
or ride in vehicles. For the purposes of mission objectives, Assassins cannot capture
table quarers, hold objectives or count as surviving troops in a Meat Grinder mission,

Fearless: Assassins are assumed to pass all Morale checks, even if fallure is normally
automatic, and cannot be pinned.

Infiltrate: Assassins are extremely adept at infiltration work, and may use the
Infiltrators scenario special rule when allowed to by the mission special rules,

Invulnerable: Assassins are preternaturally agile,

able to dart aside from incoming
blows, so their saving throw is Invulnerable. .

Vindicare Temple Assassin

WARGEAR | :

Exitus Rifle: The exitus rifle is treated as a sniper rifle (range 36", hits on a 2+, wounds
on @ 4+) with an AP value of 2. In addition, the Vindicare has one of each of the
following special rounds, which may be fired instead of a normal shot (keep a note of
which special rounds have been fired). The special rounds are used one at a time and
yourmust declare that you are using one of the special shots before you roll the dice to
hit.

Shield-Breaker: The shot ignores any Invulnerable save.

Turbo-Penetrator: This inflicts 2 Wounds on any model wounded. If fired at a
vehicle, the shot Has an Armour Penetration value of 3D6. .

Hellfire: The shot wounds on a 2+ instead of a 4+.
Exitus Pistol: The exitus pistol has the following profile:
Range; 12" Strength: 5 AP: 2
Spy Mask: The Vindicare's spy mask reduces the cover save of his target by -1 (a 6+
save |s negated, a 5+ cover save becomes a 6+ save, and so on). In addition, the spy

mask means the Vindicare rolls 2D6x5 for determining how far he can see when the
Night Fighting rules are being used.

Pistol

Stealth Suit: Any unit wishing to shoot at the Vindicare Assassin must test to see if he
can be seen, using the Night Fighting rules as described in the Warhammer 40,000
rulebook (the unit must be within 2D6x3 inches of the Vindicare or it must select another
target). If the Night Fighting rules are being used, the Assassin can only be seen if he
is within half the normal range of the unit's vision (ie. if they score an 18, they can only
see the Assassin if he is within 9. . ;

SPECIAL RULES

Marksman: You may nominate the model targeted by the Vindicare Assassin when
he is shooting, such as a Sergeant or a heavy weapons trooper. This means you get
to choose which model is taken off, not the enemy. In addition, ‘the Vindicare can
target any model in range and line of sight, regardless of any targeting restrictions
(such as independent characters within 8" of another unit).
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Culexus Tcn_tpﬁ: Assassin

WARGEAR

Etherium: Any unit wishing to shoot at or charge the Culexus Assassin, and any psyker
trying to target him with a psychic power, must first pass a Leadership test. If the test
is failed they may not target the Assassin, but may attack another target instead.

Animus Speculum: The animus speculum has the following profile. For every psyker
within 12" of the Culexus Assassin, add +1 to the animus speculum’s Assault value (ie,
Assault 2 becomes Assallt 3 if there is one psyker within 12").

Range: 12" Strength: 5 AP 1 * Assault 2

Psyk-Out Grenades: Instead of firing the animus speculum, the Culexus Assassin may
throw a psyk-out grenade. This is only useful against psykers. Psyk-out grenades have
arange of 6", Roll to hit as normal. If the psykeris hit, he must pass a Leadership test
on 2D6. For each point the psyker fails the test by, he loses 1 Wound. Saving throws
may be taken as normal. For example, a psyker (with Ld 7, due to the Soulless rule,
below) rolls 9, and so loses 2 Wounds.

SPECIAL RULES

Psychic Abomination: Any psyker within 6" of the Culexus Assassin at the start of
their turn must pass a Morale check or fall back!'If they are with a unit, then the unit will
also fall back#

Soulless: Any unit (friend or foe) with a model within 12" of the Culexus Assassin
counts as having Leadership 7, unless it would normally be less than this.

Psyker Assassin: The Culexus Assassin can always target a psyker specifically with
any shooting attacks, regardless of whether the psyker is in a unit, an independent
character, etc. The Culexus Assassin'may ignore other models when charging into an
assault if this will allow it to get into contact with a psyker.

Life Drain: The Culexus Assassin may use this ability when in close combat with a
psyker. Before any attacks are worked out, but after models are moved, both players
roll 2D6 and add the Leadership value of their respective models (remember the
Soulless rule above). If the Culexus Assassin scores higher, the psyker loses 1 Wound,
with no saving throws of any type allowed (not even Invulnerable saves). This is worked
out at the start of every round of close combat and wounds inflicted by this attack count

towards the combat resolution, All other close combat attacks are worked out as

normal. This power can only be used to affect one psyker per turn. '

mﬁ:' Assassing tha t form the Culexus Tem ple are
wor ghosen becarise of their savagery, cuntting
or combat skills, although these are most definirely
1':‘:.11”1'(‘:1" qualities.  First rﬂf(f_ﬁﬂ‘r‘ruﬂ.ff. _;run‘lm'm"-
Crilexus Assassins are chasen because r}’ir_u have, or
appear to fiave, no presence in the warp, there is just
a void. They ave, to all intents and purposes,

sontlless,

The Assassin wears a h uge fielm called o Anintus
St reculim, | Juring bartle this s wsed fo. fi 1 f[TtTILfSL’rI'
blasts of psychic encrgy, but its primary purpose is
to Block out the Cufexus Assassins intotg abiities.
The hefim is onfy partially cffective even while it is
active, most people can Jhm'f]; stand to remain in the
same room. Once o the batlefield the (arge eye in

the Animus Speculiom opens, and onlyy then does the

full inte nsifyy nf the Assassin'shot mh: abif mn flood

the Iﬂrmhfufri‘

The Culexus Assassin antacks wsing his own innate
abifities enhanced Iia;_ tears EJJI'- frainting, mental
exercises and arcane wargear. 1 e dagmonic minions
{_Jj‘ L'fi:d::_\:_ find Ifu‘_ presence of these agents intelerable;
the inmate abilities of the Culexus are anatliema 10
the forces that bind them to the material plane,
Bolts E}_fl Nr’lr'}:rrfl-‘:‘ Warp energy blast the minds !_:f
enemy psykers and strip daemons-of their powers
before the Culexus moves in for the kill, sapping the
very life-force from their cursed forms.




Agsassivoru, specialising in the artfial deception of the
entemies of the Imperium, Actig covertly, the Callidus
Assassinqets close 1o those who would warship the
Dacinion, working her way through the vanks of the
aminions of Chaos to pull the disease our by its yoot:
To-achieve dts' exacting ‘tasks, the Caffidus Temple
1 :'fprr:'m'i'.i:f_\' i the use and rﬁ’]-‘f@mn'lrr y}" the s/ irjpn'-
altering ditg Polymovphiine, and all Assassins of the
Callidus Temple are trained in irts use. With
Polymorphiing afone a Callidus Assassin can
masquerade as any fman being they may choost,
frons a beatiful young svotian to a crippled ofi
mar, However, in addition, the Medicus Adepts of
the Imperium have developed a range of sumgical
implants 1o allow. Callidus Assassins 10 mimic
members of afien. yaces, such as Orks and Eldar
On the battlefield, Callidus Assassins qre dropped
beliind eneny fines, where they use their cunminig
and stealtht 1o infiltrare the enenyy army. Usually this
is done by eliminating individuals and taking their
place. By disquising themselves with the recently
deceased’s  armour  and wargear  and " using
Polymorphine to change their body, the Caflidus
Assassine can assume the identing of afimest anyone in
the enemy force, Using this technique, the Caflidus
Assassin can iet close to eentyy contmanders or
powserful psykers, influencing  their strareqy and
Sinally kifling them when the opportunity arises

mﬁr Eversor ds possibly the most gruesome of the
nwany temples of the Officio Assassinorium.
The Eversor speciafise in shock and ‘terror tactics,
instilling fear of Imperial vetribution into thie fearts
and minds of all who holf positions of power; I the
employ of the Ordo Mallews, Eversor Assassing are
wsed when the indelible taing of Chaos is believed ro
fave spread shroughout the ruling efite of an entire
ovganisation, WhIGT the more overt forces of the
Ordo Matlews face the daemonic minfons of @ Chaos
cult on the partlefield, the Eversor will operate
bebind enemy Gines and evadicare the infection at its
source. An Eversor rarely has just a single targer
His mission will be 1o rip the fieart our of the Chags
instgency, wreaking fiavoc and destryction. Such
brutality ensures that the renegades are  totally
cleansed and thar no would-be successors may take
aver. The enemy are utterly destrayed forever by the
Eversor's unstoppable atack, |

mﬁr Calfidus 'JE.‘_u_rpﬁ; i the most sulitle af the
ancient fiidden - temples af - the - Officio

Callidus Temple Assassin

WARGEAR
C'tan Phase Sword: The C'tan phase sword can only be used in close combat. No
saves are allowed against hits from a phase sword, not even Invulnerable saves|

Neural Shredder: The neural shredder uses the flame template and Is fired just like a
flame weapon. Roll to wound as follows: the neural shredder has Strength 8 but, rather
than using the targets' Toughness values, their Leadership is used. Other than this, the
To Wound chart is used as normal, For example, a Ld 9 model is wounded on a 5+. A
roll of a 1 always fails to inflict a wound. Against vehicles, roll a D3 on the Glancing Hits
table, as the crew’s brains are partially protected by the vehicle’s armour, The neural
shredder has the following profile:

Strength: X AP: 1

Polymorphine: The Callidus Assassin is always placed in reserve, even In missions which
do not normally use the Reserves rule, When she becomes available, she may be placed
anywhere on the battlefield, and can move and fight normally in the turn she arrives.

Range: Template Assault 1

Poison Blades: If the Callidus Assassin is still in base contact with an enemy model at -

the end of the Assault phase, after all combats have been resolved, she may make an
extra attack with her poisoned blades. This attack always wounds on a 4+, and normal
Armour saves are allowed.

SPECIAL RULES

Jump Back: At the start of any Assault phase, the Callidus Assassin can attempt to
disengage from combat. Roll a D6 — on a roll of a 1 she fails to disengage and must
fight on in the combat normally, on a roll of 2 or mare she.moves that many inches
away from the enemy, This move cannot be used. to move into contact with a different
enemy model. If this leaves the enemy unit unengaged, they may make a consolidate
move at the end of the Assault phase, | i

A Word In Your Ear... The player with the Callidus Assassin can move one enemy
unit up to 6" after both sides have deployed, but before the first turn starts. The unit's
new position must be within the normal deployment zone, and the owning player may
choose the facing of the unit after it has been moved.

Eversor Temple Assassin

WARGEAR :

Executioner Pistol: The executioner pistol is a bolt pistol/needle pistol combi-weapon,
and may be fired as one or the other, but not both in the same turn. These have the
profile given below, The needle pistol always wounds on a roll of 4+, regardless of the
target's Toughness. A needle pistol has an Armour Penetration of D& against vehicles.

Bolt Pistol: Range: 12" Strength: 4 AP: 5 Pistol

Needle Pistol: '« Range: 12" Strength: X AP: 5 Pistol

Power weapon and melta-bombs: These follow the standard rules in the Warhammer
40,000 rulebook,

Neuro-Gauntlet: This is a close combat weapon. Roll to hit as normal, but don't roll to
wound. Instead each hit causes one wound on a D6 toll of 4+ regardless of the target's
Toughness, and with no Armour save allowed (Invulnerable saves may be taken as
normal). Vehicles hit by a neuro-gauntlet take a glancing hit on a D6 roll of 6, regardless
of the vehicle's Armour Value.

Combat Drugs: The Eversor Assassin can charge 12" in the Assault phase (or double
the distance of the dice roll If moving through difficult terrain). When the Eversor
charges into combat, it gains an extra D6 Attacks rather than just +1 Attack.

SPECIAL RULES #

Fast Shot: The Eversor's heightened metabalism allows it to act with incredible speed.
The Eversor never counts as moving when firing its executioner pistol (so it may always
fire twice).

Bio-Meltdown! If the Eversor is killed, place a blast marker centred over the model,
Any model| touched by the template takes an automatic Strength 5 hit, with saving
throws allowed as normal. The Eversor is then removed from play.

il 7




e
- o

w B0

i

TROOPS

Grey Knigﬁts
Pts WS BS S T w | Alikd ey
7
1

Grey Knight 25 A i i 4 1 8 G+
Grey Knight Justicar 50 Lo S S 4 2 9 g%

Number/squad: 1 Grey Knight Justicar and 4-9 Grey?' Knights
Weapons: Storm bolter afid nemesis force weapon

Options: Up to two models may exchange their weapons for a psycannon ‘at
+25 points, or an incinerator at+10 points. The entire squad 'may teleport if taken as a
Fast Attack choice — see box on the right.

Character: The Justicar may be given any equipment allowed from the Daemonhunters
Armoury. His Nemesis force weapon counts as a power weapon in addition to the usual
Strength bonus.

SPECIAL RULES :
Grey Knights: Grey Knights are subject to the special rules detailed on page 10.

Inquisir:oriaf Stormtroopers

Pts ws BS & T W | A
Stormtrooper 10 e JTRATERE- SR e et Tl 8 4+
Veteran +10 3 4 3 3 1 3 2

L4

Number/squad: 5-10 Stormtroopers.
Weapons: Hellgun with targeter and frag grenades.

]

Options: Up to two models may exchange their weapons for a flamer at +5 points,
a meltagun at +10 points, a plasma gun at +10 points, or a grenade launcher at +10
points. The squad can be equipped with krak grenades for +2 points per model,

Character: For ant additional cost of +10 points one of the Inquisitorial Stormtroopers
may be upgraded to a Veteran. The Veteran may be given any equipment allowed by
the Daemonhunters Armoury, - "

Transport vehicle: The Inquisitorial Stormtroopers may be mounted in Rhino at an
additional cost of +50 points or a Chimera at +70 points (see Transparts on page, 30J.

3:1 bartle the Grey Knight brethren usually fight
to secure the area. for their Contmander and his
Terminators, By keeping daemonic minions and
corvupted moptals at by, they enswre that the efite
troops of their Chaprer can win through 1o the

ﬂfé‘j!’f e

| Grey Knights Teleport Attack

x A Grey Knights squad may be taken

as a Fast Attack choice instead of a

Troops choice, in which case they may

teleport into battle. They can use the Deep

Strike rules in exactly the same way as Grey
Knight Terminators, (See page 8.}

he Inquisition maintaing d string of fortr
scarreved :lirmr_:_;ﬂi.‘ur the _.r}afmy, somte hidden,
Soe :v({'rmm‘f’},{ well kiawn mrd_.n(i_w{_ijrrrr gfirrmirmus
dark fegends, Inquisitorial Stormtroopers are charged
with the _protection and security of the Inquisition

fortresses and the infamous Black Ships as they make

their putring checks rﬁrmr_qﬁmrr the Imperium.
Recruited from the Schiola Progenium and certain
famifies with a tradition of service to the Inquisition,
these Stormmoopers ave equipped and trained i a
simifar fashion to the elire Stormtroopers of  the
In'r;u‘r'r}'i{- Guard, Stormtroopers sndirtake Fiqarons

pierity and incorruptibifivy tests before they are
permitted 10 bear the Inquisitorial mark, making thens

preferable for use in Daentonhunters forees wihiere the
umber of Grey Kiights available may be intsitffictent,




mf}ﬂ Chimera_is.a highty versarife vehicle and

TRANSPORTS

over- the miflennia it has been pressed into
s#fvice in a variety of different forms, By_far the
most conmmion variant Aas a turret-mornted multi-
laser and hull-monnted El'tfl-'fj bolter. The weapan
parts an the side gf the full affo) v passenders fo shoot
ey lasquns in a hail of anti-personmel fire.

Transports are always taken as an upgrade for another unit and may only
_transport the unit it was bought for. Independent characters that join a unit with a
transport may also travel in it. The Transports listed here may be equipped with any
of the following upgrades for the cost listed in the Daemonhunters armoury: dozer
blade, extra-armour, hunter-killer missile, pintie-mounted storm bolter, searchlight,
smoke launchers. No upgrade may be chosen more than once per vehicle,

A Rhino or Chimera using its top hatch as a fire point will count as open-topped if
the saving throw of any of its passengers is worse than 3+.

Type: Tank.
Fire Points: 2

mﬁr' Rhino personnel carrier. produced by the
milfion on Forge Worlds, is an ubiquitous
part of many Imperial forces and allows units 1o

Crew: Imperial Guard..
Access Points: 1

Transport Vehicle: A Chimera can carry up to twelve models.

Rhino
Pts Front ArmourSide ArmourRear Armour

Chimera
. Pts Front Armour Side Armour Rear Armour BS
Chimera 70 p il 10 10 3

Weapons: The Chimera must have one of the following turret weapons: multi-laser at
+10 points; heavy flamer at +10 points; heavy bolter at +10 pgints. It may also have a
heavy bolter or heavy flamer mounted in its hull at +5 points.

BS

move swiftly to Seize an objective o strike deep into Rhino

the heart of an enemiy force, Type: Tank

Fire Points: 1

50 11 1 10

4

Crew: Inquisitorial Stormtroopers

Access Points: 3

Weapons: The Rhino is armed with a storm bolter.

Transport: The Rhino can carry up to ten models but may not carry any models
wearing Terminator armour.

mﬁe' Land Raider vepresents the pinnacle of
armoured  vehicle rechnofoqy  in the

Imperfum, Its adamanitium fudlis so durable it can Type: Tank

survive a divect fiit fromevén the most powerful of Fire Points: 0
enemy weaponry and its Godhammer pattern
lascanmons have spetied doom _for countless enemy
tenles over the millemti,

“BY THE AUTHORITY OF THE IMMORTAL EMPEROR OF MANKIND..."

The following units may be used in a Daemonhunters army to
represent units which have been temporarily put under the
command of an Ihquisitor Lord or Grey Knight Hero. They occupy
spaces in the Daemonhunters force organisation chart according to
the heading they are listed under here,

These units may not be chosen as any of the compulsory choices
in an army, and Allied Space Marine units may not be used if any
Grey Knights are present in the army. All units are taken exactly as
they appear in Codex: Space Marines or Codex: Imperial Guard
and may only use the options and upgrades: listed there. Units
marked with 1 may only be chosen if the army contains at least two
Troops cholces of Allied Space Matines. Units marked with 1 may
only be chosen if the army contains at least two Troops choices of
Inducted Imperial Guard.

Remember that either Inducted Imperial Guard or Allied Space
Marines can be used in a Daemonhunters army, but not both.

Crew: Space Marines
Access Points; 3

Transport: The Land Raider may carry up to ten models.

Land Raider
Pts Front Armour Side Armour Rear Armour BS
* Land Raider 250 14 14 14 4

Weapons: The Land Raider is armed with a twin-linked lascannon in each side
sponson and forward firing twin-linked heavy bolters mounted on the hull.

a'tn hro 0SS 2

TROOPS

Space Marine Tactical Squad
0-1 Space Marine Scout Squad
Imperial Guard Infantry Platoon

Imperial Guard Armoured Fist Squad
Note: you do not need to take an Infaniry Platoon
for each Armoured Fist Squad taken.

=30 -
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Grey Knights Purgation Squm{

Pts WS BS " &0 T A . Ld Sv
Grey Knight 25 5. A IRl et 4 1 8 3+
Grey Knight Justicar 50 5 4 4 4 1 4 2 9 3+

Number/squad: 1 Grey Knight Justicar and 2-9 Grey Knights.
Weapons: Storm bolter and Nemesis force weapon.

Options: Up to four models may exchange their weapons for a psycannon at
+30 points or an incinerator at +15 points. .

Character: The Justicar may be gi\:'en any equipment allowed from the Daemonhunters
Armoury. His Nemesis force weapon counts as a power weapon in addition to the usual
Strength benus.

SPECIAL RULES
Grey Knights: Grey Knights are subject to the special rules detailed on page 8.

0-1 Orbital Strike

p "Pts Str AP Nofes
Lance Strike (it IS { ] 1 Ordnance blast
Melta torpedo 80 8 3 Ordnance blast; 2D6 armour penetration

Barrage bomb 60 6 4  Ordnance blast

Options: Select the strike from the types available above.

SPECIAL RULES .

Plotting: The Orbital Strike must be keyed to a specific piece of terrain at the start of
the battle. Make a note of the plotted target before forces are deployed but after
deployment zones have been determined. j

Timing: An Orbital Strike will always use the Reserves special rule even in missions
where reserves are not allowed. Once the Orbital Strike is available, it lands in each
Shooting phase of the Daemonhunter player's turns thereafter. The Daemonhunters
player can opt not to roll for the onset of the Orbital Strike if he wishes, but once the roll
has been passed, the Orbital Strike will continue each turn until the end of the game —
you can delay a strike but once it's started it doesn't stop. *

L
Placement: The Blast marker for the strike can be placed anywhere within the
specified terrain piece.
(Injaceuracy: Even for ships in low orbit, precision fire is extremely difficult. An Orbital
Strike scatters just like an Ordnance weapon but if a miss is rolled the distance scattered

is double the number scored on the D6. If a hit is rolled, the template deviates by the

distance shown on the dice in the direction indicated by the arrow on the "Hit' symbol.

Ordnance Barrage: All Orbital Strikes count as Ordnance barrages for the purposes
of inflicting Pinning tests.

HEAVY SUPPORT

fiere J'i';'ffv_r,f_ﬁn_'p{!w:'_r' is required, Grey

Kuights are sometimes brought wgether

into a Purgation Squad. These give support 10 their
brethren duivipig fitgh tntensity engagements where
{I-rr!; would otherwise be ar risk a_:!ffrrhi_rj' swept away

by enemy fire.

zjn the most dire circumstances Inguisitors are
empawered to declare Extevminarus upon a world
which fias been fost to the Ruinous Powers, ending the

horror of its infiabitants in @ catachysmic rain of fire

from ships in orbit, Onroecasion those Same ships may

be caffed upont 10 make move limited stries in the fiopes
of dustroying nests of corruprion or extremeliy porwerful
adversaries, This is ofren exremeliy dangerous_for

friendly forces in the area as the strife is far from

pittpoinit acaurare. It is @ measure of ftow dive: the
situation fias become If suclt actions must be taken.

: FAST ATTACK
iy 0-1 Space Marine Assault Squad'
0-1 Space Marine Land Speeder Tornado'
0-1 Space Marine Land Speeder Squadron’
0-1 Space Marine Bike Squadron’
0-1 Sentinel Squadront
0-1 Rough Rider Squad'

0-1 Space Marine Land Raider'
0-1 Space Marine Predator’
0-1 Space Marine Dreadnought'
0-1 Leman Russ Battle Tank*

HEAVY SUPPORT

0-1 Space Marine Devastator'Squad'

a

i g ol

H!IIIIﬂﬂllﬂl‘il!llll!“_ﬁﬂl!llﬂ

[THITTIT MO IV o4

SNARRIEFRACH IRISINATAN



fic | Grey Kuights Chapter maintains a
handful of bartle tanks for desparch to the
Host u’nnq:mm and Chaotic areas rh:j st {zir:
Grey Knight Land Raiders are m’cm o mobile
shrines, Aiving the Greyy - Knig) 1 santuary in

which they can cleavse thetr minds and veadly thety’

spirits for the conffict to cone.

[ Land Raider Crusaders and Dreadnoughts
E may only be taken if a Grey Knight Hero is

i Important note: Grey Knight Land Rardsrs i
E part of the force. {
G i

3]: is Ko that the Grey Knights were qravited

ar {east one Land Raider Crusafer v the

aftermatlt of the Scharnel incident. The additional

internal space of the Crusader is cortainly a qrear
blessing to. Grey Knight brethven equipped with
Terminaror armour, enabling them to make their

ritwal obeisances with fess danger of collision,

1‘! is a rare thing indeed for a Grey Knight to be

consigued to the fiving tomb of a Dreadnought

at the end of his services 1o the Emperor — they hope
onlyy to rest in the cool dark of Titan for all eternity,
However, a fow are x'm'.'{_i; Jl.’.!rmrr'{’n":'fmn_;;i"r that to
continie i the Emperor’s _,n.m’i a5 d wan s
inmpossible and they accept the necessiy EJII'_'pur'.er'H_rI

it as a man-maching instead,

(rrey Knights Land"Rmd'er ' il
. it Pts  Front Armour _Side Armour Hear Armout BS.
Land Raider gl 14 Wl 5

i

Type: Tank Crew: Grey Knights ‘Fire Points: 0 Access Points: 3

Weapons: The Land Raider is ‘armed. with a twin- linked lascannon rn each side ]
sponson and forward fmng twin-linked heavy bolters mounted-an the hull. L

Options: The Land Raider may be equipped with any of the vehicle upgrades. in the
Daemonhunters Armoury at the cost listed there No upgrade may be chosen more than" :
once per vehicle, Lt -‘\ ¥

Transport: The Land Raider may carry up to ten Grey Knights 'In power armour or five
Grey Knight Terminators. ;

Grey Knights Land Raider Crusader

Pts _Front Armour Side Armour Rear Armour BS
Land Raider Crusader 255 14 _ 14 e 4

Type: Tank

Weapons: The Land Raider Crusader is armed with two ‘hurricane’ paftern bolters, a
twin-linked assault cannon and a multi-melta. The Crusader is also equipped with frag
assault launchers.

Crew: Grey Knights = Fire Points: 0 Access Points: 3

Options: The Crusader may be equipped with any of the upgrades in' the
Daemonhunters Armoury at the cost listed there.

Transport A Crusader may carry up to 15 Grey Knlghls in power armour or 8 Grey
Knight Terminators.

SPECIAL RULES

Extra Armour: All Land Raider Crusaders have additional armour plating to ensure that
they can reach the enemy with their transported squad intact. A Crusader counts as
having the ‘extra armour’ vehicle upgrade, so jt treats any ‘Crew Stunned' result on the
damage tables as a ‘Crew Shaken' result instead.

‘Hurricane’ bolters: Each ‘hurricane’ bolter counts as three twin-linked boltguns. The
Crusader may always fire its 'hurricane’ bolters, regardless of how far it has moved or
what other weapons it is firing,

Frag Assault Launchers: The front of the Crusader is studded with explosive charges,
designed to hutl shrapnel into the enemy as the troops inside charge out along the
assault ramp. Any unit which’ assaults on the same turn it disembarks from the
Crusader counts as having frag grenades.

Grey Knights Dreadnought
Armour:
Pts WS BS S _Front Side Rear |
Dreadnought 80 5 . 4 6(10) 12 12 | 10 4

Type: Walker Crew: One Space Marine

Weapons: The Dreadnought's left arm is equipped with a Dreadnought close combat
weapon that has a built-in storm bolter. The Dreadnought's right arm is, equipped with
one weapon from the following list: assault cannon at +30 points; twin-linked lascannon
at +50 points; twin-linked heavy bolter at +30 points; multi-melta at +40 points, plasma
cannon at +40 points; twin-linked autocannon at +35 points,

Options: The Dreadnought may be equipped with any of the following vehicle
upgrades from the Daemonhunters Armoury at the cost listed there: blessed, extra
armour, hunter-killer missile, psycannon bolts, sacred hull, searchlight, smoke
launchers.

The storm bolter may be upgraded to a heavy flamer at an additional cost of +10 points
or an incinerator at the additional cost of +15 points.

The Dreadnought’s close combat weapon can be upgraded to a missile launcher at an
additional cost of +10 points.




of{the great -
ar mtqgrate it intonan existing arrny From there, you can then expand your force ina ™

eld a 'pure Daemonhunters i
seniin mssa {lrety fmmfhb»umts

e
¥ in this Bock — or, if you already have an
£ Imp &Jard or. Space Marines army,
F you can use your Daemonhunters units as
an alliad fqr{:e

'Whichaver ‘method you're- Using to build
ur army, it's usually best to start by
forming it around the 'Standard Missions
Force Organisation chart. As you can see
low, this ‘type’ of fotce must have at
“least one HQ and two Troops units so it's
a good idea to collect these first, If you are
using the Daemonhunters as allies, select
. from your existing models core units to
_ base the army around.

Both methods should quickly provide you

with an army ready to defend the citizens

. of the Imperium from the foul minions of
Chaos.

STANDARD MISSIONS;'_

3 FastAttack
a Heayy
Suppart

1 A pure Daemonhunters army, Once
- 'you have your'one HQ and two Troops
choices painted, you can start playing.
With time; and the experience gained ¥.
from your first few battles; you'll be
able to decide what other units you
want to reinforce your army with.

2 Using Daemonhunters as an allied force

If you're using Daemonhunters as
allies, pick one or more units from this
book to add as an allied contingent to

" your army, bearing in mind the rules on
page 21 and the limits specified on the
Force Organisation chart.

A Dasmonhunters force made up of an Inquisitor Lord (HQ)

and two squads of Grey Knights {Troops). | |

e




4 [Inquisitor |

Inguisitorial Stormtroopers

Inquisitors - are mighty heroes of the  Inquisitorial Stormtroopers are a plentiful source of troops that have access to
Imperium. They can be powerful psykers  both Rhinos and Chimera troop transports. This makes them ideal for
and have access to extremely potent securing table quarters, holding the battle line and supporting other
wargear. ; Daemonhunter units.

Daemonhunters forces may include Space Marines or fmperlal Guard units to bolster their strength and gain access to more
specialised units such as Land Speeders, Basilisks or heavy battle tanks.
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Grey Knights Terminators
can lay down a huge amount
of firepower and are capable
of absorbing a great deal of
damage without fear of loss.
However, they excel in close

combat and their ability to
Deep Strike allows them to
deploy right into the heart of
enemy lines where they can
wreak the most havoc.

Like their heavier brethren,

Grey Knights in Power armour

can unleash an impressive &

amount of firepower whilst

advancing forward. They are -
deadly opponents in an
assault and, if taken as a Fast

Attack choice, are capable of

teleporting directly into the &=

heat of battle.

AN




sREY KNIGHTS
n their armour that makes them unique amongst

_ emwellshow you some of the various elements that
>ower armour and Terminator armour,

o After undercoating the
model with  Chaos

your Grey Knights with a
basecoat of Boltgun Metal
then highlight it with Mithril
Silver. Lastly, use a thinned-
down Blue Ink wash to give
the armour a blue-steel finish.

&
e

Black, paint the armour of @ Mithril Silver
@ Blue ink

Chaos Black
Boltgun Metal

9 Paint the gold trims on the armour
first with Brazen Brass then
highlight with Shining Gold. Apply a
thinned down coat of Brown Ink to
shade the recesses, while
keeping the overall colour bright.

@ Brazen Brass
Shining Gold
@ B5rown ink

To paint the Chapter symbol of the

Grey Knights, use a basecoat of
Red Gore for the book. For the pages,
use the parchment technique as
described in box 4. We used Codex
Grey as a base for the sword and
applied a highlight of Fortress Grey.

@ Red Gore (O Bleached Bone
© Codex Grey () Fortress Grey

o To paint parchment, use a
basecoat of Bestial Brown then
highlight with Vermin Brown and then a
final highlight of Bleached Bone. The
name of the Grey Knight is painted on
using a Fine Brush and Chaos Black,
or you can use a fine fibre-tip art pen
and write it in.

@ Bestial Brown
@ Vermin Brown
(O Bleached Bone
@ Chaos Black

HERALDRY @ 5000 Fed
® SHIELDS @ chaos Biack

Grey Knights heraldry
uses three colours: red,
black and white, and a
variety of symbaols such
as skulls and swords
which you can find on
our range of transfer
sheets.

() skuil white




make these models really stand out.

Inquisitors are highly individual characters that will really bene t fron
give them. On this page we’ll show you some of the details th t the

Armour is a key

feature of most
Inquisitors. Choosing a
hold colour helps it to
stand out,  while
sticking to the same
pallette of colours still
ties the model in with
the rest of the army.

Cloaks are an excellent place to
add in patterns, icons or motifs.

As befits their status, Inquisitors

are adorned with Imperial
heraldary and icons. They are a great
place to introduce different colours,
which helps to make the model stand
out on the battlefield,

b

[ Inquisitors  often

e carry sacred
grimoires, scripts and
litanies. Shown here
are some examples
made using the Grey
Knights  parchment
colours and technique
described opposite in
box 4.




ure Daemonhuntesa"'Army i this: cesd) all the winits
: ou mci_ude in ycur army are chosen from thls book All

qu
“an. Inqmsuor Lcrd andior a Grey Knights Hero. In the
' example below we have added an additional Inquisitor
and Retinue and Grey Knights Terminator squad as Elites
choices, a Grey Knights Teleport Attack squad as a Fast
Attack choice, and a Grey Knights Dreadnought as Heavy
Support i

2

3

Daemonhunters with Alliled Forces. Here the
Daemonhunters army has requisitioned the use of local
forces to bolster its strength. Once the compulsory
choices for the army have been chosen from the units in
this book, you may add additional units from Codex:
Space Marines or Codex: Imperial Guard. In the example
opposite, a Daemonhunters army consisting of an
Inquisitor, two squads of Stormtroopers and an Imperial
Assassin has called in the services of a small contingent
of Crimson Fists Space Marines. Units chosen in this way
are subject to the limits and restrictions on page 21.

Daemonhunters as Allies. In this type of army, the
Daemonhunters are used as additional allied units for an
Imperial Guard or Space Marines army. All compulsory
choices are chosen from the parent army’s list, be it
Codex: Space Marines or Codex: Imperial Guard (or one
of their variant lists such as Codex: Catachans or Codex;
Blood Angels). Additional Daemonhunters units can then
be brought in as supporting units, again subject to the
limits on page 21,

—




An army chosen from Codex: Imperial Guard with cholces from Codex: Daemonhunters.
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OF THE DAEMONHUNTER

litary arms of the Imperium, an Inquisitor may accumulate all manner

. ing from fanatical priests and battle-servitors to terrifyingly
even call upon the lethal operatives of the Officio Assassinorum.

An Inquisitor’s retinue is an
extremely potent force on
the battlefield. They can
boost his fearsome skills or
grant bonuses’ such as
additional psychic  powers,
increases ‘o his
characteristics ' or  other,
more esoteric, abilities.

——————

Inquisitor Lord Torquemada Coteaz with his henchmen,-

- = =

Mystics can sense the shifts in the Warp ~ Hierophants are fiery priests whose Apprenticed to an Inquisitor, an Acolyte
holy faith is anathema to daemons. would give his life to save his master.

- that herald the arrival of daemons.

Familiars act as the eyes and earsof an ~ Sages are experts in calculation, Gun Servitors carry heavy weapons
Inquisitor, raising his Initiative and  allowing an Inquisitor to better direct his ~ to protect their master and smite his
permitting him to choose more psychic  firepower. foes.

powers than normal.
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Death Cult Assassin

Daemonhosts are unpredictable creatures, but can manifest immensely powerful ~ Death Cult Assassins are best suited fo ¥
psychic abilities. Their high strength and ability to shrug off the most devastating of targeting small squads in the enemy’s

wounds makes them very useful to an Inguisitor, but means he will not be able to call . rear and, with their power weapons, are |
upon the might of the Grey Knights. ideal for killing heavily armoured troops.

The operatives of the Officio
Assassinorum are lethal and
each one is a master in the
ways of death. Vindicare
Assassins are snipers of
unparalleled skill, while the
Eversor is a killing machine in
close combat. The Callidus is
ideal for disrupting enemy
plans. The Culexus is the bane
of psykers and its fearsome
weaponry can slay even the
most  heavily armoured
opponent.

F , A/ K & * A .. Y 1
c = et b : - Yy /
@ e =" < L"_
% \indicare Assassin A A Brrrrrrrps

a_"-..'_."‘}._“'--" b g B NN ; . }-."\:"\"\)r‘.




o e e e S e S S

e vehlcles us&d by the Grev Kniéhts are spech!allyr consecrated to combat the daemonic, and bear
Ihsl nia o‘f tha Inlqumition and many other devntlonal symbols and heraldry. On these pages we’ll

We. . —eonverted. our
Dreadnought to fit in- with
our Grey Knights army. In
particular, this Dreadnought
carries the symbol: of the
Grey Knights on its banner
and' incorporates  the
heraldry of the Space
Marine hero interred within.

AN
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Inguisitorial Stormtroopers with Rhino
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We painted Inquisitorial and Chapter iconog raphy 6:1560? Daemanhu:ﬁérs
this page you can find a number of different variations on Inquisition icons,
starting points to design the heraldry on your own vehicles, . - :




 that it’s a great opportunity to build a unique force.
lighly rewarding too, and with Games Workshop’s
easy! On these pages we will show you some

~You will also need a collection of extra
- components — a bits box. This is all the extra
- pieces left over from other models you have
built. Most people keep these pieces for this
exact purpose.

The Citadel range has a huge
variety of models, and many of
them can be used to represent
alternative troop types with little
or no alteration. As shown here,
you don't have fo restrict
yourself to the Warhammer
40,000 range of models.

Games Workshop Mail Order
offers the whole Citadel
Miniatures range including
archive models and also a
parts service which can

provide you with a multitude of
pieces, suitable for converting
your models.

This Preacher makes an
excellent Acolyte.

This  Empire Warrior
Priest can be used as a
Hierophant.

Here we have used a Sisters of
Battle Preacher as a Hierophant.

This Mordheim Auger can
be used as a Mystic. g

An Empire Flagellant can be
used as an Acolyte or a
Hierophant.

This Empire Steam Tank
Captain has been
converted with the
addition of a piece
from the Eversor
Assassin's
backpack and
a laspisto!
to produce
a Sage.

e




On this page are some simple conversions, from head and ar
swaps, progressing to more complicated modelling projects, -

- Urfah Jatobus:

Left: A Death Cult
Assassin made
from the Callidus
Assassin upper
body and a Dark
Eldar Scourge’s
pair of legs. The

figure has had a
simple arm swap.

This Servo-Skull has been
made from the head of a
Culexus Assassin with the
simple addition of some wire.

An Inquisitor, converted from the
Moraheim miniature  Bertha
Bestraufrung, with arms and a head
from Necromunda Escher gangers.

book from the Inquisitor range.

This Imperial Guard veteran is
made from an Imperial Guard
‘Stormtrooper with the head
from an Imperiaf Confessor.

This Imperial Guard model has
been transformed into. an
Acolyte with the addifion of a

your army.

As you gain more confidence in your modelling skills, you will no doubt want to
try more complex conversions, giving you ever more spectacular models for

An Imperial Preacher was used as the basis of this Hierophant.
Books and icons were added from the Mordheim and Inquisitor
ranges and a brazier was made from modefling chain. Extra
detail was added using Green Stuff and plasticard.

This Inguisitor in
Terminator armour
was based on the
Logan Grimnar
model, and has
used pieces from
the Warhammer
40,000, Warhammer
and Warmaster ranges.
He has been modelled on a scenic base which hefps him
stand out on the battlefield.
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am s'on a fully modelled battlefield and this is especially
. To tms end, we have made a number of themed scenery pieces
_ ng points for several scenarios or even full campaigns.

The Daemonhunters must fight their way past Eldar salvaging a Phantom Titan to reach an open warp gate,
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stroy a Khorne icon the enemy force Is protecting.
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The Daemonhunters must
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‘Grey Knights Teérminator,
dofin Blamche.

' Apnl_y‘le,
Seb Perbet.

Inquisitor Luthor Guis,
Galden Demon 2000 award winner,
Ben Jefferson.

Inquisitor,
Goidan Cemon 2001 award winnar,
Jose Luls Roig Ayuso,

Inquisitor,
John Blanche.

Inquisitor,
Golden Demon 20071 award winner,
Tue Kaae.

The Archivist,
by Golden Demon 2000 award winner,
Mark Bedford,




In writing Codex: Daemonhunters we've tried 1o create an army
list which is both characterful and capable of fighting in a flexible
fashion. One of the most important things to bear in mind is that
many Warhammer 40,000 players you'll end up fighting won't
have Chaos armies and, even if they do, Daemons won't
necessarily feature heavily in them. However, in the dark

millennium of Warhammer 40,000, Chaos can manifest in many

guises and Daemonhunters may find themselves battling aliens
or corrupted Imperial forces in order to' quell a daemonic
incursion. On occasion, they may even be deployed against an
Inquisitor whose methods have become so questionable that the
Ordo Malleus will no longer countenance them. In the pages that
follow are a number of ideas, missions and special rules for
using Daemonhunters in games of Warhammer 40,000, either
as part of a campaign or as one-off games.

STAND-ALONE GAMES
For a stand-alone game you can tie in an appropriate
Daemonhunters narrative very simply in one of two ways:

Daemonhunters Missions

Use either of the two Daemonhunters missions on pages 54 &
55. In this case the opposing force are pawns of Chaos,
knowingly or unknowingly, and have been manipulated by the
Dark Gods to bring about some daemonic apocalypse.

Standard Missions With Added Narratives
The following narratives are some good examples of how to use
Standard missions for Daemonhunters battles:

Cleanse/Night Fight/Take and Hold: The opposing force is
moving into an area powerfully associated with the Chaos gods,
such as the precincts of an ancient temple, cursed burial ground,
daemon-haunted ruins or an old battiefield. Their intent is
unknown but their very presence may unleash the forces of
Chaos if they are allowed to go unchecked.

Patrol/Recon/Meat Grinder/Bunker Assault: The Ordo
Malleus forces are seeking a Daemonvessel but must overcome
enemy forces placed in their path by their quarry’s patron god.
These could be mercenaries, worshippers or hapless dupes.
Regardless, the Daemonhunters must defeat this new enemy in
order to take up the hunt once more.

Rescue: The Daemonhunters are attempting to secure an
exceptionally dangerous Chaos artefact before it falls into the
wrong hands. The opposing force has been lured to the spot by
the quiescent power of the artefact and hope to use it for their
own ends.

USING ADVERSARIES IN WARHAMMER 40,000
The minions of the daemonic take many forms, and those who
believe the Ordo Malleus exists purely to combat hordes of
Daemons are sorely mistaken. It is just as likely a strike force of
Daemonhunters will be dispatched to combat a corrupted
Imperial Guard regiment only for a Bloodthirster to burst out from
the tattered remnants of its Colonel, or for a coven of Eldar
psykers to have become beguiled by the magicks of Tzeentch,

Needless to say, we cannot reproduce the multifarious nature of
all the Chaos Daemons in these pages. Nevertheless, including
a Greater Daemon as an HQ choice in a non-Chaos army is not
just an excellent gaming opportunity, but also a perfect reason
for the Daemonhunters to fight them in the first place. Therefore
we have included two new unit types for those who intend to fight
as adversaries to Daemonhunters armies: the infamous Greater
Daemon of Chaos and the Daemon Pack.

These units may only be used when fighting against a
Daemonhunters army. They are treated exactly as if they were
part of the adversary army, although they may not be taken as
the compulsory choices from the force organisation chart.
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THE ADVERSARIES OF THE DAEMON UNITER :

‘'standard mission could take a Greater Daeman as an agdittcml;

‘compulsary Troops and. HQ slots have been f1||Ed by cho:ces
! from their own Codex or: army list. |

Therefore an army mtendlng to tsght Daamonhunters~ in

HQ choice, and Daemon Packs as Troops choices once the

The Daemons that manifest in Daamonhunters games nead not
be aligned to any of the four major Ruinous Powers, as there are
countless Chaos powers inhabiting the Warp. Nonetheless, it i
perfectly acceptable to use, for instance, a . L.Q{d of Ch_
model to represent your Greater Daemon, or 10 use any of th
lesser Daemons from the Chaos range to represent your
Daemon Packs. Players using a Chaos Space Marine army
must use the Daemons as listed in Codex: Chaos Space-
Marines, and may not use these rules. Necron and Tyranid
players also cannot use these rules as the ‘concept of Chaos'
worship is totally alien to these races.

One final note; for all those in possession of a copy of Codex: |
Chaos Space Marines but wishing to take on the
Daemonhunters with a non-Chaos army, it is also acceptable for
the Greater Daemons and Daemon Packs listed to be used
exaclly as presented in the Chaos Space Marines army list,
including points costs, special abilities and so on. These can be
incorporated into the army as HQ and Troops chaices as
described above.

Daemonic Special Rules
Daemons are not true flesh and blood, they are formed from the
substance of Chaos itself. Whilst this grants them considerable
power it also means that they struggle to maintain their presence
in the real universe. They need to be summoned from the Warp
in order to take part in battles, and their physical forms will
eventually discorporate and return to the Warp.

Daemon Summoning

All Daemons must be summoned onto the battlefield. The
Daemon units will start in reserve irrespective of whether the
Reserves special rule is used in the mission being played.

Choose an Elite or HQ unit before the game starts and note it
down. This ‘host’ unit is assumed to carry a potent sigil of Chaos
that Daemon Packs can use to break into the material universe.
Daemon Packs can only manifest next to a model from this
designated unit, or next to a Greater Daemon.

The player controlling the adversaries rolls a dice at the start of
each of his turns, starting with the second. If he rolls equal to or
greater than the number shown below, the unit becomes
available.

Turn 2 3 4+
D6 4+ 3+ 2+

When a Daemon Pack becomes available, place the Ordnance
Blast marker in contact with a model from the host unit (or Greater
Daemon). Roll the Scatter dice; do not move the template if a ‘Hit’
is rolled, otherwise move it 2D6" in the direction of the arrow. The
Daemons are then deployed on the area covered by the template.
Note that Daemans cannot be lost in the Warp like units using the
Deep Strike rules. Once they have arrived the Daemons can
move and assault as normal. When placing Daemons on the
Ordnance template, models which cannot be placed on the table
or more than 1" from an enemy model are destroyed.

Daemonic Instability

In any circumstance when a Daemon pack unit should take a
Morale check they instead take an Instability test. This is
performed exactly like a Morale check, but if it is failed the
Daemons do not flee but instead suffer one wound (with no
saving throw of any kind possible) for each point they falled the
Instability test by,




Greater Daemons and Possession

An alternative means of remaining in the real universe requires
the Daemon to take possession of a living body. A single model
in the army will be acting as the vessel for the Greater Daemon
(known as the Daemonvessel), The Daemonvessel must be an
independent character from the HQ section of the army: list (or a
«Gaptain or Colonel in any of the Imperial Guard army lists) and
cannot be a Monstrous Creature of any kind.

The exact model should be noted down before the game and
there is no requirement to identify it specifically to your opponent.

Until the Daemon manifests; the Daemonvessel will fight with the

Strength characteristic of the Greater Daemon itself (note that

whatever wargear the model may have, |ts effective Strength can
never go above 10). i

At the start of each turn after the first that the Daemonvessel s '
on the battlefield, the owning player chooses either 1o resist the

possession or invite it. Roll a D6; if the choice was to resist, then
the Daemon only takes possession of the vessel on a roll of 6. If
the choice was to invite possession then the Daemon possesses
the vessel on a roll of 4 or more. When this occurs replace the
vessel model with the Greater Daemon model. If possession
occurs while the vessel is inside a transport vehicle or bunker it
is assumed that the vessel staggers out screaming before the
nightmarish transformation occurs. The model it has replaced is
treated as a casualty — any points spent on this model count as
Victory Points earned by the opposing player.

If the enemy kills the vessel before possession occurs, the
Daemon will automatically take possession of the vessel’'s body
at the end of the player turn in which its vessel is killed. Place the
Daemon model in the position occupied by the late vessel, in
contact with the same enemy models (if any).

The possessed flesh of a dead vessel will not sustain a Greater
Daemon forever, so at the end of each Chaos turn that the
Greater Daemon has started on the battlefield
after possessing a dead vessel, roll a special
Instability test for the Daemon using 3D6
added together. If the sum of the three dice

AR

THIPE]

is greater than the Daemon's unmodified Leadership it suffers
the difference in wounds with no save of any kind possible. A
Daemon that is lost this way is considered to be dead for Victory
Points purposes.

Note that the price of the Greater Daemon of Chaos is
100 points, in addition to any points spent on the nominated
Daemonvessel. Remember that when the Greater Daemon
emerges, the Daemonvessel is removed and counts as a
casualty.

If you are using a specific Greater Daemon from Codex: Chaos
Space Marines, simply add that Greater Daemon'’s points value

" to the points value for the Daemonvessel instead.

HQ

. . 0-1 Greater Daemon of Chaos

A Greater ‘Daemon of Chaos |s an incredibly powerful
manifestation of Chaos in its rawest form, and so potent is its
might that it can boil a man's blood with a glance or rip a tank
apart with. its talons. Greater Daemons can take myriad forms,
but all tower above the mortal fools that dare to summon them, It
is a rare individual indeed who can hope to survive an encounter
with one of these unstoppable nightmares, let alone defeat it.

Note: Roll to determine the Greater Daemon's profile and abilities
before deployment.

Greater Daemon
Pts WS BS S T w ! A Ld Sv
+100 'De+4. 0 D3+6 6 D3+2 D3+2 D3+2 10 4+

Number/squad: 1

Weapons: Although they may carry weapons, the effectiveness
of Greater Daemons is exactly as shown on the profile above.

Options: Roll a D6; on the roll of a 4-6, the Daemon has the
Daemon Flight special ability, on a 1-3 it does not.

Character: Each Greater Daemon is an independent

character and follows all the Independent Character

special rules as given in the Warhammer 40,000

rulebook except those relating to being shot at.

& Because of their sheer size it is always

possible to fire at a Greater Daemon even

=4 if It has joined a unit or is within 6" of
*’\ another viable target.

Transport: A Greater Daemon may
not ride in a transport vehicle.




SPECIAL RULES

Possession: A Greater Daemon must possess another model to
enter the battlefield. See the special rules on Daemonic
Possession for more details.

Fearsome: Greater Daemons have the Daemonic Visage ability
(see Daemonic Special Abilities on the right).

Fearless: Greater Daemons automatically pass all Morale and
Pinning checks and will never fall back.

Monstrous Creature: Greater Daemons are huge and powerful
opponents. They roll 2D6 for armour penetration and ignore their
opponents’ Armour saves in close combat.

Invulnerable: Greater Daemons are unnatural creatures, made
from the very stuff of Chaos itself and are therefore very difficult
to destroy. They may therefore make an Invulnerable save
against all wounds they take.

Living lcons: Such is the power of Greater Daemons that each
counts as an icon of the deity they serve so Daemon Packs can
be summoned adjacent to them.

TROOPS

Daemon Packs of Chaos
There is no limit to the number of rapacious Warp entities eager
to feast on the flesh and souls of the living. They have infinitely
different forms and equally infinite malice. Each of the Chaos
gods has their own favourite servants, waging eternal war for the
glory of the infernal masters and their own vindictive satisfaction.

Note: Roll to determine each Daemon Pack's profile and abilities
before deployment.

Pts/Model WS BS S
20 D3+2 0 D3+2 D32

Number/squad: Daemon Packs consist of 5-15 Daemons of the
same type.

T W |
1 D3+2 2

A Ld Sv
8 5+

Daemon

Daemonic Special Abilities: Roll a D6 before deployment; on
the roll of a 1-3 the Daemon Pack has the Daemonic Visage
special ability, on the roll of a 4-6 it has the Daemonic Talons
ability,

SPECIAL RULES

Summoned: Daemon packs are always summoned to the
battlefield. See the Daemon Summening rules for more details.

Invulnerable: Daemon packs all have a 5+ Invulnerable save.

Instability: Daemon packs are subject to Daemonlc Instability.
See the special rules for more details, !

‘Daemonic Special Abilities

Daemonic Visage

The model is terrifying: to Iook upon and fills < his
enemies with preternatural dread. If a unit has to take:
a Morale test after losing a close combat and the

enemy Includes models with Daemonic Visage the

Morale test is at -1 Leadership. If all df a unit's
opponents have the abihty, or ohe of them is a Greater
Daemon then the test is at -2 Leadership instead.

Daemon Flight

The model is able to fly on mighty daemomc wings. It
moves as if it has a jump pack (see the special rules
in the Warhammer 40,000 rulebook). The model does
not have to fly and may always choose to move as

infantry in any Movement or Assault phase. Because

of its sheer size and power, a winged Greater Daemon
does not have to take Difficult Terrain tests if it lands
in difficult terrain. )

Daemonic Talons

The model has unnaturally sharp talons and horns. It
may use no other weapons but will always count as
having an additional close combat weapon. Any rolls
to hit of 6 will inflict an automatic wound with no
Armour save possible.

If a creature with daemonic talons rolls a 6 for its
armour penetration dice roll against a vehicle, it rolls

another D6 and adds the result to the total armour

penetration score.

('
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DAEMONH UN TERS NARRATIVES

i Dasmonhunrsrs are not res!ncred to only fighting Chaos. There are alt manner of foes and situations throughout the
galaxy rhahcan merit the hammer of the Daemonhunters being brought to bear. The following pages give you some
narrative hooks for your games of Warhammer 40, 000, and allow you to play any opponent, regardless of what army

hunters to be f;ghtmg

‘Generlc hooks:

The enemy force has a blassed:'cursed item they wish to
defile/make use of. The Daemonhunters must stop them.

The Dasmonhunters - must destroy a blasphemous icon the
enemy force is gathered around/protecting,

The Daemonhunters must rescue or kill a captured psyker the
enemy plans to use in a diabolical summoning ceremony.

 The commander of the enemy force is possessed.

Defend a location where exorcists chant to break a daemonic
enchantment around some icon or statue in order to prevent its
use by the forces of Chaos. (Meat Grinder/Rearguard)

‘A cavalcade transporting & daemonic blasphemous icon is

heading towards a mystical site and the Daemonhunters must
stop it arriving. :

A daemonic artefact is causing technology to fail around it and its
influence is spreading. The Daemonhunters must close and
destroy it.

Daemonhunters must attack and destroy a nest of plague victims
whose pleadings are summoning forth Daemons of Nurgle.

Daemonhunters would fight Space Marines because:

Their commander is possessed.

A company of Space Marines have seized an unholy artefact
from Chaos foes and it has corrupted them en route to their
fortress monastery. The Daemonhunters must destroy all trace of
them before they can return and corrupt the rest of the Chapter.

A Space Marine ship, trapped in the Warp for centuries has finally
emerged and crash-landed on an Imperial world. Rather than risk
potential contamination from possessed Space Marines, the
Daemonhunters must destroy them.

A Space Marine commander has got wind of the Inquisitor
employing daemonic minions andfor trafficking with Daemons
and sets his sights on exterminating him.

A Space Marine commander has seen, first hand, the terrible
measures sometimes required to be taken by the
Daemonhunters. Horrified by the callousness displayed in the
wholesale extermination of communities (even those some
distance from a daemonic incursion), he has resolved to bring the
Ordo Malleus’s methods to light. He and his men must be
eliminated to prevent this.

Daemonhunters would fight Chaos because:
They're Chaos — what more reason do they need?

ess. These plot hooks are by no means exhaustive, and you can invent all manner of reasons for the

Daemonhunters would fight the Imperial Guard because:

The commanding officer is possessed.

The regiment has stumbled across a site containing a powerful
Chaos artefact and are being manipulated by it. The
Daemonhunters must destroy them.

Trapped in the Warp, the guardsmen that emerge are no longer
wholly human and must be destroyed.

A captured icon has pride of place in the regimental base and the
Daemonhunters, not knowing whether the Imperial Guardsmen
have been corrupted by it, have decided not to take chances and
s0 attack them.

Inducted Guardsmen attached to the Daemonhunters have
become privy to knowledge that they should not know and must
be eliminated.

Daemonhunters would fight Dark Eldar because:

A Dark Eldar webway portal has been breached and corrupted. It
is siuck open and Chaos is leaking from the Warp. The
Daemonhunters must attack and destroy it.

To a Daemonhunter, a Dark Eldar Kabal's practices are only a
short step away from Khorne worship. Better to wipe them out
and be sure.

The Dark Eldar have attacked a township and have slaughtered
the community on the central offering stone in the village square.
This is an ancient, moss-encrusted soul prison of a Daemon and,
supplied with the fresh blood, it was able to dominate the Dark
Eldar and bend them to its will. They now bring all their captives
to be sacrificed on the altar, and soon they will have shed enough
blood to release the Daemon. The Daemonhunters must stop
them before this happens.

The appointed hour for a daemonic release is prophesised to come
to pass at a certain time in a certain place. The Dark Eldar are the
pawns of Tzeentch here and they plan a raid for this time. The
Daemonhunters intercept them before they launch their attack.

Dark Eldar raiders have attacked a vessel and stolen its highly
dangerous cargo of cursed items. The leader of these Dark Eldar
has returned to his base and the Daemonhunters have tracked
them here and launch an immediate attack,

A prominent Daemonhunter or Henchman has been captured by
the Dark Eldar and his comrades-in-arms want him back.

A particular Dark Eldar Archon is so bloodthirsty that he must be
a Khorne worshipper. He must be destroyed.

A precious grimoire of ancient knowledge has fallen into Dark
Eldar hands and must be recaptured at all costs.

Daemonhunters would fight Necrons because:
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The Star-gods are so powerful they must surely be daemonic...

An unknown force is attacking the Adeptus Astra Telepathica's
psychic way-stations, disrupting communications on a sector-
wide scale. The Daemonhunters have traced the source of these
raids and attack, discovering their foes to be Necron warriors.

Necron attacks are converging on a powerful site of warp energy
being studied by a cell of Radical Istvaanian Inquisitors. The
Daemonhunters must hold off these alien foes until
reinforcements can arrive to protect this invaluable site.

A Necron raiding force has snatched the psychic ‘untouchable’
from an Inquisitor's retinue, and he wants his only defence against
psychic attack back. He must act quickly to ensure her return.

While hunting for forbidden archaeotech within the depths of a
Chaos hulk, a Xanthite Inquisitor has discovered a strange
artefact. As he begins to study it, sickly green light pulses from its
depths and a shimmering portal opens, through which ranks of
gleaming skeletal warriors emerge. The Inquisitor quickly rallies
his forces and attacks.
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Daemonhunters would fight Orks because:

Ork war chants are unwittingly resonating a crystal Chaos icon
at the correct frequency to activate a Warp portal and bring forth
Daemons. i
The Orks have attacked a site of geomantic significance which
forms part of a gigantic warding symbol that stretches between
worlds to seal a warp rift. The loss of this site unbalances the
great ward and it must be recaptured and reconsecrated to
prevent a great cataclysm.

The Orks have looted a powerful Daemon weapon from a sacred
reliquary and the damage they could do with it is incalculable. It
must be recaptured.

The Ork Boss is possessed.

The Ork hulk is infested with Chaos beasties and localised warp
gates where all manner of nastiness is manifesting.

Their mining operations to obtain metal and ores for their Gargant
construction has unearthed a Chaos temple. It must be sealed off.

The Orks have constructed a Gargant with parts salvaged from
a wrecked Banelord Chaos Titan, and the essence of the Chaos
Titan has taken over the massive war machine. The
Daemonhunters must get in and plant charges to destroy the
Gargant before its psychic resonance acts as a beacon for
Chaos fleets and renegades.

The Ork camp is built upon an ancient battlefield where Chaos
was defeated. The battlefield retains evil echoes of that day and
the naked aggression of the Orks awakens that evil, resulting in
Daemons and long-dead Chaos warriors reanimating.

The Orks have discovered an ancient temple with a huge,
pestilent mosaic of Nurgle and, believing it to be Gork (of
possibly Mork), have begun worshipping it. This has had the
effect of raising deadly plagues in the surrounding worlds and
the Daemonhunters have traced the cause to the Orks and must
destroy them. Of course, Father Nurgle will lend his aid to his
newest children...

A Warboss has captured an Inquisition Black Ship before its
captain and Techpriests could initiate rituals of self-destruction,
and faken its volatle human cargo back to his army. The
concentration of so many unprotected psykers is tearing at the
barriers between dimensions and the Daemonhunters must
rescue or kill the psykers to prevent a catastrophic breach in real
space.

Daemonhunters would fight Tyranids because:

= A hive ship was sucked Into the Warp and what emerged was

corrupted beyond all reason. When the few surviving monsters
make planetfall, the Daemonhunters are walting to destroy them
all,

A Tyranid digestion pool has formed around an ancient Warp
gate and the departing souls flaring into the ether have
reactivated the portal. Dagmonic intrusion will soon be
inevitable...

A corrupted Hive Tyrant has been infected with Nurgle's Rot and
is spreading plague ahead of its swarms. The Daemonhunters
must find it and kill it to give the Imperial forces a chance of
resisting.

The Daemonhunters know of a powerful, buried Chaos icon on
a populated planet that the Tyranids have invaded. The scale of
death will awaken the Daemon chained within the icon and the
Daemonhunters must halt the Tyranids before they reach it.
The Changer of the Ways has engineered circumstances that
have diverted the path of a Tyranid fleet. The exact purpose of
this is unknowable, but that Tzeentch desires it is enough reason
for the Daemenhunters to stop it.

A Khornate icon unearthed by the Tyranids' rapacious digestion
of a planet's surface is driving the monsters into a frenzy of
destruction. It must be destroyed.

A Slaaneshi-worshipping cult has engaged in all manner of
debaucheries to send a psychic signal into the Warp to attract
followers of their daemonic patron. Instead, the Tyranids have
arrived and the cult members must be killed to sever the signal
and prevent more from arriving.

. Daemonhunters' custody and has taken
Daemonhunters must find them and kill

Daemonhunters would fight Eldar because:

and this has weakened. the barriers

doubt octur as the b
The Tau have attack

Daemons to manifest. . ]
A possessed captive or dangerous pgyérﬂc h

The Tau have been gathering the plece
unlock its secrets. Unknown to them, it is an astra
hell-dimension of a powerful daemonic entity. :
must destroy them before they obtain the last pieces;

A Shrine world is under attack and the reliquaries there contai
many sacred artefacts for the combating of daemonic entities
The Tau must not be allowed to capture these precious artefacts

The webway portal is allowing the Eldar to bring reinforcements
to a hotly-contested warzone, and the Daemonhunters must seal
it since it is obviously utilising blasphemous Warp-spawned
magicks to operate. : ¥
The Avatar is pretty much a Daermon when you think about it...

An ancient Eldar artefact has fallen into Chaos hands. The
Chaos foe has been defeated, but now the Eldar are back and
want their property returned.

Having seen Warp Spiders in action, the Dasmonhunters are
under no lllusions that the Eldar are utilising blasphemous
magicks and should be eliminated.

The Daemonhunters are investigating an ancient site containing
an unknown artefact. Without warning or provocation, the Eldar
drop from the skies and attack.

A research facility where the Daemonhunters conduct
experiments under controlled, hexagrammic conditions comes
under attack from the Eldar,

The Daemonhunters wish to capture a Farseer and/or Warlock
for further study into his psychic abilities, ;
An Eldar Warp gate would allow the Daemonhunters quicker
access to a potential site of daemonic incursion, but the selfish
Eldar wor't let them use it. The gate must then be taken by force.
It is rumoured that the site of a Warp gate leads to the Black Library
itself. The Daemonhunters wish to capture this gate intact.

The Daemonhunters have found the abandoned, sealed remains
of a Warp gate and are bending all their efforts to opening it. The
Eldar have felt these attempts and know what lies beyond,
attacking the Daemonhunters to prevent them from breaching
the gate.



Corrupt minions of Chaos are seeking to summon a being of immense power onto the material plane, and the only thing that stands

in their way is a small force of Daemonhunters.

Attacker’s Overview
You have detected an unusually strong Chaos presence
about to be disgorged from the Immaterium into reality,
and must stop it at all costs. Survival is secondary to the
disruption of the summoning ritual and destruction of those
foolish enough to traffic with Daemons!

Defender’s Overview

The summoning ritual, decades in the preparation, is mere
minutes from completion. Those who would seek to hinder this
great work must be exterminated. All other considerations are
secondary to the ritual's successful execution, for surely none
can stand against a manifestation of Chaos in all its glory.

Scenario Special Rules

Stop the Ritual is a Raid scenario and uses the Random Game Length, Infiltrators, Reserves, Sentries and Deep Strike rules.

Set-up

Set up the terrain in any mutually agreeable manner. Ideally a
ruined temple, mausoleum or other building should be placed
in the centre of the table.

The defender sets up his forces anywhere within 18" of the
ruined temple. He must set up at least one unit in a circular
formation (all models in the unit form the circumference of a
circle, the size of the circle is not important). Models may not
be deployed or move within this formation. Any unit set up in
this manner is considered to be incanting the summoning ritual
and may not move or shoot unless it is forced to do so (falling
back, piling in during a combat, etc) although they may fight if
they are assaulted, and may move to retain unit coherency in
order to maintain the circular formation, Any number of units
may be set up in this manner. There must be at least five
models in each circle. Any medels in such a circle count as
having a 5+ cover save due to the coruscating energies
swirling around them, and count as being in cover in all respects.
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The defender then deploys sentries (see the scenario special rules in the Warhammer 40,000 rulebook). These sentries do not cost
any extra points, They are placed anywhere on the table which is not within 12" of a short table edge.

The attacker then chooses a short board edge and deploys as much of his force as he wants anywhere within 6"

deployed are in reserve. If the attacker has any infiltrators he may

Rall for who gets first turn. Highest score may choose whether to

of it. Any units not

deploy them up to 12" onto the board from the short table edges,

go first or second.

F e et

Mission Objective
The defender must ensure that at least one of the
summoning circles is intact (still in a circular formation, in
coherency and at least five models strong) at the end of

Reserves
When the attacker's reserves become available they will enter
from the same table edge as the attackers chose during their
deployment, or by Deep Strike if they are able to do so.

the game. If this is the case then the defender wins as the
ritual becomes complete and all hell breaks loose, Note

that if a circle is broken it can be reformed provided the
unit is at least five models strong, in a coherent circular
formation as described above, and is not falling back,

The attacker is attempting to stop the ritual by breaking
the summoning circles in the enemy camp, This can be
done by reducing the number of models in a circle to less
than five, or by forcing them to move (fall back or pile in
during combat), If there are no summoning circles intact at
the end of the game, the attacker wins as the gateway to
the Warp closes forever and all daemonic intrusions
become impossible.

Game Length
The game lasts for a variable number of turns.

Line of Retreat
The attackers retreat towards the short table edge which they
chose during deployment. The defenders will retreat towards the
opposite short table edge. The normal Fall Back rules are used.




Overview

'| The Daemonhunters’ quarry is near: a foul daemon which threatens much woe against the Emperor’s citizens. The beast is still
concealed within its possessed form and has gathered a powerful coven of followers about itself. They believe it to be a potent leader |
of their own kind while you know what foulness lurks beneath. The diabolic machinations of the beast can be ended by direct
confrontation here and now. Strike! i

Scenario Special Rules
Terminate the Daemonvessel is a Raid scenario and uses the Deep Strike, Infiltrators, Reserves and either Fortifications or Sustained
Attack rules.

Set-up

The defender can opt to set up fortifications if he wishes,

representing the Daemon's stronghold. If the Defender opts not

| to have fortifications, his Troops choices gain the Sustained
Attack scenario special rule.

The following defending units, representing the Daemon's
personal guard, are set up anywhere on the table more than 18"
from any edge: one Elites choice, one Heavy Support choice
and two Troops choices. All remaining defending units are
placed in reserve.

Defenders’
deployment

Attacking infiltrators can then be deployed in cover up to 18" from
any table edge and 18" away from any enemy units. Defending
units with the Infiltrators special rule can then move up to 6" as
their uncanny stealth skills warn them something's up.

The attacking forces move on from a table edge selected by the
attacking player immediately before their first tumn. Attacking
units entering via Deep Strike are placed in Reserve.

The defender's most powerful (highest points cost) character is the Daemonvessel, The Greater Daegmon costs no additional points, |}
but the Daemon possession rules and Greater Daemon random profile on page 50 must be used. Only start rolling for possession
once the Daemonvessel has suffered at least one wound. The Daemonvessel is set up anywhere on tabletop not within 18" of any
edge. If alone, the Daemonvessel is deployed at the start of the defender’s turn 1. If accompanied by a Bodyguard, Command Squad,
Retinue, ete, and/or mounted in a transport vehicle it is deployed immediately after the attackers complete their movement in turn 1
(ie, before the Shooting phase).

The attackers get the first turn.

Reserves

| Defending reserves move on from
| the table edge or comer opposite to
| where the attackers moved on from. |

Mission Objective
The survival or loss of the forces involved is secondary in importance to the clash between
the Ordo Malleus hierarchy present and the Daemon possessing the enemy leader. The
Daemonhost must be at least wounded and preferably revealed in its full horror and then
banished for the Daemonhunters to achieve total victory. If the Daemon can destroy the
elements which make up the Daemonhunters HQ(s) without revealing its true face it can
continue its schemes unhindered, its dark star rising ever higher in the infernal firmament.

Game Length

Daemonvessel
unharmed
Daeman miahty
victory
Daeman
viclory

Daemonhunters
HQ all lost
Daemonhunters HQ
part lostiwounded
Daemonhunters

HQ undamaged |

Daemonvessel
wounded

. Dasmon
| victory

Draw

| Daemonhunters

victory

Daemon
revealed

| Daemonhunters

Daemonhunters
victory

‘Daemonhunters

| vietory |

Variants

Daemon
banished

. Dasmonhunters
| mighty victory

Daemonhunters
mighty victory
Daemonhunters
mighty victary

The game lasts for six turns.

_ Line of Retreat
Aftackers fall back towards the table |
edge they chose for forces to move
on from, Defenders fall back towards |
the edge or corner opposite. f
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The fallowing variants are just some of the ways you could alter this scenario. You could roll & D6 to choose one or decide beforehand which you want to use.

D6 Result D6
The Daemonhunters choose to risk attacking by night. Use the 4
Night Fighting scenario special rules but add one unit of five
Daemons from the Adversaries rules to the defending force. The Daemon has a doomsday plot underway and must be stopped
The Daemon Is forewarned of the coming attack and has doubled before It's too late! Use the Random Game Length scenario special
the guard. Twice as many units may deploy at the start of the game rule,

(2 Elites, 4 Troops, 2 Heavy Support). An Inquisitorial agent has placed a teleport homer somewhere on
The Daemon is uneasy and senses something is amiss. Deploy the tabletop beforehand. Note where this is after terrain and
one extra Elites unit as he calls up his bodyguard. fortifications have been placed but before forces are set up.

Result

Security has been stepped up. Play the battle using the Sentries
scenario special rules.




; Already a fearéd man throughout the Formosa semor it
was upon the marble- -flagged floor of the Conclave of
Varoth that Inquisitor Coteaz cemented his reputation
.ammgst the senior. masters: of the Ordo Malleus. The
 ‘noted mﬁumltdr Laredian, High Protector of Formosa,
,had called the conclave in response to his discovery of a
‘powerful daemon-bound crystal found in the possession
‘of a Chaos-worshipping sect he had recently purged.
Inquisitor Laredian proposed that the artefact be studied
“and used by the Ordo to aid in the identification and
‘destruction, of the followers of the Ruinous Powers. As
‘Laredian concluded his address to the assembled
' Inquisitors, Coteaz rose from the tiered seating and
marched to the centre of the auditorium, his
daemonhammer raised before him and cherubic familiars
3 darting around his head. He smashed the daemon-crystal
with one blow from his hammer and denounced Laredian
as a blasphemer and trafficker with abominations,
declaring him Extremis Diabolus.

The conclave erupted at this flagrant breach of protocol,
and Coteaz was castigated from every corner of the
chamber. Unfazed, he produced an hourglass timer and
promised he would prove his words true before the sands
ran out. Laredian was a senior Inquisitor, but not so
senior that he could ignore a charge of Extremis Diabolus
levelled against him, and he had no choice but to face his
accuser. In the examination that followed it emerged that
Laredian had not only sanctioned the use of
Daemonhosts, but had read proscribed texts and
employed the tools of the enemy. Faced with such
incontrovertible evidence, Laredian was found guilty of

Inqu:s:tor Ltmf Torquemac{a Coteaz

Warpcraft, practicing the forbidden arts, and heresy
against the God-Emperor. He was executed by Coteaz
himself and his ashes fired into the heart of a star.

In the years that followed, Coteaz was lauded for his
unmasking of the heretic Laredian, and he subsequently
assumed Laredian’'s mantle as High Protector of the
Formosa Sector, a position he had long coveted. Though
some amongst the Ordo Malleus found his rapid rise
through the Ordo distasteful, none could deny the vigour
with which Coteaz performed his duties. But if Coteaz
was ruthless in his ambition, his motives were pure; to
better combat the daemonic foes of Mankind he must be
able to command. The hourglass became as much a
symbol of his authority as his mighty daemonhammer,
and every heretic brought before him would confess his
crimes before the sand had run its course. Torquemada
Coteaz become known as the Scourge of the Xethorites
after his extermination of their backwards, spirit-
worshipping culture during the Lorgamar Rebellions and,
under his direction, the Daemon worshippers of the
Medarean Nebula were purged, a feat that saw him
elevated to the rank of Inquisitor Lord by the Secret
Masters of the Ordos Formosa. The hives of Opridia were
cleansed of the taint of the Plague Lord in the Great
Scourging of 956.M41 and the following decade,
Inquisitor Coteaz destroyed the daemon-engineers of the
Glovoda Forge World. For this last act, a grateful Adeptus
Mechanicus rewarded Inquisitor Coteaz with a psyber-
eagle, an augmetic creature through which Coteaz would
be able to channel his already formidable psychic
powers. Utterly dedicated and utterly ruthless, Coteaz
became a terrifying figure throughout the sector, the sight
of his hourglass striking dread into the hearts of those
confronted by it, and many would confess their
blasphemies before a hand was laid upon them.

Coteaz's retinue swelled to number in the hundreds, then
thousands, as his influence and power grew throughout
the sector. He could command the holiest men, warriors
beyond compare, and the finest minds the Collegias
could produce. Throughout his years of service in the
Ordo Malleus, Coteaz never lost the desire to confront
those who would consort with the daemonic on the field
of battle, to smite them down with his hammer or break
them in the cells below the Inquisition fortress of Nemesis
Tessera, and it is said by many that his name alone is
enough to end the threat of the diabolic.

“There are those amongst our Ordo who say that I seek
advancement for my own purposes, and they are correct. My
purpose is to destroy the daemonic and if 1 must vise to
cammand an entive sector 1o do so, then so be it. [ am a servant
of the Emperor and only those who consort with Warp-spawn
ieed f(ar iy ambition. " |
Inquisttor Lard Torquemada Coteaz




Inquisitor Lord Torquemada Coteaz
Points WSBS S T W | A Ld Sv

Coteaz 185 4 4 4 3 3 4(5)34) 10 2+

Special Character: Any Daemonhunters army of
1,600 points or more may include Inquisitor Lord
Torquemada Coteaz as a special character. If you
decide to take him then he counts as one of the HQ
choices for the army and he must be used exactly as
described below. He may not be given any additional
equipment from the Daemonhunters armoury, although
he may take a retinue of Henchmen as described on
pages 13-15 and 22 of the army list (subject to the High
Protector of the Formosa Sector rule described below).
Note: As a devoutly puritan Inquisitor, an army
including Torquemada Coteaz cannot include
Daemonhosts.

Equipment: Bolt pistol, Anointed Daemonhammer (see
below), artificer armour, refractor field, Grimoire of True
Names, Glovodan Eagle (see below).

Psychic Powers: Coteaz is a trained psyker and can use
the Banishment and Scourging psychic powers,

SPECIAL RULES

Anointed Daemonhammer: This mighty weapon was
blessed by the Holy Order of the Sacred Thorn, a
devotional order of the Formosa Sector and is coated in
sacred oils inimical to Daemons. It counts as a
daemonhammer as normal and Coteaz may re-roll any
failed rolls to wound. If you field Torquemada Coteaz then
no other character in the army may carry a
Daemonhammer.

Glovodan Eagle: A gift from the Adeptus Mechanicus,
this creature has been augmented to act as his eyes
and ears on the battlefield. The Eagle grants Coteaz +1
Initiative and +1 Attack (included above) and does not
count toward the allowed number of Henchmen, nor
does it take up any additional space in a Transport
vehicle.

Destroyer of Daemons: The Daemons of the Warp
know Torquemada Coteaz as a destroyer of their kind
and his holy presence is anathema to such beings. Such
is the force of his faith and belief that Daemons are loath
to remain near him. As such, all Daemons within 6" of
Torquemada Coteaz suffer -1 to their Leadership value.
Note that this may be combined with the effect of
Hierophants and the presence of Grey Knights.

High Protector of the Formosa Sector: As an Inquisitor
Lord commanding the resources of an entire sector,
Torquemada Coteaz can call upon an almost limitless
supply of the most capable retainers. If you choose a
retinue to accompany Torquemada Coteaz, then he may
purchase up to 15 Henchmen, and may have 0-4 of any
one type. He may choose Familiars as part of his retinue,
but gains no further Initiative bonus and may not buy
additional psychic powers. His retinue may purchase a
Transport as normal providing the vehicle has sufficient
capacity.

B




INQUISITOR QUIXOS

' BJ fﬁt‘ agge of one fuondied and seventyf | si,

Dguisitor. Quixos I begn mymmbrr for the
‘tracking dowen and punishiment of 1800 heretics,
mmatants and aliens. In the conrse of carrying out fis
duties on Lackan XV, Quixos was wounded .[:;)q a
Daemon, part of ity claw shearing off and embedding
in his hear, Althaugh fre vanquished the Daemon,

QI!IXUS ﬁll{m{ !{l’" mrJ rI”t’I}!}Jf fo remove i'-tib_}:l'il.tt Uf-

claw would kil fim. In time, fe fearnt that the
claw's presentee acted as a fink 1o the Warp, increasing
his. psychic potential, although it also slowly
wlruplm’ his ilnra'lj hllriqmn‘ M; this, Quixos-took it
upon himself to further investigate the benefits that
coulid b gained throngh the wse of Chaos energy,
earning fimse(f something of a reperation as a rwgue
clement amongst several othied Inguisitors.

Wihent in his early oo Rundveds, Quixos

encountered the Mystic Path, an organisation of

traders and nobles from Maginor, who were using
certain b\’ch_'}r—a‘d:ri!rd items to improve their
influence and increase demand for their goods,
Rather than swmmarily destroying the cartel,
Quixas observed their practices, which their

forefatiters hiad passed down to them for several

fqenerations, Quixos was further convineed that the
energy of Chaos coulid’ e harnessed in a cornet
fashion, that it was not intrinsically evil ine itself,

but was gt to evil ends bng wrongdoers. For several

years, (_luixor built up a n’.l'hiiurn‘.ﬁi;l with the
Muystic Path, fmmﬁnq several other artefacts to
them for investigation. It was these experiments
that wei r.r_fu.;r to lead Quixos into divect conflict
with another Inquisitor. )

Inguisitor Helgrund spent wearly the first three
decades of his Inguisitorial yocation l-m:'iu_ri the
ancient grimoire Krown as the Mafus Codicivon,
When he discovered its resting place was deep within
the bowels of the Library of Othella on Zandrini
Prime, he was swre his quest wag over, He was
ra‘mrrxiij:a‘ to discover that a mifsterions individual,
ondy months before, had removed the Malus
Codicitm from the vaults, The text deals with the
comjuration of entities from Warp space, and the
zealous 1 {eI_Ep:mmr was determined that it shoull be
destroyed, If it fad fallen into the fands of a

worshipper of the Dark Gods, the secrets it contained

could wnleash devastation and ruin upon a whole
world. Further months of tireless endeavour brought
Heliprund to Maginor and the Mystic Path, :

What Helgrund found appalled him. This sect
wantonly wsed cursed artefaces, glorifying in their
depravity. He was sure it was they who had stolen
the Malus Codicium. With a |Jcrr_.imn|c=', Inguisitor
Helqrund set about destroying the Mystic Path,
torturing and interrogating the Chaos wurdtipp: e
fre fuonted doswn, following the oail of corruption,
After his pogrom fiad lasted for a week, Helrud
beqan to run mo some truly  disnirbing
adversaries. e fouglt against creatwres half-

;vunmul’ Iu] Daemons, as well as cultists armed

with weapons that fired a bizarre, mutating
projectite that rorted ﬁuh upon impact,

Helgrund and fiis followers fought their seay to the
wiihofy sfirine of the Muystic Path, beset by mutants
and psykers and other abominations against the

Emperor,  Helgrund, aided by the several

Redemptionist priests in hiis retinue and an arco-
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flagellane veleased to him by the Cardinal of

Maginor, set abaut cleansing the mountain fastess
uf the Migstic Patht with fire and biade. He was
utterlif horvified to findd, at its centre, a fellow
Inquisitor; .{rjurmﬁ( of bodyy and driven insane by
the (e ::f Chaos. Viowing to vid the qataxy gf such
a perverse quardian of the Emperor, Helgriond
launched his ferocions and merciless attack.

Quixos was astownded by this assauft by such an
inexperienced Inguisitor, and considered fim an il
educated wpstart, His great works had already borne
much ﬁ'uir,‘pnrriruim‘.r_i; the two Dagmonhosts tn his
entourage; mie a vessel for the Dagnum Cherubael,
the n:.iit:r_fbr an entity fie fadi't quite identified put
was fnownt as l’r':g_pﬁ.‘mifi. They had assisted him in
the coushing of several anti-mpevial cddis in the
setor, their daemon-powered strength and abifities
an invaluable aid in combpar, He had also masterad
the art of creating .\mrignur{f.r — individuals who were
_psychic vaciss that eonld absorb magic and prosect
those earty from the bancful mrr:;ir.; of Chatos.

The confrontations that followed were fought bitterly,

first one side then the otfier gaining an advantage,

wntil’ finally Quivos wnd Helgrumd clashed in
_jﬂ’?‘i'{lmﬂ conibat, ”.r‘!’.r]rrmd wielded a nurﬂrn)« farce
fanoner, charged with _faith and _purity, while
Quixos’s daemonblade contained the ferocity :_‘]'
Kharnagar the Deathly, a being fie had defeated
some decades carfier and 1whose essence had been
bound into a sword during his recent experiments.
The nwo battled long and hard, some Inquisitors
having since fikened it 1o the figit Penveen Horus
and the Emperor at the birth 4_r}‘ the Tntperivm,

They traded hieavy blows, cach summoning mental
pawers 1o bfast the other, shredding the minds of
those nearby with flickering Wai[‘;f rrr:'iyir}.
Helgrimd called upon the Emperor's blessings and
ddrove hard at Quivos, his force hammer simashing
throngh his foc's psychic shiefds and Warp-wards.
But Quixos was not done, inmvaking lfir_,l‘i_:ﬁf_p;-w:'r
'_'JI- Klfim‘luiym‘, he drove his daewonblade into
Helgrund's quts, causing him to explode into

flames and immotate.

For anether century, Quixos continued his research
and his_findings 4jﬁ’.rm’|; aied S in his quests
against the enemies 0}‘ the Ewmperor. On Danatkin
11, itis Lh.mrrrﬂmq .:j the Daemor Diabolan
alfowed fim 1o breach the deferces of the Ork
strongliold of Mekrok, whtilse many a dacmonic - foe
intmne to mortal blades was fefled by i\nmimqur
Irimr{q. fris oppostents within the Inquisition
united aqainst him, and Inquisitor Eisenfiorn
declared. Quivos and all his works Herveric and
Extremis Diabolus in 342.M35. He was finted
down and L'Xﬂ'!{f{'f(i;_lj @ L'I'F?-[Jf;fiffr' hgisitors led
by Eisenhorn three years later,

Yet therve are stifl those swho would say that Quixos
was right, for fe slew many Daemons anmd

followers of Chaos, some say turning their own

power against them. But there are those who sy
that nothing foly or qood can come from Chos,
and fie was nothing more than a pawn for the

warring Dark Gods. He frad been cuvsed l'r_;lr Chaos

ﬁ]lm the start on Lackan XV his association with

daemonic entities and wetants were proof of fiis
corviption.




Brother-Captain Stern is a well-respected and highly
decorated member of his company, and has led

countless successful missions against the minions of

Chaos. His fate became inextricably linked with that of
the Greater Daemon of Tzeentch, M'kachen, when its'
pernicious influence on the Cult of the Red Talon was
detected by Ordo Malleus Inquisitors. Stern conducted a
successful banishment, sending the Daemon back into
the Warp for one hundred years and a day. Such was the
vindictive rage of the Daemon that it has vowed to find
Stern and devour his immortal soul.

Stern, now nearing his fourth century in the Emperor’s
service, has crossed blades with the Daemon twice since
their first encounter, and each time his indomitable faith
has saved him from the eternity of torture M'kachen has
prepared for him. Nevertheless, the machinations of
Tzeentch are subtle indeed, and his old adversary has
many ways of engineering Stern's downfall. it would be a
great loss to the Ordo Malleus should Brother-Captain
Stern fall to this diabolic entity before he can truly fulfil his
formidable potential.

Brother-Captain Stern

Points WSBS S T W | A Ld Sv
Stern 141 5 h b 42 bt 3idQogs

A Daemonhunters army of 1,500 points or more may be
joined by Brother-Captain Stern. If you take him then he
counts as one of the HQ choices for the army. He must
be used exactly as described below, and may not be
given any additional equipment.

Wargear: Nemesis force weapon (treat as if being
wielded by a Grand Master), storm bolter, Grimoire of
True Names, Terminator armour (2+ save, 5+
Invulnerable save, +1 Attack — included above).

Psychic Powers: Brother-Captain Stern is a trained
psyker and can use the Holocaust and Hammerhand
psychic powers.

SPECIAL RULES

Independent Character: Unless accompanied by a
bodyguard, Brother-Captain Stern is an independent
character and follows all of the rules for characters in the
Warhammer 40,000 rulebook. If his bodyguard is
destroyed, Stern becomes an independent character
again and is free to join other units.

Bodyguard: Brother-Captain Stern may be accompanied
by a retinue of Grey Knight Terminators, as detailed on
page 23.

The Strands of Fate: Although Stern’s prodigious
abilities allow him to achieve feats of true heroism, his
nemesis M'Kachen does everything in his power to bring
about his downfall and the ruin of Stern's allies. Brother-
Captain Stern may re-roll one dice roll per phase,
although he must accept the result of the second roll.
Keep track of the number of times Stern uses this ability
in a given player turn. His opponent may subsequently re-
roll one of his own units’ dice rolls per use of this ability,
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regardless of situation. Any re- rolls garnerad in {has way ‘ll
that are not utilised by the end of the player turn are Iost

Daemonic Nemesls The Lord of Change, M'kachen, will

do anything in his power to destroy Brother- CaptainStern -
and has confronted him in battle on more than one. .
occasion, Any opponent using the Adversaries rules may
upgrade their Greater Daemon of Chaos to a Lord of
Change for no extra cost if they have the model to
represent it (see Codex: Chaos Space Marines for
details).

“There is nothing in the arcane and blasphemous arsenal of the
forees of Chaos that can compare to faith. Wirh the power of faith,
our blades become shining instriments of deliverance thar can cleave
the mgﬁmcf daemon in twain. With the - pawer of faith, owr minds

appear as shivers of pure agony to the daemon, driving into the
wretched forms of thase who would dare stand before us. With the
power of faith, our words ecome commands that caise the daemon
to cower and cringe in terror. | coulid meer my enennies wnarmed

without a shred of fear in my chest, for I know that the Emperor
watches over e and guides my hand. So let them come. We shall
shiow thiem what the power of faith can do.”

Brathier-Capain Sternt of e Gray Knights.




. rcfgpart pentagram. He _qumf avownd fiim ar fi i
. Gw_l,' ngﬁrs, hiis gimlet gaze smmng 1o fook di m:r(y into
' mrﬁ mm:s oéu" and scek ont am;jfaw i
tf gut ﬁﬂcﬁrrlg. Stern felt secure in the Euowfm’gc that

tﬁmq tallowed a any chink in their {pirifum“ armonr.

ﬁnﬁ.ﬂ{ Tecﬁ Priests moved round rﬁc adgcs of the - pentagram, being
carg‘uf Hot to eross any of the sifver lines and distur the * forees that
.'wou(pf soon shift the Terminators | across the Warp. and bring them
"to grips with their foes.

Homi”ad' apprentices swing their autocenseys. The smell of purififing
incense : filled the air. Each yuutﬂ sang the plainsong chants of their
Order in time to the measured thrumming of the giant generators.
Overficad chained lightning leapt besween two huge glass globes,
o and for a moment the acrid taint of vzone warred with the
sweetness of the dacmonbane and witchroor,

At his controf Tectern Cﬁwf Terf Priest Hieronymons Laski made
last-second adjustments to the controls, The phosphorescent runes
seroffing up the fectern underlit his face and made him fook sinister
in the extreme. Laski raised one metal claw above his fiead and the
Tech-Priests ﬁ‘ff sifent. The air thrummed with the surge of barelt Iy
_ contained energics as the ancient machines prepared to perform the
tasks they were designed for.

Stern took a deep breath and closed his eyes. He checked his mind-
blocks and thowght-screens, and one biy one, vecited the fast six of the
six hundved and sixty-six secres words. Tension built in the pit of his
stomach. He fought to expel it,

It was abeays the same before he went into action. He did not fike
reicparrm i, the sudden qui-twisting  sense rr;‘ disfocation, the
freezing cold, and the momentary touch of wightmare tentacles as
fiis bodif was suddenty elsevhere. He reminded fimself that it was
his sworn task to endure such things, and that there were far worse
things to be faced in the line of dury. There were things fike the foes
e would soon face.

He feft a surge of justifiable pride in fiis abifity to defeat the spawn
of Chaos, He swiftly suppressed it. Pride was one of the six fumdred
and sixty six sins which enabled the spawn of the Warp to controf
their mortal pawns. Had not the Warmaster himself, greatest of the
Emperor's Chosen Primarchs, fﬁfﬁn victim to pride? It had been
Horus's foﬁ’q to befieve that fic could master Chaos vather than be
its slave, Stern knew this 1o be sheer madness, The Daemons of
Chaos acknowledged no masters save the four Great Powers
themselves, and what were those except Daemons grown mi_qﬁr_r;
ﬁry{nm’ mortal reckoning?

Stern knew that he had to be dowbly on his quard because he was
a_psyker, and psykers were particularly vulnerable to the malign
influence of Chaos. For psipkers dvew their_power from the Warp
itself, and what was the Warp save the immaterial sea in which
Dacmons swam? Stern knew that fie must be ever on his quard
against the tevrible {ure of Chavs. Daemons devowred the souls of
unwary ps‘y!\:ers, and wsed the burned-out sheflls c_))“ their bodics o
_perform their unspeakabie acts of evil among mortal men. He knew
this because fie had spent his entive adult fife hunting down such
Crearres,

1 » mtﬁer-Crmem Stern stood rﬁrccr@r in rﬁc centre of the
_ﬁﬂ'm_

c. His battle-brothers met.

i the Eniperor was unshiakable, and that no impious

His fist clenched avound the grip of his Nﬂﬂcsl's"_lfon:c weapon. He

had ritually purified it himself, seen it blessed in the ship's chapel

and anointed with unguents inimical to the Dacmons of the
Warp. With this weapon Stern had dispatched countless foes of
the Emperor to their well deserved graves. With it he fad
banished dozens of the lost and the damned back to their home in
the Warp.

He glanced at fis men once more, certain that their faith was
stronger than stecl and more enduring than the mafice of Daentons.

As childven they fiad been hand-picked from among the deadliest
warrioy vaces of the Imperium, and brought to the fortress
monastery on Titan, the greatest moon of Saturn. They had been
implanted with the gene-seed of their Chaprer, and been
transformed into towering supermen, capable of withstanding the
waorst that the universe conld thvow at them,

They had been put through the sort of training that would have
kiffed fesser men, and that had been only the start of their testing.
Each man _present had endured the six hundred and sixtiy-six tests,
and fiad survived not anly with their sawity intact but with it
strengthiened. These were efite of the Inperinim, the best of the best,
the finest fighters ever to be fielded by the human race.

None of them knew fiis world of origin. None of them had any
aflegiance other than to their Chapter and their Emperor. They were
_priviy to the most nightmarish secvets that 1 Lumanity had uncovered
during its long slow expansion across the galaxy. They knewe all that
fmans had uncovered about the Dacnons of Chaos and the Warp
that contained them, They fived with knowledge that would have
blasted the sanitif of urr.‘m.rm; men, and they endired. Theirs was
the burden Elfi_fﬂcm‘q the minions of Chaos wherever they should
appear to menace the citizens of the Imperium.

The chained ﬁgﬁming crackled once more, :mn‘: for a moment rml’?t_l__.‘

ﬂit‘ﬁ('r?d: The aiy shimmered and the temperature dropped. Cold
mist beqan to appear in an area that mere moments before had been
warnt, Laski passed his hand across the lectern and muttered an
incantation. The protective amulers he wore blazed with power. A
: frown (_Jf ronfmrrariou_pﬂm!d‘ across the chﬁ—[’riesf’s‘ face as he
wrestied to bring the gigantic energies of the tefeporter under
control,

Stern wondered for a moment whether some daemonic influence
could be tampering with the teleporter’s ancient mechanism. This
ship was as well protected as amyy ever devised by man, but Stern of
all people knew that wo_protection was infallible, Stifl, if it were
trufy the case that the Powers of Chaos were tampering with their
ship there was nothing to do except pray f!!l{{‘ﬁﬂl’t‘hfﬂifﬁ in the
Emperor.

Suddenty Laski smiled and made the sign of the Great Engine over
his breast. The air shimmered once more., P.l’m\pfme\mn fire danced
around the fines of the pentagram. For a moment, the cold of
interstellar space scaved Stern to the bone. He heard the qibbering
voices of Dacmons and the oozing touch of tentacles. Others migh
dismiss thent ﬂs‘fignmms of their imagination but he knew that
thety were horvibly real.

The sensation lasted but a moment and then was gone so swiftlyy
that it was like a dream. Stern stood int the throne roone of the rebel
qovernor's palace. Gazing at the man who sat on the fuge brazen
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¢ | throne hie knew that the worst fears of those who had reported the
{) [ uprisivig 1wn'_ju,\‘1_iﬁ¢’f£
g : The governor was a tall man, powerfully built. Once he had been
:': a warrior and onfy now was fie running to fat. He rubbed his
3 neatly trimmed goatee beard with pudyy fingers and cocked his
head to one side curiowsly, as I,‘_ five m:":_]ﬁ t1y Terminators n‘ii_.'pm'rirl_r;
i into fiis audience chamber was an everyday oceurrence. Reading fis
§ aura, Stern could tefl the man was worse than mad. He was
possessed.
; The governor's guards, men whose fined faces spoke of witniessing
: | imany horrors, browght their weapons to bear on the Grey Knights.
' They died almost instantly in a hail of storm bolter fire from the
: Grey Knights. The shefls partered fike gentle rain from the glowing
' anra that surrounded the governor. The. possessed man laughed and
. the sound of fiis wild mirth echoed through the richly decorated
. | chamber,
“Surelyy you can do better, Brother-Captain Stern,” he announced,
Ir Stern did not_pavse to wonder how the Dacmon conld Know  his

name. He had fong ago become accustomed to the powers and
knorwledge these mightiy creatures could possess. Instead he began
the Exorcism, bringing the full force of his mighty will to bear on
' the creature.
As fie chanted the governor began to writhe, The muscles in his
) neek stood out fike hawser cables drawn tight. It looked as if giant
snakes were writhing underneath fis skin distorting the fines of his
bodyy. Suddenly, the man exploded, gobbets of flesh showered
outward. Blood splatteved all over Stern’s armouy. Now came the
ufm‘.\‘l_ part.
The man’s skefeton stifl stood upright, All the internal organs were
revealed in their pufsing horror. Slovly but surely they umwound.
Muscles nnravelled and veins unknit then all the flesh began to flow
together again i a new and hideons form. From somewhere
additional mass and bulk was added.
The thing was towering and serpent-necked with a hideous vulpine
fiead and enormous wings that fanned the stinking odour I'Ff the
creature's body towards the Grey Knights. A nimbus of mlti-
coloured fight surrounded its flesh. Tt was a Lord of Change. Worse,

it was @ Lovd of Change that Stern recoqnised,

“M’kachen,” Stern breathed.

! “I tofd you we wonld meet again, my dear Captain,” said the
Daemon, its voice m'mrqc'ﬁ; sweet and seductive,
“I banished you once. 1 can do it again.”
“Of Captain, you disappoint me. Couldw't you tell I swas just
playing with you?"
“In the name of the Emperor, be gone,” shouted Stern, fashing out
with a boft of pure psychic power, The Daemon rected backwards,
its outline .v!iil.-mu'riuq. For a moment it scemed to totter on the
{ venge of dissolution but then it pulled itself back and its outline

stabilised.

“If that's the best you can do, Captain, commend o soul to
Chaos," it sniggered.

“Fire at will, men," was Sterw's only reply.



[TPERATOR GLORIA

Et Tem_p[ars Mysteria aux Ovdo Malleus

Praise the Emperor for his sacrilice,
as He'endures so shall we.
We who are Hunters of Daemons,
shall strive in his name eternatly,

When all flee in hideous disarray,
strong and sound shall we stand.

Cowapdice is wholly wirknewn 1o us,
our courage comes from the Emperor

We the Order of the Hammer,
shall delve into the Dark Shadows.
We shall seek out the Tainted,
we shall pursue the Vilest Evil,

Unbowed and unshaken against all foes,
we shall elaim victory with blood.
Steady and surely we fuint them,
thase that dare pppose our wrath,

It is we who stand guard,
our Eternal Waltch shall not fail.
For we are the Crdo Malleus!

Death stalks us in many forms,
the grotesque and the utterly inhuman,
We que the Bringers of Hope!

We Grey Knights are the Hammers,
we slay the Darkness without fear,
Founded in great mystery we were,

Bloody battles unending constantly await us.
redemption the réward for our vigilance.
When Possession rears its unspeakable head,

Chapter six hundred and sixty six. ours i5 the blade that descends.

Thaough on Titan we be hidden, When Empyrean Horrors invade our realm,

vet our eyes encompass the Galaxy. our Exorcisms shall hurl them back.
Ner Devil shall elude our gaze,

There is no Chaos spawned horror,
na Daemon shall avoid its Fate.

which can resist our indomitable anger:

We shall be the Keepers Immortal,

all Secrets shall be our Knowledge.,
We are the Guardians of Mankind!

With undaunted courage we shall prevail.
no arcane magicks shall overcome us,
We are the Bearers of Victory!

Caution and secrecy are our code, No corruption shall blemish our Galaxy,
watchfulness and patience are our way.
Hidden fram the Eyves of Chaos,
we strike without warine or drewd.,

no Immaterial Fiend shall be spared.
No Malevolent Spivit will oppose uy,

no Creation of Sin shall survive.

Though we find ourselves in Shadows,
no Blackness will enter our Hearls,
Nao tréachery will touch owr souls,
no pride will sully onr thoughts.

No Unholy Deed shall go Unpunished,
all Blasphemous Acts shall be Atoned.
Ner Spawn of Misrule aviids us,
all are banished to the Vaid,

We shall be Pure amongst Impurity, Nothing shall evade our Cleansing Fire,
we shall be Innocence amongst Guilt, not Daemon or Spawn or Renegade.
We are the Imperium's Hidden Saviours! For we are Mankind's Divine Blade!

We are spread across the Heavens,
our watch is untiring and ceaseless.
The Emperor shall guard owr Souls,

Heavenly Blessings are laid upon us,
the Warp is ours to Tame.
Though Serceries shall be against us,

as we Guard those of athers, ne Witcherafe will bring our Doon.

Our will shall be our weapons.
our faith shall be our armour.
Chur minds will be secure fortresses,
no Temptation will weaken our resolve,

Though Spell or Incantation blocks ns,
the Emperor shall see us Victorious,
No Hex can overcome our determination,
our resolve is strong as steel.
Though unnumbered lurking perils await us,

our blades will ever be ready.
For we are the Emperor's Vengeance!

Sigils and wards watch over us,
prayers shall serve as our Guide.
For we are the Emperor’s Chosen!

Masters of all weapons are we, There is much darkness awaiting us,
no defence exists against our wrath.
With the Nemesis shall we fight,

with an Aegis to shield us,

yet the Emperor lights our path.
Falsehood surrounds us at every tirn,
yet ne Traitor shall confound us.

In bloodshed shall we save Mankind,
Death shall be our Everlasting Creed.
War Unending shall be our Fate,
in battle shall we be steeped.

No despicable trickery will thwart us.
no Damnation shall bring us low,
There is mo peace for us,

Jor an eternity we will strive,

We shall be unstinting in Hatred.
we shall hunger for Holy Wat,
For we are Swords of Jiestice!

Though mere mortals in His service,
everlasting shall be our True Duty.
Et Imperator nvocato Diabolus Daemonica Exorcism!

The Canticle of Absolution of the Grey Knights, known as
The Six Hundred and Sixty Six Secret Words. Source: corrupted datafile 0/223/Ing\6a




arkness shrouded the sepulchre, only the wavering light
D from a handful of sacred candles piercing the gloom. The

vaulted ceiling was invisible beyond the candles’ glow,
the flickering light reflecting from the armour of the (m.y Knights
who carried them. Six warriors, led by a scarred captain in heavily
ornamented Terminator armour, made their way through the
crypt. On their shoulders, they carried a bier, upon which | ay the
body of a fallen comrade, his armour removed and flesh purilied
with cleansing unguents..

The Captain was named Ceasarian, and carried a Nemesis
halberd before him. his voice echoing through the dead air of the
tomb as he continued his recital,

~and on the fields of Charnis did Brother-Captain Ignatius
hnmah a Daemon Prince of the Plague Lord, whose blasphemous

years and a day.”

A brass-plated skull hovered behind Ceasarian, a feathered quill
affixed to a slender mechanical mandible recording his words on
4 roll of parchment danglmg from its lower callipers. Nearly a
metre long, the scroll was filled with intricately rendered text

“The Warperalt of the Decagogue of Panetha Varn was end:.d on
the blade of Brother-Captain Ignatius’s divine weapon, and the
heretic’s soul now burns in the fires of purgation,

The m'nbrL procession marched in time with the cadence of th(,
ii wnrds. lheir helmeted ht..a

clraying no sign of the

{ Brother-Captain b

“The thrice-cursed spawn of the Daemon Broodwomb were
wiped from existence by the fires of our Captain’s will and never
more shall its abominable children be allowed to poilutc our
beloved Emperor’s realm with their loathsome visage,”

The Grey Knights lowered the bier and Ceasarian placed
Ignatius’y daemon-slaying weapon upon his chest. The Grey
Knights slowly began sliding their captain within his tomb as
Ceasarian ook the gold-edged seroll from the floating skull’s
callipers and rolled it into a tube. recltmg the final verse of the
Litany of Heroes. He removed an ivory seroll case from his belt
and slid the record of Brother-Captain Ignatius’s achievements.
inside, saying. “Thus forever more shall the deeds of our fallen

brother be set down, that he may carry a fair and true account of

'hls bravery into the next hfe and take his place at the side of the
name I will not utter, casting him back to the Warp for a thousand i il

in mourning. One of the grt.du.sl heroes f the
as. dead but (.easmun knew that no one bcy% the.

ernal grace and that thought gave Ceasarian
he turned and rejoined his warriors,




S:FORS CLAVIGERAVICTORUIN AUT MORTIS:MORYIS VIRTU

CUSTODIET CUSTODE

s

QUEST

WS BS Ld Sv

10 3+

10 2+a‘5+‘

@fws@(nw. it !ﬁﬁﬁ
Grey Knight
Daemonhost |
Impéerial Assassin

Death Clilt Assassin

Starmtroaper

Henchman

* Indicates an Invulnerable save.
Armour
Wws BS S Front Side Rear | A
Land Raider . 4 » 14

Al 4

14

Rhine

Creadnought 5 4 810} 12 12

Weapon Range Str AP Notes

Assault Cannon 24" 6 4  Heavy 3

e —— e o
Pistol

Bolt Pistal

Rapid

ASSBU“ 1, no cover save

Hena\f‘,.f. Bolter
Heavy Flamar
Hellgun

Incinerator

Lasgun

Melta Gun

Hapld Fire; Gets hot
Pistol

Psycannon

Assault 3; Ignores Invulnerable saves
a3g" 6 4 Heavy 3: ignores Invulnerable saves
Sho Assailt 2
Storm Bolter 24" 4 5 Assault2
Orbital Weapons Strength AP Notes
Lance Strike 10 1 Barrage Ord blast

Barrage bomb & 4

Barrage Ord blast

DAEM ON HUNTERS SUMMARY

GREY KNIGHT SPECIAL RULES
Fearless: Grey Knights pass all Morale checks, and cannot bg Pinned.,

Deep Strike: Gray Knight Tarminators, may always use the Deep Strike rules.

True Grit: Grey Knights in power armour use starm bolters as additional close combat
weapons iFthey did nol charge In the same Assault phase.

The Aegis: When enamy psyker targets a Grey Knight unit with a power that reguires a
Psychic test, roll DB + Leadership against enemy's D8 + Leadership, If Grey Knights
score beats enemy's score, power is nullified and cannot be used that tum. Cnly minar
peychic powers used by Grey Knights will have any effect on Grey Knights,

The Shrouding: Each enemy uhit firing at a Grey Knights unit must rall 306 and multiply
the result by 3. This is the maximum range at which the unit can be seen. A unit that
cannot see |ts target may not fire at an alternative. Guess range weapons and ordnance
waapons double scatter distance if target unit s outside-spotting range. Wargear and
Night Fighting skills have no effect on this power, Units which include a psyker can re-
roll the dice and accepl the second result instead. Actual Night Fighting conditions
ovaerride this rule.

Rites of Exorcism: Daemon instability tests are at -1 Ld while Grey Knights are present.
Daemons charging Grey Knights must make Difficult Terrain test to move,

Daemonic Infestation: In any game Involving Grey Knights, Daemaon Packs, Murglings
and Daemonio Beasts Packs use the Sustained Attack scenario spacial rules. Daemons
returned to play are not summoned (they re-enter the table from the edges as detailed
In the Sustained Assault rules) and do not count towards Vicory points, cannot claim
missian objectives, table quarters atc.

PSYCHIC POWERS

Banishment: Use at the beginning of any Assault phase. Dasmons in base contact with
the psyker or the squad he is with roll 306 when testing far instability, and bse the two
highest dice ralis for the result. Effect lasts until the end of that Assault phase.

Destroy Daemon: Use at the beginning of any Assault phase. Any rolls by the character
to hit or wound Daemons may be re-rolled for the rest of the tum,

Hammerhand: Usze at the beginning of any Assault phase. Doubles basic Strength of
user until his next turm. Psykér counts as having an additional close combat weapon.
Nate this power does not affect Armour saves or striking order, Psyker may not use any
weapons until the beginning of his next turn,

Holocaust: Use in the Daemonhunters’ Assault phase, at Initiative 1. Place Grdnance
template anywhere in contact with the psyker. All models under template suffer Str 5,
AP - hit. Models partially under tamplate hit on a roll of a 4+, All wounds Inflicted by this
power count toward combat result, It a Grey Knight Terminator Squad uses this power
and suffers a Perlls of the Warp attack it will affect every member of the squad at the
same Strength value.

Sanctuary: Use al beginning of psyker's tum. Daemons may not move within 3" of the
psyker; they treat this area as impassable and cannot draw line of sight through it.
Daemons already within this radius are pushed directly away from him until they are 3"
distant, and must retain unit coherency if possibla. This can effectively end a combat;
Daemons entaring play within 3" of a psyker using Sanctuary are destroyed. Power |asts
until the psyker moves, shoots or uses another psychic power.

Scourging: Use in psyker's Shooting phase instead of firing a weapon. Counts as a
weapon with the following profile,

Str: & AP 5

Rall to hit, wound and save as normal, Ignores Invulnerable saves.

Range: 18" Assault D6

Word of the Emperor: Use at the beginning of the enemy Assault phase. Enemy units
altempting to charge the psyker or his unit must pass a Leadership test. If they fail, they
may not assault at all that turn.

MNemesis Force Weapon Bonuses

Rank Strength Power Force
bonus weapon weapon
grey Knight +2 No No

G'rey'Knights Grancﬁ Méster
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Inquisition Chamber Militant
Tithc Grade: Adeptus Non
Aestimare: Ad

Population: Grey Knights Fortress

Monastery located on Titan.
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Emperor of Man into the dark places to purgc;/"';

INSIGRjUm VALORUS

- The shoulder-mounted shield on 2 Grey Knight's armour is vsed to display

-~ heraldry. Warriors clad in Terminator armour are entitled 1o bear their own personal
heraldry, while those in Power armour display their squad markings. Typically, the
shield g divided in two, with the left hnlf containing the heraldry and the right

" hall bearing simple geometric forms representing his achievements, campaign

| < markings and such like
i e
| P
| e R e R e —— ==
g PURITY SEALS
- [ Representing 1 blessing more” than an honour, purity scals are inscribed
i ~ with titeal litanics and invocations against dacmonic corruption and
& : indicate: that the wearer is. free from taint, Often the very receiving of
i i such a blessing may itsell be marked by the adopting of a salid
| N clectrum casting of the seal. permancotly attached 1o a warrior's armour
e or wargear,
v
B
2 AgGis SuiT
P Grey Knight armour is ancient and heavily ornamented with
j many purity seals and pentagrammic wards, interwoven with
s ornate patterns of blessed l'r‘!'-‘ilil"lnt filaments that form a
psychically artvned matrix. Together with the psychic will of

the wearer himself, these holy suits of armour cnable the
Grey Knights to resist their otherworldly foes.

e

: STORM BOLTER
’ ) The primary ranged weapon of a Grey Knight is the
combination bolter, more commonly known as a storm
i holter. The weapon delivers a hail of sell-propelled,
1 | - & € .1 )
il Armour piercing, mass reactive, 0.75 calibre shells that

) detonate 1 split second after penctrating a target.

i Fitted with an autosense sighting link and genetic
i {3 identification code, it is a reliable and fearsome
| weapon,

NEmMESiS FORCE WEAPOR
Forged from psychically resonant materials.
the Nemesis Force Weapon is a Grey
Knight's standard close combat armament
Each weapon is ceremonially blessed at the
Synod Ministra o0 Ophelia IV and 15
uniquely constructed to match the psychic
field of its bearer in order to enhance

his fighting potential.
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The greatest threat to the Imperium of Man is, and
has always been, the followers of Chaos and the
foul daemons of the Warp. The Inquisitors of the

Ordo Malleus are at war with forces too terrible to

comprehend and, together with the holy warriors of
the Grey Knights, they must take the light of the
Emperor into the darkness. The threat of the
daemonic is so great that only these heroic warriors
have the necessary skills and knowledge to stand
against such diabolical foes.

“You must face the truth squarely and without flinching from
duty. Our enemies are mortal no longer. Mercy for such as they
is a chimera, self-deception is its only ally. Dedicate this weapon,
given unto your hand at the behest of the Emperor, to their
destruction. Regard its function as your only duty: you live only
to bring cleansing fire. Take up your rod and staff, your armour
and psycannon, and go forth.”

Galbus Heer — Lectures to the Ordo Malleus.
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Inside you will find:

® ARMY LIST. The complete Daemonhunters army list,
which allows you to choose your forces for a tabletop
battle. Also included are special rules for fielding Grey
Knights as part of your existing Imperial army, two new
missions plus Inquisitorial Henchmen, Ordo Malleus
wargear and the psychic powers wielded by Inquisitors
and Grey Knights.

® BACKGROUND. Details of the secretive Ordo Malleus
and the Grey Knights, complete with information on the
secret war they fight and the perils they face in doing so.

@ HOBBY SECTION. Sixteen full colour pages packed
with advice and tips on collecting, modelling and playing
with a Daemonhunters army.

® SPECIAL CHARACTERS. Complete rules and
background information for two new special characters,
Inquisitor Lord Torquemada Coteaz and Brother Captain
Stern of the Grey Knights.
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