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Modifiers
Certain pieces of wargear or other abilities and special rules can modify a model’s characteristic or a dice roll. No modifier can make a characteristic lower than 0.


Movement (M)

Weapon Skill (WS)

Ballistic Skill (BS)

Strength (S)

Thoughness (T)

Wounds (W)

Initiative (I)

Attacks (A)

Leadership (Ld)

Armour Save (Sv)




Model/Squad
A model is one figure and a squad has several FACES

Measuring Distances
All type of measuring from your own models is permitted at any time. Be careful not to exploit this as it can ruin the feeling between players. It is recommended that you don’t measure from enemy models and/or during moves to stay just out of range for example. All measurement is made from base to base.

Dice
All fractions are rounded upwards unless othervise noted. You may only re-roll a dice one time.

Line of Sight ( LOS )
Model’s Eye View. Own models does not block line of sight unless they obscure the whole target, i.e. if they would grant a cover save you may ignore it but if they block line of sight completely you do not see.

[bookmark: _Toc335493916]The Turn

The first and last turn differs somewhat from all the others as there is a Setup Phase in the first turn and a Roundup Phase in the last turn, see Campaign section.

Priority
There are two alternatives on how you can play this. 
· Alternative 1: You roll for priority at the start of each turn and the winner moves first and shoots first. 
· Alternative 2: You roll for priority at the start of each subphase. (Movement and Shooting)

Turn Summary

1. Rally
Roll bottletest and other psychological rolls.

2. Movement
The player with priority first moves all his models, than the opposing player moves his.

3. Shooting
The player with priority shoots with all his models first, than the opposing player does the same.

4. Close Combat
Both players fight in Close Combat and strike in initiative order
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Movement

The Movement phase is your chance to move your units around the battlefield. It’ probably the most tactically important phase. Getting models into the right position on the battlefield is often the key to victory. For example, you can send them into the attack; move them into cover, retreat from a superior foe or sweep around an enemy’s vulnerable side or rear.
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In his turn, a player may perform a single Move action with any of his units that is able to act in this turn - with all of the eligible ones if he wishes. The movement distance depends on the chosen Move action. Once a unit has completed all of its movement, the player selects another unit and moves that one, and so on, until the player has moved all of the eligible units he wishes to move. Once you have started moving a unit, you must finish its move before you start to move another unit, and you may not go back and change the move already made by a previous unit.
During their movement phase, models can move up to their movement rate in any direction. They may move (including running and charging) up and down stairs, and over low obstacles such as barrels, boxes, etc. In normal circumstances models don’t have to move their full distance, or at all if you do not want them to. All exceptions are explained later and invariably involve either charging or compulsory moves.

Facing and Turning
Models may turn during their movement. As you move models they can turn around by any amount, without any penalty to the distance they are able to cover. Models turn by pivoting on the spot about their centre-point. No part of a model may move through obstacles during the process.

Models in the way
A model may not move into/through the space occupied by an enemy or allied model or through a gap between models that is smaller than its own base. Models in the same squad as the moving model are an exception and can be ignored as long as the model does not end its movement on top of another.

Going to ground
Models may voluntarily go to ground at any time during movement, when a model does this place it prone on the battlefield exactly as if it was knocked down, once he has gone to ground he immediately receive an additional - 1 bonus to his cover save.  The drawback of going to ground is that the model can do nothing until the end of the turn. While on the ground he is treated exactly as if he was knocked down but he does not receve any damage.

Hiding
If a model remains stationary during the movement phase he may hide. This represents models concealing themselves in a way that the unmoving and dramatically posed models cannot. A hiding warrior keeps as still as possible, just peeking out of cover. A model can hide if he is behind a low wall, a column or in a similar position where he could reasonably conceal himself (i.e. if he would recive a cover save). The player must declare that the model is hiding (and place a Hidden counter or similar beside it) for it to count as being hidden. If a model is hiding behind a wall he is only considered hidden against models on the opposing side of the obstacle. 
A model that is hiding gets a bonus -1 to his cover save.

Climbing
If there are stairs, ladders, ropes or similar climbing gear the model may move up and down as normal movement, just measure the distance vertical aswell as horizontal.
Often the ruined buildings do not have stairs or ladders, so your models will have to climb to reach the upper floors of buildings. To climb any surface that is higher than 1” the model must have the appropriate skill. See the Skill section.

Jumping
Your models may jump down from high places (up to a maximum height of 4") such as walkways and balconies at any time during his movement phase. Take an Initiative test versus the distance he jumps down. If he fails the test, the model falls from the point where he jumped; takes damage (see Falling) and may not move any more during the movement phase, he is placed Knocked Down.
If successful, the model can continue his movement as normal (jumping down does not use up any of the model’s Movement allowance).
Models may jump over gaps (up to a maximum of 3") and streets, (eg, from the roof of a building to another). Deduct the distance jumped from the model’s movement. If your model does not have enough movement to jump the distance, he automatically falls. If your model is able to cover the distance, he must pass an Initiative test or fall. A model may jump over a gap and still fire a weapon if he is not running. 

Falling
A model may sometimes fall and hurt him self.
If a model is knocked down or stunned within 1" of the edge of a roof or building, there is a chance that it will slip and fall off. Take an Initiative test. If the test is failed, the model falls over the edge to the ground and takes damage as detailed below.
A model that falls takes one hit at a Strength equal to the height in inches that it fell. Armour saves apply as normal. Falling will not cause critical hits. A model that falls may not move any further during that turn, even if it is not hurt place him Knocked Down. 
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Move actions

You can choose between different Move actions but a unit is only allowed to perform a single move action in its Movement phase. 

Combat Move
This is the normal type of movement. The Movement value of models represents a soldier moving at a fairly rapid rate, but allows time for him to aim and shoot a weapon and generally observe what is going on around him. A model may move up to its Movement characteristic and make any number of turns. He may later shoot or act in other ways during the turn

Running
If you wish, a model may move much quicker than normal – he can run! A running model can move at double speed (for example, 8" rather than 4"). Note that running is not the same as charging as it does not allow your model to engage the enemy in hand-to-hand combat. A model that wishes to run when there is an enemy model within 8” at the start of its move must first pass an Ld-test. (Fleeing, stunned, knocked down and hidden models do not count). If the test is failed, the model will be prepared to fight instead and so is unable to run. The running model can move closer than 8" to an enemy as it moves. You may not move up or down ladders or similar, to do that you must Hustle. Any model that runs loses its chance to shoot during that turn.

Hustle
When moving in difficult terrain or up/down ladders the model may not normally run or charge, he may however try to make a Hustle Move. To do this make an Initiative test, if successful the model may move as normal but if it failes the model stumbles and falls. He is placed Knocked down 4” away from his starting position or at the bottom of the ladder. He takes no damage but is treated as Knocked Down as normal.

Charge!
If you want a model to engage the enemy in hand-to-hand combat then you must make a special move called a charge. A charge is like a running move, performed at double the Movement rate, but ends with the attacker moving by the most direct route into base-to-base contact with the enemy model. Once their bases are touching they are engaged in hand-to-hand combat. Models are also considered to be in hand-to-hand combat even when separated by a low wall or obstacle, where it is impossible for the bases to touch physically because the obstacle is in the way. Models cannot be moved into hand-to-hand combat except by charging – any move that brings a warrior into hand-to-hand combat is a charge by definition. You must make a Hustle test to charge up/down a ladder.
You may charge more than one opponent but you must always charge the closest enemy model.

Intercept
Unengaged models within 2” of a chargers path may try to intercept the enemy if he wants to. Make an Initiative versus Initiative test. If successful move the intercepting model into the path of the charger and place them in close combat. In this case the Interceptor also counts as charging
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The ruined city is a dark and dangerous place, where tumbled down towers and blasted houses form a vast maze of streets and alleyways.
There are several different types of Terrain:

Open Ground
The tabletop surface, floors of buildings and connecting overhangs, are all considered to be open ground and will not affect movement even if the model is charging. It can also go through doors and hatches without slowing down. 

Difficult Terrain
Difficult ground includes steep or treacherous slopes, bushes, ladders and ropes and angled roofs of buildings. Models may not run or charge over difficult terrain, they may however try and Hustle.

Very Difficult Ground
This is really dangerous terrain, such as narrow crawlholes through the rubble. Models may move at a quarter rate, so if the model moves 4" over open ground it can only move 1" over very difficult ground.

Walls and Hedges
Walls, hedges and other low obstacles form barriers that you can either go around or leap over. A model can leap over a barrier that is less than 1" high. This does not affect its movement in any way.

Impassible Terrain
There are certain types of terrain that blocks all types of movements. These areas should be agreed apon before the battle starts.
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During your squad’s shooting phase each of your models may shoot once with one of his weapons. This means that he can fire a pistol, shoot with his autogun, or hurl a grenade, for example. 
Work through the models one at a time. Pick which fighter is going to shoot, nominate his target, work out whether he hits the enemy and, if he does, any wounds or injuries that are caused. Then continue with the next shooter. You can take shots in any order you wish. 

Who can shoot?
Each model can shoot once in the shooting phase, so long as he has a target and a suitable weapon. He may not fire in the following circumstances: 

· The Model is engaged in hand-to-hand combat,
· He performed a Running action in the movement phase, 
· Is Knocked Down (or is lying down).

To shoot at a target, a model must be able to see it, and the only way to check this is to stoop over the tabletop for a model’s eye view. Models can see all around themselves (i.e., 360°), and they may be turned freely to face in any direction before firing. Note that turning on the spot does not count as moving. 

Closest target 
You must shoot at the closest enemy, as he represents the most immediate threat and therefore the most obvious target. However, you may shoot at a more distant target if it is easier to hit or if closer models are stunned. For example, a closer target may be hard to hit because it is in cover, whilst a more distant target might be in the open and therefore an easier shot. 
You can shoot at models that are fleeing, knocked down or stunned, but you can choose to ignore them, because they do not represent an immediate threat. It is better to shoot the closest standing enemy model instead. 
Note that you may not shoot at models that are engaged in hand-to-hand combat, as the risk of hitting your comrades is too great. 

Cover 
The many walls, ruined buildings and other masonry offer plenty of cover. If any portion of the target is hidden by a piece of scenery or another model, the shooting model will suffer a penalty as explained below. 
Sometimes it will be obvious whether a target can be seen; at other times it will be more difficult, as buildings and other scenery are in the way. If the shooter can see only part of the target’s body, the target is in cover and the shooter suffers a penalty on his To Hit roll. 

Shooting from an elevated position 
A model situated in an elevated position (i.e., anything that is more than 2" above the table surface, such as an upper floor of a building), may freely pick any target he can see and shoot at it. The exception to this rule is that if there are enemies in the same building and in line of sight of the shooter, he must shoot at these, as they present a more immediate threat. 

Range 
Once you have decided to shoot and have chosen a target you must measure to see whether the shot is within range. 
Assuming that your target is within range your warrior can proceed with the shot. If the target is out of range then he has automatically missed this turn. 

Throwing Grenades
Range Strength x2. Roll a D10 and a scatter die. A hit indicates a “hit”. Maximum scatter = half the range thrown. If you have LOS to the target area you may subtract your BS from the scatter.

Hitting the target 
To determine whether a shot hits its target, roll a D10. The dice score needed will depend upon how good a shot the shooter is (as indicated by his Ballistic Skill). The chart below shows the minimum D10 roll needed to score a hit.

Firing on Overwatch
Only models with the Overwatch special rule may fire in Overwatch.
A model or squad on overwatch may shoot during the opposing player's movement phase. Troops on overwatch may shoot at targets as they present themselves at any time during the movement phase. For example, a model can be shot at before it moves, after it completes its movement, or at any time in between. A target which doesn’t move at all can still be shot at so long as it can be seen. The mo t common use for overwatch is to shoot at enemy as they move from cover to cover, where they would normally be hidden during the hooter's own turn. Overwatch can also be used to ambush troops as they move into range, denying them the chance to reach cover. Troops may not throw grenades a part of overwatch fire. Work out whether the shot hits and damages as normal and then proceed with movement. There is one extra modifier to take into account in overwatch fire.
Shooting at a model which is either emerging from or moving into cover, or which is charging the shooter. This modifier only applies to troops on overwatch. It applies if the target's intended move will take it into cover, or if it emerges from behind cover. It also applies if the target is charging the model on overwatch. This is the only time when a model which has been charged can shoot at his attacker as he closes. This takes into account that the target is visible only for a brief moment, or that the shooter is flustered by the enemy's charge. Note that the does not apply twice if a target jump from behind cover and charges the shooter; it is only ever applied once. Overwatch fire at mode is charging into hand-to-hand combat always takes place at short range for whatever weapon the overwatching model is using.
Overwatch counters are removed in the Upkeep. New Overwatch counters may then be placed as required. A model can stay on overwatch from turn to turn, but it will save confusion if old counters are removed and new ones placed.
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	Ballistic Skill
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	To Hit
	9+
	8+
	7+
	6+
	5+
	4+
	3+
	2+
	2+
	2+
	2+



Hit modifiers 
It is easier to hit a target that is in the open compared to a target behind cover. These situations are represented by the following modifiers: 
 (1 is always a miss and 10 always hits)

-1	Cover	If any part of the model is obscured by scenery or other models then it counts as being in cover. 
-2	Hard cover	If behind or standing partially behind “real” cover; concrete, fortifications, houses or barricades…
-1	Hiding	If the target is in hiding.
-1	Movement	If the shooter moved (other than standing up or turning on the spot).
-1	Standing up	If the shooter stood up from being knocked down.
-1	On the ground	If the target is Knocked Down or is laying down.
-1	Small target	Stunty or Tiny creatures
+1	Large target	Large creatures
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Who can fight?
Models whose bases are touching are engaged in hand-to-hand combat. This can only happen once a warrior has charged his enemy, as models are otherwise not allowed to move into contact. 
All close quarter fighting is worked out in the hand-to-hand combat phase. Regardless of whose turn it is, all models in hand-to-hand combat will fight. A warrior can fight against enemies to his side, front, or rear. In reality the fighters are constantly moving, dodging, and weaving as they struggle to kill their adversaries. 
Models fighting in hand-to-hand combat do not shoot in the shooting phase. They are far too busy fighting for their lives. Any very close range shots they are able to make using pistols are treated like close combat weapon attacks. 
A model can fight if its base is touching the base of an enemy model. Even models attacked from the side or rear can fight. 
If a model is touching more than one enemy, he can choose which to attack. If he has more than 1 Attack, he can divide them in any way the player wishes, so long as he makes this clear before rolling to hit. 

Who strikes first?
Models fight in order of descending Initiative with the highest striking first. If their initiative is the same then they both strikes at the same time.
Depending on what kind of actions, weapon and/or equipment the model is carrying there initiative might be modified. 

Modifiers to Initiative:

+3	Charging
- 3	Stood up
- *	Weapon modifier (*See weapon section)
+2	Standing behind cover when being charged.

Hitting the enemy 
To determine whether hits are scored, roll a D10 for each model fighting. If a model has more than 1 Attack roll a D10 for each attack. 
The dice roll needed to score a hit on your enemy depends upon the Weapon Skills of the attacker and the foe. Compare the Weapon Skill of the attacker with that of his opponent and consult the To Hit chart below to find the minimum D10 score needed to hit. 
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Weapon skill vs. Weapon skill

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	1
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+
	10+

	2
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+

	3
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+

	4
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+

	5
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+

	6
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+

	7
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+

	8
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+

	9
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+

	10
	2+
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+



To Hit modifiers (1 is always a miss and 10 always hits)

+2	The target is Knocked Down
+3	The target is immobilised

Fighting with two weapons 
Some maniac warriors carry two weapons, one in each hand, so they can rain a flurry of blows on their enemies. A warrior armed with two one-handed weapons and with the right skill may make 1 extra Attack with the additional weapon. Note that this is added to the total of the warrior’s attacks after other modifiers, such as frenzy, have been applied. If he is armed with two different weapons (sword and dagger, for example), he will make a single attack with whichever weapon he chooses, and all others with the remaining weapon. Roll to hit and wound for each weapon separately. 
Note that only warriors with the appropriate skill may wield two weapons in the same turn!

Weapon modifiers 
Unlike hits from shooting, the Strength of the attacker is used to determine wounds, rather than that of the weapon itself. However, some weapons confer a bonus on the attacker’s Strength. 

Roll to wound 
Once your model has hit a target you must test to see whether a wound is inflicted. Sometimes a strike may fail to wound simply because it causes an insignificant injury or glances off the enemy’s equipment. 
To determine whether the blow has caused a wound compare the Strength of the weapon with the Toughness of the target. 
Follow the procedure for wounding in the next chapter. 

Armour save modifiers 
Some weapons are so powerful that armour provides less protection against them. 

Models that are Knocked Down 
If an enemy is fighting a warrior who is Knocked Down, he may attack him to put him out of his misery. All attacks against a warrior who is knocked down recive a bonus modifier to the to-hit and to wound roll. A Knocked Down model may not parry. 
If your model is engaged in close combat with an enemy who is still standing, he cannot attack any other models that are Knocked Down, since in reality they will not pose an immediate threat to him and their companions will try to protect them. 

Moving from combat 
xxx
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Injury

Roll to Wound 
Once you have hit a target test to see if a wound is inflicted. A shot may fail to cause a wound because it hits part of the target’s equipment, just scratches the skin or causes some very minor injury which the model bravely (or stupidly) ignores. If you fail to cause a wound, the target is unharmed. 
To determine whether your shot has caused a wound, compare the Strength of the weapon with the Toughness of the target. 
The chart below shows the D10 score required to turn a hit into a wound Note that a dash (–) means that there is no chance of wounding the target. 

Critical Hits 
If you roll a 10 when rolling to wound (for hand-to-hand combat and shooting only) you will cause a critical hit. A critical hit means the target takes 2 wounds instead of one. Roll saves for both as normal.
In addition, if the attacker normally needs 10’s to wound his target, he cannot cause a critical hit. His opponent is simply too tough to suffer a serious injury at the hands of such a puny creature! 

To Wound Chart

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	1
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+
	10+

	2
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+

	3
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+

	4
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+

	5
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+

	6
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+

	7
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+

	8
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+

	9
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+

	10
	2+
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+




Modifiers
+2	If the model is Knocked Down

Armour 
If a warrior wearing armour suffers a wound roll a D10. If the dice roll is sufficiently high the wounding hit has bounced off the armour and has not hurt the wearer at all. The dice score required varies according to the type of armour. 

Armour save modifier
Some weapons are better at penetrating armour than others. A shot from a short bow can be deflected relatively easily, but a shot from a plasmagun penetrates armour much more effectively. 
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Most warriors have a Wounds characteristic of 1, but some have a value of 2 or more. If the target has more than 1 wound then deducts 1 from his total each time he suffers a wound. Make a note on the roster sheet. So long as the model has at least 1 wound remaining he may continue to fight. 
As soon as a fighter’s Wounds are reduced to zero, roll to determine the extent of his injuries. The player who inflicted the wound rolls a D10 for the wound that reduced the model to zero wounds and for every wound the model receives after that. If a model suffers several wounds in one turn, roll once for each of them and apply the highest result. 

1-6	Knocked Down: 
	The force of the blow knocks the warrior down. Place the model face up to show that he has been knocked down. 
7-10	Out of action: 
The target has been badly hurt and falls to the ground unconscious. He takes no further part in the game and is immediately removed from the battle. 

Modifiers to the Injury roll:
+2	If the model already is Knocked Down

Knocked Down  (Supressed)
A fighter who has been knocked down falls to the ground either because of a jarring blow he has sustained, because he has slipped, or because he has thrown himself to the ground to avoid injury. Turn the model face up to show that he has been knocked down. Knocked down models may crawl 2" during the movement phase, but may not fight in hand-to-hand combat, shoot or use psychic powers. If he is in base-to-base contact with an enemy, a knocked down model can crawl 2" away only if the enemy is engaged in hand-to-hand combat with another opponent, otherwise he has to stay where he is. In combat he cannot strike back and the enemy will have a good chance of putting him out of action.
A modelwho has been knocked down may stand up at the start of his next turn. In that turn he may move at half rate, shoot and use psychic powers, he cannot charge or run. If he is engaged in hand-to-hand combat, he may not move away. After this turn the model moves and fights normally, even though he has zero wounds left. If the model takes any further wounds, then roll for injury once more, exactly as if the model had just sustained its last wound. 

Out of action 
A modelwho is out of action is also out of the game. Remove the model from the tabletop. It’s impossible to tell at this point whether the warrior is alive or dead, but for game purposes it makes no difference at this stage. After the battle you can test to see whether he survives and if he sustains any serious lasting injuries as a result of his wounds.
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Psykers are warriors gifted with awesome mental powers that enable them to channel the baleful energy of the Warp. Whilst commonly referred to as psychic powers such abilities is nothing less than sorcery though it suits many races in the galaxy to pretend otherwise.

Psykers
Psykers are incredibly powerful battle-mystics, able to unleash their simmering mental might in a manner of ways. However, to use his abilities to full effect, a Psyker must focus on a limited number of powers to hone and master. Each Psyker knows one or more psychic powers. These powers vary from race to race, and sometimes from one individual Psyker to another. Sometimes, a Psyker will have the option to know additional psychic powers.

Mastery Levels
Even a Psyker with a Mastery Level of 1 is a fearsome foe. Psykers with a Mastery Level of  4 or higher are incredibly rare, and it is better for the galaxy that this is so they are almost unbelievably powerful, and rarely submit to any authority other than their own.

Warp Charge
Each Mastery Level grants a Psyker a single Warp Charge point per turn. Warp Charge points can be expended in several ways; they can be used to fuel psychic powers, activate Force weapons or unlock the might of ancient artefacts that are scattered across the battlefields of the 41st Millennium.

Generating Warp Charge
A Psyker automatically generates his full allocation of Warp Charge points at the start of each turn. There's no need to do anything - it happens automatically. It's important to keep track of Warp Charge across the turn, either by making notes on your army roster, or by marking the Psyker with counters. Once a Warp Charge point has been used, it's gone. Any unused Warp Charge points are lost at the end of the turn.

Manifesting Psychic Powers
Different psychic powers are used at different stages in the turn; some powers are used at the start of the turn, others are used at the start of a particular phase, or might replace a model's normal action within that phase. Sometimes, this will be specified in the psychic power itself. At other times, you'll need to refer to the power type listed in the psychic power. A Psyker cannot attempt to manifest the same psychic power more than once each turn even if the manifestation attempt is not successful. Once a Psyker states which psychic power he is going to attempt to manifest, follow this sequence:

1. Expend Warp Charge 
Reduce the Psyker's Warp Charge.
2. Declare Target
If the psychic power requires a target, choose it now.
3. Take Psychic Test
The Psyker must now take a Psychic test. If the test is failed, the psychic power fails. If a 10 is rolled, the Psyker suffers Perils of the Warp, which is resolved immediately.
4. Nullify
If the Psychic test was passed and the target was an enemy, it now gets a chance to nullify the power. If the power is nullified, the attempt fails and nothing further happens.
5. Resolve Psychic Power
Assuming that the Psychic test was passed and the power was not nullified by a Deny the Witch roll, it is now resolved.

Expend Warp Charge
When a Psyker wishes to use a psychic power, he must first expend a Warp Charge point. Make a note on the army roster - the point is expended whether or not the psychic power is ultimately manifested. If a Psyker does not have any Warp Charge points remaining, he cannot use a psychic power. Some incredibly powerful psychic powers require the expenditure of more than one Warp Charge point - if this is the case, it will be clearly stated how many points must be expended within the power's rules.

Declare Target
If the psychic power requires a target, you must nominate it at this point. Unless otherwise stated, the Psyker must have line of sight to his target.

Psychic Test
The Psyker must now pass a Psychic test to see ifhe can control the power he's calling upon. A Psychic test is a Leadership test with a -1 modifier per Warp Charge of the Power. If the test is passed, the psychic power is manifested successfully and can be resolved - although if it was used on an enemy unit, your opponent first has a chance to Nullify. If the test is failed, the psychic power does not work, and nothing happens. In either event, there is a chance that the Psyker has come to the attentions of the denizens of the Warp.




Perils of the Warp
If the roll for the Psychic test is a 10(whether the test was passed or not) this indicates that something horrible has happened to the Psyker. The forces of the Daemon-haunted Warp claw at the Psyker's mind and threaten to engulf and destroy him. The Psyker immediately suffers 1 Wound with no saves of any kind allowed. (Rolig tabell istället!!!)

Nullify
Psychic powers are fuelled by the Warp but channelled with willpower. Just as it takes great force of mind for a Psyker to unleash his mental might, his victims can sometimes nullify a psychic power's effects through sheer will. If a psychic power is targeted on an enemy unit, and the Psychic test is passed, the target can attempt to Nullify before the psychic power is resolved. To do that the target's controlling player rolls a D10. If the roll is a 10, then the psychic power's effect on that unit is nullified - on any other result, the power is resolved on that unit as normal. Of course, it's far easier to resist the effects of a psychic power if you have a Psyker of your own in close proximity. To represent this, apply the following modifiers to the dice roll (these modifiers are not cumulative; simply take the best that applies)

+1	If the target is a Psyker of lesser or equal Mastery Level to the model manifesting the psychic power 
+2	If the target is a Psyker of higher Mastery Level than the model manifesting the psychic power: 

If a psychic power targets two or more units, each affected unit can attempt to Nullify - only those that fail will suffer the effects of the psychic power.

Resolve Psychic Power
Assuming that the Psychic test was passed and the enemy did not nullifY it through a successful Deny the Witch roll, you can now resolve the psychic power according to instructions in its entry. Unless otherwise stated, the effects of multiple different psychic powers are cumulative.

[bookmark: _Toc335493928]Types of Powers

There are many varieties of psychic power that are organised into distinct categories. These determine when in a turn a psychic power can be used, what the targeting requirements are and any other restrictions that apply along with its type, if it has one.

Powers without a type
If a psychic power does not have a type, the rules for using it will be clearly expressed within its entry.

BLessing
Blessings are manifested at the start of the Psyker's Movement phase. They grant extra abilities to the Psyker's allies, such as characteristic boosts or additional special rules. Blessings target a friendly unit and, unless otherwise stated, last until the end of the following turn. Blessings can affect units that are locked in close combat and can affect the Psyker himself. Note that bonuses and penalties from different blessings are always cumulative, but cannot, unless otherwise stated, take characteristics above 10 or below 1.

Conjuration
Conjurations are manifested at the start of the Psyker's Movement phase. They summon units across great distances, call new allies to the fray, or even create them from the raw stuff of the Warp. Each conjuration specifies the number and type of models to be conjured. When the power is resolved, the new unit then arrives on the battlefield via Deep Strike, within the power's maximum range. Units that suffer a Deep Strike mishap and ends up in Ongoing Reserves, can Deep Strike anywhere on the board when they enter play. 

Malediction
Maledictions are manifested at the start of the Psyker's Movement phase. They weaken the Psyker's enemies by reducing their characteristics or inflicting penalising special rules. Maledictions target one or more enemy units and, unless otherwise stated, last until the end of the following turn. Maledictions can affect units that are locked in close combat. Note that bonuses and penalties from different maledictions are always cumulative, but cannot, unless otherwise stated, take characteristics above 10 or below 1.

Witchfire
Witchfire powers are manifested during the Psyker's Shooting phase instead of firing a weapon. Witchfire powers are often referred to as psychic shooting attacks. Manifesting witchfire counts as firing an Assault weapon (unless otherwise noted). Saves can be taken against Wounds from witchfire in the same way as for any other shooting attack. The Psyker must be able to see the target unit (or target point), cannot be locked in combat, must not have run in the Shooting phase There are several different sub-rypes of witchfire, each applying slightly different targeting restrictions. If the witchfire does not list a subrype, or simply describes itself as a psychic shooting attack, use the rules given above to resolve it. If it has one of the following subrypes, use the rules for that subrype. 

Beam (Witchfire)
To use a witchfire power with the beam sub-rype, target a point within the power's range and trace a line (about 1mm thick) between the chosen point and the centre of the Psyker's base. The beam automatically hits all models (friend or foe), other than the psyker, under the line. The model closest to the Psyker suffers a hit at the beam's full Strength. The beam then hits the next closest model under the line, but its Strength is reduced by 1. The next model in line is then hit, with the Strength reduced by 1 again. Continue until the Strength drops to 0, or there are no more models under the line. Note that models under the line can be hit even if the Psyker cannot draw line of sight to them. If the line of the beam passes through a building, the building also takes a hit at the appropriate Strength. The beam then continues, hitting any other models under the line as normal; the building is essentially treated as another model. If the beam passes through the wall of a ruin, the Strength is reduced by one, as if it had encountered another model, and then continues on to hit any other models under the line as normal.


Maelstrom 
A maelstrom power automatically targets and hits all units, friendly and enemy, within the power's maximum range, regardless ofline of sight, being locked in combat, intervening models/ terrain and so on. The actual effect of a maelstrom can vary. Some inflict damage, while others apply bonuses or penalties, in the same way as blessings and maledictions. 

Nova
A nova power automatically targets and hits all enemy units within the psychic power's maximum range, regardless of line of sight, being locked in combat, intervening models/ terrain and so on. Otherwise, a nova is treated like a shooting attack, and indeed will have a profile like a shooting attack.
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Biomancy
Biomancers specialise in manipulating biological energy and processes with the power of their minds. They are masters of the flesh, learning to shape and influence the physical forms of themselves, their allies or their enemies, according to their will.

Iron Arm		Warp Charge 1
By transmuting his flesh into living metal, the biomancer wade through enemy fire unscathed and pulp skulls with his bare fists.
Iron Arm is a blessing that targets the Psyker. Whilst the power is in effect, the Psyker gains +3 Strength and Toughness and gains the Eternal Warrior special rule.

Enfeeble		Warp Charge 1
As the psyker channels his powers, tendrils of Warp energy lash over his victims, every caress sapping vitality from their bodies.
Enfeeble is a malediction that targets a single enemy model within 18". Whilst the power is in effect, the target suffers a -3 penalty to both Strength and Toughness, and treats all terrain (even open ground) as difficult terrain.

Endurance		Warp Charge 1
Reaching into the essence of his allies, the biomancer knits together bones, heals flesh and banishes fatigue so that they carryon the fight.
Endurance is a blessing that targets a single friendly model within 18". Whilst the power is in effect, the target gains the Feel No Pain, It Will Not Die and Relentless special rules.

Smite		Warp Charge 1
Lethal bolts ofbio-lightning leap from the psyker's fingertips, tearing his foes apart.
Smite is a witchfire power with the following profile:
	
	Range
	S
	AP
	Type

	Smite
	12”
	6
	-4
	Assault 2



Life Leech		Warp Charge 2
With a twist of his gnarled hands, the wrathful psyker rips the life force from his enemy, hoarding the stolen essense and using it to reinvigorate and restore his own injured flesh.
Life Leech is a witchfire power with the following profile:
	
	Range
	S
	AP
	Type

	Life Leech
	8”
	7
	-4
	Assault 1



If Life Leech causes at least one unsaved Wound, the Psyker immediately regains a Wound lost earlier in the battle (up to his starting number of Wounds).

Warp Speed		Warp Charge 1
The powers of the lmmaterium flow into the psyker, heightening his speed to supernatural levels. A blur is he amongst his enemies, felling the unrighteous with blows too Swift to see.
Warp Speed is a blessing that targets the Psyker. Whilst the power is in effect, the Psyker gains +3 Initiative and +1 Attack and gains the Fleet special rule. 

Haemorrage		Warp Charge 2
Focussing his mutant mind, the psyker reaches forth and sets a fire within his victim's flesh. Within moment's, the unfortunate foe'S blood begins to boil in its own veins, tearing him asunder as it bursts from every pore.
Haemorrhage is a focussed witchfire power with a range of 12", The target must pass a Toughness test or suffer a Wound with no armour or cover saves allowed, If the target is taken out of action, randomly select another model (friend or foe) within 2" of him, That model must pass a Toughness test or suffer a Wound with no armour or cover saves allowed, If that model dies, continue the process until a model survives or there are no suitable targets within range,


Divination
Diviners seek to discern the hidden past of the galaxy and know the course of events yet to come. These abilities allow Diviners to look into the twisting strands of the Immaterium in search of the answers they seek, and sometimes even influence the outcome of fate itself.

Foreboding		Warp Charge 1
Thanks to his Warp-gifted insights, the psyker and his allies are aware that their foes are about to charge, even before the foes themselves have realised it.
Foreboding is a blessing that targets the Psyker. Whilst this power is in effect, the Psyker and friendly units within 4” have the Counterattack special rule and fire Overwatch on thei r full Ballistic Skill, rather than halved Ballistic Skill. 

Forewarning		Warp charge 1
The psyker's prophetic powers allow him to walk through a hail of fire unscathed, dodging incoming bullets with an eerie calm.
Forewarning is a blessing that targets a single friendly model within 12". Whilst the power is in effect, the target has a 6+ invulnerable save.

Misfortune		Warp charge 0
With a click of his fingers, the diviner twists fate so that his followers' blows punch through the weakest points in their opponents' armour.
Misfortune is a malediction that targets a single enemy model within 24". Whilst the power is in effect, the target must re-roll successful saving throws.

Precience		Warp charge 1
The psyker can effortlessly predict the paths of bullets and swords. By focussing his Warp-sight even more closely, he can guide his allies' aims, bringing a Swift and merciless death to their foes.
Prescience is a blessing that targets a single friendly model within 12". Whilst the power is in effect, the target can re-roll all failed To Hit rolls.

Perfect Timing		Warp Charge 0
As soon as his consciousness pierces the veil of the Warp, a rush of images floods the diviner's mind, foretelling the actions of his enemies, down to the merest microsecond. Armed with this information, the diviner's allies can predIct exactly when their foes will peer out from behind cover and expose themselves to a lethal head shot.
Perfect Timing is a blessing that targets the Psyker. Whilst this power is in effect, the Psyker and friendly models within 4” can ignore cover saves.

Precognition		Warp Charge 1
Having already witnessed the one true path to victory, the diviner strides across the battlefield like an avenging god of war. Whilst the premonitions run true, he is all but undefeatable, proof against bullet and bolt, blade and bombardment. However, should his self-wrought prophecies fade, or turn false, he will surely be doomed to ignominious defeat.
Precognition is a blessing that targets the Psyker. Whilst the power is in effect, the Psyker can re-roll all failed To Hit and To Wound rolls, as well as failed saving throws.

Scrier’s Gaze		Warp Charge 0
The diviner can see the battlefield clearly in his mind's eye, with the vantage point of a hunting hawk and the precision of a laser. The to and fro of armies and war machines is but the scurrying of ants beneath his omniscient gaze. Thus can the diviner direct the deployment of specialist forces exactly when and where they are most needed, leaving no due behind as to how this trickery was achieved.
Seriey's Gaze is a blessing that targets the Psyker. Whilst the power is in effect, you can roll three dice and choose the result you want when rolling for Reserves, Outflank and mysterious terrain.


Pyromancy
A pyromancer is a master of fire and flame, a psyker who is able to create searing infernos out of thin air. Pyromancy is one of the most spectacular and destructive forms of psychic ability, and those who face a pyromancer in combat are oft reduced to nought but a pile of charred bones.

Fiery Form		Warp Charge 1
Bullets and shells pass straight through the pyromancer as he transforms into an incandescent being of living Warpfire, striking out at his foes and setting their souls ablaze.
FIery Form is a blessing that targets the Psyker. Whilst the power is in effect, the Psyker gains a 6+ invulnerable save, +3 Strength and his close combat attacks have the Soul Blaze special rule.

Fire Shield		Warp charge 1
With a sweep of his arms the psyker throws up a towering wall of flame to protect his allies.
Fire Shield is a blessing that targets a single friendly model within 24". The target has an extra -2 cover save against shooting arracks that do not have at least one of the following special rules: Soul Blaze or Melta. In addition, whilst the power is in effect, any model that makes a successful charge against the model suffers 2 Strength 5 AP - hits.

Inferno		Warp Charge 1
With an impatient gesture, the psyker sets [he air itself aflame, creating a whirling pillar of fire to sweep through the ranks of his enemies. 
Inferno is a witchfire power with the following profile:
	
	Range
	S
	AP
	Type

	Inferno
	18”
	5
	-2
	Assault 1, Soul Blaze, Blast



Flame Breath		Warp Charge 1
A torrent of psychic flames pour forth from the psyker's eyes and mouth, engulfing the target.
Flame Breath is a witchfire power with the following profile:
	
	Range
	S
	AP
	Type

	Flame Breath
	*
	7
	-2
	Flamer template, Soul Blaze



Spontaneous Combustion	Warp Charge 3
Focussing his anger, the pyromancer can melt or incinerate his foe in a heartbeat. Yet when his rage boils over, the unfortunate victim's body explodes in a blast of ash and roaring flame. Who can say how many will fall victim to his wrath before it is sated?
Spontaneous Combustion is a focussed witchfire power with a range of 18". Make a Leadership vs Toughness roll, if successful the target model suffers a Wound with no armour or cover saves allowed. If the model is taken out of action by this Wound, centre the small blast marker over the target before removing him. All other models under the marker suffer a Strength 4 AP -1.

Sunburst		Warp Charge 2
The psyker sings a wild song whose notes were old when the universe was young. As he does so, an incandescent aura appears about him, growing ever brighter and hotter with every refrain. Only when the song is ended does the aura explode, discharging its pent-up fury in a blinding, supernoval flash.
Sunburst is a nova power with the following profile:
	
	Range
	S
	AP
	Type

	Sunburst
	6”
	6
	-2
	Assault 3, Blind, Ignore Cover



Molten Beam		Warp Charge 2
The pyromancer claps his hands together and turns them outward towards the foe. As he does so, a white-hot beam of blazing energy bursts from his palms. It melts armour to slag and vaporises flesh, leaving only ghastly shadows in its wake.
Molten Beam is a beam with the following profile:
	
	Range
	S
	AP
	Type

	Molten Beam
	12”
	8
	-5
	Assault 1, Melta



Telekinesis
Telekines are able to manipulate the material world with the power of their minds, translating sheer mental power into physical force. These psykers can lash their foes with psychic energy, erect invisible force shields to protect themselves and even rend apart the fabric of reality itself.

Crush		Warp charge 1
By reaching out his arm and clenching his jist, the psyker entraps his foe in a choking and crushing mass of force. Gritting his teeth, the psyker continues the assault until flesh, armour and bone alike are ground to powder. 
Crush is a focussed witchfire power with a range of 18". Roll 1D10. The target model suffers a hit with a Strength equal to the result (a score of 10 wounds) with an AP equal to the result of a separate D10 roll.

Gate of Infinity		Warp Charge 1
The psyker punches a corridor through the roiling Immaterium, allowing him to cross great distances in the blink of an eye. 
Gate of Infinity is a blessing that targets the Psyker and friendly models within 4”. Place a counter in base contact with the Psyker. Remove the target(s) from the board. It then immediately arrives using the rules for Deep Strike. The first model placed must, however, be placed within 24" of the counter. If the Psyker is the only model, there is no risk, but if his unit consists of two or more models, there is a chance something will go wrong; if the Deep Strike attempt scatters and a 10 is rolled, one member of the unit, chosen by the controlling player, is claimed by the Warp and removed as a casualty (the survivors scatter normally).

Objuration Mechanicum	Warp Charge 0
Weapons jam and engines seize up as the telekine uses his powers to wrench and twist the inner workings at the hearts of nearby machines. 
Objuration Mechanicum is a malediction that targets a single enemy model within 24". Whilst the power is in effect, the target unit must re-roll To Hit and To Wound rolls of 10. 

Assail		Warp Charge 1
Using nothing but the power of his mind, the psyker tears a boulder of rock from the ground and hurls it at the foe. 
Assail is a beam with the following profile:
	
	Range
	S
	AP
	Type

	Assail
	12”
	7
	-
	Assault 1, Strikedown



Shockwave		Warp Charge 1
The psyker slams his palms together and the noise is magnijied a hundredfold, releasing a shockwave that snaps bones and knocks foes from their feet.
Shockwave is a nova power with the following profile:
	
	Range
	S
	AP
	Type

	Shockwave
	12”
	6
	-3
	Assault 2, Pinning



Telekinedome		Warp charge 1
Bullets bounce off of thin air and are deflected alarm ingly towards friendly forces as the psyker erects a barrier of shimmering energy about himself.
Telekine Dome is a blessing that targets a friendly model within 12". The target has a 5+ invulnerable save against Shooting attacks whilst the power is in effect. Evety rime this save is successfully made against a shooting attack, choose an unengaged enemy unit within 6" - that unit suffers a hit with a Strength and AP equal to that of the initial shot. If there is no unengaged enemy unit within 6", then the Wound is still saved, but the shot is not redirected. Note that this does not cause templates to be repositioned.

Vortex of Doom		Warp Charge 2
The telekine opens a tear between the material realm and the howling destruction of the Warp, unleashing energies that utterly consume his foes.
Vortex of Doom is a witchfire power with the following profile:
	
	Range
	S
	AP
	Type

	Vortex of Doom
	12”
	10
	-6
	Heavy 1, Blast*


If, when using this power, the Psyker fails his Psychic test, centre the Vortex of Doom blast marker on the Psyker.


Telepathy
Telepaths are psykers whose lIlental expertise lies with contacting and controlling the lIlinds of others. With a single thought, a telepath can blast away his foe's sanity, induce states of nUlllbing terror or possess his victilll's thoughts and lIlould their actions as if they were his own.

Dominate		Warp charge 2
The psyker reaches into his foe's mind, trammelling his soul and crushing his will to fight on.
Dominate is a malediction that targets a single enemy within 24". Whilst the power is in effect, the target must pass a Leadership test each time it attempts to move, shoot, Run or declare a charge - if the test is failed, the action is forfeit and the unit can do nothing that phase.

Mental Fortitude		Warp Charge 0
Despair is turned into fresh hope and courage into insane heroism as the telepath projects inspirational thoughts of victory into the minds of his allies.
Mental Fortitude is a blessing that targets a single friendly model within 18". It gains the Fearless special rule for as long as the power lasts.

Puppet Master		Warp Charge 2
The telepath possesses his victim's mind, controlling their movements, their aim and their trigger fingers as if they were marionettes.
Puppet Master is a focussed witchfire power with a range of 24". The target immediately makes a shooting attack as if it was one of your models. After resolving the attack, the target shakes free of the Psyker's control and immediately reverts to the owning player's control.

Terrify		Warp Charge 1
Even the bravest of heroes’ quake in terror as the telepath assails them with images from their own darkest and most dreadful nightmares.
Terrify is a malediction that targets a single enemy within 18". The target receives no benefit from the Fearless special rule and treats all enemy units as having the Fear special rule for the power's duration. Furthermore, it must immediately take a Morale check.

Psychic Shriek		Warp Charge 2
The psyker breathes in deeply the power of the Warp before emitting a banshee howl of psychic energy that shreds the minds of his enemies.
Psychic Shriek is a witchfire power with a range of 12". Roll 1D10 and subtract the target's Leadership - the target suffers a number of Wounds equal to the result. Armour and cover saves cannot be taken against Wounds caused by Psychic Shriek.

Invisibility		Warp Charge 2
Reachmg mto the mmds of hIS foes, the psyker obscures hImself and hIS alhes from the enemy's sight.
Invisibility is a blessing that targets a single friendly model within 24". The target is invisible as long as the power is in effect. An invisible model has both the Shrouded and Stealth special rules. Models charged by an invisible model gain no benefit from the Counter-attack special rule (they don't see it coming). Models attacking (or being attacked by) invisible models in close combat count as Weapon skill 1blows made by, or against, non-invisible models in the same combat are resolved normally.

Hallucination		Warp Charge 2
Paranoia, confusion and panic are heightened to a debilitating degree as the telepath alters his foes perceptions of reality.
Hallucination is a malediction that targets a single enemy within 18". Roll immediately to determine the manner of hallucinations the target is suffering from.
D6 Result

1-4 	Bugs! I Hate Bugs! Something unspeakable has gotten under the vichms' armour and has begun to crawl around. The model is automatically Pinned, unless it would normally automatically pass Pinning tests or is locked in close com bat, in which case there is no effect.

3-4	Ermmm? All sense of urgency is lost, and the befuddled warriors just stare listlessly into space. The unit cannot shoot, Run, declare charges or strike blows in close combat whilst the power is in effect.

5-6	You! You're a Traitor! Paranoia sets in and the panicked warriors lash out at their comrades. Every model in the unit immediately inflicts a single hit on his own unit, resolved, at that models' own Strengths, but using the Strength bonuses, AP values and special rules of their most powerful close combat weapons (if they have any).

Inquisition

Holocaust		Warp Charge 2
The psyker releases his powers in a mighty conflagration of flames raging out from his body. 
Every living creature within 8” takes an S 6 hit. After damage has been dealt the psyker must take a Leadership test to stop the power. If he fails he takes a wound and the Holocaust remains in play affecting everyone again in the next psychic phase.

Purge Psyker		Warp Charge 1
The psyker assaults one of the enemy psykers in a battle of wills.
Choose a target psyker within 18”. The enemy psyker rolls a D10 and adds his Mastery Level to the roll, and the attacker rolls 2D10 and adds his level to the highest roll. If the attackers score is higher the enemy takes one wound, no save, for every point he won with. If the score is equal or the attacker lost nothing happens unless the defender got twice the sore. In that case the attacker is hit with a backlash and suffers 2 wounds himself.

Aura of Fortitude		Warp Charge 1
The psyker and all friendly models within 6” gains protection from any psychic powers. Treat everyone inside the aura as Ld 10 and they gain a save on 6+ against psychic attacks. This power remains in play until nullified.

Scourging		Warp Charge 1
Crackling bolts of power lash out from the psykers fingers ut to 18” striking the first model in its path. The target takes D3 S 4 Hits and must pass a Ld test or be Knocked Down. If a Deamon is hit with the Scourging he suffers D3 S 8 hits instead.
	
	Range
	S
	AP
	Type

	Inferno
	18”
	5
	-2
	Assault 1, Soul Blaze, Blast


Range 	12”

Destroy Daemon		Warp Charge 2
The power travels 18” and strikes the first model in its path. If a Daemon is hit the psyker rolls 2D6 and adds his mastery level, the daemon rolls 1D6 and adds its current number of wounds. If the psyker beats the daemon he suffers from Instant Death with +2 on the injury roll. If the score is a draw then the daemon suffers one wound. If the daemon got twice as much as the psyker he gets a backlash and suffers D3 wounds.

Aura of Fire		Warp Charge 1
An aura of fire forms around the psyker. The aura negates any wound suffered by the psyker on a roll of 7+. In HtH any wound saved this way is rebound towards the attacker. He takes a S 5 hit for each saved wound.
This power remains in play until nullified.

Storm of Wrath		Warp Charge 3
Every model within 12” must pass a Ld test to move or charge. This power remains in play until nullified.


Whaagh!

Waaagh! 		Warp Charge 1
The Weirdboy floods the battlefield with the power of the Whaaagh! All enemy psykers are Knocked Down if the Ork player rolls higher than their mastery level on a D6. All Gretchins and Orks within 36” get +1 WS and may reroll any failed Ld tests until the end of the next turn.
Range 	36”

‘Eadbutz 		Warp Charge 1
The Weirdboy smashes one of the enemy psykers with an ‘eadbut of pure Waaagh!- power. Both players roll a D10 and adds their mastery level. If the enemy loses he takes one wound.
Range	24”

Brain Bursta 		Warp Charge 2
A violent bolt of power erupts from the Weirdboy’s sloping forehead and rockets up to 18” across the battlefield in a dead straight line. The first model that is hit takes a woundunless they roll under their Toughness on a D10.
Range	18”

Power Womit 		Warp Charge 2
Draw a straight line 12” from the Weirdboy and every model under it suffers a S 6 hit. Ignore terrain as the psychic vomit passes through any non-living material.
Range	12”
Strength	6

Kop Dis! 		Warp Charge 1
The Weirdboy hurls a torrent of psychic energy towards the enemy wich travels 18” and strikes the first model in its path. The model is hurled back 1D10”. If the model hits anything the move is halted and both models takes a S 4 hit.

Imperial

The Gate of Infinity		Warp Charge 2
Focusing his Warp-sense, the Librarian creates a corridor of safe passage through the Immaterium, allowing him to cross great distances in but the blink of an eye. 
The Librarian is removed from the tabletop and immediately placed back together anywhere within 18" using the deep strike rules. This is instead of normal movement.
Range	18”

Smite 		Warp Charge 3
Lethal bolts of lightning leap from the Librarian's fingertips, tearing his enemies apart in a barrage of psychic power. 
Place the small barrage template anywhere within 16”. Models within must take a Ld test with a -1 modifier or suffer a wound, no save allowed.
Range	16”

The Salamander 		Warp Charge 2
The psyker draws on the terrifying legend of Chapter history to create a monstrous spectral creature. The player draws a straight line 3D10” from the model. Every model crossed by the line suffers one S 6 hit. Any unit hit by the salamander must also take a Ld test or Fall Back.
Range	3D10”

Iron Arm 		Warp Charge 2
The Psyker may cast Iron Arm on himself or any model within 3”. The models Toughness and Strength is doubled up to a maximum of 10. He can fight as normal but his Movement is halved. The model also gets an invulnerable saving throw of 6+ which is rolled before any normal save. This power remains in play until nullified.
Range 	3”

Prescience 		Warp Charge 1
This psychic power enables the Psyker to look forward in time and predict the outcome of his actions. He may re-roll any of his failed dice throws until the start of the next psychic turn.

Force Dome 		Warp Charge 1
Reaching out with his mind, the Librarian erects a barrier of shimmering force about himself and his companions. 
This power is used at the start of the Librarian's Movement phase. The Librarian and any unit within 6” receive a 8+ invulnerable save. This aura remains in play until nullified.
Range	6”

Nightshroud			1
Enemy models who wish to shoot at the psyker must pass anLd test to do so. This aura remains in play until nullified

Adeptus

Machine Curse			2
The Librarian calls down a powerful curse upon the machine spirit of an enemy war engine. 
Place the small blast template within 18” of the psyker. Any shooting weapons or power weapons or wargear becomes useless. Machines will be unable to act until this power is nullified. This power remains in play until nullified.
Range	18”

Hellfire			2
Place the small blast template within 18” of the psyker. Any model touching the fire takes a S 6 hit. The template may be left in place, blocking LOS until nullified.
Range	18”

Assail			1
Move any model within range up to 6”
Range 	18”

Null Zone			1
The Librarian turns the full force of his mind upon the foe, peeling away their layers of mystical protection and leaving them vulnerable to the weaponry of his brothers. 
All enemy units within 12" of the Librarian must re-roll successful invulnerable saves for the remainder of the player turn. 
Range	12”

The Gate			1
Place the two gate markers within 18” of the psyker. Any model may move through them until this power is nullified.
Range 	18”

Displacement			2
The psyker may transport a friendly model up to 2D10” in any direction.
Range 	2D10”

Scan			1
The psyker open up his mind to sense all enemy models within 36”. All hidden models within range is detected. If there is an enemy psyker in range he may look at his force cards.

Might of the Ancients		1
The deadly powers of the Immaterium heighten the Librarian's strength to unimaginable levels, the better to vanquish the foes of the Emperor. 
If successful, the Librarian has Strength+3until this power is nullified.

Strength of Mind			2
Psychic attacks against the psyker or models within is automatically nullified of the attacker does not roll over his mastery level on a D6. This power remains in play until nullified.
Range	6”

The Avenger			1
The Librarian draws on the ancient legends of his Chapter to create a destructive avatar of roiling flame. The psychic construct billows forward, leaving destruction in its wake. 
This power is a psychic shooting attack and has the following profile: 
	
	Range
	S
	AP
	Type

	The Avenger
	*
	7
	-3
	Flamer Template



Quickening			1
Using his uncanny mind to project his physical being forwards into the time stream, the Librarian acts swiftly to defy the vision of his foes.
The Psyker gets Initiative 10 and +1 A. This power remains in play until nullified.

Blood Boil			2
The Librarian drives his enemy's blood into a seething frenzy,causing it to burst from every pore with explosive finality.
Thevictim of Blood Boil is chosen by your opponent, it must be an enemy, unless thedie rolled for the psychic test is 2 or less, inwhich case the librarian's controlling player chooses.
The victim takes two S 8 hits with no save allowed.
Range	12”
Difficulty	-2

Fear of the Darkness		1
Summoning the indescribable malice of the Warp, theLibrarian unleashes a mighty wave of sheer terror, assailinghis foe's soul with nameless torment.
That unit mustimmediately take a Morale test with a -1 penalty to theirLeadership or Fall Back.All normal modifiers and/or exceptions apply(e.g. units that never fall back are immune to this power).
Range	18”

Might of Heroes			2
The deadly powers of the Immaterium flow into theLibrarian, heightening his speed and strength tounimaginable levels to smite the foes of the Emperor.If successful, the Librarian gains +2 Auntil this power is nullified

Shackle Soul			1
The Librarian reaches into the foe's mind, trammeling hissoul and crushing his will to fight.
Until the end ofits next turn, the target unit must pass a Leadership testeach time it wishes to move, run, shoot or assault - if thetest is failed, the action cannot be performed. A unit that
fails a test to run cannot instead choose to shoot, andvice versa
Range 	12”

Shield of Sanguinius		1
The Librarian wills a shimmering golden barrier intoexistence, preserving his companions from harm.This power is used at the start of the enemy Shooting phase.The Librarian and any unit within 4" receive an additional -3cover save. This power remains in play until nullified.
Range 	4”

The Blood Lance			2
The Librarian conjures a mighty lance, glistening with gore.On a single word of command, the lance flies from hishands, skewering everything in its path. 
Extend a straightline, 2D10" long, from the Librarian's base in any direction -this is the path taken by the Blood Lance. Any enemy unit inthe lance's path suffers a hit
Range	2D10”
S	7
AP	-2

The Sanguine Sword		2
The psker's force weapon takes on a violent crimson hueas he infuses it with a sliver of his inner rage.This power is used at the start of either player's Assaultphase. The Librarian's close combat attacks are made atStrength 10. (Must have a force Weapon)

Wings of Sanguinius		1
Two blood-red wings of psychic energy spring from theLibrarian'S back, allowing him to fly over the battlefield. It allows the Librarian to moveas if he had a jump pack. This power remains in play until nullified

Eldar

Executioner			1
The Warlock projects a psychic form of himself within 18” witch immediately springs forward and attacks the enemy.
Fight out a HtH immediately and count the Warlock as charging. Multiple combats as normal but if the enemy gets in an attack the power is nullified.
Range 18”

Battle Faith			1
A model within 36” gets +1 on all his to hit rolls, both HtH and Shooting. This power remains in play until nullified.

Doom 			1
The Warlock searches for the thread of destiny that spells the destruction of an enemy and draws it into being. The Warlock can target any unit within 16". All hits caused upon that unit gain are-roll to wound This power remains in play until nullified
Range	16”

Eldritch Storm			3
 The Warlock summons a corona of crackling energy that strikes out with arcs of lightning and hurls enemies in all directions. The Eldar player places the large blast marker centered on an enemy model within 16".
Roll a scatter die for every model under the template and if an arrow is shown move him to the edge of the template and Knocked Down. If a Hit is rolled the model also suffers a S 4 Hit.
Range	16”

Fortune			1
The Warlockscribes the strands of the future to foresee where the enemy will attack, warning his fellow Eldar so that they may avoid enemy fire. All friendly units within 6" of the Warlock may re-rolls any failed save it makes. This power is in effect until nullified.
Range 	6”

Guide			1-2
The Warlock's prophetic powers warn him of the enemy's foul intent, allowing him to direct the fire of his warriors. Nominate one model within 6" of the Warlock. This unit immediately fires its weapon and may re-roll any failed to hit roll made. Firing Heavy, sniper, flamer or melta weapons costs 2 force cards.
Range	6”

Mind War			1-3
The Warlock reaches out to destroy the mind of an enemy with an irresistible mental onslaught. The Eldar player may choose any model within 18" of the Warlock  and within his line of sight.  Roll 4D10 + 1D10 for each force card he used. For each 10 he rolls the victim suffers a wound, with no armour saves allowed. If used against a psyker the psyker must first discard one power for each 10 rolled. ( He gets the power back after the game)
Range	18”

Conceal			0
The Warlock clouds the minds of the enemy, creating a shifting psychic mist that conceals his unit. The Warlock receives a -2 cover save. 

Destructor			2
The Warlock focuses his anger and hatred and unleashes it at the enemy in a roiling blast of raw psychic power. The Destructor works exactly as a Heavy Flamer but with the Flamer template.
Range	Template


Embolden			0
The Warlock instills an unshakeable courage in his comrades, reaching into their minds with visions of mighty heroes and great victories. The Warlock and any friendly models within 8” may re-roll any failed Leadership tests until next turn.
Range	8”

Enhance			0
The Warlock empowers his fellow warriors with lightning speed and skill. The Warlock may add + 1 to their Weapon Skill and Initiative. 

Hive Mind

Catalyst			3
A model within 12” becomes Frenzied and somewhat immune to injuries (Roll 2D10 for any armour save he takes counting both dice) This creature remains frenzied until this power is nullified.
Range	12”

Psychic Scream			2
A great scream of psychic energy from the Hive mind scours across the battlefield, causing all psykers to writh in agony or drive them insane. 
Every psyker within 18” must roll 2D10. If the score is equal or under their Toughness characteristic the model is unaffected, butif he rolls over his toughness but equal or under his Ld he is Knocked Down, if he rolls over his Ld roll for injury as normal with +1.
Range	18”

The Horror		1-3
Any enemy unit within 6,” for each force card used,must take a Ld test or Fall Back
Range	6-18”

Warp Blast 			1
Range	 24” 
Strength 	5, Blast
AP	-2

Warp Lance 			1
Range 	18”
S	 7
AP 	-4

Hypnotic Gaze 			1
Part of the Hive Mind reaches out of its minions. Nominate any Tyranid, Genestealer or Hybrid within 18” of the magus.
Any enemies within 6” of that warrior must take a Ld test or be paralyzed as long as they remain within 6” of that unit. Any model that is paralyzed may not act in its own phase and counts as having a WS of 1.
This power remains in play until nullified or until the gazing model moves away (more than 6”)
Range	18” / 6”

Dominion			1
 The psykers synapse range is increased to 18” until the beginning of the next turn. 

Paroxysm 			1
A single unit within 12” gets WS 1 and BS 1 until the psykers next turn
Range	12”

Chaos

Plague Wind			3
The chaos magus calls down a foetid , plague-ridden wind accompanied by moaning, insane laughter and other sounds of delirium and death.  The power inflicts 2D10 hits minus the victims Toughness value. Each hit causes a wound on 7+. 
Range	18”

Miasma of Pestilence		2
Any living model within 6” of the Magus is affected by the miasma and suffer a S4 hit as soon as they enter the aura. Followers and daemons of Nurgle is unaffected. This power remains in play until nullified.
Range 	6”

Aura of Decay			1
The Magus may target himself or any model in base to base. The aura is so disgusting that any model within 3” of the target looses one attack. Followers of Nurgle is immune to this. This power lasts until nullified.
Range	3”

Stream of Corruption		2
Place the flamer template at the base of the psyker. Any models under the template are hit and must roll under their toughness or suffer a wound. Save as normal.
Non-living creatures is unaffected.
Range	Template

Beam of Slaanesh			2
The victim must roll under his Ld on 2D10 to fight the intense waves of sensation which threatens to overwhelm him. If he fails the test he is subject to stupidity for the rest of the battle. A successful nullify will bring him back to normal.
Range 	18”

Pavane of Slaanesh			2
If the victim fails a Ld test he starts to dance uncontrollably. The model may not move or shoot and counts as WS 1. This power lasts until the psyker chooses to end it or until it is nullified.
Range	18”

Acquiescence			1
The psyker reaches out to a model in base to base contact. The victim must roll under Initiative to avoid the touch. If he is touched the model halves all his characteristics and ibecomes subject to Stupidity for the rest of the game. A successful nullify ends this effect.

Fleshy Curse			3
… Chaos Spawn…

Pink Fire of Tzeentch		1
The first model in its path takes a D3 S (1D10)  hits.
Range	6”

Bolt of Change			2
The first model in its path must roll equal or under its Toughness characteristic with 2D10 to resist the power that engulfs him. 
If failed roll on the injury table. If the model failed and rolled a double he is automatically taken out of action and gets a random Mutation.
Range	8”

Boon of Tzeentch			1
If the power is successful the magus may draw two additional cards from the Warp Deck.

Tzeentch’s Fire Storm		3
The magus Launches a fiery mass of flames up to 18” to strike the first model in it’s path. The flames drain away the victims soul to the capricious realm of Tzeentch and Pink Horrors are drawn back. Place a blast marker on the first model hit and any models under it takes a S7 hit with no armour save. For every 2 wounds inflicted place a Pink Horror in the area.
Range	18”

DominaTe
Action: Full
Opposed: Yes
Range: 10 metres x PR
Sustained: Yes
Description: The psyker may take over the mind of another,
controlling his victim with his will. This power only affects a
single target and only if his total Wounds are less than 3 times
the psyker’s PR. An affected target is controlled by the psyker
as if he was a puppet. For as long as the psyker maintains the
power, he can divide his Actions between himself and the
target. The dominated target uses its own Characteristics, but
at –10 due to the crudity of the control. Any action deemed
suicidal allows the target an Opposed Willpower Test to try
and break the hold.

The GaTe of infiniTy
Action: Extended (3)
Opposed: No
Range: Self
Sustained: No
Description: Rending the veil between worlds, the Librarian
creates a rift through which he and his allies might pass. The
Librarian chooses an exit point for the rift at any point within
10 kilometres x PR. The size of the rift depends on the power
used to create it, and it will have a width and height of 2
metres x PR. The rift will remain open for 1 Round x PR or
until the Librarian himself passes through it, at which time it
will instantly close. While it remains open, creatures may pass
through the gate freely provided they can fit.
This power is incredibly taxing and requires at least 12
hours recovery before it may be used again.


Warda
Gretchin Wardas are unable to control the powers they channel through the Waaagh – the constant, chaotic flow of the energy is difficult even for them to predict. At the beginning of each Rebel Grot turn, each Gretchin Warda must roll on the following table to find out which psychic power he may use that turn. Gretchin Wardas must take a Psychic test before determining which power they use. 

D6 Result
1 BLESSIN' OF MORK
The Warda channels the little Waaagh energy until a faint green glow exudes from the assembled Gretchin warband. Until the next Rebel Grot turn, all Infantry in the Rebel Grot army have a 6+ invulnerable save.

2 BLESSIN' OF GORK
The Warda channels the energy of the little Waaagh, instilling a bestial courage throughout the warband. Until the next Rebel Grot turn,  ll units in the Rebel Grot army may exchange their leadership value with the number of models in their unit. A unit with more than 10 models that uses their number of models will also gain the 'Fearless' special rule until the next Rebel Grot turn.

3 'ERE, DAT GROT'S FLYIN' OFF!
Something goes comically wrong in the channelling of the little Waaagh, causing a nearby Gretchin to begin floating, either swimming or  alking on the surface of the air, almost entirely unphased by the ordeal, besides the initial confusion. One friendly unit within 12” of the
Warda (or the Warda's unit, if there is no other target) must move as Jump Infantry this turn, as they levitate off the ground, completely ignoring all rational laws of physics. This psychic power cannot target a vehicle.

4 GORK'LL FIX IT!
The Warda channels the little Waaagh energy to call upon the Greenskin God Gork to sow mischief amongst their enemies, inflicting a series of minor, yet distracting, calamities upon them. This power may target one enemy unit within 24” of the Warda. Any of the target unit's To Hit, To Wound, armour save, cover save or invulnerable save rolls of 6 are counted as being 1's until the beginning of the next Rebel Grot turn.

5 MORK WANTS YA!
The Warda channels the little Waaagh energy to create a very terrifying actual manifestation of the Greenskin God, Mork, who's giant green hand descends from the sky and seizes an unlucky individual. This power is a psychic shooting attack with a range of 18” that targets a single enemy model. The target must pass an Initiative test to get out of the way of the gigantic green fist, or suffer D6 Strength 10 hits, with no armour saves or cover saves allowed.
6 'ERE WE GO, 'ERE WE GO, 'ERE WE GO!
The Warda screams a terrifying warcry (even coming from a Grot, it's damn scary!), suffusing his comrades with a primal power.
All friendly Gretchin infantry units (but not Snotlings) have the 'fleet' and 'furious charge' special rules for the duration of this turn.
If a unit rolls a 1 when making their 'run' move while effected by this power, the Gretchin begin fighting amongst themselves, instead of the enemy. On model from that unit takes a single wound, with armour saves allowed. Note that the unit may still move an inch, and
assault as normal. 
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The Rout Test 

A player must make a Rout test for all of his models at the start of his turn if more than a quarter (25%) of his squad is out of action. For example, in a squad that has twelve models a test is needed if four or more are out of action. Even squads who are normally immune to psychology must make Rout tests. 
If the Rout test is failed, the model is removed from the game (unharmed)
To take a Rout test roll 1D10. If the score is equal to or less than the models Leadership, the player has passed the test and may continue to fight. 

Voluntary rout 
A player may choose to voluntarily Rout at the start of any of his own turns if he wishes, but only if he was already required to take a Rout test or if a quarter (25%) or more of his squad are out of action. 
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Equipment


Acid Maw (Biomorph)
The units Close Combat attacks gain AP -6

Adamantine Mantle (Mantle)
The Character does not suffer from the Instant Death rule.

Adamantium Skull (Ork, Gretchin)

Ammo Runt (Ork, Companion)
An ammo runt is a heavily overburdened Gretchin who carries extra ammunition for his master.
A model withan ammo runt is allowed to re-roIl all to hit rolls for ashooting attack, once per game. The Ammo runt models are purely decorative; remove him from play when he is used.

Ammunition
You may only use one type of ammo in a single turn.

· Armour Piercing (Stub Gun, Autogun)
Changing AP to -3

· Bolt Shells (Shotgun)
Range is increased by 4”

· Brainleech Worms (Devourer)
Strength 5, Assault, Rifle 2, A hit forces the victim to make a Ld test or Fall Back.

· Dragonfire Bolts (Bolter)
These hollow shells explode with a gout of superheated gas that makes a mockery of cover.
Ignores cover save

· Desiccator Larvae(Thorax Swarm)
Changing Strength to 5

· Dum-Dum bullets (Autogun, Stubber)
+1 on Injury rolls

· Electroshock Grubs (Thorax Swarm)
Changing AP -2

· Flechette Rounds ( Shotgun)
Cover save -2, Armour save +1 (need one to get the bonus)

· Hellfire Rounds (Bolter)
Each hellfire round replaces the bolt's explosive charge with a chamber of voracious acid.
Poison 5+

· Hot shot (Shotgun)
The Shotgun fires like a small fire template instead of the normal range. Everyone under the template is hit. Strength as normal.

· Kraken Bolts ( Bolter)
The adamantine core and improved propellant of these bolts can penetrate the thickest hide.
Strength +1

· Man Stopper Shells (Shotgun)
+1 S, -1 AP and -1 BS due to the recoil

· Overcharge Pack (Laser weapons)
This is an enhanced power pack for a las-weapon that increases the strength as it fire. 
AP an additional -1

· Psybolt (Bolter,Psyker)
Psybolts are silver-tipped, psychically charged shells, used in storm bolters and similar weapons. When fired, each bolt becomes imbued with a portion of the psykers innate psychic power, causing it to glow with an eerie blue light, and strike home with significantly greater force than an ordinary round of its type. Psybolts are difficult to produce and incredibly wearing on a gun's inner mechanisms, but provide the Grey Knights with a relatively straightforward method of enhancing the power of standard-pattern weaponry, without resorting to extensive retrofitting of the weapon itself. 
A model equipped with psybolt ammunition counts the Strength of its shots as being one point higher.

· Psyflame (Flamer, Psyker)
With a little effort, flamer weapons can be modified to use he same psychically charged promethium as the Incinerator. 
A model equipped with psyflame ammunition adds his Mastery Level to the strength of the shot.

· Scatter shot (Shotgun)
Reduce cover saves by 2,Range is at -4”

· Shreddershard Beetles (Thorax Swarm)
Rending

· Shield-Breaker(Sniper)
When aa model is hit, that model loses any invulnerable saves granted by items of wargear immediately, and for the rest of the battle. Remaining saves (if any) can then be taken. 

· Sheriken Shurikens (Shuriken Catapult)
If a model is taken Out of action with this weapon, friendly models within 4” must take an Ld test or fall back.

· Shrieking Bullets (Rifle)
This specialized firing mechanism has been modified to fire ammunition that has been customized to emit a high pitch sound, resembling bombardments from high altitude. This strikes a primordial nerve on the psychology of intended victims, who often believe it is the beginning of an aerial attack and attempt to flee in desperation. Those who manage to retain their composure, often trying to spot the shooter by following the sound of the shots. 
Victims wounded by a shot from a weapon with this ammomust make a Leadership Test at -1 to the roll, or Fall Back. Fighters using this item also suffer +1 to their Cover Save. (Negative modifier)

· Slug (Shotgun)
Change stats to S 5, Ap-1, Knockback 1”.

· Toxin (Needler)
Different poison is used on different races.
Eldrotoxin: Eldar; Orkotoxin: Orks; Orthotoxin: Humanoids; Tyranotoxin: Tyranids; Ferrotoxin: Genestealers

· Teflon Rounds (Autogun, Stubber)
The weapon gets another -2 AP.

· Tranquilizer (Needle)
If Wounded replace the injury table with 1-9 =Sleeps for D3 turns 10= Stays unconscious for the rest of the game. 

· Turbo-Penetrator
A turbo-penetrator shot inflicts 2 wounds rather than 1. A turbo-penetrator shot has AP-5.

· Vengeance Rounds (Bolter)
These use unstable flux technology and are incredibly effective against armoured targets.
AP -4

Auspex
Use instead of shooting. The user automatically detects all hidden models within 4D10”

Attack Squig (Ork, Gretchin, Companion)
An attack squig is a voracious predator with a massive snapping gob, usually trained to go for the face.
Acharacter with an attack squig benefits from one attack at I 5, S 5; Ap -, Whip.

Auxiliary Grenade Launcher 
The auxiliary grenade launcher is a tubular device that fires pre-primed and pre-loaded grenades. It is commonly fixed onto another weapon, such as a bolter or even a power fist, but more esoteric shoulder- and wrist-mounts have been employed in the past. Such devices are rare and as such are normally only utilized by command personnel and veterans. 
Each time an auxiliary grenade launcher fires, the controlling player can choose which type of grenade is being used.The launcher increases the range of thrown grenades to 20”

Battlesuit Support slots (Tau, Machine)


· Advanced stabilization system
The model counts as stationary when firing even if he moved.

· Blacksun filter (bort)
The model sees in total darkness as if it were daylight. Ignore Night Conditions. Also the player may roll one additional die in the exploration phase.

· Drone Controller
Finish when Drone rules is klart.

· Ejection system
When the wearer of the battlesuit reaches 0 wounds he is ejected instead of having to roll on the injury table. He loses his equipment except any pistols he is carrying until the end of the game.

· Iridium armour plates
The save is increased to 3+ but the suit may only move a D6” in the assault phase if fitted with jet packs.

· Jet pack
The model may fly 6” in the movement phase and make one additional movement of 6” in the assault phase if unengaged.

· Multi tracker
The model may fire two weapons in the shooting phase.

· Stimulant injector
The model has the Feel No Pain special rule.

· Targeting Array
May fire at different targets as long as they are within 3” of the closest target, and at least one shot is fired against him.

· Target Lock
May fire at any target, not just the closest one

· Twin Linked Battlesuit weapon systems
All weapons fired from the battle suit counts as twin linked

· Vectored retro-thrusters
The model gains the Hit and Run special rule.

· Command and controle node
Gains +1 to Attack Speed


Banshee Mask (Eldar Banshee)
When charging a model wearing a Banshee mask has Initiative 10 and is Fearless.

Bionics
Bionics and Cybernetics is affected by Machine Curse and EMP.

· Combat Bionics  (Mechanicum)
 Many members of the Cult Mechanicus augment themselves with special bio-mechanical implants, designed to improve their effectiveness in serving the Machine God. 
While they may take many forms, the overall effect in combat is to increase the model’s Strength by +1 and add +1 Weapon Skill. 

· Electoos (Mechanicum)
These subdermal electrical implants are less powerful (and draining) than the ones grafted onto Electro Priests, but do allow the wearer to make a devestating attack in close combat.
In the first round of an Assault, all of the user’s attacks ignore armor as the power flows from his hands into his weapon. After this initial attack the effects wear off until a new Assault is launched.  

· Lexmechanic (Mechanicum)
These specially augmented members of the Cult Mechanicus are often seen accompanying Tech-Priests in the field. Their ability to store and process data at incalculable speeds is invaluable to their masters in deciphering ancient and alien technologies. They also can play an important role in any conflicts that arise, allowing them to calculate firing angles and ballistic trajectories, and predict how the enemy will react even before they have begun to move. 
As such, any friendly (non drone) model within 6” will gain +1 to his Ballistic Skill. 

· Touch of the Luminen (Mechanicum)
The Electro Priests are able to conduct the energy in their bodies into various lethal discharges.
Models with the Touch of the Luminen counts as being equipped with a power weapon in close combat, additionally any model wounded but not killed by a hit must pass an Ld test or be Down.

· Technicus (Mechanicum)
Using his deeper knowledge of rare technologies and access to non-standard equipment, the Tech-Priest can outfit any Heavy weapons carried by his followers with a rare Suspensor unit. 
This changes the weapon to Assault but cuts the effective range by 6”. These can be fitted to any heavy weapon not mounted on a servitor or Robot.

· Cyberneticus (Mechanicum)
The Tech-Priest is fitted with a Mind-Impulse Unit, normally used to control Battle Titans. 
Here he can use it to operate a shoulder-mounted weapon, which can be chosen as normal from the Armory, in addition to any other weapons he as taken. This allows him to carry an extra two-handed ranged weapon in additional to his normal allowency without any penalty.
The shoulder mounted weapon gains Assault as the mount is equipped with suspensors.
(He may only shoot once as normal)

· Munitorum (Mechanicum)
As one of the weaponsmiths of the Imperium, the Tech-Priest is expert at creating specialized devices of lethal terror, often by modifying the standard ammunition is uses. 
Any non-energy based range weapon he carries counts as having the Rending ability. 

· Medical Cybernetics
This cybernetics only replaces an injury and cancels the negative effects of an injury to any limb or eye, but makes the user part machine. 

· Master-crafted Cybernetics(Machine)
The replacement limb is far better than the original one. Arm = +1 Strength, Leg = Fleet of Foot, Eye = +1 Ballistic skill, Brain = Re-roll Ld tests, Torso = +1 Toughness

· Weapon Cybernetics (Machine)
An implant weapon is one that has been grafted onto an existing limb, replacing a hand or occasionally the entire arm, and is controlled by a simpler MIU than needed for a more sophisticated device. The obvious benefit of finer weapon control is substantially offset by loss of hand or arm functionality outside of combat. This bionic is thus not especially practical, and is usually intended to intimidate, as the surgery used to graft them onto the user is often quite crude, leaving gruesome suture scars frightening above and beyond the "body horror" qualities of the implant itself. Another reason for implantation of bionic weapons is the user not being expected to need his arm for other tasks; this approach is most often seen in the cases of pit slave gladiators or certain types of battlefield servitor. 
An arm can be replaced with a rifle = Weapon counts as twin linked or mastercrafted.
An Eye can be replaced with a pistol or a sight. Pistol = one extra attack in close combat at I 1. Sight =+1 BS.

· Psi-booster(Psyker, Machine)
A psi-booster increases activity in the part of the brain responsible for controlling psychic ability. A person with one of these is usually a proficient psyker and has greater control over his powers compared to someone of the same ability without a psi-booster. 
The user gains one more force card each turn.

· Mind Impulse Unit(Machine, Drone)
A Mind Impulse Unit (MIU) is a neural link between a sentient brain and a piece of equipment, allowing an individual to control and monitor a system by thought alone. MIU's are most commonly used in Dreadnought armour and the gigantic Titans of the Adeptus Mechanicus but are rarely seen elsewhere. The other uses entail the shoulder-mounted weapon which is one of the most practical applications which allows the user to fire a weapon whilst keeping both hands free. In some rare cases the weapon is not shoulder mounted but is carried as normal; the MIU allows the user a greater intimacy with his weapons internal workings, such as ammunition count or barrel temperature. This is sometimes found amongst the Skitarii tech guard of the Adeptus Mechanicus. Wireless MIUs also exist, although they are exceptionally rare and are used to control mechanical familiars or certain types of servitor. This type of MIU is most common when the user cannot perform a common task himself (perhaps being too large to fit somewhere) or when he prefers to stay out of harm's way. 
Weapons that are MIU integrated get +1 on the to-wound and on the Injury roll.

· Telescopic legs (Ork, Machine)
The wearer gains Fleet and may pass obstacles up to 2” high without penalty.

· Steel Skull(Ork)
Treat all Stunned Results as Knocked Down, but the wearer also becomes subject to stupidity.

· Spike Arm (Ork)
The wearers close combat attacks gains an additional -1 in AP.

· Servo Arm (Mechanic, Machine)
+1 Attack, may repair…

· Mechadendrites(Mechanicum, Machine)
These are mechanical tendrils used by the Adeptus Mechanicus to aid them in construction, maintenance, and research. This bionics contains small motors and actuators within their armoured shells and wave about the Techpriest almost with a life of their own. 
Models gets +1 A, may carry one additional weaponand gets +3 on any climbing roll. (The Mechadendrites is compatible with the servo arm thus granting the wearer +2 Attacks in total)
[bookmark: Electoos]

Big Horns (Ork)
The Character gains +1 Ld and his Leader skill is increased to 12”

Big’Un Armour Upgrades (Gretchin Big’Un)

· Blasta
Big’unz with large sums of money often pay to have their ammo upgraded too. Instead of conventional rounds, the guns fire rounds that crackle with lightning or burst into flame. This may only be taken for a Big’un with a ranged weapon. Any ranged weapons the upgraded model has lower their AP by 1. (AP5 becomes AP4, for example)

· Gas Stikkbomb Launcha
The Grot Rebellion may have originally existed to fight back against their Ork oppressors, but across the effected parts of space, the Grots have encountered other races use smoke launchers on their vehicles to obscure them, making it harder to see or hit them. Imaginative Big’unz requested that looted smoke launchers be affixed to their suits as they honour the classic Gretchin tactic of being unseen. A model may use them during the shooting phase instead of shooting. Until the beginning of the next Rebel Grot player’s turn, the unit have his cover save improved by 2. 

· Gitfinda
A Gitfinda is an elaborate array of targeting equipment usually hard-wired into the eye of the wearer, sometimes in the sockets of both eyes. When shooting, a unit equipped with Gitfindas add 2 to their BS.

· More Dakka
Some Big’unz have their guns fine-tuned, adding extra barrels, additional scopes or just fire faster than normal. This may only be taken for a Big’un with a ranged weapon. Any ranged weapons the upgraded model has gain an additional shot (Assault 1 weapons become Assault 2, for example)

· Hard-wired Brainpan
Big’unz sometimes get so used to the protection of their armour that they cannot cope with existing without it. These Big’unz commonly have their armour hard-wired into their brains in order to stop other Gretchin from trying to loot it, as well as allowing them more direct control over their mechanical processes. A model with a Hard-wired brainpan has +1 Initiative.

· Oiled Servos
Big’unz have been known to complain about the reliability of their armour in combat. It doesn’t make the enemy dead quick enough, so Tinkerers often use all manner of different lubricants to try and speed up the movement of their parts. At the start of the Assault phase, roll a D10. On a 1-2, it gains no benefit. On a 3-8, the model gains +1 Attack until the end of the turn. On a 9-10, the model gains +1 Attack and +1 Initiative until the beginning of the next player turn.

· Rokkit Boosta
Some cunning Big’unz decide to use this upgrade to counteract the enormous amount of weight their upgrades puts onto the frame of their armour, propelling themselves along rather than relying on those spindly Grotty legs.  The unit move as he was equipped with a jump pack

· Shootier
Big’unz have been known to pay for Tinkerers to increase the calibre of the rounds their weapons can fire. This may only be taken for a Big’un with a ranged weapon. Any ranged weapons the upgraded model has gain an additional 1 Strength.

· Stikkbomb Launcha
Gretchin Big’unz have noticed with their limited capacity how handy Stikkbomb Chukka devices on vehicles can be for helping Gretchin attack units that are in cover and begun to ask the Tinkerers to fit similar devices onto their armour. A model with a Stikkbomb launcha may throw grenades an additional 6”

· Telescopic Legs
Some Big’unz despise their weedy Grot legs altogether, favouring mechanical parts over any living tissue. One option for Grots in this situation are telescopic legs, mechanical replacements designed to traverse flat ground incredibly quickly. A unit with this upgrade increases its Movement by 1. 

· Tuffened Plates
The more intelligent Big’unz are aware that their presence draws both attention and gunfire on a battlefield and so they attempt to compensate for this by having thicker armour or more armour plates installed onto their Big’un armour. A model with tuffened plates has +1 Toughness

Bipod (Rifle)
If you remain stationary you gain +2 BS.

Beast of Nurgle(Nurgle, Leader, Companion)
A slimy snail companion with the following profile:

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	3
	3
	-
	4
	5
	1
	1
	D6
	5



Equipment: Slimy tentacles (close combat weapon with poison 7+, AP -, Whip.

Special Rules: Slow and purposeful

Bombot(Mechanic, Companion, Drone)
This small robot can be equipped with any type of grenades and is controlled remotely by the mechanic. You can detonate it at any time and due to the amount of grenades you can fit on the small sucker the grenades has +1 strength and adds 1” to their range. It has the following profile:

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	3
	-
	-
	1
	2
	1
	1
	-
	-



Equipment: Grenades (Sold separately).

Special Rules: Slow and purposeful, Drone, Destroyed after use.

Cameleoline
Cover saves gains a +1 bonus.

Camo Cloak (Mantle)
Space Marine Scouts often wear camo cloaks - loose garments woven from light absorbing material that imitate nearby terrain. So garbed, Scouts are almost impossible to see at long distance, and make for difficult targets when in cover of any kind. 
A model wearing a camo cloak has the Stealth skill.You may only have one mantle.

Chronometron (Necron)
The Necrons are the masters of space and time. Thechronometron allows the Necrons to act out of phasewith the normal time flow, advancing normally whiletheir opponents move in slow motion.
A Necron lord with a Chronometron may move up to 4” in the closecombat phase if he is unengaged. He may do so even if he ran or fired in the shooting phase.

Climbing Gear
You may re-roll any failed climbing tests.

Cloak of St. Aspira (Mantle)
The cloak is made of velvet and fur, blessed in the Ecclesiarchal Palace of Terra to protect its wearer from attacks.
The model may parry one extra attack in close combat.

Crimson Skull (Honour Badge, Medic)
The Crimson Skull is given to soldiers who managed to successfully give medical aid in a combat situation. It is also common among members of the Officio Cadian Medicae personnel and especially veteran field medics.
Re-roll two post game injuries instead of one.

Cybernetics
Se Bionics.

Crusader Seals(Honour Badge)
Reroll failed Initiave test when trying to hustle through difficult terrain.

Copper Rod (Wierdboy)
May store away one forcecard to use in the next psychic phase.

Ceremonial Upgrades (Kroot)
Ceremonial Upgrade; This item can only be used as part of Ceremonial Customization. See specific weapons with that Special Rule for details on how to attach the Ceremonial Upgrades.

· Adamantium Blade 
The Kroot have managed to find and attach a replacement blade for his weapon made of pure Adamantium. The indestructible metal only serves to augment the carnage inflicted on personal combat.
Special Rules
Augmented Damage: The upgraded weapon is treated as having +1 Strength in Close Combat only.

· Bio-Electric Field
The weapon’s blade is supercharged with a Bio-Electric Field of such power that it is capable of cutting through Power Armor.
Special Rules
Massive Energy: Once per game, during the player's Turn, the Fighter may activate the Bio-Electric Field. All Close Combat attacks from this weapon count as having AP3. The effect lasts until the player's next Recovery Phase.

· Echoes of the Dead 
The Kroot warrior has modified his weapon with an intricate bone structure, replacing parts of the barrel. Besides making the weapon look more primitive, the addition has a honey-combed structure; very resistant and allows air to pass through. The sounds produced vary from carving to carving, but in all instances it tends to magnify the sounds of victims being struck by the weapon, amplifying them to a terrifying shriek. Only the bravest of fighters is able to remain calm under such assault. 
Special Rules
Sound of Death: The user of this upgraded weapon now causes Fear.

· Expanded Ammo Clip 
After massive tinkering, the Fighter has managed to adapt a bigger depository for ammunition on his weapon, which also allows using more powerful ammo. Unfortunately, this ammunition is not as stable as it seems.
Special Rules
Increased Damage: This Ceremonial Upgrade adds +1 to the Strength of any ranged attacks (for example, Strength 4 rather than 3) and Armor Penetration value (for example, AP 4 rather than AP 5).
Unreliable Ammo: This ammo follows the Gets Hot special rule. 

· Extended Barrel 
Against all logic and laws of physics, the Fighter has modified his weapon, extending the barrel's length therefore allowing the shot to travel farther with the same accuracy, creating a fearsome ranged weapon. 
Special Rules
Extended Range: The weapon’s base Shooting Range is increased by 6”

· Gyro-Stabilizers
The Fighter has installed nano Gyro-Stabilizers on the weapon's sight, which compensates for natural movement (such as the Fighter’s own heart beat) for increased accuracy.
Special Rules
Steady, Aim, Fire!: The Fighter receives +1 BS when using a weapon with this Ceremonial Upgrade.

· Krootox's Punch
The traditional blade has been replaced by a large mace-like head, also retro-fitted with a shock generator capable of producing electrical currents capable of disturbing neural pathways, causing non-lethal damage. 
Special Rules
Weapon Classification: All Close Combat attacks with a weapon with this Ceremonial Upgrade are classified as Bludgeon.
Non-Lethal Damage: A 10 on the To-Wound roll is automatically treated as a Knocked Out result if unsaved and the target has 0 wounds left. The victim suffers no postgame injuries.

· Molded-Grip
The weapon has had its grip molded to fit perfectly on someone's specific hands. Biological symbiotic implants have also been installed, which are constantly secreting catalytic enzymes that enhance neurological reaction. The end result produces a personalized weapon that could be fired somewhat accurately while running across great distances. 
Special Rules
Run & Fire: Do to increases in the Fighter’s reaction time, a weapon with this Ceremonial Upgrade allows the Fighter to Run and fire one (1) shot at half its maximum range, at -1 to the to-Hit roll.
Comfortable Grip: A personalized grip allows better a Fighter to better deflect blows. A weapon with this upgrade allows the Fighter to add +1 to his rolls to Parry; remember that a to-Hit of 10 can’t be deflected at all.
Personalized Weapon: Once a weapon is enhanced by this Ceremonial Upgrade, it may never be used (or passed down to use) by another Kroot.

· Phyllobate Grip
The Kroot has manage to fit endocrinal catalysts from Phyllobates, a native creature from Pech believed to be a dead-end evolutionary path of Kroot attempting to gain superior speed, that interact directly with their Nymune Organ. Xeno-biologists are unsure how this is done, as this catalyst seems to be susceptible to constant oxidation, thus it degenerates with minimal contact with oxygen. Never the less, the Kroot has managed to stabilize it and allow him to absorb limited quantities by contact with his epidermal layer on his hands. 
Special Rules
Hormone Boost: If running he may move an additional D6” in the Movement phase.

· Shrunken Heads
The Kroot, at the very root of their existence, are vicious predators. They understand the predator and prey mechanics and relationships, and understand how to infuse fear on the heart of those than oppose them. Some of them have devised ways to collect and shrink the heads of previous enemies, using them to adorn his weapons. The Kroot draws strength, purpose and power from the hideous relic that the Shrunken Heads become, as they remind him who is in top of the food chain. 
Special Rules
Alpha Predator: A weapon with this Ceremonial Upgrade serves as a constant reminder and assurance of the Fighter’s imminent victory. The Fighter ignores all Psychology effects caused by the enemy.

· Vibroblade
Vibroblades are true lost technological relics that use ultrasonic vibrations to increase the blade's cutting efficiency. The ultrasonic generator is, usually, small enough to be concealed on the weapon's handle but powerful enough for not needing to be recharged after centuries of continuous use. The blade vibrates at such in incredible speeds that even the slightest glancing blow becomes a gaping wound while a direct hit would cut through much denser materials than would normally be possible. Replaced by much powerful Power Weapons, Vibroblades are adopted only by the most cunning of mechanical engineers such as Kroot, who have been known to use them to replace their standard blades with them. 
Special Rules
Deceivingly Sharp: All Close Combat attacks with a weapon with this Ceremonial Upgrade are considered to be AP -4.

Death Mask (Goggles)
The wearer causes fear.

Destroyer Body (Necron)
The Necron Lord is mounted on a destroyer platform, allowing him to rise over the battlefield and dive downwith deathly speed to destroy his enemies.
The Necron Lord is mounted on an otherwiseunmanned Destroyer platform. He moves ignores difficult terrain and gains the slow and purposeful trait. His body is also hardened gaining him +1 Toughness and +1 Wounds.

Disc of Tzeentch(Tzeench, Leader, Companion)
The champion gets to ride a flying disc. Raise his movement to 6. The disc may only hover so he may not fly but ignores difficult terrain. He is also subject to Slow and Purposeful.

Disruption Field (Necron)
The grasping, metal claws of the Necrons pulse withunnatural energies that seem to warp the skin ofvehicles as they strike. Even the most heavilyarmoured vehicle can be torn apart by Necrons withsuch powers.
Disruption fields are used in close combat and grants the wearer and its weapons the Gauss special rule.

Digital Weapons 
Digital weapons are concealed lasers fitted into finger rings, bionic implants or the knuckles of a glove. They lack the power to be used at range, but can be triggered in close combat to take advantage of an exposed weakness while the enemy fends off the main attack. 
A model armed with digital weapons can re-roll a single failed roll to wound roll in each Assault phase.

Dok’s Tools (ork, medic)
Instead of shooting the Dok may try and fix his comrades up. If a model with several wounds is in base to base at the start of the shooting phase roll a D10 and see what happens.

	1	Aaargh the model loses one wound
	2-7	Da patient is restin’ Nothing happens
	8-10	Job’s a good ‘unThe model regains one wound up to the maximum it started the game with.

EMP Protection
The model and all of its equipment gains a 4+ save against EMP waves and Psychic powers that targets machinery..

Etherium (drug)
The baleful circuitry of the etherium allows the model to step out of phase with the physical world, becoming little more than a ghost, until he chooses to strike.
Any unit that wishes to shoot at the model, or target him with a psychic power, must first pass a Leadership test on 2D10. If the test is failed, the unit cannot target the Assassin, but can attack another target instead.

Familiar (Psyker, Companion)
· Force familiar.
The psyker gets one additional force card in the psychic phase.
· Power Familiar
The psyker may choose one additional power.
· Combat Familiar
The psyker gets an additional Parry that succeed if you roll even or higher than the to hit roll.
· Magic Familiar
Counts as one Mastery Lvl higher but gains no psychic power. 

Flash Furs (Orc)
The model may re-roll one die in the exploration phase

Flip Belts
The anti-gravity flip belts enable the wearer to dart through the roughest terrain with their feet barely touching the ground. 
The unit ignores difficult terrain.

Frenzon (drug)
This drug heightens the models battle prowess to obscene levels. Models receive one extra attack on a turn in which they assault.

Gaze of Flame (Necron)
Flickenng Witch-fires blaze from the metal death maskof the Necron Lord, chifling the very heart of thosewho look upon it stealing away their strength andcrushing their courage.
Models which charge into combat with the Necron gain no bonus to their Initiative for charging as they are inexplicably slowed atthe lastinstant. Enemy models fighting in a close combat involving a Necron Lord with a Gaze ofFlame suffer a -1 Leadership penalty, in addition to any other modifiers.

Ghosthelm (Eldar, Goggles)
A ghosthelm incorporates intricate crystalline psychic circuitry that masks their spirit in the Warp. The Warlock is immune to Perils of the warp..

Grav Chute (Mantle)
The model does not suffer from falling damage, though it may not move after landing and gains no benefit from Diving Charge..You may only have one mantle.

Grot Orderly (Ork, Medic, Companion))
Painboyz are often accompanied by Grot Orderlies, whose job it is to carry tools and spare limbs.
A Grot Orderly allows an ork within 6” of the Painboy to re-roll a single'Feel No Pain' roll once per game. Painboyz also gets +1 on the table if he is using the “Dok’s Tools”. Orderly models are purely decorative; remove them from play once they are used. 

Grot Oiler (Ork, Companion)
Oilers carry gubbins for their Mek masters.
A Grot oiler allows a Mek to re-roll a failed Mechanics repair roll. Remove the Oiler model once he has been used. Oiler models are purely decorative.

Hexagrammic Wards
These are sometimes worn by Inquisitors when they know they will encounter psykers. They protect the Inquisitor using powerful charms and canticles of faith to psychically unnerve nearby psykers.
Psykers within 8” must take a Ld test with a -2 modifier to cast psychic powers. Auras is automatically dispelled on a 6+ if the wearer moves within range.

Honorifica Imperialis (Honour Badge, Leader)
This is a term that refers to a number of gallantry medals. Each Segmentum has its own variant, such as the Obscuras Honorifica. The bearer of an Honorifica Imperialis is regarded as a genuine hero of the Imperium and will enjoy the highest regards from his comrades and superiors.
All costs is reduced by 3 credits

Holy Relic
Friendly models within 6” may re-roll any failed Ld tests.

Imperial Laurel (Honour Badge, Astarte)
The Imperial Laurel is awarded for acts of great valour which led to major victories. It is generally worn as a crown, sculpted into the helmet or painted onto the recipient's power armour as a wreathed skull. The Codex Astartes demands that Company Standards be carried by warriors who have been awarded an Imperial Laural.
The model may be positioned when infiltrators is placed on the table, though it may not be deployed outside the normal zone.

Iron Halo(Honour Badge, Astarte)
The Iron Halo is awarded to warriors for demonstrating initiative in battle beyond expectation. The honour is typically painted or etched into the recipient’s power armour in red.
If the model is armed with a bolter, it gains Pinning.

Iron Skull (Honour Badge, Astarte)
The Iron Skull is an ancient design and the Codex designated insignia for a Sergeant. The classical convention is to represent the Iron Skull in red. It is displayed on the shoulder pad or helmet. This Honour is awarded for good leadership skills.
The squad may reroll one die when rolling Income.

Immune (Drug)
Immune to toxin…

Infra-red Goggles (Goggles)
The model may see in darkness and through minor obstacles.
Ignore Smoke, Darkness and reduce Cover saves by 1.

Implant Attack (Biomorph)
Close Combat attacks score a critical hit on a roll of 9 or 10.

Juggernaut of Khorne (Khorne, Leader, Companion)
The Champion may ride this impressive steed. 
Raise his Toughness with one and when charging he may perform a bull rush. The target must make a Strength vs 8 test or be Knocked Down. Take this test before any blows are made. The bull rush can only be performed on one opponent.

Jump Pack
The model may jump instead of moving on the ground…
The model may jump up to 12”instead of normal movement in the movement phase.
He gets -1 in BS and may charge this way.
Models with heavy weapons may not use jump packs.

Kustom Job
Mekboyz spend much of their time tinkering with weaponry to make it more powerful or faster to fire.
· More Dakka(Shoota, Slugga)
The weapon now has Strength 4 AP -1, Rifle 3 and Gets Hot

· Shootier(Shoota, Slugga)
Strength +1

· Blasta(Shoota, Slugga)
Ap -4 at short range, Ap -2 At long

Locator Beacon
A signaling package containing a teleport homer, broad-spectrum communicators and geo-positional tracking device. When activated, the locator beacon uploads detailed positional information to the Astarte’s Tactical Grid, allowing precision reinforcement by reserve forces. 
If a unit wishes to arrive on the battlefield via deep strike and chooses to do so within 6" of a model carrying a locator beacon, then it won't scatter and need not take a Ld test to be able to act this turn.

Lightning Field (Necron)
Bolts of energy arc from the Necron Lord to nearbyNecrons, energiSing and charging their carapaces.
Powerful arcs of energy link the Necron and any Necron model within 4”. For every wound inflicted on them in close combat, a single Strength 4 hit will be struck back as they are burned and shocked. The return blows are calculated after all other attacks are resolved and will hit the enemy that triggered them even if the Necron model is removed. For example; if one attacking unit inflicted threewounds they would therefore take three hits in return.

Living Battering Ram(Biomorph)
The units Close Combat attacks gets‘No Save’ on the turn it charges.

Maad’s Map
Roll a D10 before setup to see what the map tells you.

1	Delayed, place in reserves and start to move in from the table edge in turn 2.
2-6	No effect
7-9	The unit may make a Scout move at the beginning of the battle
10	The unit gains Infiltrate

Macharian Cross (Honour Badge, Leader)
This is awarded to Imperial Guard officers to reward successful and intelligent application of the Tactica Imperialis in battle. Those who bear it have a chance to be included into the general staff of future campaigns where their skills can be of use.
-1 on rarity rolls

Mandiblasters(Eldar, Striking Scorpion)
A model with mandiblasters may make an extra attack at I 8, S 5, AP-. 

Mantle of Ophelia(Mantle)
This mantle is a badge of office worn by high ranking members of the Adepta Sororitas. It is believed to have protective powers.
The wearer may re-roll one die if injured (in the post-game).

Magic Mushroom (orc, psyker)
This is a one off item that gives the consumer one additional force card to be used as normal during the psychic phase.

Marksman’s Honour (Honour Badge, Astarte)
The Marksman's Honour is designed for those with exceptional accuracy or repeated successes with ranged weaponry. The award is designed to single out the chapter's best marksmen so commanders can call upon them at a moment’s notice. The award takes the form of a gold-layered bolt casing, said to be the spent bolt cases from the bolter of PrimarchRoboute Guilliman.
If the model is armed with a Bolter he may increase the range to 30”

Medi-pack (Medic)
Friendly Models within 4” gets -1 on their injury rolls (when they are injured) unless the Medic is locked in Close Combat.

Mega Booster (ork, leader)
+1 to movement if equipped with a mega armour

Mekboy’s Tools (ork, Mechanic)
The Mekboy gets -1 on the Mechanic repair roll

Narthecium (Medic)
Models within 4” of the user gets the ‘Feel no pain’ special rule

Nightmare Shroud (One per army, Necron, Leader)
The worst fears are summoned from the pits ofnightmare and thrust into the minds of all those nearthe Necron Lord. Palpable waves of horror radiatefrom the metal·skinned monster. And all who look upon it will find their courage tested to the very limit.
The Nightmare Shroud may be activated in the ShootIng phase instead of firing a weapon. Every enemy unit with a model within 12" of the Necron Lord must take a Morale check or flee. 

Oil Squig (Orc, Gretchin, Mechanic)
Grot Tekkies often used to working as oilers for Meks before the revolution, and now often keep a supply of Oil Squigs for themselves to help build their contraptions and speed up repair work. An Oil Squig allows for a mechanic to re-roll a failed Tinkerer’sTools repair roll. Each Oil Squig can only be used once per battle.

Optic Membranes (Biomorph)
The creatures eyes have been modified with an extra membrane which can cover the eyes momentarily, allowing it to avoid being blinded by sudden flashes of light.
Immune to Photon Flash grenades and other blinding effects.

Order of the Scarlet Wing(Honour Badge)
A basic medal from the same group as the Order of the Eagle's Claw, the Scarlet Wing signifies that the bearer has been injured but survived a battle in which he has participated in some manner of airborne assault. Injuries in such actions are commonplace, however, and veterans refer to receiving this medal as "getting your wings"
The unit may add or subtract 3 from the post game injury roll.

Parawings(Eldar, Mantle)
The target does not take damage when falling and may volountarily jump down. When falling the model may move the same number of inches as the height they fell.

Photo-Visor (Goggles)
Immune to Photon Flash grenades and other blinding effects.

Phylactery (Necron)
This inconspicuous charm is a powerfulself-repall device filled with tiny, spider-likecreatures that swarm all over a wounded NecronLord. re-knitting his body so that he may continue tofight.
When a Necron is reduced to 0 Wounds and attempts his Self-repair roll at the start of the Necron turn, instead of usIng the normal rules. use thefollowing table to see what happens.

D6 Result
1-3 The model is removed as a casualty asnormal
4 The Necron Lord stands up with 1 Wound.
5 The Necron lord stands up with 2 Wounds.
6 The Necron Lord stands up with 3 Wounds.

Polymorphine (drug, assassin)
Polymorphine allows the model to impersonate any being she chooses, revealing herself only when it is time to strike. 
When the model arrives from reserve, choose an enemy model. The model is then placed anywhere within 3 " of that enemy model using the Deep Strike rules, but he does not scatter.

Psychic hood (Psyker, Astarte)
Psychic hoods are embedded with arcane constructions of psychically-attuned crystals that allow a Librarian to nullify an opposing psyker's power. Declare that you'll use the psychic hood after an enemy model within 18" of the wearer casts a power. If there are several hoods in range, only one can attempt to nullify the psychic power - you must choose which. Each player then rolls a D10 and adds their model's Leadership value to the score. If you beat the opposing model's score then the psychic power is nullified and does not take effect that turn. If the opposing model's score is equal or higher, it can use its psychic power as normal. The psychic hood can be used once each time an enemy model uses a psychic power within range.

Psyocculum(goggles)
A psyocculum's visor contains an arcane assembly of mystically-treated lenses, image enhancement circuitry and low-light amplifiers. It allows the bearer to track psykers by their psychic emanations, rather than by vision alone. An invaluable tool for hunting down rogue psykers, the psyocculum has also proven a device fit for more conventional battlefield work. With proper modification, its datastream can be linked into more conventional targeting devices, allowing for uncannily accurate firepower against psykers and those enemies foolish enough to shield them. 
The bearer of a psyocculum count as being Ballistic Skill 10 if shooting at a psyker.

Purity Seal (Honour Badge, Astarte)
The purity seal is not so much an honor as a blessing and bestowed upon warriors by Chaplains just prior to a battle. The seal denotes the wearer is free of heresy or corruption, and takes the form of parchment inscribed with devotional text, attached to the recipient's armour by a wax seal.
8+ Invulnerable save against attacks from daemons and psychic powers.

Respirator
Immune to gasgrenades

Resurrection Orb (Necron)40 points
With a gesture from the Necron Lord the scatteredremains of destroyed warriors crawl together beforestanding ready to do battle once more.
The Necron is able to augment the self-repair systems of Necrons wlthin 6" of him. All Necrons within 6" (including the modl himself) mayattempt 'We'lI be back' rolls even if they were damaged by weaponry that causes instant death or close combat weapons that allow no Armour save.

Ribbon Intrinsic (Honour Badge)
This is an award given to units rather than individuals. It is given to squads that have proven to be the linchpin for a victorious battlefront, where they managed to turn a defeat into a victory through sheer determination. The Ribbon Intrinsic is said to forge a great bond between members of a platoon, though in practice, the Ribbon is usually awarded only to a handful of individuals, who are the survivors of gruesome battles they would rather forget. The medal itself is of low material value and takes the form of an etched brass strip with a tripartite ribbon hanging beneath.
The unit is Stubborn.

Runes of Warding (Eldar)
A Warlock can use runes of warding to throw up psychic interference to hinder his foe. Enemy Psykers that targets anyone within 6” of the warlock must take a Ld vs Ld test to be able to cast the power, If unsuccessful the enemy psyker must take a Perils of the Warp test.

Runes of Witnessing (Eldar)
 A Warlock uses runes of witnessing to guide his second sight along the twisting strands of fate. A Warlock with runes of witnessing rolls 2d10 and discards the highest roll when taking aLd test. You must use the lowest roll. 

Skull Trophies(Ork, Kroot, Chaos)
The wearer causes fear against one particular race for each skull. (Human, Astarte, Eldar, Tau, Orc, Kroot…) Half price if you just won against that peculiar race.

Servo-skull(Machine, Companion)
These are drone-like devices fashioned from human skulls - often those of pious Imperial servants, low ranking tech-adepts, or loyal adepts of the Adeptus Terra - and then given a rudimentary Machine spirit, support systems, and anti-gravity engine to allow them to hover and drift bodiless through the air.
· Weapon Skull
Equipped with a laspistol BS 4. (May be upgraded to any pistol)

· Medic Skull
The models gain Feel no Pain

· Surveillance Skull
Servo-skulls are sensor array platforms, fashioned from the hollowed-out crania of Imperial servants, and given motive force by small anti-grav generators. Although completely bereft of weaponry, Servo-skulls are nonetheless essential tools for many Inquisitors and Grey Knights. Kept invisible by sensor-stealthing, they can be seeded across an area before battle begins, there to relay a continual stream of sensor information back to their controller. 
Servo-skulls are treated as counters, rather than units, for all intents and purposes. They are placed on the battlefield after deployment areas have been determined, but before any forces are deployed. Each Servo-skUll can be placed anywhere on the battlefield outside the enemy's deployment zone. Once deployed, Servo-skulls do not move. Enemy infiltrators cannot set up within 12 ' of a Servo-skull. Similarly, enemy scouts cannot use their pre-game move to approach to within 12 ' of one. A friendly unit arriving by Deep Strike rolls one D6 less for scatter if it aims to arrive within 12 ' of a Servo-skull. Likewise, friendly blast templates placed within 12 ' of a Servo-skull roll one D6 less for scatter. Servo-skulls are considered too small and agile to be attacked and cannot be harmed in any way. However, should an enemy unit move to within 6' then the Servo-skull will self-destruct or flee the battlefield - remove it from play.

· Shield Skull
The Skull has the Look out sit ahrghhh! Skill. See the Imperial guard. The Skull is destroyed when wounded.

· Target Skull
Detect enemies at twice the distance and get +1 to hit.


Stealth field generator (Tau, Eldar)
A model that is equipped with a stealth field is hard to spot; the field projects background images around the wearer all the time. If stationary enemies that wants to shoot at the wearer must roll an Initiative test with -2 to target him. If he fails he must choose another target. Heavy.

Shiny Bitz(Ork)
These are objects often collected by an overly superstitious Feral Ork. Often they believe that an object, which is actual fact is useless, is a special charm or talisman. It seems to have the effect of making the Ork super tough and able to ignore wounds which should technically stop him, however after the first use the Ork often realizes that he is just as vulnerable as the next Ork and the piece becomes junk.
Discard to force an opponent to reroll the to-wound die.

Sights
	
· Avenger Sight (Eldar)
Ignore cover saves and may target any enemy, not just the closest one.

· Infra-Red Sight
Ignore Smoke and reduce Cover saves by 1.

· Motion Predictor
A complex target-tracking cogitator in this device is activated once the user has sighted the desired target. The Predictor then tracks the target, and when the trigger is pulled will chase the target with all the rounds in a clip in one long burst. 
A Motion Predictor adds a + 1 bonus to BS, but only functions on weapons that can fire several shots, i.e. 2+

· Omni-Scope
A vastly expensive and rare device normally found only in the hands of legendary assassins or bounty hunters, the Omni-scope is a cluster of finely-tuned sensor wands linked to a precision lens. Some of these scopes plug directly into a bionic cranial port, allowing the user to shoot around corners without exposing himself- the scope becomes a "third eye." 
The Omni-scope combines the benefits of a Preysense-Sight, Red-Dot-Laser Sight, and Telescopic Sight. An Omni-scope counts as one sight.

· Photo Sight 
A Sight that enhances ambient light levels, improving the user's vision and ability to see in the dark.
The model suffers no penalties due to darkness. 

· Preysense Sight
This is a weapon sight that shows thermal images and reveals the hiding places of enemies who lurk in the darkness. 
A character using a Preysense sight suffers no penalties due to darkness and gains a + 2 bonus to Initiative when trying to spot hidden models. 

· Red-Dot Laser Sight
The model counts as stationary even if he moved.

· Signum
The signum is a special form of communication device that can access a myriad of useful targeting data, allowing a more accurate concentration of fire. A model can use a signum in lieu of making a shooting attack of his own.
If he does so, one model within 6” has his Ballistic Skill increased by 4 for the remainder of the Shooting phase. 

· Targeter
These are devices used by Imperial forces, possessing various optical sights, range-finding or prediction systems, etc. The end result is that they allow the user to determine if a target is in range before firing.
The user may ignore the closest target and fire upon anyone within range with a +1 modifier.

· Telescopic Sight
Telescopic sights magnify the target's image making it easy to see. This is especially useful for long-range shots that need to hit a very specific target location.
A weapon with a telescopic sight adds 6” to the weapons range when the shooter is stationary.

· Targeting Squig (Ork)
A targeting squig gets louder the more accurate the aim is, granting the ork +1 in ballistic skill and the weapon count as having the Pinning special rule.

Silencer
Silencers lower the noise from a weapons discharge, preventingdetection of the shot. A shooter may fire a weapon with a silencer and still remain hidden. Any models who tries to detect the character gains +1 to their Initiative test. 

Seer Runes
Counts as one Nullify card.May only be used once per game.

Solar Pulse (Necron) 
The Necron Lord's staff releases a flash of energy, blinding his enemies and illuminating the battlefield.
The Solar Pulse is used at the beginnIng of theNecron turn. If the NIght Fighting rules are in effect, they will cease to apply during the Necron turn in which the Solar Pulse is used. If the Night Fighting rules are not in use then for the following turn after the Solar Pulse is used the Night Fighting rules will apply to any unit firing at the Necron Lord and all models within 6”. If a model cannot see the NecronLord as a result they may redirect their fire at anothertarget.

Spirit Stones (Eldar)
A Warlock can use the power of a spiritstone to charge them with psychic energy. A Warlock with spirit stones can use one extra psychic powersper turn. A Warlock cannot use the same psychicpower twice in the same turn.

Spy Mask(goggles)
The wearer can see somewhat through cover. Negates one (-1) cover save.

Spiky Bits (Chaos)
Any model that attacks the wearer in close combat and roll a ‘1 takes a S4 hit, save as normal.

Spore Cloud (Biomorph, Venomthrope) 
Units within 6” benefits from a 8+ cover save from ranged attacks.

Squighound(ork, companion)
The Squighound has the following profile:

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	-
	4
	3
	1
	2
	1
	2



Equipment: Teeth, counts as close combat weapon

Special Rules: Sniff: Detects hidden models within 15”

Squig Breed (Squigs)

· Gnasher Squig (Also known as a 'Face Eater' Squig)
These ferocious Squigs are almost more Toof than Squig. Squigs with this upgrade gain +1 Attack.

· Spiked Squig
This Squig's hide is protected by hardened, pointy shards, making it much more difficult to hurt. Squigs with this upgrade gain +1 Toughness.

· Gas Squig
These Squigs exude a foul-smelling, hazardous gas from their bodies. Squigs with this upgrade have Poisoned Attacks which always wound on a 4+

· Rok Squig
Dark brown or grey in colour and hard enough to crush a skull with when used as a weapon, Rok Squigs have a far tougher hide that most other varieties of Squig. Squigs with this upgrade have a 8+ armour save

· Spindly Squig
These Squigs are tiny compared to Herd Squigs, but are supported by muscular, lengthy legs that allow them to move with incredible ease. Squigs with this upgrade gain +2 Initiative

· Bomb Squig
Enterprising Tankbustas exploit the squig's natural tendency to chase anything that moves. A Tankbusta may release a Bomb-squig instead of shooting. Roll a dice. On the roll of a 2+ the Bombsquig will run straight into the nearest enemy vehicle within 18- and detonate, causing a sa hit on the MClion of the vehicle facing the Tankbusta. On the roll of a 1 the squig will run straight into the nearest friendly vehicle within 18" and detonate there instead. Remove the Bomb-squig once it has been released, whether or not they are In range of their target. Bomb-squlg models are purely decorative and do not have a profile.

Staff of Sneaky Stealing (orc, psyker)
In the beginning of each psychic phase after the force cards are dealt you may roll a D10 and on 6+ you may take one card at random from the enemy.

Stumm Antidote(drug)
Immune to Stumm Grenades.

Stimulant(Drug)
The first time during the game that the unit gets Stunned treat that as a Knocked Down result instead.

Steed of Slaanesh(Slaanesh, Leader, Companion)
The rider gets M5.

Suspensors
These anti-grav plates and studs attach to a weapon or equipment, making the use of heavy or cumbersome devices much easier by outskating some of their weight. They are often used by elite troops on their heavy weapons. Suspensors reduce the weight of a weapon by one-half. 
When firing aweapon with suspensors, the operator counts as having been stationary.

Swooping Hawk Wings (Eldar, Swooping Hawk)
A model with Swooping Hawk wings moves as if equipped with a Jump Pack and may use the Deep Strike rules to deploy in missions that allow it. 

Swooping Hawk Grenade Pack (Eldar, Swooping Hawk)
Any time a Swooping Hawk unit uses its Deep Strike ability, it may throw a grenade anywhere on the table and roll a scatter dice. If an arrow is rolled, the marker scatters d10" in the indicated direction. Work out hits and damage as normal. 

Symbiotic Ripper(Biomorph, Companion)
Symbiotic Rippers are a carpet of rippers which Tyranid organisms walk over when large numbers of different organisms rub shoulders, forming a tide of biological death.
In close combat the ripper may attack, one extra attack with the ripper. Stats as a normal ripper.

Teleport Homer
Teleport homers emit a powerful signal enabling one with the right codes to lock on to them with their teleportation equipment. By utilizing this signal, the risk of missing the intended mark is greatly reduced. If models wish to teleport onto the battlefield via deep strike and choose to do so within 6' of a model carrying the homer, then they won't scatter. Note that the teleport homer only works for units that are teleporting, not other means. Also note that the homer must already be on the table at the start of the turn for it to be used.

Thorax Swarm (Biomorph)
May be used in CC in addition to other attacks at I 1. 
All non tyranid creatures in base to base with the unit isautomatically hit.  Strength 3 AP -

Targeting array (Drone)
The model gains +1 BS.

Tinker’s Tools
 A Gretchin Mechaniac performs a vital battlefield role, repairing and maintaining the vehicles and constructs at the disposal of their arband in order to keep the fight going longer.
 If a Gretchin Mechanic is inside (or in base contact with) a Construct at the beginning of his Shooting phase, he can attempt to repair a single wound instead of shooting. 
Roll a D10 - on the roll of a 6+ a wound is restored. This could allow a previously destroyed weapon to fire in that Shooting phase. On the roll of a 1, the Tinkerer gets a bit carried away and the vehicle looses another wound instead.



Toof Necklaces (Orc)
The model gains +2 on any rarity roll.

Totem (Ork, Kroot)
Each totem is unique and cannot be worn by more than one model at a time.


· Of the Monkey
The Kroot  gains +1 on his Initiative die rolls in any non-combat situations.

· Mark of the Favoured Child
Gains a 6+ Invulnerable save

· Surefoot Charm
May run in difficult terrain

· Blood of the Stalker
If you have the Infiltrate skill you may deploy D6” closer to the enemy than normal.

· Of the Lion
The Kroot becomes Fearless.

· Kroothawk
A fetish used in ancestor worship ceremonies providing foresight and Wisdom. You may re-roll the dice to determine who gets the first turn of thegame.

· Effigy of Mork
Enemies’ have-1 in WS in close combat

· Idol of Mork (orc, psyker)
The wearer gains one additional card in the psychic phase

· Of the Eagle
The Kroot increases his spot hidden distance with 50%.


Tunneling (Biomorph, Ripper) 
The unit gains the Infiltrate skill

Turbo Swoop (orc, leader)
The ork is pushing his jump pack beyond its limitations. An ork that is equipped with a Jump Pack may move an additional 4” when charging in a kamikaze action. He gets +1 Strength for all his attacks in the first round of combat. Before he makes the jump roll a D10 to see if the Jump Pack can handle the power. On a 1 the model crashes to the ground. Place him Down on the spot he was going to land on.

Ulumeathi Plasma Syphon
This peculiar array of alien crystals creates a distorting resonance on the frequencies used by plasma weaponry, causing such guns to fire much more wildly, making it almost impossible to keep them on target. Models firing plasma weapons while within 12” of a model with an Ulumeathi Plasma Syphon will count as Ballistic Skill 1.

Veil of Darkness (Necron, Leader)
The Necron Lord can summon a veil of darknesswhich twists about it like a ghostfy cloak blown by anethereal breeze. When the darkness ebbs, the Lordand those nearby will have dIsappeared; onlyto reappear mysteriously some distance awaymoments later.
A Necron Lord can use a Veil of Darkness at the start of its Movement phase instead of movIng normally.The Necron lord and up to 4 models within 6" of it are removed from the tabletop and  then immediately placed back together anywhere on the tabletop using the Deep Strike rules. The Veil may be used even if enemy models are in base contact withthe Necron Lord or any of the Necrons that move withhim (the enemy models are left behind).

Voltage Field (Biomorph)
 The creature creates a field of electricity around it which dissipates incoming attacks and can often damage or destroy enemy electrical devices.
Instead of shooting the unit may unleash the electrical field. All Machinery within 4” is destroyed on a 6+ (roll separately for each model)

Vox Caster
Picks up orders and the skill Leader and transmit them further. Extend the range by 8” from the Vox Caster is the unit is within range.


Winged Skull (Honour Badge, Imperial Guard)
This badge is earned by those who have demonstrated inspirational leadership which led to victory. It is often displayed on the shoulder guards of armour. The medal itself of ancient origin and its design of a skull with an iron device has been adopted by the Space Marines as an insignia for a Sergeant.
The unit may always follow the leader’s orders even if they are without range.

Wolftooth Necklace (Astarte, Space Wolf)
Always hit on at least 5+ in Close Combat.

Warp Jump Generator(Eldar, Warp spider)
A unit with warp jump generators moves as if it was equipped with jump packs. If unengaged, the unit may make a second jump during the assault phase. Nominate the direction the unit is jumping in and move it up to D10" in this direction. 

Warpaint(Ork, Kroot)
A person wearing warpaint may not wear any heavy armour (Better than 7+ save = heavy).

· Of the Chameleon
The Kroot gains +1 to all his cover saves.

· Of the Favoured Child
The Kroot gains an Invunerable save of 8+

· Of Battle
The Kroot becomes Frenzy.

· Waaagh Paint (psyker)
If the wearer is in Close Combat he gains one additional card in the psychic phase

· War paint
War paint is dyes and paints which Wyrdboys produce and rub on themselves in the hope that some of their magical powers will be dissipated. It also has the handy effect of giving him a chance of surviving an incoming psychic attack. To this end Wyrdboys are often seen in bright colours, making them easy targets on the battlefield.
Gains a 6+ save against psychic attacks but all models firing on the user gets +1 to hit.

· Of the Krootox
Adds +1 to armour rating.
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'Eavy Armour (Ork)
Ork 'eavy armour is made from scrap taken fromdefeated enemies and battered into shape so that it fitsits wearer (well, sort of).
7+

Admantium Skull (ork, leader)
As a helmet with the following addition: When charging the model may make an additional ‘Eadbutt attack S 5.

Aegis Suit
5+ save against psychic attacks and powers.

Artificer Armour (Mechanic, Leader)
Techmarines wear a form of artificer armour. These are rarely as old and venerable as the other suits, but are power armour substantially modified and improved upon by several generations of Techmarines. Such suits contain a bewildering array of mechanical interfaces and built-in servo-tools, the better to aid the Techmarine in his duties. 
4+ and +1 W.

Aspect Warrior Armor (Eldar)
7+

Big'un Armour (Gretchin)
Big'un armour features impossibly thick metal plates supported with mechanical whirring gizmos, all run from a compact engine and are by far one of the most impressive Gretchin constructs. In fact, most suits of Big'un Armour are much bigger than the Gretchin that uses it, and would be entirely immobile without it's motors. 
A model wearing Big'un Armour gains an 5+ armour save or an 8+ invulnerable save whichever is better.
If hit by a Strength 6 hit or more the gretchin rolls backwards 2”.

Bonded Exoskeleton (Tyranid)
5+, must have hardened carapace

Carapace Armour
7+, -1 I

Chitin(Tyranid)
9+ save

Combat Shield
A combat shield is a lighter version of a storm shield that is fitted to the arm of the wearer. This leaves the user's hand free to wield a pistol or other weapon, substituting a measure of defence for increased versatility. 
The combat shield confers a 9+ invulnerable save. 

Conversion Field
6+ invulnerable save. The field converts the energy into light, if the field saves the wearer then work it out exactly like if a flash grenade with a Radius of 3” had hit the wearer…

Cranial Plating(Biomorph)
As Helmet.

Cybork Body(Ork)
Orks with teeth to spare sometimes come back from the Painboy with extensive cyberneticmodifications.
A model with a cybork body has a8+invulnerable saving throw.

Cybernetic Enhancement (Mechanicum) 
Cult Mechanicus followers often host a plethora of cybernetic body modifications and replacements, to better serve the Machine God. These offer a 9+ Invulnerable Save to the model due as they often absorb what would have been lethal attacks.

Defense Orbs (Jokaero)
The Jokaero's backpack is actually a controland fabricator array for a cloud of energy-refractive orbs thatswarm about the Jokaero and move to intercept incoming fire. It grants the wearer a 7+ invulnerable save.

Displacer field
6+ Invulnerable save. If successful scatter 1D10 in a random direction, ending up in solid material = death

Flak Jacket
9+, 8+ against grenades

Hardened Carapace (Tyranid)
6+ save, must have reinforced chitin

Heavy Aspect Armour (Eldar)
6+

Helmet
Counts 8 on the injury table as stunned.

Holo-suit (Eldar, Harlequin)
Harlequins use a sophisticated holo-suit tofragment their image and foil incoming fire and blows
from their enemies. They benefit from a 7+invulnerable save.

Iron Halo (Power armour)
An Iron Halo incorporates a powerful energy field that can turn aside even the most deadly attacks. It confers a 6+invulnerable save.

Kustum Bubblefield (Gretchin)
Tinkerers obsess over the large, cumbersome Kustum Force Fields that Big Meks often produce, however few Tinkerers ever produce anything anywhere near as powerful. In rare cases, a Tinkerer will produce a working scaled down prototype generator known as a Kustum Bubblefield, large enough to protect only their own body. A model with a Kustum Bubblefield has a 6+ invulnerable save. They may choose to re-roll a failed invulnerable save, however doing so will destroy the Kustum Bubblefield. A destroyed Kustum Bubblefield cannot be repaired and no longer grants a saving throw until the next battle.

Kustom Force field (Ork)
Meks will build or scavengepowerful force field projectors with which to protect their warty hides. A custom force field gives all units within 6"of the Mek a cover save of 7+.The force field hasno effect in an assault.

Mega Armour (Ork)
6+ save, roll 2 dice and pick one. +1 W, +1 S, -1 I, Slow and purposeful.

Mesh armour
8+

Phase Shifter (Necron, Leader) 30 points
The very fabric of the Necron Lord seems hazyand indistinct, as though he were not completelycorporeal. Shots and blows pass through hismechamcal body and even the most powerfulweapons cannot harm him.
A Necron Lord with a Phase Shifter gains a 5+ Invulnerable saving throw.

Power Armour (Astarte)
Power armour is the standard protection for Space Marine warriors and its distinctive outline casts fear into the enemies of Mankind. Made from thick ceramite plates and electrically motivated fiber bundles that replicate and enhance the movements of the wearer, power armour offers some of the best protection the Imperium can provide. 
Models equipped with power armour receive an armour save of 5+ and +1 W. 

Reduced Flak jacket
0+, 9+ against grenades

Rune Armour (Eldar)
All Warlocks wear a wraithbone breastplate shaped into runic forms that ward off enemy attacks. 
A model wearing rune armour has a 7+ invulnerable save.

Reinforced Chitin (Tyranid)
8+ save, must have chitin

Refractor Field
8+ Invulnerable save

Refractory Armor Coating
The surface of the model’s armor is coated with layers of microscopic crystals, designed to refract or dissipate harmful light-based attacks. 
The wearer can always take his normal Armor Save against any laser or light-based weapon attack, such as Lasguns, Lascannons, Bright Lances, etc., even if the Armor Piercing Value would normally not allow him an Armor Save. 

Rosarius (Astarte, Priest)
A Rosarius is an amulet worn by officials of the Ecclesiarchy for both protection and as sign of office. The Rosarius takes the form of an amulet, often displaying the Imperial Eagle or an ornate cross. It is actually an advanced device, containing a tiny conversion field generator, which emits a protective energy field around the wearer. The field's effect is to convert the energy of an impact into light. When the field stops a shot, a blinding flash of light is produced. The field is capable rendering even plasma gun shots harmless. The rosarius is often referred to as the soul's armour.
A Rosarius confers a 6+ invulnerable save both against attacks and psychic powers.

Scout Armour (Astarte)
Scout armour is formed of thick plates of carapace armour, easily capable of stopping a bullet. Less cumbersome and noisy than power armour, scout armour is ideal for the subtle infiltration work that its wearers embark upon and allows a greater freedom of motion. 
7+ 

Shimmershield (Eldar)
Ashimmershield is an advanced field projector that protects the user and his squad. A model with a shimmer shield will benefit from a8+ invulnerable save in close combat.
It confers a 7+ armour save.

Shield Generator (Tau, Battlesuit)
??

Squighide Jakkit (Gretchin)
Certain types of Squig skin are notoriously tough to damage. When specially treated with various chemicals known only to the Gretchin, it becomes almost impervious to small arms fire and bladed weapos. A model with a Squighide Jakkit has a 7+ invulnerable save.


Storm Shield 
A storm shield is a solid shield that has an energy field generator built into it. The energy field is capable of deflecting almost any attack, even blows from lascannons and power weapons. 
A model with storm shield has a 5+ invulnerable save. A model equipped with a storm shield can never claim the + 1 Attack bonus for being armed with two close combat weapons in an assault and may not use any 2-H weapons. 

Synskin
Synskin is a rubbery 'second skin', which the Assassins spray onto their bodies to form a close-fitting suit which enhances the shape and function of the muscles below. Synskin also acts like armour, absorbing the blows and dissipating the energy of a hit.
Synskin confers a form of Feel No Pain on the Assassin, but wounds are only ignored on the roll of 8+ rather than the usual 7+.

Terminator Armour (Astarte, Leader)
Also known as Tactical Dreadnought armour, Terminator armour is the best protection a Space Marine can be equipped with. Designed for close-quarters fighting aboard Space Hulks and other confined areas, Terminator armour is capable of withstanding almost any attack. The ceramite plates can deflect most conventional assaults, whilst the Crux Terminatus on every Terminator's shoulder plate serves as a ward capable of turning aside even attacks Terminator Armour from power weapons or melta fire. It is even said that Terminator armour can withstand the titanic energies at a plasma generator's core, and that this was in fact the armour's original purpose. 
4+ save, roll 2 dice and pick one. +1 W, Slow and Purposeful.   

Truesilver Armour
Strands of sanctified silver and iron have been imbedded into this armour, rendering it poisonous to the touch of Daemons and psykers. 
If a Daemon or psyker succeeds in hitting the model in close combat, it suffers a Strength 6 hit for each hit once damage has been resolved. Truesilver may be imbedded in any fysikal armour, not fields.

XV25 Stealth Armour (Tau)
Integrated Stealth field generator, 5+ save and one slot open for a support system. The wearer also gain +1 S.

XV15 Stealth Armour (Tau)
 5+ save

XV8 Crisis battlesuit (Tau, Leader)
5+ save, three slots open for support systems. The wearer gains +2 S, +1 T and +1 W

Ward save
6+ save against psychic powers.

Warp Field (Zoanthrope)
6+ Invulnerable save

Wolf Tail Talisman (Space Wolves) 
Nullifies any psychic power that targets the model on 8+
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Close Combat

‘Uge Choppa
This huge 2 handed weapon is good at slicing armour. No armour save can be greater than 7+ against the choppa
	
	S
	AP
	Type

	‘Uge Choppa
	+2
	*
	Special



Axe
	
	S
	AP
	Type

	Axe
	-
	-1
	-



Axe of Khorne
Does D3 wounds
	
	S
	AP
	Type

	Axe of Khorne
	+1
	-3
	Special



Bayonet
Does not need a free hand to use if you have a rifle.
	
	S
	AP
	Type

	Bayonet
	+1
	-1
	Special



Biting Blade
The teeth of a biting blade tear through flesh as if it were parchment, shredding muscle and bone.
Furthermore, each hit scored by a model with a biting blade adds a further + 1 S for the purposes of resolving those attacks

Bonding Knife
The model gains +1 Ld
	
	S
	AP
	Type

	Bonding Knife
	-
	-2
	Special



Bone Sword
Any model wounded by a bone sword must pass a Ld test or suffer instant death.

Bone Sabres
The warrior must first have a pair of boneblades to get the sabres.

Buzz Claw
Reduce the attackers Attack characteristics by one (to a minimum of one)

Buzz Saw

C'tan phase sword
This is a power weapon. Additionally, unsaved wounds from the Ctan phase sword automatically knockes out the target if he doesn’t have multiple wounds.

Cattle Prodder

Chainsword

Choppa
The choppa is good at slicing heavy armour. No armour save may be greater than 6+ against a choppa.

Choppa Claw
Reduce the attackers Attack characteristics by one (to a minimum of one)

Close Combat Weapon

Combat Knife

Chainsabres
Some Exarchs train in the use of blades paired with ancient gauntlets that house twin-linked shuriken pistols, allowing them to level a storm of attacks at their foes. 
A model can re-roll all failed to hit and to wound rolls.

Chain Fist
+1 on injury

Cult Mechanicus Power Axe
These special devices are the signature weapon of the Adeptus Mechanicus, and while they are usually not the most exceptional of warriors each user becomes totally attuned to his own Axe over many years of training. 
In combat it counts as a Master-Crafted Power Weapon. It can be used single-handed, hitting with the user’s strength as normal, or can be swung in a mighty double-handed strike. The latter adds +2 to the user’s strength

Darkblade

Dreadaxe

Dire Sword
These weapons incorporate a spirit stone in the hilt that can sear the mind of the target.
If a model suffers any unsaved wounds from a diresword, it must immediately pass a Leadership test for each wound suffered. If any of these tests are failed, the victim suffers instant death. 

Daemonblade(Leader, Psyker)
A Daemonblade contains the bound essence of a single Greater Daemon, or a whole host of lesser Daemons. Whilst the wards and bindings placed on a Daemonblade render it less destructive than the Daemon weapons borne by servants of Chaos, they are necessary to stop the wielder being driven insane by the dark voices in his mind. No two Daemonblades are the same in  form, power and substance, and some are so unique as to have forged their own black reputations. 
A Daemonblade is a two-handed close combat weapon. 
In addition, every Daemonblade has a daemonic power randomly generated from the following list before the squad is deployed. Roll each time you play.
2D10 Daemonic Power

2-4	Warpflame.
The Daemonblade is surrounded by a flickering corona of unnatural fire. Attacks made with it are resolved at +3 Strength. 

5	Unholy Speed.
The Daemonblade thrusts and cuts with supernatural speed, granting the wielder +1 Attacks. 

6-8	Etherblade
The Daemonblade flickers in and out of the material realm . Armour saves cannot be taken against wounds caused by the Daemonblade. 

9-11	Vampyre.
Imbued with a craving for fresh blood, this weapon drinks deep from its victim. When the Daemonblade inflicts an unsaved wound, its wielder immediately gains + 1 Wound (Maximum to starting level). 

12	Daemonic Feud.
The Daemon within this weapon is extremely jealous and will attempt to banish any other Daemon it comes in contact with. Close combat attacks from this sword always wound Daemons on a roll of 2+. Furthermore, Daemons must re-roll any successful invulnerable saves against any wounds thus caused. 

13-15	Deathlust.
The wielder is filled with a terrible hunger for battle, charging into the fray with no concern for survival. The bearer of the Daemonblade has the Furious Charge and Rage special rules. 

16-17	Dark Resurrection.
The Daemonblade draws energy from the Warp to invigorate the bearer. The bearer of the Daemonblade has the Feel No Pain and Eterna lWarrior special rules.

18	Daemon Venom.
The weapon drips with othervvorldly poisons. Attacks made with this Daemonblade have the Poisoned (3+) special rule.

19-20	Familiar.
The spirit within the blade lends a portion of its sorcerous might to its wielder. The bearer counts as being one Mastery Level higher than normal. In addition, the Daemonblade is a Force weapon. 

Daemon Weapon
A symbol of greatness as much as a weapon of war, the powers of a Daemon Weapon vary with the nature of the god who gifted it. A  Chaos Lord has a Daemon Weapon appropriate to their patron god. 
It requires two hands to use and it is a power weapon.
Adds an extra attack in close combat.
Has an additional power that varies with the Mark

Khorne 
Gains one additional attack and +1 Strength
Nurgle 
Gains Poisonous (4+), Parry and Instant death
Slaanesh 
Gains +2 Initiative, Instant death and now causes Fear.
Tzeentch 
Can shoot in the shooting phase Range 24” Strength 6 AP -2, Assault 2

Demiglaives 
S+1 AP -2 Parry, must have dual wielder skill to use (2 swords) eller S +2 AP-4 2H (1 big sword)

Drilla

Eviscerator
An Eviscerator is a grotesquely large two-handed chainsword.

Frostblade

Great Weapon

Harlequins Kiss
A sharpened tube attached to the forearm, the Kiss can be punched into an enemy and
the monofilament wire inside allowed to uncoil, reducing the target's insides to a gory soup in an instant.

Hellglaive 
S+2 AP -3 2H, grants an extra attack to wielder. 25p

Honour Blade

Hydra Gauntlets
 S+1 AP -1 (Gives wearer +2 Attacks, must have the double wielder skill to use them, Cannot use any other CC weapons) 

Lash Whip
Models in base to base with the wielder gets -3 on their Initiative. 

Lightening Claw
Re-roll one to-hit per turn. If used in pair you may re-roll all attacks.

Mirrorswords
Some Banshee Exarchs have mastered a deadly ambidextrous sword-form that uses paired blades.
A model with mirrorswords counts as having an extra hand weapon that grants +2 A instead of the usual +1 A.

Nemesis Force Sword
The most common type of Nemesis weapon, the force sword exemplifies the mixture of magick and science utilised by the Grey Knights. The blade is tempered iron, flecked with shards of silver and inset with ancient runes of daemon-slaying. In contrast to these primitive materials, the haft and hilt of the sword contain advanced power field generators. 
The Nemesis force sword increases the bearer's invulnerable save by + 1 against close combat attacks. If the bearer has no invulnerable save, there is no effect.

Nemesis Force Halberd
A Nemesis halberd comprises an iron and silver blade set atop a long adamantium haft. This extra reach is invaluable to a Grey Knight, often allowing him to land a telling blow before he is within reach of the enemy's weapons. 
Nemesis halberds are two-handed weapons.

Nemesis Daemon Hammer
Developed by the Ordo Malleus as the final word in daemonic destruction, the Daemon hammer combines the crushing impact of a more traditional thunder hammer and magicks of destruction - few can survive the impact of a force hammer. 
A Nemesis Daemon hammer uses the rules for thunder hammers.

Nemesis Warding Stave
A Nemesis warding stave's abilities are defensive, rather than aggressive. The hollowed-out haft of the stave contains several refractor fie ld generators, which the wielder can prime with a charge of psychic energy. Thus activated, the stave projects a zone of force around its wielder, granting him enhanced resilience against his enemies' attacks. 
A model wielding a Nemesis warding stave has a 4+ invulnerable save against wounds caused in close combat.

Nemesis Falchions
Nemesis falchions are invariably wielded as a pair. In many ways they resemble shorter versions of a Nemesis force sword, with a much reduced hook-ended blade. By triggering the monofilament circuitry within his Nemesis falchions, a Grey Knight can wield these blades with incredible speed, striking several blows in the time it would normally take for one to fall. The wielder of a pair of Nemesis falchions has + 1 Attack.

Neuro Gauntlet 
Re-roll one to-hit per turn. If used in pair you may re-roll all attacks.

Null Rod
This obsidian rod perpetually crackles with anti-magic energy, nullifying the warp-spawned powers of psykers. Even a glancing blow from such a weapon can provoke a cataclysmic neuron failure in a sorcerer or mystic. At the end of each battle, the null rod must be drained of the energy it has absorbed, lest its captured power or it opens a Warp rift.
A null rod is a power weapon. Any unsaved wounds caused by a null rod inflict Instant death on psykers. Furthermore, the bearer cannot be affected by psychic powers (friendly or enemy) in any way.

Poweer Axe

Power Blades
As 2 Power Swords but the wielder does not get any modifiers for wielding a rifle…

Power Fist
A power fist is an armoured gauntlet surrounded by a disruptive energy field. It is used to deliver crushing blows, capable of smashing the thickest armour asunder. 

Power Sword

Rending Claws

Relic Blade
Relic blades are two-handed swords or axes sheathed in an armour-sundering power field. Most have their origins in the dark days of the Horus Heresy, although some have been crafted in the long centuries since, in commemoration of other momentous events.

Rippy Blade
 A Rippy Blade counts as a Poisoned weapon (6+) 

Razor flails
 S AP -1 (count as flail when attacking (cannot be parried) and as a sword when defending (parry) 

Scything Talons
The Model may reroll any dice that turned up 1 on the “to hit” roll.

Scythian Venom Talon
The Scythians are a race of warrior-monks, dedicated to a peculiar form of armed martial arts. The dagger-like venom talon is one of the more basic weapons they use, able to incapacitate a foe with the slightest scratch. Quite how the Inquisition have come to acquire such weapons is perhaps best left to the imagination. 
Scythian venom talons are poisoned close combat weapons, and have the Poisoned (4+) special rule.

Scorpion Chainsword

Scorpions Claw
The scorpion's claw takes the form of a powered claw-shaped gauntlet incorporated with a shuriken catapult. 
The claw may be used both as a power fist and a shuriken catapult in the same turn.

Singing Spear
May be thrown (10” S x AP -1, Assault.)

Shokk stikk
Higher ranking Head Honchos, members of Da Kommitte and Da Red Gobbo commonly carry metal pipes, tubes or engine exhausts that have been rigged up with crude power devices, sometimes refitted and overloaded from Grot-Prods. 
A Shokk stikk counts as a power weapon.

Staff of Light
The Staff of Light is a device of arcane technology thatserves as both a symbol of rank and a weapon forNecron Lords. As well as projecting devastating blastsof energy, the Staff of Light may also be used in Close Combat in which case it counts as a close combat weapon with the power weapon special rule or in the shooting phase

Sword

Thunder Hammer
When the thunder hammer is used everyone within 1,5” must take the pinning test or be Knocked Down. (Not the wearer)

Warscythe
Warscythes are made from the same living metal asthe hulls of Necron ships and the C'tan necrodermis. They have phase blades that slipeffortlessly through the most powerful armour. A well directed Warscythe can cut the barrel from a LemanRuss or carve a hole in the side of a bunker.
There are no saving throws of any sort (including invulnerablesaves) allowed against Warscythes.

Wolf Claws
May Re-roll one to-hit or to-wound per turn, if used in pair you may re-roll all attacks.

Witch Blade






Shooting


Airbursting Fragmentation Projector (Tau, Battlesuit)
	
	Range
	S
	AP
	Type

	Airbursting Fragmentation Projector
	18”
	6
	-1
	Heavy 1, Blast 2”, Assault



Animus Speculum (Culexus Assassin)
This skull-shaped helm projects a shooting attack.
For every Psyker within 12" of the Assassin, add + 1 to the animus speculum's Strength value.
	
	Range
	S
	AP
	Type

	Animus Speculum
	8”
	5
	-4
	Rifle 2, Assault, Special



Astarte Grenade Launcher (Astarte)
	
	Range
	S
	AP
	Type

	Astarte Grenade Launcher
	24”
	*
	*
	Rifle 1, Special



Autopistol
	
	Range
	S
	AP
	Type

	Autopistol
	12”
	4
	-
	Pistol 1



Autogun
	
	Range
	S
	AP
	Type

	Autogun
	18”
	4
	-
	Rifle 1, Assault



Avenger Catapult (Eldar)
Dire Avengers use modified shuriken catapults with extended barrels, power feeds and inbuilt rangefinders
	
	Range
	S
	AP
	Type

	Avenger Catapult
	18”
	6
	-2
	Rifle 2, Assault



Barbed Strangler (Tyranid)
	
	Range
	S
	AP
	Type

	Barbed Strangler
	24”
	6
	-1
	Rifle 1, Assault



Big Shoota (Ork)
	
	Range
	S
	AP
	Type

	Big Shoota
	24”
	8
	-3
	Heavy 2



Bio-Electric Pulse (Tyranid)
	
	Range
	S
	AP
	Type

	Bio-Electric Pulse
	24”
	8
	-3
	Heavy 2



Blastmaster (Chaos, Slaanesh)
The Blastmaster is a weapon that focuses a throbbing bass tone into an explosive crescendo that can burst eyeballs and rupture organs. By varying the frequency of the blast, the effect of the weapon can be altered 10 produce differing effects. 
The weapon may be shot with varied or single frequency.Announce which frequency is being used by a model armed with a Blastmaster when nominating the enemy unit being targeted.
	
	Range
	S
	AP
	Type

	Blastmaster
	24/30”
	6/8
	-3/-4
	Heavy 1, Blast 2”, Pinning



Boltgun
	
	Range
	S
	AP
	Type

	Boltgun
	24”
	6
	-3
	Rifle 1, Pinning



Boltpistol 
	
	Range
	S
	AP
	Type

	Boltpistol
	16”
	6
	-3
	Pistol 1, Pinning



Burst Cannon (Tau)
	
	Range
	S
	AP
	Type

	Burst Cannon
	18”
	6
	-2
	Rifle 2



Burna
Burnas are ideal for slicing up scrap metal and enemies alike. A burna may be used in the Shooting phase with the same profile as a flamer or as a power weapon in close combat
	
	Range
	S
	AP
	Type

	Burna
	*
	4
	-1
	Rifle 1, Flamer



Combat Shotgun
	
	Range
	S
	AP
	Type

	Combat Shotgun
	12”
	5
	-
	Rifle 2, Assault



Combi-Weapon
	
	Range
	S
	AP
	Type

	Combi Weapon
	*
	*
	*
	Special



Condemnor Boltgun
The condemnor boltgun is a highly specialised combi-weapon used almost exclusively by the operatives of the Ordo Hereticus and combines a boltgun with a single-shot crossbow armature. Though archaic in appearance, the crossbow fires a silver stake engraved with sigils of disruption that destabilize a psyker's connection with the Warp. A direct hit from the crossbow will therefore not only deal a severe wound to a psyker, it will also send his power spiraling out of control, consuming the user in a storm of untrammeled psychic energy.
The condemnor boltgun follows all the rules for comb i-weapons - it comprises a boltgun and a stake-crossbow. 
The stake-crossbow can be fired once per game.
	
	Range
	S
	AP
	Type

	Condemnor Boltgun
	18”
	6
	-
	Rifle 1, Assault, Psi-Shock



Cyclone Missile Launcher (Astarte)
	
	Range
	S
	AP
	Type

	Cyclone Missile Launcher
	18”
	*
	*
	Special



Cyclic Ion Cannon (Tau, Battlesuit)
	
	Range
	S
	AP
	Type

	Cyclic Ion Cannon
	18”
	4
	-2
	Heavy 3, Gauss



Death Spinner (Eldar)
Uses the Normal Flame Template
	
	Range
	S
	AP
	Type

	Death Spinner
	*
	5
	-
	Rifle, Flamer Template, Special



Devourer (Tyranid)
	
	Range
	S
	AP
	Type

	Devourer
	18”
	5
	-
	Rifle 3, Assault



Doom Siren (Chaos, Slaanesh)
A Doom Siren Is an arrangement of pipes and tubes that magnifies the war cry of the Noise Marine to make a sonic attack. Does not count as a Rifle in HtH
	
	Range
	S
	AP
	Type

	Doom Siren
	*
	6
	-2
	Rifle 1



Executioner Pistol (Assassin)
With its envenomed, armour piercing bolt rounds; this pistol is as lethal as the Assassin that uses it. Use Poison 4+ or strength 6 whichever is best.
	
	Range
	S
	AP
	Type

	Executioner Pistol
	12”
	6
	-3
	Pistol 1, Poison



Exitus Pistol
Exitus weapons are masterpieces of the gunsmith's art, as precise as can be.
	
	Range
	S
	AP
	Type

	Exitus Pistol
	12”
	5
	-4
	Pistol 1



Exitus Rifle
	
	Range
	S
	AP
	Type

	Exitus Rifle
	36”
	6
	-3
	Rifle 1, Sniper, Pinning



Flamer
Flamers spew a highly volatile cloud of liquid chemicals that ignites on contact with the air. Flamers are primarily used to scour the enemy from defended positions, their belches of superheated vapor slaughtering the defenders in a fiery conflagration.
Uses the Normal Flame Template. Specialist Weapon.
	
	Range
	S
	AP
	Type

	Flamer
	*
	4
	-1
	Rifle 1, Flamer Template



Fleshborer (Tyranid)
	
	Range
	S
	AP
	Type

	Fleshborer
	12”
	4
	-1
	Rifle 1, Assault



Fusion Gun
Specialist Weapon
	
	Range
	S
	AP
	Type

	Fusion Pistol
	8”
	6
	-4
	Pistol 1, Melta



Fusion Pistol
This compact hand-held melta weapon has an elegance that belies its potency. 
Specialist Weapon
	
	Range
	S
	AP
	Type

	Fusion Pistol
	8”
	6
	-4
	Pistol 1, Melta



Grenade Launcher
	
	Range
	S
	AP
	Type

	Grenade Launcher
	18”
	*
	*
	Rifle 1, Special



Grot blasta (Ork)
Grots sometimes manage to buy themselves a run-down second-hand, low-tech, dust-cake piece of junk that might just conceivably kill something provided they remember which way round to hold it.
 
	
	Range
	S
	AP
	Type

	Grot Blasta
	10”
	4
	-
	Pistol 1



Grotzooka (Ork)
	
	Range
	S
	AP
	Type

	Grotzooka
	16”
	6
	-2
	Heavy 1, Blast 1”, Pinning



Hand Cannon
	
	Range
	S
	AP
	Type

	Hand Cannon
	8”
	6
	-
	Pistol 1



Hawks Talon (Eldar)
A swooping Hawk Exarch often carries a much more powerful version of the lasblasters wielded by his squad. 
	
	Range
	S
	AP
	Type

	Hawks Talon
	24”
	5
	-2
	Rifle 2, Assault



Heavy Bolter (Astarte)
Unvieldy, Specialist Weapon
	
	Range
	S
	AP
	Type

	Heavy Bolter
	24”
	7
	-3
	Rifle 3, Heavy



Heavy Flamer
Unvieldy, Specialist Weapon
	
	Range
	S
	AP
	Type

	Heavy Flamer
	*
	5
	-1
	Rifle 1, Flamer Template



Heavy Stubber
Unvieldy, Specialist Weapon
	
	Range
	S
	AP
	Type

	Heavy Stubber
	30”
	6
	-2
	Rifle 3, Heavy



Hellgun
	
	Range
	S
	AP
	Type

	Hellgun
	24”
	4
	-1
	Rifle 2, Gets Hot



Hellpistol
	
	Range
	S
	AP
	Type

	Hellpistol
	12”
	4
	-2
	Pistol 2, Gets Hot



Hellrifle
A weapon much favoured by Radical Inquisitors, the hellrifle closely resembles an antique firearm. In reality, it is a highly sophisticated weapon that employs an array of containment shielding and galvanic impellers to fire razor-sharp shards of daemonic matter.
	
	Range
	S
	AP
	Type

	Hellfire
	36”
	8
	-5
	Rifle 1, Heavy, Rending



Hot-shot Lasgun
The hot-shot lasgun is a powered-up version of the Imperial Guard's standard-issue lasgun. It uses an external energy cell to produce an energy blast capable of penetrating most types of armour. These weapons are incredibly expensive to produce, and their energy cores burn out very swiftly. However, such cost is rarely an obstacle to Inquisitors, whose exploits on behalf of the Imperium are priceless.
	
	Range
	S
	AP
	Type

	Hot-shot Lasgun
	36”
	8
	-5
	Rifle 1



Incinerator
Many a Grey Knight holds cleansing flame, and thusly the Chapter's incinerator weapons, to be foremost amongst the many weapons in the Chapter's arsenal. An incinerator is a heavily modified variant of the heavy flamer, its fire projectors and containment vessels significantly altered in order to accommodate psychically impregnated promethium fuel. When triggered, the weapon gouts forth an incandescent torrent of azure flame that burns far hotter than any 'normal combustion ever could.
To fire the incinerator, place the template so that the narrow end is within 12" of the weapon and the large end is no closer to the weapon than the narrow end. The incinerator is then treated like any other template weapon
	
	Range
	S
	AP
	Type

	Incinerator
	*
	5
	-3
	Rifle 1, Flamer Template, Special



Inferno Pistol
	
	Range
	S
	AP
	Type

	Inferno Pistol
	6”
	7
	-5
	Pistol 1, Melta




Kai Gun (Chaos)
Demon Weapon
	
	Range
	S
	AP
	Type

	Kai Gun
	24”
	7
	-4
	Rifle 2



Kroot Gun (Kroot)
May be used as a Close Combat weapon in HtH 
	
	Range
	S
	AP
	Type

	Kroot Gun
	18”
	7
	-2
	Rifle 1, Heavy



Kroot Rifle (Kroot)
	
	Range
	S
	AP
	Type

	Kroot Rifle
	24”
	5
	-1
	Rifle 1, Special



Kroot Hunting Rifle (Kroot)
	
	Range
	S
	AP
	Type

	Kroot Hunting Rifle
	30”
	6
	-2
	Rifle 1, Sniper



Kroot Pistol (Kroot)
Counts as either a Pistol or a Close Combat weapon in HTH
	
	Range
	S
	AP
	Type

	Kroot Pistol
	12”
	5
	-1
	Pistol, Assault, Special



Kustom Grotblasta (Ork)
Da Red Gobbo and several select, honoured individuals, carry customised Grotblastas that have been tinkered with by every Grot that claims to know about weapons at the time with surprising results. 
A Revolushun Blasta may re-roll one failed ‘to-hit’ roll during each turn it is used.
	
	Range
	S
	AP
	Type

	Kustom Grotblasta
	12”
	4
	-
	Pistol 2, Special



Lasblaster (Lasblaster)
	
	Range
	S
	AP
	Type

	Lasblaster
	24”
	4
	-2
	Rifle 2, Assault



Lascarbine
	
	Range
	S
	AP
	Type

	Lascarbine
	24”
	4
	-
	Rifle 1, Assault



Lasgun
	
	Range
	S
	AP
	Type

	Lasgun
	24”
	4
	-1
	Rifle 1



Laspistol
	
	Range
	S
	AP
	Type

	Laspistol
	12”
	4
	-1
	Pistol 1



Long-las Rifle (Eldar)
	
	Range
	S
	AP
	Type

	Long-las Rifle
	36”
	5
	-3
	Rifle 1, Sniper



Markerlight (Tau)
Place a 2” template where you like to and roll for hitting as with a normal grenade.All models under the template is hit and is affected by the following:
 Other units may always fire at a marked target, if within LOS and range. Targets have a -1 Ld against other pinning attacks. All attacks against them is considered twin linked.
	
	Range
	S
	AP
	Type

	Markerlight
	36”
	-
	-
	Rifle 1, Pinning, Special



Meltagun
Specialist Weapon
	
	Range
	S
	AP
	Type

	Meltagun
	12”
	7
	-6
	Rifle 1, Melta, Specialist Weapon



Missile Pod (Tau, Battlesuit)
Do not need LOS
	
	Range
	S
	AP
	Type

	Missile Pod
	12”
	3
	-
	Rifle D3



Mortar (Imperial Guard)
Do not need LOS, may shoot grenades
	
	Range
	S
	AP
	Type

	Mortar
	48”
	*
	*
	Rifle 1, Heavy



Neural Shredder
This weapon fatally disrupts synapse activity
Hits from a neural shredder are resolved against the target's Leadership, rather than it’s Toughness. A neural shredder cannot harm Drones and Machines.
	
	Range
	S
	AP
	Type

	Neural Shredder
	*
	8
	-5
	Pistol 1, Flamer, Special



Needle Gun
	
	Range
	S
	AP
	Type

	Needle Gun
	24”
	*
	-1
	Rifle 1, Poison 6+



Needle Pistol
	
	Range
	S
	AP
	Type

	Needle Pistol
	12”
	*
	-1
	Pistol 1, Poison 6+



Plasmagun
	
	Range
	S
	AP
	Type

	Plasma Gun
	18”
	6
	-5
	Rifle 1-2, Gets Hot, Assault, Specialist weapon



Plasmapistol
	
	Range
	S
	AP
	Type

	Plasma Pistol
	12”
	5
	-5
	Pistol 1-2, Gets Hot, Specialist weapon



Pulse Carbine
	
	Range
	S
	AP
	Type

	Pulse Carbine
	18”
	7
	-2
	Rifle 1, Pinning



Pulse Rifle
	
	Range
	S
	AP
	Type

	Pulse Rifle
	30”
	7
	-2
	Rifle 1



Psilencer
A psilencer fires nothing less than the focused and amplified psychic might of its wielder. The psilencer does not have a triggering mechanism as such - it is activated when the Psyker sends a bolt of psychic force into the weapon's containment core. The resultant energy pulse is then channeled by a series of focusing crystals into a refined beam of irresistible azure force that has a particular propensity for destabilizing a Daemon's physical form. It is unknown how the psilencer came to become part of the Grey Knights' arsenal. The technology is surely of alien origin, for it is unlike almost anything else that can be found in the armouries of the Imperium. Vet was the psilencer constructed from technology stolen, or technology given freely? The Grey Knights remain silent on this matter. 
A psilencer always wounds Daemons on a roll of 4+, unless the score required to wound would normally be less.
	
	Range
	S
	AP
	Type

	Psilencer
	18”
	4
	-
	Rifle 3, Heavy



Psycannon
There are perhaps only a few score psycannons in existence at the close of the 41 st Millennium. Many have been lost or destroyed since their creation in the Dark Age of Technology, and the secret of their forging has long since been lost to the Imperium. Those psycannons that have endured the passing aeons now remain in the custody of the Grey Knights. Only they, of all Mankind's defenders, have sufficient strength of mind and will to activate the psychically-charged payload.
A psycannon always wounds Daemons on a roll of 4+, unless the score required to wound would normally be less.
	
	Range
	S
	AP
	Type

	Psycannon
	18”
	5
	-2
	Rifle 2, Special



Ranger Long Rifle (Eldar)
	
	Range
	S
	AP
	Type

	Ranger Long Rifle
	36”
	5
	-4
	Rifle 1, Sniper, Pinning



Rail Rifle (Tau)
	
	Range
	S
	AP
	Type

	Rail Rifle
	36”
	7
	-4
	Rifle 1, Heavy, Pinning



Revolushun Shoota (Grots, Leader)
Rebel Grots originally stole the large, cumbersome Orkish Shootas when they rebelled, true, some Revolushun Shootas are nothing more than stolen Ork technology - However, Tinkerers are known for producing their own smaller, stripped down versions designed for the average Gretchin to lug around. Despite the reduction in size, these weapons are still just as deadly, sometimes even more so due to the superior Gretchin marksmanship. 
	
	Range
	S
	AP
	Type

	Revolushun Shoota
	-
	-
	-
	-



Ripper Gun (Ogre)
The ripper gun is an enormous, drum-fed automatic combat shotgun developed for the exclusive use of Ogryn. At short range the hail of low velocity shot produced by ripper guns is so dense that it is all but impossible for the Ogryn to miss
	
	Range
	S
	AP
	Type

	Ripper Gun
	12”
	5
	-
	Rifle 3, Assault



Ripper Tentacles
	
	Range
	S
	AP
	Type

	Ripper Tentacles
	6”
	4
	-1
	Rifle 3, Assault



Rokkit Launcha
	
	Range
	S
	AP
	Type

	Rokkit Launcha
	-
	-
	-
	-



Rokkit Pistol
Gretchin Tinkerers sometimes cut down and streamline Rokkit Launchas to their bare essentual working parts in order to make them lighter and far more portable. 
	
	Range
	S
	AP
	Type

	Rokkit Pistol
	-
	-
	-
	-



Shotgun
	
	Range
	S
	AP
	Type

	Shotgun
	12”
	5
	-
	Rifle 1, Assault



Shoota
	
	Range
	S
	AP
	Type

	Shoota
	18”
	5
	-1
	Rifle 2, Assault



Shuriken Catapult (Eldar)
	
	Range
	S
	AP
	Type

	Shuriken Catapult
	12”
	6
	-2
	Rifle 2, Assault



Shuriken Cannon (Eldar)
	
	Range
	S
	AP
	Type

	Shuriken Cannon
	30”
	7
	-3
	Rifle 2, Heavy



Shuriken Pistol (Eldar)
	
	Range
	S
	AP
	Type

	Shuriken Pistol
	12”
	6
	-2
	Pistol 2



Slingshots (Tiny)
Snotling mobs occasionally manage to figure out how to operate non-mechanical ranged weaponry such as extremely small crude bows, or slingshots. These weapons are almost entirely useless, however in number; they can be effective enough to slow the approach of enemy forces. 
	
	Range
	S
	AP
	Type

	Slingshots
	-
	-
	-
	-



Sniper Rifle
	
	Range
	S
	AP
	Type

	Sniper Rifle
	30”
	5
	-2
	Rifle 1, Sniper



Sonic Blaster (Chaos, Slaanesh)
Unleashing waves of devastating harmonics, a sonic blaster rips its target apart. It has two profiles depending on whether it is used to unleash short riffs or a long discordant wail.
	
	Range
	S
	AP
	Type

	Sonic Blaster
	18”
	6
	-2
	Rifle 2, Assault or Heavy 3



Spike Rifle
	
	Range
	S
	AP
	Type

	Spike Rifle
	18”
	5
	-
	Rifle 1, Assault



Splinter rifle (Dark Eldar)
	
	Range
	S
	AP
	Type

	Splinter Rifle
	-
	-
	-
	-



Splinter pistol (Dark Eldar)
	
	Range
	S
	AP
	Type

	Splinter Pistol
	-
	-
	-
	-



Splinter Rifle (Kroot)
This Weapon is fitted withextremely long spikes. The wielder gains +1 Attack in close combat.
	
	Range
	S
	AP
	Type

	Splinter Rifle
	24”
	5
	-1
	Rifle 1, Special



Spinneret Rifle
The spinneret rifle ejects a single rigid strand of monomolecular wire that punches through armour and recoils in a tight spiral. 
	
	Range
	S
	AP
	Type

	Spinneret Rifle
	18”
	5
	-6
	Rifle 1, Assault, Pinning



Storm Bolter (Astarte)
	
	Range
	S
	AP
	Type

	Storm Bolter
	24”
	6
	-3
	Rifle 2



Stubgun
	
	Range
	S
	AP
	Type

	Stubgun
	18”
	4
	-
	Rifle 1



Sunrifle (Eldar)
The sunrifle is an energy weapon potent enough to slay whole squads with a burst of dazzling laser beams. 
	
	Range
	S
	AP
	Type

	Sunrifle
	24
	5
	-1
	Rifle 3, Assault, Pinning



Triskele (Eldar)
A triskele can be thrown in a great coruscating arc that slices through anything in its path. 
It can be used as a power weapon in close combat.
	
	Range
	S
	AP
	Type

	Triskele
	12”
	4
	-4
	Pistol 3, Special



Web of Skulls (Eldar)
May be used in close combat as a power weapon with S 6 AP -3 Whip
	
	Range
	S
	AP
	Type

	Web of Skulls
	12”
	6
	-3
	Pistol 1, Special



Wraithcannon (Eldar, Wraithguard)
The wraithcannon works by opening a small Warp space/real space hole, tearing apart the target as it is ripped between dimensions. 
A roll to wound of a 10 it inflicts Instant Death on the victim.
	
	Range
	S
	AP
	Type

	Wraithcannon
	12”
	*
	-6
	Rifle 1, Assault, Poison 5+






Grenades
You only have one grenade per purchase and you may not carry more than 5 grenades in total. Grenades replenish after every battle.

Anti Plant
Takes away all vegetation (cover), leave the marker

Blind
Like smoke but better, blocks all forms of LOS.

Blight Grenade (Chaos, Nurgle)
Take a Thoughness test if hit or suffer Nurgles Rot. (1 wound with no saves allowed) Gas.

Bomb Belt (Penal Legion)
May be detonated by the Comissar instead of shooting.The wearer is Taken OOA when activated..

Choke

Empyrean Brain Mines
Empyrean brain mines are based on captured Ghost World technology. When triggered, they latch onto the victim and send a pulse of energy directly into his brain, momentarily stilling his motor functions and leaving him unable to act. The effect is only temporary, as the brain mines are prone to burning out after a few seconds' use, but leave an enemy incredibly vulnerable in the interim. Empyrean brain mines are used in the Assault phase, after assault moves have been made but before any blows are struck. Nominate one enemy model in base contact with the bearer. That model must pass an Initiative test to avoid the brain mine. If the test is passed, the effects of the brain mine have been resisted. If the test is failed, the victim has been rendered momentarily catatonic and cannot strike any blows during this Assault phase.

Egerian Geode
Recovered from xenos crystalline maze-cities, these grenades are filled with compact shards of diamante glass. On detonation the area is showered with cutting projectiles, which can slide through most armour.
Frag but with no armour save.

EMP grenades 
The grenade sends out a pulse of electromagnetic energy which shorts out electrical wires and disrupts many energy systems. They don't have any effect on biological creatures.
All machinery within the blast is disabled for one turn. Robots, Drones, Servitors and cybernetics are disabled permanently on a roll of 8+

Flash grenades
Blinds everyone within the blast unless they make an Initiative test = halved BS and WS until end of next turn.

Frag Grenade 
Frag grenades are explosive devices that are hurled at the enemy prior to an assault. The storm of shrapnel from the exploding frag grenades drives opponents further into cover for a few precious moments while the attackers close in. 

Frag Spines
Se frag grenades

Hallucinogen Grenades

Haywire Grenades
The grenade sends out a pulse of electromagnetic energy which shorts out electrical wires and disrupts many energy systems. They don't have any effect on biological creatures.
All machinery within the blast is disabled for one turn. Robots, Drones, Servitors and cybernetics are disabled permanently on a roll of 6+

Krack

Knock-out grenades
give off a gas which sends any creature to sleep unless they are using some form of respirator equipment

Melta Bombs
This grenade is Heavy and may only be thrown S”

Plasma Grenade

Photon Flare
Blinds everyone within the blast = halved BS and WS until end of next turn.

Psyk-Out Grenade
Automatically Nullifies any psychic power in the area.

Psychotroke Grenades(gas)
Psychotroke grenades explode in a cloud of sweet-smelling nerve gas that induces violent, and often debilitating, visions in the enemy. It is incredibly psycho-reactive and mere proximity is enough to trigger its effects, rendering even sealed armour useless. 
Roll a D6 for each enemy unit under the template to see what the effect is. The effects of psychotroke gas only ever last for the duration of a single Turn. Note that the descriptions included below have been based on the recorded responses of human subjects - alien races will, of course, react in the own, inimitable fashion (though the game effect is unchanged).
D6 Effect
1	What's this? It smells a bit odd.
The unit has resisted the psychotroke gas – there is no effect. 
2	Suddenly, it's all so clear. The fighting, your allies, that mortal wound - everything's just a huge cosmic joke! “It’s best to sit down and have a good laugh about it.”
	Lost in their own private hilarity, the enemy unit is hit automatically in this Assault phase. They can still fight, but with a maximum of 1 Attack per model (to represent their maddened flailing). 
3	Hah! Those enemies aren't real, they're just an illusion - you're not falling for that! 
The enemy is caught so utterly unprepared that you can re-roll to hit against the enemy unit during this Assault phase. 
4	They're horrible! 
Your darkest fears have been given form and are coming to kill you! Overcome by personal terror, the foe fights on, but their morale teeters on the brink. The enemy unit is reduced to Leadership 2 for the remainder of the Turn. 
5	The world is spinning - everything is all jumbled up. It's all you can do to keep your feet. 
Disoriented, the enemy unit is reduced to Initiative 1 for the remainder of the Turn. 
6	They say they're your friends, but they're not they’re out to get you. Best get them first! 
The model must immediately take an Initiative test. Any models that fail must charge their closest ally and strike blows against them during this Assault phase.

Psyk-out Grenade
Psyk-out grenades are produced using an extremely rare substance thought to be a by-product of the esoteric processes that sustain the Astronomican. Upon detonation, each grenade scatters a dense cloud of psi-refractive particles across the target area. Psykers and Warp entities caught in the blast zone are momentarily stunned, leaving them helpless before the onslaught of the Grey Knights. 
Any Daemon or psyker under the template take damage as normal, non-psykers is unharmed. Also any active power under the template is nullified on a 6+.

Scare Grenade
Fear of a Black Planet!
All models affected must take a Ld test or Fall Back.

Smoke
Blocks LOS

Spore Mines
Each battle roll a D3 to see how many, Random movement D6”, explode if enemy is within 2” (strength 5 AP 5 blast), Infiltrate (Orbital Deployment) Small, T3

Stasis grenade
The grenade is a unusual weapon that uses the stasis field effect. 
Developed by the Adeptus Mechanicus, stasis grenades are extremely rare and expensive to acquire. This and their specialized nature means their issue is limited to special Imperial agents rather than common soldiers. Since they are rather bulky and delicate, it is not possible to fire stasis grenades from a launcher. Instead, they are typically deployed in a manner similar to that of melta-bombs. On activation, the grenade emits a stasis-loop field around itself. Everything within the field exists in the same moment repeated over and over. Eventually the grenade's power source is expended and the field deactivates. As their power source is rather small, the stasis field caused by an activated stasis grenade does not normally last for a long time, though the duration is normally long enough to cause a significant amount of battlefield disruption. 
Models that are trapped under the template are unable to act until the end of the next turn. (They may not be harmed or interacted with) Models partially under the template is trapped on 6+
This grenade is Heavy and may only be thrown S”

Squig Stikkbomb
Of all the useful creations the Gretchin have managed to bolt together, the Squig Stikkbomb is a masterpiece of design and engineering. It looks like an ordinary Stikkbomb, however instead of an explosive, it is filled with extremely small, and carnivorous flying Squigs, when the Stikkbomb is broken open and the very angry Squigs will attack anything they see. 
The Grenade does not scatter but will only affect one model within the blast radius.

Stikkbombz
Stikkbombz are grenades of Ork manufacture, in the form of a stick with the explosive part at the top and the pin at the bottom. They resemble the Model 24 "Stielhandgranate" (aka Potato masher) grenades used by German forces in World War II. The stick handle is very useful, allowing the grenade to be easily carried stuffed down a boot or through a belt. The main reason for the popularity of the design is its brutal appearance and appropriate sense of size and power. 

Stumm grenade
This grenade is a type of gas grenade in use by some Imperial law-enforcement agencies. It emits a debilitating gas, designed to be persistent and spread over a wide area. Any unprotected persons in the area can suffer in several different non-harmful ways, and will generally end up in a state of confusion.
If wounded treat any OOA result as stunned

Stun grenade
This grenade is a non-lethal grenade that uses a combination of a loud explosion and a bright flash designed to incapacitate targets without any permanent injury.
Initiative test to avoid, If wounded treat any OOA result as stunned.

Tanglefoot grenade
These grenades are a complex offensive grenade mechanism created by the Adeptus Mechanicus and only typically used by elite Imperial forces. Basically a small magno-gravitic reactor set to overload, they create very small, but relatively powerful gravimetric fields. The outcome of all this is that anything caught inside the tanglefoot field experiences localized higher gravity, with all the associated implications for movement, bodily operation and so on. Gravimetric fields can also create limited spatial warping and time distortions.
The target area becomes difficult terrain.
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Traits

2-H
You may only carry one two handed weapon. 
You may not carry a spear and a rifle but you may carry a spear and two pistols.

Animosity
A model with Animosity does not get along with others that good. Bra förslag ?

Assault
No penalty when you move and fire

Blind
A model hit with this weapon must make an Initiative test or be blinded until the end of the next turn. While blinded the models WS and BS counts as 1.

Concussive
A model who suffers a hit from this weapon treats his Initiative as 1 until the end of the next turn.

Construct
The model is a construct of some sort; Walker, Robot, Dreadnought or a Beast. For the full rules considering Constructs see separate chapter

Daemonbane
Any Daemon or psyker that suffers one or more unsaved wounds from a weapon with daemonbane must take a Leadership test. If the test is failed, the model is Out of Action. 

Deep Strike
Enter the battlefield anywhere but will scatter 1D10” in a random direction. The model may not move in the same turn as he entered. 

Drone
A drone needs a more struckture then a normal living being and has a hard time making their own decitions. 
Drones suffer from “Mindless” if there isn´t any controller nearby.

Fear
Pass a Leadership test if you want to charge. If charged pass a Leadership test or suffer -3 on the to-hit roll.

Fearless
Immune to Fear, Terror and Pinning

Frenzy
Certain warriors can go into a fighting frenzy, a whirlwind of destruction or raging fury in which all concern for their personal safety is ignored in favour of a blood-letting, fleshtearing attack. Many of these frenzied warriors are drugged or tranced, and have worked themselves up into a frenzy with loud chanting and screaming. Frenzied troops will automatically go into a furious berserk state if there are enemy within charge reach at the start of their turn, and will remain frenzied until they are Knocked Down or Stunned in hand-to hand combat, or until there are no enemy within charge reach. If you wish you can try and restrain troops by ma king a restraining test to bring them under control at the start of your turn, but you don' t have to do this unless you want to. If you want to restrain frenzied troops roll a D10 against their Leadership just like any other psychology test. If you roll equal to or less than the unit's Leadership you are successful and the unit is not frenzied for that turn and not affected by the following rules. 
1. Frenzied troops must charge the enemy if they are within charge di stance. This counts as compulsory movement.
2. Frenzied troops fight with +1 WS and +1 A in hand -to-hand combat.
3. Frenzied troops cannot make parries in hand-to-hand combat, they are simply too worked up to think about fancy swordplay.
S. While frenzied, troops are not affected by other psychology. They are immune to fear, terror, pinning etc, and do not have to make these tests.

Flamer
Instead of the normal shooting rules use the flamer template. Any targets under the template are automatically hit, no roll necessary.

Force Weapon
A psyker may add his Mastery level to the Injury roll.

Gauss
Gauss weapons are horrifying devices that can strip a target down molecule by molecule and reduce it to its constituent atoms in a matter of seconds. 
If you roll a 10 on the to-wound roll the target gets no save.

Gets Hot
Jams if you roll any 1’s on the “to wound” roll. The weapon is useless until next game or until you un-jam it (Mechanics may unjam just like he repairs a drone)

Hatred (Race/Type)
Hate is a powerful emotion and the galaxy of the 41st millennium is full of hatred and rivalry, grudges borne over tens of centuries, of racial animosity bordering on madness, and of ill reconcilable feuds leaving generations of dead in their wake. Some races hate other races with such bitter conviction that they will fight almost to the death rather than flee from them. The following rules apply. 
1. Troops who hate their adversaries take any Break and Rally tests with a Leadership value of 10. 
2. Troops fighting hand-to- hand combat with a hated foe may re- roll any attack dice when they first attack. This bonus only applies in the first turn of combat and represents the troops venting their hatred on the foe. After the first round of blood-madhacking they lose some impetus and so fight as normal.
3. The unit must charge their object if within charge range.

Ignores Cover
This weapon ignores cover saves due to homing darts, clouds of acid or others.

Infiltrate
The model may infiltrate…

Instant death
Roll for injury when wounding even if the target has multiple wounds. (The target still only loses one wound)

Knock Out
If wounded make an Ld test (-1 for each wound inflicted) Failure results in the model being put Out of Action but he suffers no permanent damage so do not roll on the injury table.

Large
His fists count as a CC weapon with -2 AP. People who shoots at him gets +1 to hit.

Mindless
Cannot gain xp and cannot handle objectives etc.

Move or fire
You may not fire this weapon if you moved earlier this turn (other than pivoting).

Melta
The melta gun uses the targets own mass to produce damage.
Against targets with multiple wounds roll one die for each wound if you hit. I.e. roll to-wound thrice against a unit with three wounds. 

Master-Crafted Weapons 
Master-crafted weapons are the product of years of careful labor by the most accomplished artisans in the Chapter. A weapon that has been manufactured with such dedication will be superior to any other weapon of its type. 
A master-crafted weapon allows the bearer to re-roll one failed roll per turn using this weapon. (to-hit or wound)

Overwatch
Overwatch is a special rule that allows models to forgo their own turn in order to shoot during the enemy's movement. This is very useful as it allows you to set up ambushes and fire traps for advancing enemy troops. As troops advance it is a good idea for squads behind them to take up a position where they can shoot at the enemy as they appear or as they move. In this way friendly advancing troops are protected by those behind who remain still, watching out for the first sign of the enemy, scouring the terrain for the s lightest glimpse of movement. This is represented in the game by the Overwatch rule. It is mostly used to shoot at enemy troops as they emerge from cover, or as they move from one piece of cover to another. 
The player declares that his modelis going on overwatch at the start of the turn. An Overwatch counter is placed next to troops on overwatch as a reminder. Models on overwatch may do nothing else during the turn: they may neither move nor shoot as normal and they fight in hand to hand combat with a -3 modifier to Initiative. See Shooting Section for details.

Parry
You may parry one close combat attack by rolling higher than the opponent. You must roll higher then the highest attack.

Pinning
Weapons that fire large amounts of bullets or in other ways makes the target duck for cover.
A model that is hit but not wounded must take a Leadership test or be Supressed.

Pistol
This weapon may be used in Close Combat aswell as in ranged attacks

Plasma
You may choose to fire one or several shots with this weapon. 1/3 means you can fire one, two or three shots per turn.

Poison
Always wounds on a fixed number, in most cases 5+.

Power Weapon
This weapon is very good at piercing armour. The bonus is already included in the profile of the weapon.

Preferred Enemy (Race/Type)
Some people just like to hurt some people more than others. Models with this special rule get +1 on the injury roll toward the named race/type

Psi Shock
Any psyker hit with this weapon suffers the Perils of the Warp in addition to any other effects.

Rending
If you roll a 10 on the “to hit” roll you automatically wound, saves as normal.

Specialist Weapon
To operate this kind of weapon you need to be properly traind in the martial arts. Models without the Weapon Specialist skill may not use this weapon.

Slow and Purposeful
May not run but counts as stationary when firing even if he walked. He may charge as normal.

Stunty
He gains natural covers save of -1. 
S and T max is 4. He may never carry Heavy Weapons.

Terror
Some creatures are so huge and threatening that they are evenmore frightening than those described by the fear rules. Thesecreatures cause terror. Troops confronted by monsters orsituations that cause terror must test to see if they overcometheir terror. Should they fail they will be completelyoverwhelmed with horror and reduced to gibbering wrecks.Troops only ever test for terror once in a battle. Once theyhave overcome their terror they are not affected again.If a creature causes terror then it automatically causes fear aswell, and all the rules described above apply. However, younever have to take a Terror and a Fear test from the sameenemy or situation - just take a Terror test: if you pass theTerror test then you automatically pass the Fear test too. Asyou only ever take one Terror test in a battle, any subsequentencounters with terrifying monsters or situations will simplycount as fear.
1. A model must test toovercome its terror if charged by or wishing tocharge an enemy that causes terror.
2. A model must test forterror at the upkeep if there is an enemymodel which causes terror within 8" .Remember that only a single test is ever made for terror byany squad or individual character model during the wholegame, whether it is made because of a charge or because theunit finds itself within 8" of a terror-causing monster.A unit which fails its Terror test will Fall Back immediately.
3. Obviously a large monster is less likely to suffer from fear orterror. There is no way a huge Greater Daemon is going to bescared of a Tyranid warrior! 
The following rules apply:
A creature that causes fear is not affected by an enemythat causes fear. Faced with an enemy that causesterror, a fear-causing monster only suffers fear, notterror.For example, an Ogryn causes fear and a GreaterDaemon causes terror. The daemon is not at all worriedby the Ogryn, but the Ogryn fears the daemon.A creature that causes terror is not affected by fear orterror at all.

Tiny
He gains natural covers save of -2. 
S and T max is 3. He may never carry other weapons than those marked Tiny.

Torrent
This weapon fires with a massive output so place the template up to 8” away but in a straight line from the shooter to represent this extra boost.

Twin Linked
Re-roll any missed hits with this weapon.

Unwieldy
When moving and firing whith this weapon you may only use half the models Ballistic Skill. If you remain stationary there is no penalty. Also if this is a Close Combat weapon you get a negative modifier to your Initiative. 

Whip
You may not parry any attack from a combatant with a whip.

Relentless
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COMBAT SKILLS

1. Two Weapon Wielder
Years of training allow the character to use a weapon in eachhand when needed. When armed with two one-handed weapons, the character may attackwith both. (i.e. +1 A)

2. Defend
An enemy model directing their attacks towards the fighter loose sall but one Attack.

3. Weaponmaster
The character’s mastery of weapons and martial disciplines has no peer. When attacking in close combat the character may re-roll one missed attack per Round.

4. Step Aside
The Model gains a 7+ invulnerable save against close-combat attacks

5. Berserker Charge
When the character charges into combat few can stand before him.When the model charges he gets +2 Strength and is Fearless.

6. Sneaky Git
Placing the attacks at vulnerable points in the armour gives the model -2 AP with al close combat weapons.

7. Exotic Weapon Training
May wield close combat weapons of any race or type.

8. Rage
+1 on Injury rolls in close combat

9. Riposte
You may parry an attack if you roll equal, not just higer than the attacker. Also if you roll a 10 immediately make a free attack against the enemy.

10. Weapon Specialist
The model may vield weapons that are complicated or dangerous for the ordninary soldier.


SHOOTING SKILLS

1. Crack Shot
The character can place his shots where they inflict moreharm, at creases, gaps, or joints in armour. The models ranged attacksgets an additional -2 to AP

2. Hip Shooter
The character’s prowess with ranged weapons is such that hecan still fire accurately without his eye behind the weapon’s sight. 
The character may run and shoot.

3. Cold Hearted
The character’s dread gaze marks out his chosen victim, andnot even the riotous confusion of close combat interferes. The character may shoot into melee.

4. Deadshot
The model may shoot at any target within sight, not just the closest one.

5. Independing Targeting
The character has developed his peripheral vision and situationalawareness to a point where he can fire in two directions withina split second. 
The model may fire one extra shot when stationary.

6. Marksman
The character’s steady hand and eagle eye allows him to keepcrosshairs steady on any target, regardless of range. Distance is no protection against the character’s marksmanship.
The model may fire 6”longer with any firearm.

7. Deadly Shot
The character’s rock-steady hand and hawk-like eyesight make him a dreaded marksman. No target, however precise, can escape his crosshairs. 
The model gets +1 on theinjury roll.

8. Overwatch
The model may shoot in the opponents movement phase if he remains stationary.

9. Pistolier
The model may use two pistols in the shooting phase. Both shots must be at the same target.

10. Weapon Specialist
The model may vield weapons that are complicated or dangerous for the ordninary soldier.




LEADERSHIP SKILLS

1. Genuine Strategist
The Player may reroll the strategy roll. (Who set-up first)

2. Move It
Friendly models within 4” gains +1 M. 

3. Charismatic Leader
The Squad may have one more warrior in its ranks.
You may have one more model then whats allowed in any squad entery. (If you may have 1 ogryns normally you may now field 1-2) Not Constructs

4. Stubborn
Stubborn resistance against impossible odds is a featureof some races. 
The model automatically passes any Leadership tests. (Not psychic tests)
Also he gets a +1 on his nullify rolls

5. Tactician
The Player may reposition two models after both sides has set up

6. War Cry
Friendlymodels within 6” get +1 to hit. (Both CC and Shooting)

7. Leader
A warrior within 8" of his leader may use his leader’s Leadership value when taking Leadership tests. This represents the leader’s ability to encourage his warriors and push them beyond normal limits. 

8. Blitzkrieg (Leader only)
The Squad gets + 1 Attack Speed

9. Rouge Trader
Travelling across the universe the squad has made strange allies. You may choose one model from a different squad and include him in your own.

10. 


TECHNO/ACADEMIC SKILLS

1. Evaluate
You get original price back when you trade.

2. Medic
Any friendly model within 6” gains the “Feel no Pain” skill. 

3. Medicae
A model within 6” who has the “Feel no Pain” rule gets +1 on the roll

4. Psyker
The model becomes a Psyker Lvl 0 and gets access to the Psychic skills.

5. Resource Hunter
May roll one more dice during exploration.

6. Surgeon
In the Post Game sequence you may reroll one injury result on any squad member.

7. Commers
Add +2 to rarity rolls and you may re-roll 1 dice at exploration.

8. Tech Use
You can handle alien technology (….only stuff, not weapons)

9. Mechanic
The model may give up their turn to try and repair a Drone or a Construct. If base to base with such a model and not engaged in Close Combat he may roll a Leadership test in the Psychic phase to reapair one wound. (Injuries is repaired in reverse order) To do so he may not have moved or shot this turn.
The Mechanic may also repair one additional wound for free on Constructs.

10. ?


PSYCHIC SKILLS

1. Warp Focus
Add 6” to all powers range. 

2. Lvl Up
Adds one Mastery Level

3. Exotic Mind
Choose one power from a different school

4. Mass Mind
Add two more powers.

5. Master of Null
May re-roll any nullify roll he attempts.

6. Soul Bound to the Emperor
+1 on all psychic tests. (Nullify, cast etc.)

7. Warp Eyes
No LOS needed for any spell

8. Divination
You may reposition D3 models after setup.

9. Daemonic Attack
Once per game when an enemy psyker uses a power that affects the psyker he may unleach a Deamon instead.The power is automatically nullified. 
In addition, roll a D10; on a 1-3, a Daemon effectively destroys the enemy psyker. 
The enemy psyker adds his Mastery Level to the die roll, and you maydeduct the Warp Charge used to cast the power. 
This card will only affect Grey Knights and Ork Weirdboyz on a roll of 10 on D10 because they are especially resilient to Daemons.

10. [bookmark: _Toc415333405][bookmark: _Toc202500164][bookmark: WarpCardDestroyPower_Rle]Destroy Power
When you successfully nullify a power, roll a D10, and add +1 for each Mastery Level you have. On 7+ the enemy psyker loses the ability to use the power that was destroyed for the rest of the game. 

11. [bookmark: _Hlt430694487][bookmark: _Toc415333406][bookmark: _Toc202500165][bookmark: WarpCardEnergyDrain_Rle]Energy Drain
This skill may be used once per battle at any time during the current psychic phase instead of using a psychic power. The psychic phase is ended instantly. All psychic powers currently in play are instantly and automatically nullified.

12. [bookmark: _Hlt433694135][bookmark: _Toc415333410][bookmark: _Toc202500170]Ultimate Force
Once per battle as a power is being used; this skill makes the power unstoppable, it may not be nullified, reflected or destroyed on the turn in which it is cast.



STRENGTH SKILLS

1. Beast Slayer
Re-roll failed to wound rolls against Large creatures and models with 7+ in Toughness

2. Intimidate
Causes Fear when charging.

3. Bulging Biceps
May ignore up to -3 Initiative from close combat weapons. 

4. Mighty Blow
+1 on injury rolls in close combat

5. Hunter of Aliens
Though he knows such a task is greater than hisactions alone, the character hopes the vile xenos blood he spillsgoes some way to winning the Emperor’s war against this mostterrible of foes. 
The model gains +1 S and +1 to hit when fighting against Xenos.

6. Crushing Blow
The character has the ability to focus his entire body intoclose combat attacks. 
The character adds +1 to damage and injury rolls inflicted in melee but may only make one attack.

7. ?

8. ?

9. ?

10. ?


TOUGHNESS SKILLS

1. Feel No Pain
On an8+ roll the model may convert any injury to a KD result instead. You may not use this skill in CC if you are fighting alone

2. Survival
When Knocked out the model does not need to roll on the injury table on a 5+

3. True Grit
The character is able to shrug off wounds that would fell lesser men. 
The model is not affected by the “Instant death” rule, also the model does not suffer from Critical hits. (i.e. 2 wounds)

4. Eternal Warrior
Enemies get -1 on their Injury roll against the model.

5. ?

6. ?

7. ?

8. ?

9. ?

10. ?


SNEAK SKILLS

1. Assasin Strike
The character’s natural agility and graceful martial forms turnhim into a dervish of death on the battlefield. 
The model may move away from close-combat. It may not charge in the same turn that it broke away.

2. Stealth
+1 on all cover saves. Need one to get the bonus though.

3. Scout
The model may make a free normal move in the infiltration setup phase.

4. Outflank
Models with this skill may setup att a flanking tableedge where possible. Normal setup rules applie.

5. Climb
Models with this skill may climb walls etc. up to his total M characteristic in a single movement phase (but cannot run while he is climbing). Any remaining movement can be used as normal. If the height is more than the model’s normal move, he cannot climb the wall. To climb, a model must take an Initiative test. If he fails it whilst climbing up, he cannot move that turn. If he fails it while climbing down, he falls from where he started his descent (see falling further down). 

6. ?

7. ?

8. ?

9. ?

10. ?


SPEED SKILLS

1. Dive for Cover
The model may always run, even if within 8” of an enemy.

2. Sprint
The character can move at great speeds. When running the character moves an additional 3”.

3. Fleet “whatever”
The model may move an additional 2” in the assault phase if unengaged.

4. Counter Attack
The model gets +3 Initiative when assaulted.

5. Acrobat
Gains +3 on all Jump or Climb rolls, plus the model counts all falling distances as 2” shorter when calculating damage

6. Jump Up
The model may stand up from being Supressed without any penalties. (May run, fight as normal etc.)

7. Uncanny Reflexes
The model gains an 8+ invulnerable save against range attacks..

8. Evade
The model may attempt to evade enemy charges. 
He may move 2” when he is charged. (Before the charger moves)

9. ?

10. ?


CHAOS REWARDS

Minions
You may take the appropriate minions from the armylist for up to 40p? (Undivided = Cultists)

NURGLE

Nurgle’s Rot
After making normal attacks in HtH roll a D10 for each mortal enemy in base to base contact. On a roll of 10 they contract Nurgle’s Rot and suffer a single wound.

Plague Sword
See the Weapon section

Cloud of Flies
All mortal models in base to base with the champion gets -2 in WS.

Beast of Nurgle
See the Equipment section

KHORNE

Praise of Khorne
The Chaos Champion may retake any failed armour save. (only normal armour saves)

Collar of Khorne
Any psychic power that targets the wearer is automatically nullified. In addition the wearer is immune to hits from force weapons.

Axe of Khorne
See the Weapon section

Juggernaut of Khorne
See the Equipment section

TZEENTCH

Disc of Tzeentch
See the Equipment section

Breathe Fire
The model is equipped with a flamer that requires no hands to use.

Destiny of Tzeentch
The Psyker is always dealt the first force card each turn. In addition the Psyker always goes first in the psychic phase.

Fortune of Tzeentch
The Psyker is allowed to use a nullify each turn just as if he had been dealt a Nullify card. This nullify always work on a 7+, no matter what the psychic levels of the models involved.

SLAANESH

Allure of Slaanesh
To be able to strike the model in HtH the attacker must pass an Ld test with 2D10. The attacker may defend himself as normal.

Scream of Slaanesh
When the model charges it causes Fear with a -2 on the Ld roll

Steed of Slaanesh
See the Equipment section

Gaze of Slaanesh
Enemies in HtH with the Champion get -1 Attack.






[bookmark: _Toc335493940]Mutations
Any race can become a mutant. 
If random roll a D20, if picky pay double price…



1 Furry		
The Mutant is being covered by a thick layer of fur, gaining +1 saving throw. catch fire easily…

2 Extra arm / Limb
The mutant may wield an additional close combat weapon. With the right skill he may have 3 CC weapons.
The mutant may now use an additional one handed weapon during his shooting phase, with a -1 to hit modifier. Additional arms allow him to use more weapons, but he can only ever fire two weapons during a shooting phase.

3 Blubbery		
The unit gains a +1 toughness bonus, but cannotrun.

4 Warpstruck		
If the mutant is injured replace any Down result with a teleportation 1D10” in a random direction.

5 Horns
When the unit with this mutation charges, he gains +1 attack and +1 S, in addition to the normalcharge bonus.

6 Regenerate
The model may re-roll the post game injury.

7 Claws
The unit counts as having a close combat weapon with Rending.

8 Suction cupped	
The mutant unit may climb any vertical surfacewithout any form of penalty. 

9 Psychic		
The mutant gains Psyker 0 and gains access to Psychic skills.

10 Extra Head
Roll a d10 at the beginning of the maintenance phase. On a roll of 0+, the two heads squabble for leadership and the unit performs no action. Further rolls of this mutation will have a modifier of +1 for that roll. The benefits of having two heads is that the user can fire two weapons during his action phase, without any modifiers for doing so as long as he has enough limbs.

11 Stunted
The unit gains the STUNTY special rule. Its racial maximums for strength & toughness will be 5.

12 Cloven Feet
Apart from making the mutant look odd, this mutation gives the mutant the FLEET special rule.

13 Scorpion Tail
The tail grants the mutant +1 attack, resolved as a close combat weapon with poison 6+ and -3 I

14 Third Eye
Instead of shooting, then the unit may use its third eye mutation. All units that have a line of sight to themutant must roll as if affected by TERROR.

15 Scaly Skin
The mutant gains Reinforced Chitin

16 Hypnotic Gaze
The mutant may, instead of shooting, attempt to transfix a target in line of sight and within 10”. The target must roll a Ld check or become enthralled by the mutant. The target is treated as knocked down until the next turn.

17 Growth
The mutant now counts as a LARGE target, and increases its strength, toughness and wounds by +1 each. However, the mutant will also have -2 to his leadership and Initiative characteristic.

18 Psychic Blank
The mutant cannot be the target of, nor can he himself use, any psychic power

19 Unearthly Howl	
Instead of shooting, the mutant may give off an unearthly howl. All units within 12” of the mutant must roll aLd check (with +1) or Fall Back.

20 Wings
The unit has sprouted wings. It can now fly during its turn, ignoring any terrain while flying, and may fly up to a height of 12”. A unit with wings cannot carry any heavy weapon or any armor with a save of more than 8+ and still be able to fly. The unit may not charge or run an extra 4”, just fly 12”
21 


[bookmark: _Toc335493941]Constructs
[image: ]There are several types of constructs in the Gunhead 40k universe. (Walkers, Dreadnoughts, Robots, Beasts…) 
They all have some things in common, they are larger than a normal model and they are fearsome opponents. 
In close quarters there is little use for heavy weapons so all Constructs designed for this universe lack those kinds of armaments.

These rules apply to all constructs. In case they already have some of the rules ignore any repetitions.

· Fear.
To face a construct in close combat is not something most people want to do.

· Very Large Targets
All constructs is larger than the rest of the models and move in a slow manner so they are more easily hit with small arms.

· Slow and purposeful
Fitted with stabilizators and gyro-mounted weapons they can fire without penalty when they are on the move.

· Never pinned in close combat.
Unless the Construct is fighting a Large or Very Large model he may move away from close combat in the movement phase without penalties.

· Close Combat Weapons.
All Constructs counts as they were armed with a Close-combat weapon with -2 AP.

· Uppgrades
They cannot use normal equipment. 

· Post-Game Injury.
$ to fix. 20 cred per wound?.

· When wounded the constructs use this special injury chart instead of the normal one.

Special Injury Chart

3 wounds Left		Scratch	
		It is only flesh wound, No effect. 

2 wounds Left		Arm Destroyed.
Remove one weapon. If it is a Close Combat Weapon also reduce its attacks by one (to a minimum of one)

1 wounds Left		Immobilized 
		The model may not move.

0 Wounds Left		Destroyed
		The model is removed from play.

[bookmark: _Toc335493931][bookmark: _Toc335493936]Wargear


[bookmark: _Toc335493932]Price chart


WARGEAR		cost/rarity
Acid Maw	24/	9
Adamantine Mantle	8/8
[bookmark: _GoBack]Adamantium skull (Ork)	??
Ammo Runt (Ork)	8/7
Ammunition	
· Armour Penetrating (autogun,stubgun)	6
· Bolt Shells (Shotgun)	8
· Brainleech Worms(Devourer)	5/9
· Dragonfire Bolts (Bolter)	10
· Dum-dum bullets (Autogun, stubgun)	10
· Desiccator Larvae (Thorax Swarm)	16
· Electroshock Grubs (Thorax Swarm)	8
· Flechette Rounds (Bolter, Shotgun)	8
· Hellfire Rounds (Bolter)	10
· Hot shot (Shotgun)	16/10
· Kraken Bolts (Bolter)	8/10
· Man Stopper Shells (Shotgun)	10
· Overcharge Pack (Laser weapons)	4/-
· Psybolt	20/10
· Psyflame	16/10
· Scatter shot (Shotgun)	5
· Shield Breaker	16/10
· Shreddershard Beetles (Thorax Swarm)	8
· Shrieking Shurikens	??
· Slug (Shotgun)	8/-
· Teflon rounds (Autogun, stubgun)	6/9
· Toxin (Needle)	8/*
· Tranquilizer (Needle)	10/9
· Turbo Penetrator	20/10
· Vengeance Rounds (Bolter)	6
Attack Squig (Ork)	18
Auspex	10
Auxiliary Grenade Launcher 	12
Battlesuit Support slots	
· Advanced stabilization system	12
· Drone Controller	10
· Ejection system	15
· Iridium armour plates	18/10
· Jet pack	24
· Multi tracker	16/10
· Stimulant injector	10
· Twin Linked Battlesuit weapon systems	12
· Targeting Array	14/9
· Vectored retro-thrusters	10
Banshee Mask (Eldar Banshee)	13
Bionics	
· Combat Bionics	15/9
· Cyberneticus	10
· Electoos	6/9
· Lexmechanic	5
· Master-crafted Cybernetics	22/*
· Medical Cybernetics	12*
· Mechadendrites	24/10
· Mind Impulse Unit	13/9
· Munitorum	8
· Psi-booster	18/10
· Servo-Arm	15
· Spike Arm	?
· Steel Skull	?
· Technicus	5
· Telescopic Legs	5
· Touch of the Luminen	12
· Weapon Cybernetics	10*
Big Horns (Ork, Leader)	15
Big’Un Armour Upgrades	??




Bipod	8
Beast of Nurgle	28/10
Bombot	8
Cameleoline	8
Camo Cloak (Mantle) 	10/9
Chronometron (Necron)	10/10
Climbing Gear	3/-
Cloak of St. Aspira (Mantle)	8/9
Crimson Skull (Honour Badge, Medic)	13
Crusader Seals (Honour Badge, Astarte)	5
Copper Rod (Wierdboy)	16/9
Ceremonial upgrades	
· Admantium Blade	8
· Bio-Electric Field	10
· Echoes of the Dead	10/10
· Expanded Ammo Clip	12/7
· Extended Barrel	8
· Gyro-Stabilizers	10/9
· Krootox’s Punch	10
· Molded-Grip	15
· Phyllobate Grip	12/9
· Shrieking Bullets	10/10
· Shrunken Heads	12
· Vibroblade	12
Death Mask (Goggles)	12/9
Destroyer Body (Necron) 	30/9
Disc of Tzeentch	14/10
Digital Weapons 	18/10
Disruption Field (Necron)	5/8
Dok’s Tools (ork)	15/7
EMP Protection	14
Etherium	24/10
Familiar (Psyker)	
· Force Familiar	15/9
· Power Familiar	12/9
· Combat Familiar	10/9
· Magic Familiar	5/9
Flash Furs (orc)	10/10
Flip Belts	8
Frenzon	10/9
Gaze of Flame (Necron)	15/8
Ghosthelm (Eldar, Goggles)	10/9
Grav Chute (Mantle)	12
Grot Orderly (Ork)	10
Grot Oiler (Ork) 	5
Hexagrammic Wards	25/10
Honorifica Imperialis (Honour Badge)	25/9
Holy Relic	5
Implant Attack (Biomorph)	15/9
Imperial Laurel (Honour Badge, Astarte)	10/9
Immune	5/-
Iron Halo (Honour Badge, Astarte)	10
Iron Skull (Honour Badge, Astarte)	20/9
Infra-red Goggles (Goggles)	12/-
Juggernaut of Khorne	18/10
Jump Pack(Leader)	20/9
Kustom Job
· More Dakka	??
· Shootier	??
· Blasta	??
Locator Beacon	12
Lightning Field (Necron) 	25/9
Living Battering Ram 	13/7
Macharian Cross (Honour Badge)	15
Mandiblasters (Eldar Striking Scorpion)	12
Mantle of Ophelia (Mantle) 	10/9
Marksman’s Honour (Honour Badge, Astarte)	15
Maad’s Map	17/10
Magic Mushrooms	15/9
Medi-pack (Medic)	18
Mega Boosta (ork, leader)	10/9
Mekboy’s Tools (ork, mechanic)	??
Narthecium (Medic)	15
Nightmare Shroud (Necron) 	30/9
Oil Squig	??
Optic Membranes (Biomorph)	3/7
Order of the Scarlet Wing (Honour Badge)	13
Parawings	6/9
Photo-Visor (Goggles)	3/-
Phylactery (Necron)	??
Polymorphine	??
Psychic hood (Psyker)	28/9
Psyocculum	8/9
Purity Seal (Honour Badge, Astarte)	8
Respirator	3/-
Resurrection Orb (Necron)	40/9
Ribbon Intrinsic (Honour Badge)	11
Runes of Warding (Eldar)	12/9
Runes of Witnessing (Eldar)	15
Skull Trophies	12/9
Servo-skull	
· Weapon	24/9
· Medical	10/9
· Sight	20/9
· Auspex	5/9
· Survailence	12/9
Solar Pulse (Necron) 	20/9
Stealth field generator	22/10
Shiny Bitz	10
Sights	
· Avenger	15/9
· Infra-Red Sight	12/-
· Motion Predictor	10
· Omni-Scope	26/10
· Photo Sight 	3/-
· Preysense Sight	5
· Red-Dot Laser Sight	15
· Signum	10/9
· Targeter	18/9
· Telescopic Sight	12/-
· Targeting Squig	18
Silencer	15/-
Seer Runes	8
Staff of Sneaky Stealing (shaman, priest)	20/10
Steed of Slaanesh	20
Spirit Stones (Eldar)	25/10
Suspensors	10
Spiky Bits	6
Spore Cloud (Biomorph, Venomthrope) 	20
Spy Mask	4/9
Squighound (ork, companion)	14
Squig Breed (Squigs)	
· Spiked Squig	??	
· Gas Squig	??
· Rok Squig	??
· Spindly Squig	??
· Gnasher Squig 	??
· Bombsquig	??
Stimulant	15
Stumm Antidote	4/-
Swooping Hawk Wings (Eldar)	28
Swooping Hawk Grenade Pack (Eldar)	12
Symbiotic Rippers (Biomorph)	10
Thorax Swarm (Biomorph)	18
Targeting array (Drone)	8
Teleport Homer	5/8
Totem	
· Of the Monkey	5/-
· Of the Lion	10
· Kroothawk	18/9
· Sure foot Charm	8/-
· Blood of the Stalker	12
· Of the Favored Child	30/10
· Effigy of Mork(ork)	10
· Idol of Mork (ork)	14/9
· Of the Eagle	5
Tinker’s Tools	??
Toof Necklaces	8/9
Tunneling (Biomorph, Ripper) 	10
Turbo Swoop (ork)	14/9
Veil of Darkness (Necron) 	60/10 
Voltage Field (Biomorph)	10
Vox Caster	8/-
Ulumeathi Plasma Syphon	16/9
War paint (Ork, Kroot)	
· Of the Chameleon	8
· Of the Favoured Child	24/9
· Of Battle	12/9
· Of the Krootox	10
· Waaagh paint	14
· War paint	10/7
Winged Skull (Honour Badge, Imperial Guard)	10/9
Wolftooth Necklace (Astarte, Space Wolf)	15
Warp Jump Generator (Eldar)	24

ARMOUR
'Eavy Armour (Ork)	16
Artificer Armour 	50/10
Aspect Warrior Armor (Eldar)	16
Bonded Exoskeleton 	22
Big’Un Armour	??
Carapace Armour	14/7
Chitin (Tyranid)	10
Combat Shield	12
Conversion Field	34/9
Cranial Plating 	10
Cybork Body (Ork)	18/9
Cybernetic Enhancement	18
Defense Orbs (Jokaero)	30
Displacer field	30/10
Flak Jacket	10/-
Hardened Carapace (Tyranid)	19
Heavy Aspect Armur (Eldar)	19/9
Helmet	12
Holo-suit (Eldar, Harlequin)	24/10
Iron Halo (Power armour)	28
Kustom Bubblefield (Gretchin)	??
Kustom Force field (Ork)	48/9
Mega Armour (Ork)	89/10
Mesh armour	13/7
Phase Shifter (Necron) 	30/10
Power Armour (Astarte) 	45/9
Refractor Field	18
Refractory Armor Coating	8/8
Reduced Flak jacket	5/7
Reinforced Chitin (Tyranid)	13/-
Rosarius (Astarte)	45/10
Rune Armour (Eldar, Warlock)	24/9
Scout Armour (Astarte)	16
Shimmer shield (Eldar)	21/9
Squighide Jacket (Gretchin)	??
Storm Shield 	31/9
Synskin	18/10
Terminator Armour(Astarte, Leader)	92/10
Truesilver Armour	13/9
XV25 Stealth Armour (Tau)	46/9
XV15 Stealth Armour (Tau)	22
XV8 Crisis battlesuit (Tau, Leader)	55/10
Ward save	12
Warp Field (Zoanthrope) 	30
Wolf Tail Talisman (Space Wolves) 	12/9

CLOSE COMBAT WEAPONS
Axe	5/-
Axe of Khorne	17/9
Bayonet	12/7
Bonding Knife	9
Bone Sword	16
Bone Sabres	29/9
Biting Blade	18/9
Buzz Claw	??
Buzz Saw	??
C’tan Phase Blade	36/10
Cattle Prodder	11
Chain Axe	13
Chainsword	15/7
Choppa	7/6
Choppa Claw	??
Close combat Weapon	5/-
Combat Knife	5/-
Chainsabres	20/9
Chainfist	30/10
Cult Mechanicus Power Axe	20
Daemonblade	21/10
Daemonweapon	32/10
Darkblade	19
Demiglaives 	30/9
Diresword	21
Dreadaxe	8
Drilla	??
Eviscerator	28/9
Frostblade	21/9
Great Weapon	7/-
Harlequin’s Kiss	22/10
Hellglaive 	25/9
Honour Blade	10
Hydra Gauntlets	20/8
Lash Whip	5
Lightening Claws	22/9
Mirrorswords	23/10
Nemesis Force Sword	27
Nemesis Force halbard	22
Nemesis Daemon Hammer	32
Nemesis Warding Stave	25
Nemesis Falchions	30
Neuro Gauntlet	31/10
Null Rod	19/10
Plaguesword	15
Power Axe	17
Powerblades	24
Power Maul	11
Power Fist	28/9
Power Sword	16
Razor Flails	15
Rippy Blade	??
Rending Claws	13
Relic Blade	20
Scyting Talons	10
Scorpion Chainsword	17
Scorpion’s Claw	28/9
Shock Maul	8
Shokk stikk (Gretchin)	11/7
Singing Spear	36/10
Staff of Light	36/10
Sword	8/-
Thunder Hammer	15
‘Uge Choppa	16
‘Urty Syringe (Ork, medic)	??
Wolf Claws	25/10
Witchblade	31/10

SHOOTING
Animus Speculum	22/10
Autopistol	11/-
Autogun	17/6
Astarte Grenade Launcher	24/9
Avenger Catapult	39/9
Boltpistol	32/9
Blastmaster	58/10
Barbed Strangler	31/9
Boltgun	35/9
Burna	25/7
Burst Cannon	34/9
Bio-Electric Pulse	23
Big Shoota	??
Combat Shotgun	29
Combi-Weapon	*
Condemnor Bolter	47/10
Cyclone Missile Launcher	??/10
Cyclic Ion Blaster	??
Death Spinner	30/9
Doom Siren	31/9
Devourer	43
Executioner Pistol	34/10
Exitus Pistol	25/9
Exitus Rifle	45/9
Fusion Gun	33/9
Fusion Pistol	30/9
Fleshborer	15
Flamer	23/7
Grenade Launcher	20
Grot Blasta	??
Grotzooka	??
Hand Cannon	19
Hawk’s Talon	39
Heavy Bolter	55/10
Heavy Flamer	27
Hellpistol	18
Hellgun	31
Hellrifle	56/10
Heavy Stubber	52
Hot-shot Lasgun	18
Incinerator	31/9
Kai Gun	44
Kroot pistol	28
Kroot Gun	34
Kroot Hunting Rifle	36
Kroot Rifle	28
Kustom Grotblasta	??
Lasblaster	32
Lasgun	18
Laspistol	15
Lascarbine	19
Long-las Rifle	34
Markerlight	10
Melta Gun	??
Mortar	??
Missile Pod	20
Needle Pistol	24
Needle Rifle	28
Neural Shredder	36/10
Plasma Gun	34/9
Plasma Pistol	28/9
Psilencer	40/10
Pulse Rifle	36
Pulse Carbine	33
Ranger Long Rifle	44
Rail Rifle	49
Revolushun Blasta	??
Ripper Gun	39
Ripper Tentacles 	31
Rokkit Launcha	??
Rokkit Pistol	??
Spinneret Rifle	38
Sunrifle	48
Shotgun	17
Shuriken Catapult	35
Shuriken Cannon	48
Shuriken Pistol	35
Shoota	33
Sniper Rifle	26
Spike Rifle	23
Sonic Blaster	40
Splinter Rifle	23
Splinter Pistol	23
Splinteret Rifle	30
Storm Bolter	40
Stubgun	14
Triskele	36
Wraithcannon	30

GRENADES
Anti Plant	4
Blind	5
Blight Grenade	15
Bomb Belt (Penal Legion)	18
Choke Grenade	??
Egerian Geode	20
EMP grenades 	10
Empyrean Brain Mines	8/10
Flash grenades	5
Frag Grenade	8
Frag Spines	5
Hallucinogen Grenades	8
Haywire Grenades	12
Krack	8
Knock-out grenades	8
Melta bomb	16
Plasma Grenades	15
Photon Flare	6
Psychotroke Grenade	8
Psyk-Out Grenade	16
Scare 	6
Smoke	3
Spore Mines 	??
Squig Stikkbomb	??
Stasis grenade	30
Stikkbombz	12
Stumm grenade	9
Stun grenade	3
Tanglefoot grenade	8

MUTATIONS
Acid Blood	10
Blubbery	3
Cloven Feet	5
Claws	12
Extra Arm	25
Extra Head	13
Enhanced Smell	5
Flame Breath	20
Furry	3
Greased Lightning	5
Grotesque Physique	8
Growth	20
Horns	13
Hypnotic Gaze	12
Heightened Senses	4
Horryfying	5
Psychic Blank	10
Psychic	5
Regenerate	10
Scorpion Tail	20
Suctioncupped	10
Stunted	5
Scaly Skin	10
Tentackles	15
Third Eye	20
Uncanny Beuty	15
Unearthly Howl	18
Warpstruck	15
Wings	20



Weapon Table

SHOOTING
	Name
	Short
Range
	Long
Range
	Strength
	AP
	Type

	Airbursting Fragmentation Projector
	0-6
	6-18
	6
	-1
	Heavy 1, Blast 2”, Assault

	Animus Speculum
	0-4
	4-8
	5
	-4
	Rifle 2, Assault, Special

	Astarte G. Launcher
	0-8
	8-24
	*
	*
	Rifle 1, Special

	Autopistol
	0-6
	6-12
	4
	-
	Pistol 1

	Autogun
	0-9
	9-18
	4
	-
	Rifle 1, Assault

	Avenger Catapult
	0-9
	9-18
	6
	-2
	Rifle 2, Assault

	Barbed Strangler
	0-12
	12-24
	6
	-1
	Rifle 1, Assault

	Big Shoota
	0-12
	12-24
	8
	-3
	Heavy 2

	Bio-electric Pulse
	Template
	-
	4
	-1
	Rifle 1, Flamer

	Blastmaster (varied)
	0-12
	12-24
	6
	-3
	Rifle 2, Assault, Pinning

	Blastmaster (single)
	0-12
	12-30
	8
	-4
	Heavy 1, Blast 2”, Pinning

	Boltpistol
	0-8
	8-16
	6
	-3
	Pistol 1, Pinning

	Boltgun
	0-12
	12-24
	6
	-3
	Rifle 1, Pinning

	Burna
	Template
	
	4
	-1
	Rifle 1,Flamer

	Burst Cannon
	0-6
	6-18
	6
	-2
	Rifle 2

	Combat Shotgun
	0-6
	6-12
	5
	-
	Rifle 2, Assault

	Condemnor Boltgun (Crossbow)
	0-12
	12-18
	6
	-
	Rifle 1, Assault, Psi.Shock

	Cyclone M. Launcher
	0-6
	6-18
	*
	*
	Special

	Cyclic Ion Blaster
	0-6
	6-18
	4
	-2
	Heavy 3, Gauss

	Death Spinner
	Template
	
	5
	-
	Rifle 1, Special

	Devourer
	0-9
	9-18
	5
	-
	Rifle 3, Assault

	Doom Siren
	Template
	
	6
	-2
	Rifle 1

	Exitus Pistol
	0-9
	9-12
	5
	-4
	Pistol 1

	Exitus Rifle
	0-12
	12-36
	6
	-4
	Rifle 1, Sniper, Pinning

	Executor Pistol
	0-6
	6-12
	6/x
	-3
	Pistol 1, Poison 4+

	Flamer
	Template
	
	4
	-1
	Rifle 1, Flamer

	Fleshborer
	0-6
	6-12
	4
	-1
	Rifle 1, Assault

	Fusion Pistol
	0-4
	4-8
	6
	-4
	Pistol 1, Melta

	Fusion Gun
	0-6
	6-12
	6
	-6
	Rifle 1, Melta

	Grenade Launcher
	0-8
	8-18
	*
	*
	Rifle 1, Special

	Grotzooka
	0-6
	6-16
	6
	-2
	Heavy, Blast 1”, Pinning

	Grot Blasta
	0-6
	6-10
	4
	-
	Pistol 1

	Hand Cannon
	0-4
	4-8
	6
	-
	Pistol 1

	Hawks Talon
	0-12
	12-24
	5
	-2
	Rifle 2, Assault

	Heavy Bolter
	0-12
	12-24
	7
	-3
	Rifle 3, Heavy

	Heavy Flamer
	Template
	
	5
	-1
	Rifle 1, Flamer

	Heavy Stubber
	0-16
	16-30
	6
	-2
	Rifle 3, Heavy

	Hellgun
	0-12
	12-24
	4
	-1
	Rifle 2, Gets Hot

	Hellpistol
	0-6
	6-12
	4
	-2
	Pistol 2, Gets Hot

	Hellrifle
	0-12
	12-36
	8
	-5
	Rifle 1, Heavy, Rending

	Hot-shot Lasgun
	0-6
	6-18
	4
	-3
	Rifle 1

	Incinerator
	Template
	0-12
	5
	-3
	Rifle 1, Flamer, Special

	Inferno Pistol
	0-6
	-
	7
	-5
	Pistol 1, Melta

	Kai Gun
	0-12
	12-24
	7
	-4
	Rifle 2

	Kroot Gun
	0-12
	12-18
	7
	-2
	Rifle 1, Heavy

	Kroot Hunting Rifle
	0-12
	12-30
	6
	-2
	Rifle 1, Sniper

	Kroot Rifle
	0-12
	12-24
	5
	-1
	Rifle 1, Special

	Kroot pistol
	0-6
	6-12
	5
	-1
	Pistol, Assault, Special

	Kustom Grot Blasta
	0-6
	6-12
	4
	-
	Pistol 2, Special

	Lasblaster
	0-12
	12-24
	4
	-2
	Rifle 2, Assault

	Lasgun
	0-12
	12-24
	4
	-1
	Rifle 1

	Laspistol
	0-6
	6-12
	4
	-1
	Pistol 1

	Lascarbine
	0-12
	12-24
	4
	-
	Rifle 1, Assault

	Long-las Rifle
	0-12
	12-36
	5
	-3
	Rifle 1, Sniper

	Markerlight
	0-18
	18-36
	-
	-
	Rifle 1. Heavy

	Meltagun
	0-6
	6-12
	7
	-6
	Rifle 1, Melta

	Missile Pod
	0-5
	5-12
	4
	-
	Rifle D3

	Mortar
	0-12
	12-48
	X
	X
	Rifle 1, Heavy, Ind. Fire

	Needle Rifle
	0-12
	12-24
	X
	-1
	Rifle 1, Poison 6+, Special

	Needle pistol
	0-6
	6-12
	X
	-1
	Pistol 1, Poison 6+, Special

	Neural Shredder
	Template
	
	8*
	-5
	Pistol 1, Special

	Plasmagun
	0-8
	8-18
	6
	-5
	Rifle 1-2, Gets Hot, Assault

	Plasmapistol
	0-6
	6-12
	5
	-5
	Pistol 1-2, Gets Hot

	Psilancer
	0-12
	12-18
	4
	-
	Rifle 3, Heavy

	Psycannon
	0-6
	6-18
	5
	-2
	Rifle 2, Special

	Pulse Carbine
	0-9
	9-18
	7
	-2
	Rifle 1, Pinning, Assault

	Pulse Rifle
	0-12
	12-30
	7
	-2
	Rifle 1

	Ranger Long rifle
	0-12
	12-36
	5
	-4
	Rifle 1, Sniper, Pinning

	Rail Rifle
	0-12
	12-36
	7
	-4
	Rifle 1, Heavy, Pinning

	Revolushun Shoota
	0-6
	6-18
	4
	-
	Assault 2, Gets Hot

	Ripper Gun
	0-6
	6-12
	5
	-
	Rifle 3, Assault

	Ripper Tentacles
	0-6
	-
	4
	-1
	Rifle 3, Assault

	Rokkit Launcha
	-
	6-18
	6
	-2
	Heavy 2, Gets Hot, Pinning

	Rokkit Pistol
	0-6
	6-12
	6
	-1
	Pistol 1, Gets Hot

	Shoota
	0-6
	6-18
	5
	-1
	Rifle 2, Assault

	Shotgun
	0-6
	6-12
	5
	-
	Rifle 1, Assault

	Shuriken Catapult
	0-6
	6-12
	6
	-2
	Rifle 2, Assault

	Shuriken Cannon
	0-12
	12-30
	7
	-3
	Rifle 2, Heavy

	Shuriken Pistol
	0-6
	6-12
	6
	-2
	Pistol 2

	Sniper Rifle
	0-12
	12-30
	5
	-2
	Rifle 1, Sniper

	Sonic Blaster
	0-6
	6-18
	6
	-2
	Rifle 2, Assault or Heavy 3

	Splinter Rifle
	0-12
	12-24
	5
	-1
	Rifle 1, Special

	Spinneret Rifle
	0-9
	9-18
	5
	-6
	Rifle 1, Assault, Pinning

	Spike Rifle
	0-9
	9-18
	5
	-
	Rifle 1, Assault

	Splinter Rifle
	0-9
	9-18
	X
	
	Rifle 1, Assault, Poison 6+

	Splinter Pistol
	0-6
	6-12
	X
	
	Pistol 1, Poison 6+

	Staff of Light
	0-6
	6-10
	6
	-3
	Assault 1

	Storm Bolter
	0-12
	12-24
	6
	-3
	Rifle 2

	Stub Gun
	0-9
	9-18
	4
	-
	Rifle 1

	Sunrifle
	0-12
	12-24
	5
	-1
	Rifle 3, Assault, Pinning

	Triskele
	0-6
	6-12
	4
	-4
	Pistol 3, Special

	Wraith Cannon
	0-6
	7-12
	X
	-6
	Rifle 1, Assault, Poison 5+

	Web of Skulls
	0-3
	3-12
	6
	-3
	Pistol 1, Special



CLOSE COMBAT
	Name
	Type

	Strength
	AP
	Initiative
	Special

	‘Uge Choppa
	Axe
	+2
	*
	-3
	Special

	Axe
	Axe
	As User
	-1
	-1
	-

	Axe of Khorne
	Axe
	+1
	-3
	-
	Special

	Bayonet
	Piercing
	+1
	-1
	+1
	Special

	Biting Blade
	Blade
	+2
	-3
	-
	Parry, 2-H

	Bonding Knife
	Piercing
	As User
	-2
	-1
	Special

	Bone Sabres
	Blade
	As User
	-4
	+1
	Parry, Rending

	Bone Sword
	Blade
	As User
	-
	-
	Parry, Special

	Burna
	Bludgeon
	As User
	-3
	
	Power Weapon, 2-H

	Buzz Claw
	Bludgeon
	+1
	-4
	-
	Special, Construct

	Buzz Saw
	Bludgeon
	+2
	-4
	-
	Construct

	C’tan Phase Sword
	Blade
	As User
	-4
	
	Power Weapon, Parry, Special

	Cattle Prodder
	Bludgeon
	+1
	-3
	-
	2-H, Power Weapon

	Chain Sabres
	Blade
	+1
	-2
	-
	Parry, Special

	Chain Fist
	Bludgeon
	10
	No Save
	-3
	Special

	Chain Axe
	Axe
	+1
	-3
	-1
	-

	Chainsword
	Blade
	+1
	-2
	-
	Parry

	Choppa
	Blade
	As User
	*
	-
	Special

	Choppa Claw
	Bludgeon
	As User
	-4
	-
	Special, Construct

	Combat Knife
	Piercing
	-1
	-
	+1
	-

	Close Combat Weapon
	Bludgeon
	As User
	-
	-
	-

	Cult Mechanicus Power Axe
	Axe
	-/+2
	-6
	-1
	Power Weapon, Special

	Darkblade
	Blade
	+2
	-4
	-1
	Parry, 2-H

	Daemonblade
	Blade
	+2
	-2
	-3
	Parry, 2-H, Special

	Daemonweapon
	Varies
	+2
	-4
	-3
	2-H, Special

	Demiglaives 
	Blade
	+1/+2
	-2/-4
	
	Parry, Special

	Dreadaxe
	Axe
	As User
	-1*
	-1
	Ignores invulnerable saves.

	Drilla
	Piercing
	As User
	No Save
	-
	Construct

	Dire Sword
	Blade
	As User
	-4
	-
	Power Weapon, Parry, Special

	Eviscerator
	Blade
	8
	No Save
	-3
	2-H, Parry

	Force Weapon
	Varies
	As User
	-
	-
	Force Weapon

	Frost Blade
	Blade
	+1
	No Save
	-
	Power Weapon, Parry

	Great Weapon
	*
	+1
	-1
	-3
	2-H

	Harlequin’s Kiss
	Piercing
	X
	-2
	-
	Poison 5+, Rending, Whip

	Hellglaive 
	Axe
	+2
	-3
	
	2-H, Special

	Honour Blade
	Blade
	+1
	-
	-
	Parry, 2-H

	Hydra Gauntlets
	Bludgeon
	+1
	-1
	
	Special

	Lash Whip
	Bludgeon
	As User
	-
	-1
	Whip

	Lightning Claws
	Blade
	As User
	No Save
	+1
	Power Weapon, Special

	Mirror Swords
	Blade
	As User
	-4
	+1
	Power weapon, Parry, Special

	Nemesis Force Sword
	Blade
	As User
	-4
	
	Parry, Special, Force Weapon

	Nemesis Force Halberd
	Axe
	+1
	-5
	-1
	2-H, Special, Force Weapon

	Nemesis Daemon Hammer
	Bludgeon
	+2
	-2
	-3
	2-H, Force Weapon, Pinning

	Nemesis Warding Stave
	Bludgeon
	As User
	-
	-
	2-H, Special, Force Weapon

	Nemesis Falchions
	Blade
	As User
	-
	-
	Force Weapon, Special

	Neuro Gauntlet
	Bludgeon
	+2
	-5
	-
	Special

	Null Rod
	Bludgeon
	As User
	-2
	-
	Special, Power Weapon

	Plaguesword
	Blade
	As user
	-2
	-
	Parry, Instant Death

	Power Axe
	Axe
	+1
	-5
	-1
	Power weapon

	Power Blades
	Blade
	As User
	-4
	-
	Power Weapon, Parry, Special

	Power Fist
	Bludgeon
	10
	No Save
	-3
	Power Weapon

	Power Maul
	Bludgeon
	As User
	-3
	-
	-

	Power Sword
	Blade
	As User
	-4
	-
	Power weapon, Parry

	Razor Flail
	Piercing
	As User
	-1
	
	Flail, Parry

	Rippy Blade
	Blade
	As User
	-1
	-
	Poison 6+

	Relic Blade
	Blade
	+2
	-4
	-2
	2-H, Parry, Power Weapon

	Rending Claws
	Blade
	As User
	-
	+1
	Parry, Rending

	Scorpion Chainsword
	Blade
	+1
	-3
	-
	Parry

	Scorpion’s Claw
	Bludgeon
	10
	No Save
	-3
	

	Scythian Venom Talon
	Piercing
	As User
	-1
	-
	Poisonous 4+

	Scyting Talons
	Blade
	As User
	-
	+1
	Special

	Singing Spear
	Piercing
	8
	-3
	+2
	Force Weapon, Special

	Staff of Light
	Bludgeon
	6
	-3
	
	Power Weapon

	Shock Maul
	Bludgeon
	As User
	-
	-
	Knock Out

	Shokk stikk
	Bludgeon
	5
	-2
	-
	Power Weapon

	Sword
	Blade
	-
	-
	-
	Parry

	Thunder Hammer
	Bludgeon
	+2
	-2
	-3
	2-H, Power Weapon, Pinning

	Triskele
	Piercing
	As User
	-3
	-
	Power Weapon

	Warscythe
	Blade
	+2
	No Save
	
	Special, 2-H

	Wolf Claws
	Blade
	+1
	No Save
	+1
	Power Weapon, Special

	Witchblade
	Blade
	8
	-4
	-
	Parry, Special





GRENADES
	Name

	Strength
	AP
	Template
	Special

	Anti-plant
	Na.
	Na.
	2”
	Gas, Leave the marker

	Blind
	Na.
	Na,
	2”
	Gas, Blocks LOS, Leave the marker

	Blight
	Na.
	Na.
	
	Gas

	Bomb Belt
	8
	-3
	3”
	The wearer goes OOA automatically.

	Choke
	
	
	
	Gas

	Empyrean Brain Mines
	Na.
	Na.
	Nil
	Use in CC only

	Egerian Geode
	5
	No Save
	2”
	.

	EMP
	Na.
	Na.
	2”
	Takes out electric equipment, leave the marker

	Flash 
	Na.
	Na.
	3”
	.

	Frag 
	5
	-
	2”
	.

	Hallucinogen
	Na.
	Na.
	
	Gas

	Haywire
	Na.
	Na.
	
	Takes out electric equipment, leave the marker

	Krack
	7
	-4
	nil
	No area effect

	Knock-out
	4
	No Save
	
	Gas, Knock Out. 

	Melta Bomb
	7
	-6
	
	Heavy

	Photon Flare
	Na.
	Na.
	2”
	

	Psychotroke
	Na.
	Na.
	
	Gas

	Psyk-out
	6
	-3
	2”
	.

	Plasma
	
	
	
	

	Scare
	Na.
	Na.
	2”
	Gas

	Smoke
	Na.
	Na.
	2”
	Blocks LOS

	Spore Mine
	
	
	
	

	Squig Stikkb..
	5
	-2
	2”
	Special: No Scatter, Only affects one model under the template

	Stasis
	Na.
	Na.
	1,5”
	Heavy

	Stikkbombz
	5
	-
	2”
	Throw an extra 4”

	Stumm
	5
	-
	1,5
	Gas

	Stun
	4
	No Save
	2”
	

	Tanglefoot
	Na.
	Na.
	3”
	Creates difficult terrain, leave the marker

	
	
	
	
	



To Hit Chart (Range)

	Ballistic Skill
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	To Hit
	9+
	8+
	7+
	6+
	5+
	4+
	3+
	2+
	2+
	2+
	2+



Hit modifiers 
It is easier to hit a target that is in the open compared to a target behind cover. These situations are represented by the following modifiers: 
 (1 is always a miss and 10 always hits)

-1	Cover	If any part of the model is obscured by scenery or other models then it counts as being in cover. 
-2	Hard cover	If behind or standing partially behind “real” cover; concrete, fortifications, houses or barricades…
-1	Hiding	If the target is in hiding.
-1	Movement	If the shooter moved (other than standing up or turning on the spot).
-1	Standing up	If the shooter stood up from being knocked down.
-1	On the ground	If the target is Knocked Down or is laying down.
-1	Small target	Stunty or Tiny creatures
+1	Large target	Large creatures

To Hit Chart (Close Combat)
Weapon skill vs. Weapon skill

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	1
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+
	10+

	2
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+

	3
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+

	4
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+

	5
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+

	6
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+

	7
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+

	8
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+

	9
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+

	10
	2+
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+



To Hit modifiers (1 is always a miss and 10 always hits)

+2	The target is Knocked Down
+3	The target is immobilized

To Wound Chart

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	1
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+
	10+

	2
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+
	10+

	3
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+
	10+

	4
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+
	10+

	5
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+
	10+

	6
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+
	10+

	7
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+
	9+

	8
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+
	8+

	9
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+
	7+

	10
	2+
	2+
	2+
	2+
	2+
	2+
	3+
	4+
	5+
	6+




Modifiers
+2	If the model is Knocked Down
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