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Creating a Squad
Before you begin to play you must recruit a squad to take part in the battle.
In this section of the rules we take a detailed look at each of the squadss and provide the information you need to recruit a squad of that type.Use the lists that follow to recruit and equip your squad

You have 700credits to spend. (Or whatever your group agrees on)

Each model and their equipment (if you choose to buy any) costs a set amount of credits. Any unspent credits are put into the squad’s treasury and can be used later or hoarded to buy something more expensive. 
To start with you must recruit at least three squad members including a leader.

Skill tables and starting experience 
The squad lists also include information about which skills they can choose as they progress in the game. Some wsquads also include separate skills unique to that squad. 

Officers and Squad members.
For game purposes the models in your squad are classified as Officers and Squad members. 

Officers
These are exceptional individuals who have the potential to become legends. Officers can be armed and equipped individually and may carry any special equipment they might pick up during the campaign. 

Leader 
Every squad must have a leader. He makes the decisions and leads your squad through the darkness.

Other officers
Apart from its leader, your squad may include up to four other Officers from the list, who form the core of your squad. A squad may never include more Officers of any specific type than the number given in the list, and no squad may have more than six officers. This means that yoursquad can only get the maximum of six Officers by gaining experience with their Squad members, if you want more than one squad member to level up to become an officer you havet o abbandon one or more of your ordinary slots to make room.

Squad Members
Squad members typically fall into two groups. There are Henchmen such as the Brethren of the Possessed, Skaven Verminkin and Mercenary Swordsmen. These Henchmen gain experience and become better as time goes by. They are bought in groups of one to five models. 
The other type of Henchmen are those such as War hounds and Zombies. These are too dim or too primitive to gain experience. 
Henchmen may never use any special equipment you acquire during their adventures (unless otherwise noted); only Heroes may do so. Henchmen can include potentially powerful warriors, but Heroes always have an edge over them with their potential to gain extra experience. 
All Squad members belong to a Squad group, which usually consists of between one and five individuals. Squad groups gain experience collectively and gain advances together. 

Weapons and armour 
Each model you recruit can be armed with up to two close combat weapons (in addition to his free dagger), up to two different ranged weapons and any armour or wargear chosen from the appropriate list. Models may be restricted in regard to which types of weapons they can use. The squad’s equipment lists tell you exactly what equipment is available. Note that you may not buy rare weapons and armour when starting a squad only stuff from the depot.
Every model in each squad group must be armed and armoured in the same way. This means that if your squad group has four models, and you want to buy themlasguns, you must buy four lasguns. 

Squad roster 
You’ll need a squad roster sheet to record the details of your squad.
When you choose a squad, take a roster sheet and write down the details of each Officer and Squad  group in the appropriate places. 

Ready for battle 
The Squad is now ready to start its fighting career 
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A Space Marine is no mere man. He is a superhuman being, born of scientific manipulation and genetic modification, as different from humankind as steel is from iron. Through years of the most exhaustive and rigorous training, the rough firmament of the Space Marine's mind and body are forged into that of a warrior supreme, with battle-skills and faculty of reason that far surpass those of the common man. Thus transfigured, the Space Marine is forevermore separate from those he protects. He is no longer mortal in the truest sense, for a part of his heritage is now that of the immortal Emperor, and a spark of that same majesty flows within his veins.



STRATEGY RATING		3
ATTACK SPEED		1



SPECIAL RULES

ASTARTE
Space Marines is trained in the use of the imperials finest gear. A model with this skill can use any equipment marked “Astarte”.

‘AND THEY SHALL KNOW NO FEAR’
Space Marines is hardened war veterans and it takes more than a close shot to get them to the ground. They are immune to Pinning

BOLTER DRILL
No squad is as familiar with the bolter as the Tactical Marines. Due to their long friendship with the weapon they can fire with much more accuracy than normal even when on the move.
A marine with this skill gains the Hip Shooter skill when using a bolter.

PROFICIENCY
The veteran may specialize when he becomes more experienced, choosing any of the paths below. Once the choice has been made there is no turning back. The veteran can choose not to follow any specific path and continue his life as a veteran. Any time the veteran gains a level he may substitute his advancement roll and choose a career instead.

· Honour guard
The unit gains one attack.
Skill List: Combat, Strength, Toughness, Speed
· Apothecary
The unit gains the Medic skill and is now considered a Medic.
Skill List: Shooting, Techno, Toughness
· Chaplain
The unit gains the Fearless skill and is now considered a Priest.
Skill List: Combat, Shooting, Leadership, Strength, Toughness
· Librarian
The unit is now a Psyker Lvl 0
Skill List: Combat, Leadership, Psyker
· Techmarine
The unit is now considered part of the Mechanicum. Gains the skill Blessing of the Omnissiah
Skill List: Combat, Shooting, Techno

DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Bayonet		12
Chain Axe		13
Chain Sword		15
Closecombat weapon	5
Combat knife		3
Shock Maul		8
Sword		8

SHOOTING
Auto Pistol		11
Hellpistol		18
Hellgun		31
Lasgun		18
Lascarbine		19
Shotgun		17

SPECIAL
Flamer		23	
Grenade Launcher		20
Heavy Flamer		27
Sniper rifle		26

GRENADES
Flash		5
Frag		8
Krak		??
Smoke		3
Stun		3
Stumm		??

ARMOUR
Carapace		14
Flak		10
Scout Armour		16

WARGEAR
Armour Piercing (Ammo)	6
Auspex		10
Auxiliary Gernade Launcher	12
Bipod		8
Camo Cloak		10
Climbing Gear		3
EMP Protection		14
Flechette Rounds (Ammo)	8
Infra-Red Goggles		12
Man Stopper Rounds (Ammo)	10
Photo Visors		3
Respirator		3
Silencer		15



OFFICERS

CLOSECOMBAT
Power Axe		17
Power Fist		28
Power Maul		11
Power Sword		16

SHOOTING
Boltgun		35
Bolt Pistol		32
Combat Shotgun		29
Hellpistol		18
Hellgun		31
Needle Rifle		28

SPECIAL
Astartes Grenade Launcher	24

GRENADES
Anti-plant		5
Blind		5
EMP		10
Melta bomb		??
Plasma		??

ARMOUR
Power armour		45

WARGEAR
Jump Pack		20
Medi-Pack		18
Narthecium		15
Psychic Hood 		28
Red Dot Sight (sight)	15	
Servo Arm		20
Telescopic Sight (sight)	12	






















OFFICERS

1 Sergeant (Leader)	145p

Each Tactical squad is led by a grizzled Sergeant who has survived and thrived through several decades, or even centuries, of hard and brutal campaigning. It is essential that a Tactical squad be led by a canny and daring individual capable of reading the battle for opportunity, and it is quite common for Tactical squad Sergeants to be seconded from the elite 1st Company. So is it ensured that the mainstay of the Chapter's battle forces are led by the most experienced of its warriors.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	7
	7
	6
	6
	2*
	6
	2
	9



STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES Leader, Fearless, ‘And they shall know no fear’, Astarte.

SKILL LISTS Combat, Shooting, Leader, Techno, Psychic, Strength, Toughness


0-1 Veteran	130p

Veterans deploy wherever the battleline is most vulnerable, facing down the most impossible odds with icy calm and precise bursts of bolter fire. They are the very image of what every Space Marine aspires to become, and the pinnacle of any Chapter's fighting force.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	6
	6
	6
	6
	2*
	6
	1
	8



STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES ‘And they shall know no fear’, Astarte, Bolter Drill, Proficiency

SKILL LISTS Combat, Shooting, Leadership, Strength, Toughness


0-3 Space Marines	115p

Tactical Marines are the most numerous of Space Marine warriors, and as their name suggests they are equipped and trained to fulfill the widest range of battlefield roles. Armed with the iconic boltgun, Tactical Marines provide the bulk of the Kill-team’s firepower, which they are able to lay down in a devastating fusillade even as they advance implacably towards their objective.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	6
	6
	2*
	6
	1
	7



STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES ‘And They Shall Know No Fear’, Astarte, Bolter Drill

SKILL LISTS Combat, Shooting, Toughness


0-3 Scout Sergeant	67p

Throughout his entire tenure as a Space Marine Scout, the recruit is watched over and taught by his sergeant, his actions guided and judged as he strikes the foe at the weakest point with bolter, shotgun and blade

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	5
	5
	1
	6
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Scout, And They Shall Know No Fear, Astarte, Bolter Drill

SKILL LISTS Combat, Shooting, Toughness, Sneak


SQUAD

0-3 Space Marine Scouts	62p

When first accepted into a Space Marine Chapter, a new recruit joins the ranks of the 10thCompany as a Space Marine Scout. He is placed under the tutelage of a sergeant who will lead him on the field of battle and oversee his training and educate him in what it truly means to be one of the Adeptus Astarte’s

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	5
	5
	1
	6
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Scout, And They Shall Know No Fear


0-1 Space Marine Dreadnought	

When a Space Marine suffers grievous harm, the like of which even his superhuman physique cannot endure, his ravaged body is borne from the battlefield with great reverence. Most such men die swiftly of their wounds, or receive the Emperor's Mercy from one of the Chapter's Apothecaries. Their lifeless forms are cremated, interred or sent to journey the infinite void, according to the traditions of the Chapter.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	5
	6
	6
	8
	8
	4*
	6
	2
	8



STARTING EQUIPMENT Dreadnought Power Armour

SPECIAL RULES Machine, Construct, Astarte
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The Imperial Guard comprises countless billions of soldiers drawn from a million worlds who stand against the innumerable threats that would se the Imperium of Man torn asunder. Serried ranks of soldiers and columns of semi clad tanks face monstrous savages and inhuman horrors. The Imperial Guard forms the very backbone of the Imperium, without which Mankind would surely fall to the predations of aliens’ heretics and worse.



STRATEGY RATING		1
ATTACK SPEED		1



SPECIAL RULES


ORDERS RECIVED SIR!
Any models within 6” or who has a direct link to the Commander may try and follow the Commanders order if they succeed with a Ld test. If the test is a failure and a 10 was rolled the model forfeit the opportunity to act in the shooting phase due to the fact that he misunderstood the order…

FIRE ON MY TARGET
Assisted by binoculars and good tactical information the Commander may guide his fellow companions onto the right target. Any friendly model that follows the order gets +2 on BS as long as they target the same model as the commander.

FIRST RANK -FIRE!, SEKOND RANK -FIRE!
Unleashing a volleyinto the enemy tothe tempo of the officers command makes the guardsmen fire faster. If stationary any model obeying the command and who remains stationary may fire one additional shot. This order can only be followed by models within range not via link.

MOVE! MOVE! MOVE!
Trying to keep up, the model gain +1 Move.

TAKE COVER
Models keep their heads down. -1 extra cover save.


GENUINE STRATEGIST
The Astropath has a telepathic link to Orbital observations, knowing their enemies every move. 
The Player gets +1 on the roll ‘who goes first’ each turn.

LOOK OUT…AHRGHH!
Whilst the bodyguard is alive, each time a friendly model within 2” takes a wound you may allocate it to the bodyguard instead.

AURA OF DISCIPLINE
Any friendly model within 6” becomes immune to pinning and gets +1 on all Ld tests. If a model within 6” fails any Ld test the Commissar will “execute” the model for its cowardly manners. (roll on the injury table) and if he is still alive, consider the Ld roll a success.

DESPERADO
Penal Legionaries are rugged and resourceful, having survived many dangerous situations by the skin of their teeth. Roll a D10 before deployment.
1-3 Gunslingers (Lasgun gainsRifle 2) 
4-6 Psychopaths (Counter attack, Fleet)
7-10 Knife Fighters (CC attacks become Rending)

RIGHTEOUS FURY
The priest and models within 2” may reroll hits in the first turn of close combat 

HEAVY WEAPON TEAM
A unit with this skill consists of 2 models and as long as it has at least 2 wounds it may ignore the -1 M penalty and any heavy weapon counts as twin linked.

ROOKIE
The warrior is new to the battlefield and must fight alongside a comrade or be subject to Ld test or Fall back if there is no friendly models within 4”.

SPECIAL OPS
Before each battle choose one of the following special missions given to the unit:
	
Reconnaiance The unit gainsSCOUT and MOVE THROUGH COVER
	
Airborn Assault The unit gains DEEP STIKE and may reroll the scatter dice

Behind Enemy Lines The unit gains INFILTRATE and their weapons counts as pinning the first round they fire

	

DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Closecombat weapon	5
Combat knife		5
Sword		8

SHOOTING
Autogun		17
Autopistol		11
Lasgun		18
Laspistol		15
Shotgun		17
Stubgun		14

SPECIAL
Flamer		23
Ripper Gun		39
Heavy Stubber		52
Mortar		??
Heavy Flamer		27

GRENADES
Frag		8
Smoke		3

ARMOUR
Flak		10
Reduced Flak Jacket		5
Helmet		12
Combat Shield		12

WARGEAR
Auspex		10
Climbing Gear		3
Telescopic Sight		12

OFFICERS

CLOSECOMBAT
Chainsword		15
Power sword		16
Power fist		28

SHOOTING
Hellgun		31
Hellpistol		18
Lascarbine		19

SPECIAL
Sniper Rifle		26

GRENADES
Anti Plant		5
Blind		5
EMP		10

ARMOUR
Carapace Armour		14

WARGEAR
Overcharge Pack		4
Camo Cloak		10
Narthecium		15
Motion Predictor (sight)	10
Preysense Sight		5
Red-Dot Laser Sight		15
Silencer		15










OFFICERS

1 Commander (Leader)	53p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	6
	6
	4
	4
	1
	4
	1
	8



STARTING EQUIPMENTCombat Knife, Sword

SPECIAL RULES Leader, Orders Received, Sir!

SKILL LISTSCombat, Shooting, Leader, Strength


0-1 Astropath	32p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Genuine Strategist

SKILL LISTS Shooting, Leader, Techno


0-1 Bodyguard	45p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife, Carapace Armour

SPECIAL RULES Look Out…Ahrghh!

SKILL LISTSCombat, Shooting, Strength, Toughness


0-1 Commissar	58p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	6
	5
	4
	4
	1
	4
	2
	9



STARTING EQUIPMENTCombat Knife

SPECIAL RULESStubborn, Aura of Discipline.

SKILL LISTS Combat, Strength, Toughness, Speed


0-1 Primaris Psyker	30p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	4
	4
	4
	1
	4
	1
	8



STARTING EQUIPMENT Combat Knife

SPECIAL RULESPsyker Adept

SKILL LISTS Academic,Psyker, Speed


0-1 Ministorum Priest	30p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	6



STARTING EQUIPMENT Combat Knife

SPECIAL RULESRighteous Fury

SKILL LISTS Combat, Strength


0-1 Medic	35p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	6



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Medic, Surgeon

SKILL LISTS Shooting, Techno,Toughness



SQUAD

0-10 Guardsmen	25p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	6



STARTING EQUIPMENTCombat Knife

SPECIAL RULES


0-2 Whiteshields	13p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	3
	4
	4
	1
	3
	1
	5



STARTING EQUIPMENT Combat Knife

SPECIAL RULESRookie


0-3 Penal Legion Troopers	24p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	3
	4
	4
	1
	4
	1
	6



STARTING EQUIPMENT Combat Knife

SPECIAL RULESDesperado Penal


0-4 Storm Troopers	40p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	5
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENTCombat Knife

SPECIAL RULESSpecial Ops


0-2 Heavy weapon Team	55p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	2
	4
	1
	6



STARTING EQUIPMENT Combat Knife

SPECIAL RULESHeavy Weapon Skill, Heavy Weapon Team, Overwatch


0-1 Ogryn	77p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	5
	5
	4
	7
	7
	2
	2
	2
	5



STARTING EQUIPMENTCombat Knife

SPECIAL RULESLarge, Furious Charge, Stubborn.


0-2 Ratlings	29p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	2
	5
	2
	2
	1
	5
	1
	7



STARTING EQUIPMENTCombat Knife

SPECIAL RULESInfiltrate, Stealth, Stunty, Sniper Skill


0-2 Beastmen	29p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	3
	4
	5
	1
	5
	1
	5



STARTING EQUIPMENTCombat Knife

SPECIAL RULESHorns, Cloven Feet, Animosity


0-1 Sentinel	xp

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	6
	3
	4
	5
	6
	1*
	6
	1
	7



STARTING EQUIPMENT

SPECIAL RULESMachine, Construct
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STRATEGY RATING		3
ATTACK SPEED		1



SPECIAL RULES

BATTLESUIT
The model may wear a battlesuit…

DRONE
All drones may be fitted with multiple weapon sights and equipment marked “Drone”

· Shield Drone: Invulnerable Save 6+ within 3” +34p

· Gun Drone: May equip with weapons and weapon sights.  +xxp

· Sniper Drone: May be equipped with a railgun.  +40p

· Marker Drone: Equiped with a markerlight. +0p

· Technical drone: Mechanic skill. +5p

Twin Linked.




DEPOT


SQUAD

CLOSECOMBAT
Combat knife		5

SHOOTING
Lasgun		18
Laspistol		15
Lascarbine		19
Pulse rifle		36
Pulse carbine		33

SPECIAL
Rail Rifle		49
Markerlight		10

GRENADES
Blind		5
Frag		8
EMP Grenades		10

ARMOUR
Flak		10
Mesh		13
Helmet		12

WARGEAR
Auspex		10
Climbing Gear		3
Photo Sights		3
Red-Dot Laser Sight		15
Telescopic Sight		18
Targeting Array		8

DRONE
Shield Drone Uppgrade	34
Gun Drone Uppgrade	*
Sniper Drone Uppgrade	40
Mechanic Drone Uppgrade	5
Twin Linked		??









OFFICERS

CLOSECOMBAT
Closecombat weapon	5
Bonding Knife		9
Honour Blade		10

SHOOTING
Missile Pod*		20
Neutron Blaster		??
Plasma pistol		28
*Battlesuit

SPECIAL
Burst Cannon		34
Plasma Gun		34
Fusion Gun		33
Flamer		23

GRENADES
Anti Plant		5
Plasma grenades		15
Melta Bombs		16

ARMOUR
XV8 Crisis Battle Suit	55
XV15 Stealth Suit		22
XV25 Stealth Suit		46

WARGEAR
Auxiliary Grenade Launcher	12
EMP Protection		14
Motion Predictor		10
Preysense Sight		5
Suspensors		10

BATTLESUIT
Advanced Stabilization System	12
Blacksun Filter		10
Ejection System		15
Iridium Armour Plates	18
Jet Pack		24
Multi Tracker		16
Stimulant Injector		10
Twin Linked Weapon system	12
Vectored Retro-Thrusters	10








OFFICERS

1 Shas’el (Leader)	53p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	6
	4
	4
	1
	4
	1
	9



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Leader, Battlesuit, Weapon specialist

SKILL LISTS Combat, Shooting, Leader, Techno


0-4 Shas’vre	31p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	5
	4
	4
	1
	3
	1
	8



STARTING EQUIPMENT Combat Knife

SPECIAL RULES 

SKILL LISTS Shooting, Techno, Speed


0-1 Shas’ui	41p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	5
	4
	4
	1
	3
	1
	8



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Battlesuit, Infiltrate

SKILL LISTS Shooting, Techno, Speed, Stealth


SQUAD

0-10 Fire Warriors	15p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	4
	3
	4
	1
	2
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES


0-8 Drones	10p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	2
	3
	3
	4
	1
	6
	1
	6



STARTING EQUIPMENT “Combat knife”, Jet Pack

SPECIAL RULES Mindless, Drone, Stunty


0-3 Pathfinders	20p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	4
	3
	4
	1
	2
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Scout


0-1 Pathfinder specialist	25p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	4
	3
	4
	1
	2
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Scout, Weapon Specialist


0-1 Spotter	52p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	4
	3
	4
	1
	2
	1
	7



STARTING EQUIPMENT Combat Knife, Stealth Field Generator, Markerlight

SPECIAL RULES Scout
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SPECIAL RULES

WAAAGH
Orks live for the moment when they charge Intobattle, screaming Waaagh!' at the top of theirlungs. Once per game, the Ork player candeclare a Waaagh!. This may not be declared on the firstturn as a proper Waaagh!needssomemomentum behind it. For the duration of thatturn, all friendly Orks gets a 8+ invulnerable save, double their Initiative and becomes Fearless.

MOB RULE
Ork psychology and morale is directly linked tothe number of Boyz around them at any giventime. An Ork with a trukkload of his matesbacking him up is a good sight mora confidantthan one with just his half-wit mate Zag at hisheels. Because of this, Orks may alwayschoose to substitute the number of Orks in theirmob for their normal Leadership value. If the Ork mob numbers 11 or more models, it has the Fearless special rule.

TROPHY HUNTER
The Flash Git may use the Imperial Depot when he buys stuff. (Officer and Squad) He does not give this stuff away to his mates.

WARPHEAD(Weirdboy)
 Warpheads have more control over their powers than other Weirdboyz. Each turn, a Weirdboy that has been upgraded to a Warphead may re-roll one dice to seehow many force cards he gets.



DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Bayonet		12
Choppa		7
Closecombat weapon	5
Combat knife		5
Great Weapon		7

SHOOTING
Autopistol		11
Autogun		17
Shotgun		17
Stubgun		14

SPECIAL
Flamer		23
Heavy Stubber		52

GRENADES
Frag		8
Smoke		3

ARMOUR
Flak		10
Helmet		12

WARGEAR
Auspex		10
Climbing Gear		3
Respirator		3








OFFICERS

CLOSECOMBAT
‘Huge Choppa		??
Chainsword		15
Power Axe		17
Power Claw (fist)		28

SHOOTING
Combat Shotgun		29
Hand Cannon		19
Shoota		26

SPECIAL
Plasmagun		??

GRENADES
Krack		??
Melta Bomb		??
Stikkbombz		12

ARMOUR
‘Eavy Armour		16
Carapace		14
Cranial Plating		10

WARGEAR
Ammo Runt		8
Armour penetrating (ammo)	6
Attack Squig		18
Dum-Dum (ammo)		10
Big Horns		15
Copper Rod		??
Dok’s Tools		??
Grot Orderly		10
Grot Oiler		??
Magic Mushrooms		??
Targeting Squig		18




OFFICERS

1 Warboss (Leader)	92p

Though some warbosses are cunning enough to plan a battle before the bullets start fighting, it is only on the front line that Warbosses truly excel. When the battle is raging, the monstrous and aIl-powerful Orks give full rein to their battle lust, charging into the ranks of the enemy and slaughtering everything in their path. The Warboss becomes living embodiment of Orkdom, and commands respect and fear from friend and foe alike.
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STARTING EQUIPMENT Choppa

SPECIAL RULES Waaagh, Leader, Mob Rule

SKILL LISTS Combat, Leadership, Strength, Toughness


0-3 Nobz	59p

The Orks call their ruling caste Nobz. Ork nobility is determined not by 90me accident of birth or sparkly heirloom but by 1119 sheer size and belligerence of the Ork. claimant. The only Ork bigger and scarier than a Nob is a Warboss, and the Nobz delight in reminding lesser Orks about their natural supremacy using their scarred fists and iron-shod boots.
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STARTING EQUIPMENT Choppa

SPECIAL RULES Mob Rule

SKILL LISTS Combat, Strength, Toughness


0-1 Mekboy	32p

Mekboyz are jovially imprecise craftsmen, content toweld, rivet and hammer away at uncompromising chunks of metal debris until they have patched together • chassis, gun barrel or bionic lag. As a result of this individualistic and unplanned approach, Ork technology has evolved in a ramshackle and exploratory way. This suits the Meks just fine, and the more inspired of their creations just as deadly as the more aesthetically pleasing weapons created by the Eldar or the Tau
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STARTING EQUIPMENT Combat Knife

SPECIAL RULESMechanic, Mob Rule

SKILL LISTS Shooting, Techno, Toughness


0-1 Wierdboy	44p

Weirdboyz are the most psychically powerful of all Orks. They act as a focal point for the psychic energy subconsciously generated by their greenskin comrades, energy that binds them together with a common purpose. Weirdboyz resonate with the power of sheer OOOness, and the more Orks there are nearby, the higher the charge held within their bodies.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Psyker Adept, Mob Rule

SKILL LISTS Combat, Psychic, Toughness


0-1 Painboy	43p

Painboyz are allso known as Doks, and their chief passions are surgery and extreme dentistry. The latter art is often carried out whilst the patient is opened up on the slab, as the extracted teeth pay for the exorbitant fees leveled at 'da kustomer'. Whilst he is safely strapped down, mouth wedged open, the patient is not really in a position to argue.
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STARTING EQUIPMENTCombat Knife.

SPECIAL RULES Medic, Mob Rule

SKILL LISTS Combat, Academic, Toughness


0-1 Flash Git	54p
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STARTING EQUIPMENTChoppa.

SPECIAL RULES Trophy Hunter, Mob Rule

SKILL LISTS Combat, Shooting, Toughness


0-1 Sneaky Git	39p
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STARTING EQUIPMENTCombat Knife.

SPECIAL RULES Scout, Mob Rule

SKILL LISTSCombat, Shooting, Sneak, Speed


SQUAD

0-6 Ork Boyz	32p

Boyz are tough, determined infantry who fall upon the enemy in a great howling tide of violence. Their battered and grubby armour usually consists of no more than a few scraps of flak jacket adorned with a shoulder or back plate bearing their insignia. Boyz place great pride in their weapons, though they are not above using their fists, claws and teeth when face to face with the enemy. They are generally armed with heavy solid-shot pistols known as sluggas and brutal edged weapons called choppas. Though crude and varied in design, choppas are quite suitable for hacking off limbs and caving in skulls. 

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	3
	4
	5
	1
	3
	1
	5



STARTING EQUIPMENTClose Combat Weapon

SPECIAL RULES Mob Rule


0-2 Kommandos	35p

Ork.Kommandosepitomize the Orky virtue allowcunning. Nothing makes a Kommando happier thancreeping up on an unsuspecting enemy. his matesslithering through the undergrowth at his side. Whenthe time is right.the Kommandos will burst from theirconcealment, slashing, stabbing and shooting theirshimmed prey before they have a chance to strike back.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Infiltrate, Mob Rule


0-2 Burna Boyz	35p

Flame has an undeniable appeal to the greenskin race.The fascination with fire and the noble art of settinglight to things sometimes also so profound that an Orkwill join the ranks of the Burna Boyz.Burna Boyz are dedicated arsonists all. They lovenothing more than burning other people's stuff, and theowners into the bargain. The dual spectacle of leapingflame and frantically nailing victim is a thing of beauty toa Burna Boy, and they will take any excuse to setsomeone on fire.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES Flamer skill, Mob Rule


0-10 Gretchins	12p
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES Stunty, Mob Rule


Killa Kan!
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The Eldar of the craftworlds have developed strict controls over their own inner natures so that their civilization will never again fall to Slaanesh. Every Eldar chooses for himself a discipline that he then makes his task to master to the exclusion of all else. Each discipline is called a path, and each path may necessitate further choices and specializations. Once an Eldar has mastered one path he chooses another, and in this way builds up a repertoire of abilities over which he has complete control. An Eldar may travel many different paths in his life, and the skills he learns in each path serve to enrich further accomplishments. In this way the Eldar avoid temptation and tame their wanton natures. 



STRATEGY RATING		3
ATTACK SPEED		2



SPECIAL RULES

WRAITHSIGHT
Wraithguard do not see the world as mortals do, but instead witness an ever-shifting image of spirits that makes them slower to react to changes on the battlefield. At the start of their turn, roll a D10 for each Wraithguard unit that is not within 6" of a friendly Warlock. On a roll of a 1, the Wraithguard is inactive until the end of their turn. Inactive models may not move, shoot, assault or attack in close combat, and are hit automatically in close combat.

ASPECT WARRIOR
When starting, the aspect warrior must choose which shrine he belongs to.

SKILLS:
Dire Avenger:	Shooting, Speed
Striking Scorpion:	Combat, Strength, Sneak
Howling Banshee:	Combat, Strength, Speed
Swooping Hawk:	Combat, Shooting
Warp Spider: 	Shooting, Strength


SPECIAL SKILLS

BLADESTORM (Avenger)
The Avenger Exarch may use two shuriken catapults at the same time, halving his WS. Counts as one (Avenger) Catapult with Rifle 3.

SPIRITSEER (Warlock)
Those rare Warlocks who specialize insummoning and guiding the spirits of the dead are called Spiritseers. Any Wraithguard within 12" of a Spiritseer need not test forWraithsight.

WAR SHOUT (Banshee)
The Exarch uses her Banshee mask to unleash a terrifying howl of fury and despair. In the first round of an assault, any enemy she is fighting must pass aLd test with -2 or have their WS reduced to 1 for the rest of that turn.

STALKER (Striking Scorpions)
The fighter can flow silently and without trace through dense terrain. The unit may ‘Deep Strike’

SKYLEAP (Swooping Hawk)
With a great shout, the unit launch high into the sky. The player may elect to remove a unit with Skyleap from the table in its movement phase, placing it in reserve. If the unit was engaged in combat, the enemy may make a 3" consolidation move. The  squad may then Deep Strike back into play from their following turn, exactly as if they had been held in reserve from the beginning of the game (even in missions that do not allow Deep Strike or reserves).

WARP FLUX (Warp Spider)
Never really materializing from the warp the Warp Spider gets an 8+ invulnerable save.

DEPOT


SQUAD

CLOSECOMBAT
Close Combat weapon	5
Combat knife		3
Sword		8

SHOOTING
Lasgun		18
Laspistol		15
Lascarbine		19
Shuriken Catapult		35
Shuriken Pistol		35

SPECIAL
Flamer		23
Fusion Gun		33
Long-Las Rifle		34
Ranger Long Rifle		44
Shuriken Cannon		48

GRENADES
Blind		5
EMP Grenades		10
Frag		8
Flash		8
Smoke		3
Stun		3

ARMOUR
Helmet		12
Mesh		13

WARGEAR
Auspex		10
Avenger Sight		15
Climbing Gear		3
Motion Predictor (sight)	10
Overcharge Pack (ammo)	4
Photo Visors		3
Photo Sight (sight)		3
Respirator		3
Red-Dot Laser Sight (sight)	15
Telescopic Sight (sight)	12









OFFICERS

CLOSECOMBAT
Chainsword		15
Power axe		17
Power fist		28
Power sword		16
Scorpion Chainsword	17
Witchblade		31

SHOOTING
Needle Pistol		24
Lasblaster		32
Avenger Shuriken Catapult	39

SPECIAL
Death Spinner		30
Fusion Pistol		??

GRENADES
Anti-Plant		5
Hallucinogen		8
Haywire		12
Tanglefoot		8

ARMOUR
Aspect Warrior Armour	16
Displacer Field		30
Heavy Aspect Warrior Armour	19
Refractor Field		18
Rune Armour		24
Shimmer Shield		21

WARGEAR
Auxiliary Grenade Launcher	12
Banshee mask 		13
Bionics		*
EMP Protection		14
Flip Belts		8
Ghosthelm		??
Medi-Pack		18
Mandiblaster 		12
Omni-Scope (sight)		23
Psychic Hood		28
Runes of Warding		??
Runes of Witnessing	15
Spirit Stones		25
Suspensors		10
Swooping Hawk Wings 	28
Swooping Hawk Grenade Pack	12
Warp Jump Generator	24
	



OFFICERS

1 Warlock (Leader)	67p
The most aggressive and warlike of all the Witch Paths is that of the Warlock. Warlocks are Seers who once trod the Path of the Warrior, and it is their previous experience as warriors that enable them to harness their destructive impulses in battle. The ornate helmets worn by Warlocks are kept in the shrines of the Warrior Aspects. A Warlock can only become his warrior-seer self by returning to a shrine and receiving his helmet from an Exarch as part of the blood-ritual of the Aspect Warrior.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Psyker Adept, Leader

SKILL LISTS Combat, Shooting, Leader, Psychic, Techno, Speed


0-1 Exarch	56p
An Eldar who is lost upon the Path of the Warrior is called an Exarch. Such a fate does not befall an Aspect Warrior quickly, but the repeated exhilaration ofbattle can act like a dangerous drug upon a warrior'spsyche. Aspect Warriors learn how to control theirwarrior-selves, putting on and casting aside theirblood-hungry persona as they don or discard theirritual costumes.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULESAspect Warrior

SKILL LISTS Combat, Leader, Techno, +


0-2 Aspect Warrior	46p
The Aspects differ greatly in their methods of warfare,and offer many specialist skills designed for specificbattlefield roles. Each Aspect upon a craftworld keepsat least one shrine in which to practice the mastery oftheir Warrior Path.They have their ownwarrior garb, a form of ritual battle suit, and distinctiveweaponry.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES Aspect Warrior

SKILL LISTS +


0-3 Guardian Sergeant	34p
The Path of the Warrior teaches the arts of death and destruction. Due to the dark side of the Eldar psyche, it calls to almost all Eldar at some point in their long lives. Exactly what draws an Eldar onto the Path of the Warrior is uncertain. Perhaps it is the recognition of aninnate destructive impulse in the dark side of their psyche that only ritual training and combat can purge.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES 

SKILL LISTS Combat, + One more

SQUAD


0-10 Guardians	26p
Due to the gradual decline in the population of their race, the civilians of the Eldar are all too often forced to take up arms. Because of this, every Eldar is trained and ready to fight as a Guardian if need be. In some craftworlds the Guardians are the most common of all Eldar warriors.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES 


0-2 Rangers	35p
The Rangers of the Eldar are unparalleled scouts and expert marksmen. Although they adopt a nomadic lifestyle to escape the rigors of the Eldar path, most Outcasts remain loyal to their craftworlds and traditions. They take on the mantle of Ranger, and often choose to
accept a mission from their Seers so that they can continue to serve their people in a useful fashion.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Infiltrate, Sniper Skill


0-2 Dire Avengers	42p
The Dire Avengers are first amongst the Aspect Warriors of the Eldar. They represent the War God as noble warrior, and are merciless to their foes and unstinting in their devotion to their people. Most common of all the Aspect Warriors, the Dire Avengers can trace their line back to Asurmen, first of the Phoenix Lords. They are famed for being as deadly on the attack as they are stalwart in defense, and arewidely regarded as the most tactically flexible of all the aspects.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES Aspect Warrior: Dire Avenger



0-2 Storm Guardians	30p
Guardian Storm squads are rare but effective, acting as assault troops in support of the craftworlds Aspect Warriors. It is a testament to the skill and technology of the Eldar that even their civilians are capable of engaging an enemy army and emerging victorious.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Weapon Specialist


0-1 Wraithguard	82p
To the Eldar, death does not guarantee respite from war. With the guidance of a Seer, it is possible for an Eldar spirit to separate itself from the infinity circuit and flow into a spirit stone put aside for that purpose. Such a spirit stone can then be placed within the roboticbody of a wraith-construct, imbuing its artificial form with a living intellect. Though this process is abhorrent to the Eldar, none can deny that the resultant combination of fierce warrior spirit and impervious host body is a major weapon in the Eldar arsenal.
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STARTING EQUIPMENT Wraithcannon

SPECIAL RULES Wraithsight, Mindless, Large, Fearless


0-1 War Walker
Sacrificing armour in favor of hard-hitting weaponry and maneuverability, the graceful bipedal vehicle known as the War Walker is well suited to its role of scout. However, the pilot of a War Walker is not without protection, for the vehicle is equipped with an array of force fields that blur and distort its outline, making it at least as safe as a fully enclosed vehicle. Often the first thing an enemy will know about the presence of an Eldar force is a ripple in the terrain ahead followed by a blistering firestorm that efficiently eliminates the observer.
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STARTING EQUIPMENT Power Field

SPECIAL RULES Construct, Machine, Scout









0-1 
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Genestealer Cults are the insidious result of a Genestealer or its spawn entering a large mortal population and starting to procreate, either through infection or plain sexual intercourse. Through this reproduction more Genestealer Hybrids come into existence, and this creates a Hive Mind, a mental link which connects members of the brood and allows them to communicate and coordinate their actions. The more members a certain brood has the more effective it becomes and eventually creatures such as Patriarchs and Cult Magi come into existence, and a true Cult is born; from there they can start infiltrating and converting the human population.If heretical cults weren’t bad enough for the Imperium to cope with, once matured these cults can truly destroy a community over time, or worse attract a Tyranid hive fleet.The first generation is of such a cult always make sure that they remain hidden from sight, using a Hive’s old subterranean infrastructure to hide; they only come out for two things, either to expend their brood or for food, and in both cases people start to disappear. Eventually the brood will grow and in the end you will have a large family, fiercely loyal to each other, they will also try to corrupt the mortal population and convert them to worshipping the Patriarch as a god. The cult will infiltrate all layers of society and eventually topple the ruling status quo and planetary defenses and sound in the planets doom as the hive fleet enters orbit.



STRATEGY RATING		1
ATTACK SPEED		1



SPECIAL RULES

THEY KILLED THE FATHER
Genestealer Cults are very much driven by the strong (if not hypnotic) leadership of its elders, especially the Magus. Cult members are instilled with a religious belief in the divinity of these creatures from the start. Obviously seeing them die in battle is unsettling at the least, but can also lead the Cult to insane acts of bravery in the name of vengeance.  
Take aLd test when the leader is taken out of action, if the test is successful the model becomes subject to FRENZY if failed the model FALL BACK.

OUR FATHER WATCHES US. LET NONE FAIL HIM!
As long as the model is within 12” of the Magus or the Patriarch he counts as having a Ld of 10

HYPNOTIC GAZE
The Magus or Patriarch locks eyes with one enemy model in base contact with him, attempting to take over his mind.
Take a Ld vs. Ld test, if successful the enemy will need to roll 9 or 0 to hit in that assault round. If you rolled a 0 on the test the enemy may not hit at all. The Cult Psyker can still attack as normal, even if the test is failed.

‘HE WHO RUNS AWAY…’
The Magus has the best chance to reform the cult if the battle goes badly.
If charged the Magus may replace himself with a friendly model within 2”. The Magus may only switch place once per round.
The Magus may also voluntary rout at any time by making a successful Ld test.

GENE SEED
The Cult members inflicted with genestealer genes have access to some mutations and Tyranid equipment, see Depot..
(2nd and 3rd Generations may take up to 3 mutations while 4th Generations may only take one, while the Patriarch and Genestealers may take any number.)

MASTER PREDATOR
A genestealer may either move an extra D10/2, round up, in the movement phase or remain stationary and gain a 7+ cover save.

MASTER OF DISGUISE
The 4th Generation Hybrid is used to meld in and at first glance appears to look like an ally. Enemies always need to take a Ld test to shoot at the Hybrid, even if he is the closest target.



DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Closecombat weapon/Claws	5
Combat knife		5
Sword		8

SHOOTING
Autopistol		11
Autogun		17
Lasgun		18
Laspistol		15
Shotgun		17

SPECIAL
Flamer		23
Heavy Stubber		52
Grenade Launcher		20
Heavy Flamer		27

GRENADES
Frag		8

ARMOUR
Chitin		10
Reinforced Chitin		13
Flak Jacket		10

WARGEAR
Auspex		10
Climbing Gear		3
Solid Slugs		6
Silencer		15
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OFFICERS

CLOSECOMBAT
Chainsword		15
Powersword		16
Rending Claws		13

SHOOTING
Lascarbine		19
Needle pistol		24
Hellpistol		18
Hellgun		31

SPECIAL

GRENADES
Smoke		3
Anti-plant		5
Melta bomb		??

ARMOUR
Carapace		14
Hardened Carapace		19
Reduced Flak Jacket		5

WARGEAR
Cameleoline		8
Motion Predictor		10
Photo Sight		3
Preysense Sight		5
Red Dot Sight		15
Telescopic Sight		12

GENE SEED(Mutations, Biomorphs))
Hypnotic Gaze		12
Third Eye		20
Claws		12
Cloven Feet		5
Hightened Senses		4
Extra Arm		25
Psychic		5
Scaly Skin		10





OFFICERS

1 Magus (Leader)	44p	

After several cycles of the generations the brood eventually evolves to a point of refinement. When it is time a Cult Magus enters the scene, a powerful being with vast psychic abilities. He is destined to lead the Brood to greatness, leading instead of the Patriarch until such time the divine Hive Fleet arrives to conquer the planet in name of the great wholeness. Besides being a 4th Generation Hybrid the Magus is also a very powerful Psyker. These beings coordinate the infiltration andsabotage of Imperial society until Hive after Hive falls under their indirect control; they are the ones that makes sure that the Brood remain hidden and that things get done.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULESPsyker Adept, Hypnotic Gaze, ‘He who Runs Away…’, Gene Seed.

SKILL LISTSLeader, Techno, Psyker, Speed


0-1 Genestealer Patriarch	100p

The genestealer who caused the first infection and started the Genestealer cult eventually grows to become the revered Patriarch of the family. The Patriarch is an even more dangerous creature than a normal Genestealer: it’s large, intelligent and vicious. He will lead and guide the family until a Cult Magus arises to rule the family in his stead; when the Cult Magus has arisen the Patriarch will step back and be worshipped while it slowly begins to feel the calling of the stars. Its appearance doesn’t change much, the head and eyes grow larger to encompass its larger brain, and the internal and external skeleton grows larger more rigid. A Genestealer Patriarch is a truly frightening.
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STARTING EQUIPMENT Rending Claws, Chitin Armour

SPECIAL RULES Psyker Adept, Hypnotic Gaze, Gene Seed

SKILL LISTS Combat, Strength, Toughness, Speed


0-2 2nd and 3rd Generation Hybrids	25p

The offspring of the original Genestealer are the Hybrids, wretched creatures that are neither man or Genestealer, but dangerous nonetheless. Most of them have strange warped heads with rows of sharp teeth, and their bodies are malformed but still very tough. They carry out tasks to further the will of the Patriarch, be it by getting it food, new bodies to be infected, or just to protect the nest. The strongest of the Hybrids are chosen to guard the Patriarch and sometimes even the Cult Magus.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULESGene Seed

SKILL LISTSCombat, Shooting


0-1 4th Generation Hybrid	25p

These vile creatures are the epitome of Genestealer evolution; though their exterior is largely passable for human their interior is clearly not. They are highly developed creatures which combine the best abilities of human into a monster. These creatures are used to infiltrate all levels of Imperial society, either to break them down or to bend them to the will of the brood; they are the ones who will eventually lead in the total destruction of all human life on the planet. It is also this generation which will eventually deliver the ever so dangerous Cult Magus.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Infiltrate, Master of Disguise, Gene Seed.

SKILL LISTCombat, Shooting, Sneak


SQUAD

0-5 Hybrid Acolytes	21p

The third generation hybrids are even more human than the second generation, and can sometimes become a part of normal society, but more often than not they have too many mutations to be accepted into Imperial society
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Gene Seed


0-8 Brood Brothers	19p

These are the human offspring of the Fourth Generation, mates, worshippers or relatives to Hybrids and alike. They are fiercely loyal to the Brood even if they are not part of the Hive Mind and worship the Patriarch as if he were a god. Though Brood brother are mere humans, they are treated well by the rest of the Brood because it is these normal human who can pass extensive body scans and alike and so infiltrate into the deepest levels of Imperial institutions. Those Brood Brothers who are suited for this are used as workers and guard to protect the outer borders of the nest. If the Brood would ever go to war it would be the Brood Brother who would form the front line soldiers.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES They Killed the Father, Our Father Watches Us. Let None Fail Him!


0-3 Genestealers	56p

The Genestealer is the most ferocious of all the Tyranids,created as the ultimate shock trooper of the Hive Fleets. It is aswift and powerful predator, with lightning-fast reflexes andclaws that can tear through the thickest of armour. TheGenestealer's head is characteristically bulbous, and houses adisproportionately large and adaptive brain. In fact, not onlyare Genestealers highly intelligent, but they possess a form ofbrood telepathy that allows them to function independently ofthe Hive Mind. This independence, combined with a relentlesswill to survive, has made them the foremost Tyranid threat tothe galaxy. Genestealers destroy through guile that whichcannot be defeated through numbers alone. Many a bastionhas fallen because a handful of Genestealers scaled the wallsduring the dead of the night. Worse, this survival instinctdrives Genestealers onwards and outwards from the oncomingHive Fleets. In the chaos of a Tyranid assault there areopportunities aplenty for Genestealers wishing to avoiddestruction. With so many freighters, warships and shuttlescoming and going, it is simple for a Genestealer to stowawaywith an unsuspecting crew, nesting unseen amongstcrawlspaces until it is brought to a new world.
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STARTING EQUIPMENT Rending Claws, Chitin Armour

SPECIAL RULES Gene Seed, Master Predator


0-1 Brood Brother Comrades	24p

These are the human offspring of the Fourth Generation, mates, worshippers or relatives to Hybrids and alike. They are fiercely loyal to the Brood even if they are not part of the Hive Mind and worship the Patriarch as if he were a god. Though Brood brother are mere humans, they are treated well by the rest of the Brood because it is these normal human who can pass extensive body scans and alike and so infiltrate into the deepest levels of Imperial institutions. Those Brood Brothers who are suited for this are used as workers and guard to protect the outer borders of the nest. If the Brood would ever go to war it would be the Brood Brother who would form the front line soldiers.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES They Killed the Father, Our Father Watches Us. Let None Fail Him! Flamer, Melta or Heavy Weapon Skill

MUTANT BOMB

SENTINEL?
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Tyranids
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The Tyranids are the most alien of all races to be encountered by humanity. They are the ultimate predators, and all living things are their prey. To the Tyranids, all other life forms are merely a source of raw material. Even the most advanced alien race is still nothing more than a resource to be trapped and devoured. They are like a galactic swarm of locusts that consumes everything in its path. The Tyranids feed on entire worlds, unleashing vast t ides of ferocious alien monsters to smash apart any opposition, an avalanche of teeth and claws too numerous to stop. Unrelenting and ravenously hungry, the Tyranids represent an unimaginable threat to every race in the galaxy.



STRATEGY RATING		1
ATTACK SPEED		3



SPECIAL RULES

FEW LEADERS
The Tyranids may only have 4 Officers from the start and a maximum of 5 if someone lvls up. It may only ever have 4 large creatures.

SYNAPSE CREATURE
Synapse creatures and other units within 12” are said to be within “Synapse range” and is not subjected to the Instinctive behavior detailed below. A unit within synapse range is also immune to fear.

SHADOW IN THE WARP
Enemy psykers within 12” must take their Psychic test with 2D10 and take a Perils of the Warp test if they fail the test and two dice show the same number.

INSTINCTIVE BEHAVIOR
Unless within Synapse range a unit with Instinctive behavior must pass a Ld test to act normally, if failed they must either Lurk or Feed depending on their listed behavior. 

Lurk: The unit will move towards the closest cover and stay there, it will fire upon the closest enemy while moving but will not assault. When it reaches cover it will stay and fire at the closest enemy until it gets within Synapse range again.
Feed: The unit gains the skill Unstoppable Charge and must charge/run toward the closest enemy within LoS, if he cannot see anyone he moves towards the closest enemy, until he gets within synapse range again.

BIOMORPHIC
 Tyranids never gains any benefits from a secondary close combat weapon, instead they gain access to Biomorphs. The fact that it has several limbs is included in the profile and described in the Wargear section.

LADS GOT A TALENT
When a Gaunt advances he can choose to become a generic Officer or a Cocoon (Missing one game as he growths to he’s new form after that you replace him with a “new” Officer).  This is the only way you may replace Officers with the Large ability, you may not buy new ones…

BIG BRAIN
The Zoanthropes big brain forces him to use his powers to levitate so he won’t break his neck. This makes it impossible for him to run but he may ignore difficult terrain. He’s levitating powers cannot support any greater armor than Reinforced Chitin. The Big Brain is also vulnerable to bludgeon weapons; hits from bludgeon weapons gets critical on any roll of 9 or 10..

CONNECTION WITH THE HIVE MIND
When this creature goes out of action all friendly units within 6” gets KD unless they make a Leadership test.



Special Skills

PSYCHIC MONSTROSITY (Leader)
 Synapse range is increased to 18”

TOXIC TOUCH
Close Combat attacks gains Poison 5+

TOXIC MIASMA
Models in base to base must pass a Toughness roll at the end of their turn or suffer 1 wound, saves as normal (too good?)

REGENERATE
 The creature may Re-roll the post-game injury result once.

SLASHING CLAWS
+1 Strength

TENTACLES/LIMBS
+1 Attack

PROTECTIVE CARAPACE
+1 Toughness

SHOCK ATTACK (Leader) 
The tyranid player gets +1 on the roll to see who goes first (takes the first turn). Can only be used if infiltrators are allowed in the scenario.





DEPOT


SQUAD

CLOSECOMBAT
Claw and teeth (CCweapon)	5
Scyting Talons		10
Lash whip		5

SHOOTING
Fleshborer		15
Spike Rifle		23
		
SPECIAL
Strangelweb		??

GRENADES
Fragspines		8
Smoke Spines		3

ARMOUR
Chitin		10
Reinforced Chitin		13

WARGEAR
Acid Maw		24
Tunneling		10
Auspex		10
Climbing Gear		3









OFFICERS

CLOSECOMBAT
Rending Claws		13
Bone Sword		16
Bone Sabres		29
Crushing Claws (Powerfist)	28

SHOOTING
Ripper Tentacles		31
Devourer		43
Barbed Strangler		31

SPECIAL
Bio-electric Pulse		23

GRENADES
Spore Mines		??

ARMOUR
Hardened Carapace		19
Bonded Exoskeleton	22
Warp Field		30
Cranial Plating		10

WARGEAR
Living Battery Ram		13
Spore Cloud		20
Chameleonic Skin		8
Implant Attack		15
Brainleech Worms		5
Cameleonic Skin		8
Photo visors		3
Thorax Swarm		18
		





OFFICERS

1 Tyranid Warrior (Leader)	115p

Tyranid Warriors are the most adaptable of all the Tyranid bioforms. They are creatures from the blackest of nightmares, unstoppable killing machines with pulsing ichor for blood, needle-sharp teeth and darkly gleaming eyes that reveal a terrible intelligence at work. A Tyranid Warrior stands twice the height of a man, its armoured carapace supported by sturdy legs and protected by a thick chitin. One might expect such a creature to be slow in its actions, but a Tyranid Warrior is lithe, with reactions as swift as a whip.
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STARTING EQUIPMENT Scyting Talons, Reinforced Chitin

SPECIAL RULES Leader, Terror, Connection with the Hive Mind, Large.

SKILL LISTS Combat, Leader, Strength, Toughness, Speed.


0-2 Tyranid Warrior	xxxp

Yet though they are formidable fighters in their own right, it is the Tyranid Warriors' role as synaptic lynch pin of the swarm that makes them truly deadly. Tyranid Warriors act as psychic resonators, amplifying and relaying the unwavering Forces of the Tyranids will of the Hive Mind, transmitting its power to the smaller, less receptive creatures of the Hive Fleets.
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STARTING EQUIPMENT Scyting Talons, Reinforced Chitin

SPECIAL RULES Terror, Connection with the Hive Mind, Large.

SKILL LISTS Combat, Strength, Toughness, Speed.


0-2 Ravener	98p

Raveners are little more than unthinking predators, their beclawed and snake-like body driven ever onwards by an allconsuming hunger. Taut and twisted musculature grants the Raevener a terrifying turn of speed through all manner of terrain. Raveners can bound over small obstacles, dart between larger obstructions and even slither through flooded marshland with bewildering swiftness. Yet such is not its only form of approach and neither is it the most feared, for at least when a Ravener is charging its prey down they have a chance to see it. The power housed within the Ravener's wiry form allows it to burrow long distances beneath a world's surface, before emerging in a spray of earth right in front of the enemy position, claws scything wildly and thorax-mounted weapon-symbiosis spitting death.
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STARTING EQUIPMENT Double Scything Talons, Chitin

SPECIAL RULES Synapse Creature, Connection with the Hive Mind, Move through cover, Backstabber, Large

SKILL LISTS Combat, Strength, Toughness, Sneak, Speed


0-1 Zoantrope	58p

Zoanthropes are amongst the strangest of all of the creatures in the Hive Fleets. Each is a powerful psyker, with a huge, bloated head that sits atop an atrophied body seemingly too frail to offer support. Indeed, by all rights the Zoanthropes' own necks should snap under the heavy weight of their oversized craniums. So physically feeble are Zoanthropes that they must use their mental gifts to compensate for their mortal limitations. They move through levitation, and drift serenely across the battlefield on a cushion of shimmering psychic energy. This alone would tax the most powerful of human psykers to the limit of their abilities, yet Zoanthropes accomplish such an act with plenty of power to spare. Zoanthropes are created solely to harness the psychic potential of the Hive Mind and their entire bodies are perfected towards such a function. By flexing the merest part of its mystical mind, a Zoantrope can manifest this power in a variety of incredible ways. With one set of cerebral triggers, the Zoantropecan generate a potent Warp Field to preserve itself from harm. With another, it can project a destructive bolt of corrosive energy that can boil through adamantium plate with as much ease as it can disintegrate flesh. A brood of Zoanthropes can even fell a mighty battle Titan,suchis the power at their command.
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STARTING EQUIPMENT Claw and Teeth

SPECIAL RULES Synapse Creature, Shadow in the Warp, Psyker Adept, Large, Big Head, May not carry Ranged Weapons.

SKILL LISTS Leader, Techno, Psyker


0-1 Venomthrope	60p

The Venomthrope is a gangrel creature, with a scrawny bodyand tentaclelimbs that drip with alien poisons. Its heavycarapace conceals a network of bulging, gas-filled bladders, allowingthe Venomthrope to float ponderously across thebattlefield, using its clusters of tendrils to steer itself towardssuitable prey and ensnare its victims.
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STARTING EQUIPMENT Claw and Teeth


SPECIAL RULES Synapse Creature, Connection With the Hive Mind, Toxic Touch, Large.

SKILL LISTS Combat, Shooting, Strength, Toughness, Speed


SQUAD

0-5 Hormagaunts	26p

The Hormagaunt is a highly specializediteration of the Termagant bioform and one that is utilized by the Tyranid Hive Fleets in their billions. Each Hormagaunt has four razorsharp claws specially developed for ripping and piercing flesh and armour alike. The Hormagaunt also has powerful hind legsthat drive it after its prey in a series of bounding leaps, giving the creature a skittering, insect-like gait.
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STARTING EQUIPMENT Claws and Teeth

SPECIAL RULES Instinctive behavior – Feed, Move through cover, May not carry Range Weapons


0-5 Termagaunts	17p

Termagants are fast, agile and cunning creatures. They are amongst the smallest of the Hive Mind's warriors, little more than two metersfrom head to tail, having originally been created to roam the arterial passages of bio-ships in search of intruders. In planetary invasions, Termagants accompany Tyranid Warriors, scuttling forwards on four legs whilst unleashing torrents of fire from the anti-personnel bio-weaponry - commonly flesh borers - clutched in their clawed forelimbs.
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STARTING EQUIPMENT Claw and Teeth

SPECIAL RULES Instinctive behavior – Lurk, Move through cover


0-5 Gargoyles	xxxp

Gargoyles are often the first wave of a Tyranid swarm to be seen in battle. They are agents of dismay whose prime purpose is to sow terror and confusion amongst the enemy, keeping their prey disordered and off-guard whilst the main body of the Tyranid assault arrives. Thus a Tyranid attack is preceded by the beating of thousands of membranous wings as Gargoyle broods descend upon the foe, blotting out the sun and spitting death from their flesh borers.
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STARTING EQUIPMENT Claw and Teeth

SPECIAL RULES Flying, Instinctive behavior – Lurk


0-3 Ripper	5p

A Ripper Swarm is a writhing mat of maggot-like Tyranid organisms driven by a single voracious appetite. Each Ripper is little more than an armoured serpent that terminates in a broad maw crammed with dozens of needle-sharp teeth. Rippers are completely mindless and perish if they lose contact with the Hive Mind, but while under its guidance they are utterly relentless and pose a truly horrifying threat
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STARTING EQUIPMENT Claw and Teeth

SPECIAL RULES Instinctive behavior – Feed, Immune to fear, Mindless, Tiny


CARNIFEX?
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Mechanicus
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While the Adeptus Mechanicus is a part of the Imperium, it has developed separately and enjoys a considerable degree of independence. Due to the great amount of power it wields, the Adeptus Mechanicus is more like an allied empire than an organisation within the Imperium. The Adeptus Mechanicus also follows a different religion from the rest of the Imperium. The religion and religious structure of the Adeptus Mechanicus is known as the Cult Mechanicus.



STRATEGY RATING		2
ATTACK SPEED		1



SPECIAL RULES

BOLSTER DEFENCE
Models with this skill can recreate effectiveness of cover, reinforcing crumbling wats and W-welding badly-damaged spars. Each model can boster a single ruin before the game begins if you are playing the defender. When you deploy, nominate one ruin in your deployment area for your model to bolster. The ruin's cover save is increased by one for the duration of the game. For example, a normal ruin (8+ save) so reinforced would offer a 7+ cover save. A ruin can only be bolstered once. 

REINFORCED BIONICS
All Skitarii have received augmentation by the tech‐priests to some degree or another. As a result they havesuperior constitutions that can shake off some forms of damage that might otherwise incapacitate mere flesh and bone.
The opponent gets -1 on their injury rolls against models with this skill. (0=1)

ELECTOOS
These allow the Electro Priests’ Close Combat attacks to ignore Armor Saves. Also, Electoos give a 7+ Invulnerable Save (from the cracking electricity surrounding their bodies). 

STATIC SHOCK 
In the first round of any combat the barely contained electrical buildup erupts from the Priests, arcing across their bodies and striking those around them. All enemy models in base contact are hit at Initiative 10 with a single S4 attack; Armor saves can be taken as normal. These attacks are worked out in the normal sequence for the combat, and remove models as you would other close combat casualties. After the first round is over the excess electrical discharge is grounded somewhat and has no effect until a new combat is started later in the game

BIONICS
Models with this traitmay buy up to one mutation taken from the mutations list as the techpriests has altered their body with robtic parts.

HEAVY BIONICS
Certain favoured Skitarii receive additional augmentation making them hardier and more resilient to damage. 
Models withthe Heavy Bionics trait may take up to three mutations from the mutations list.

MASTER CRAFTSMEN
The superior craftsmanship in the ranged equipment of the Skitarii surpasses even that of the Adeptus Astartes.
As a result the Skiitarii may reroll any of their to-hit rolls of “1”.

BLESSING OF THE OMNISSIAH
If the model is in base contact with a damaged construct during the Shooting phase, he can attempt to repair it instead of firing a gun. Roll a D10 and add the the following modifiers: 
Servo-Arm		+2
If the result is 7 or more, then either a Weapon Destroyed result or Immobilized result (player's choice) will be repaired. If a Weapon Destroyed result is repaired, that weapon can be fired in the following Shooting phase. The mechanic cannot repair if gone to ground or falling back. 



DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Bayonet		12
Closecombat weapon	5
Combat knife		5
Sword		8

SHOOTING
Autopistol		11
Autogun		17
Lasgun		18
Laspistol		15
Lascarbine		19
Shotgun		17
Stubgun		14

SPECIAL
Flamer		23
Grenade Launcher		20
Heavy Stubber		52
Heavy Flamer		27

GRENADES
Frag		8
Flash 		5
Smoke		3	

ARMOUR
Flak		10
Mesh		13
Helmet		12
Cybernetic Enhancements	18

WARGEAR
Auspex		10
Armour penetrating (Ammo)	6
Bolt Shells (Ammo)		8
Climbing Gear		3
Dum-Dum bullets (Ammo)	10
Hot Shot (Ammo)		16
Infra Red Goggles		12
Overcharge Pack (Ammo)	4
Photo Sights (Sight)		3
Red-Dot Laser Sight		15
Respirator		3
Telescopic Sight		12
Targeting Array		8
Combat Bionics		15
Electoos		6
Lexmechanic		5
Mind Impulse Unit (sight)	13






OFFICERS

CLOSECOMBAT
Chainsword		15
Cult Mechanicus Power Axe	20
Power Axe		17
Null Rod (leader)		19

SHOOTING
Hellpistol		18
Hellgun		31
Needle pistol		24

SPECIAL
Long-Las Rifle		34

GRENADES
Anti Plant		5
Blind		5
EMP Grenades		10
Krack		8
Melta Bomb		16
Plasma		15

ARMOUR
Carapace Armour		14
Refractor Field		18
Reduced Flak Jacket		5
Refractory Armour Coating	8

WARGEAR
Auxiliary Grenade Launcher	12
EMP Protection		14
Infra Red Sight		12
Master Crafted Cybernetics	22
Mechondrites		24
Motion Predictor		10
Omni-Scope		23
Photo-Visor		3
Preysense Sight		5
Servo Arm		20
Servo Harness		35
Servo Skull (Auspex)	5
Suspensors		10
Toxic (Ammo)		8
Telescopic Sight (Sight)	12

















OFFICERS

1 Master of the Forge (Leader)	61p
As a Tech‐adept progresses and acquires greater knowledge, he is relieved from day to day tasks to study ancient texts and learn the greatest mysteries and techniques. On the battlefield these Tech Magos seek out each other’s company and pool their expertise so that together they might achieve their Quest
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Leader, Blessing of the Omnissiah, Bolste Defence, Astarte

SKILL LISTS Combat, Leadership, Academic, Toughness


0-1 Techmarine	102p
Ancient pacts sworn between the Adeptus Mechanicus and the Adeptus Astartes allow the Space Marines to send those warriors with an affinity for technology to Mars to train and begin the long, arduous journey of becoming a priest of the Machine God. Without the passing on of such ancient lore, the Space Marines would be unable to make war. 
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STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES Astarte, Blessing of the Omnissiah

SKILL LISTS Shooting, Academic, Strength, Toughness


0-1 Secutor	42p
Secutors are members of military sects and formations within the Adeptus Mechanicus that devote themselves to the art of warfare with a fervour other tech‐priests normally reserve for tinkering with ancient technology. To them, the protection of the technological mysteries of the machine cult, from those who would misuse them, is a far greater concern than anything else, including human lives and the other concerns of the Mechanicus.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Blessing of the Omnissiah, Bionics

SKILL LISTS Combat, Shooting, Strength


0-3 Techpriests	27p
A Tech-priest is an adept of the Adeptus Mechanicus. They are the members of the Cult Mechanicus, a priesthood which forms a hierarchy of technicians, scientists, and religious leaders. The Tech-priests provide the rest of the Imperium with its technicians and engineers. Though their bodies often incorporate many mechanical components, Tech-priests are human, unlike the slave-machine Servitors which carry out all the heavy and monotonous labour for them. 
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Blessing of the Omnissiah

SKILL LISTS Shooting, Academic, Sneak


0-1 Electro-Priest	49p
Electro-priests are fanatic cult warriors, responsible for supporting other Tech-priest warriors in battle. Their skins are engraved with a metallic electoo circuit which spirals around their bodies and interfaces with their minds, allowing them to build up a tremendous current of electrical energy. As Electro-priests enter battle they chant Cult litanies, building up their electric energy and driving themselves into a frenzy of destruction. 
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STARTING EQUIPMENT 2Close Combat weapons, Touch of the Luminen

SPECIAL RULES Bionics, Static Shock

SKILL LISTS Combat, Strength, Toughness, Speed


SQUAD

0-10 Servitor	12p
Servitors are mono-task adapted slaves that exist solely to assist a Chapter's Techmarines in their laborious duties. Each is an arcane combination of man and machine, without personality or reason, sporting an array of mechanical modifications ranging from huge metal claws and infra-red sensors to bionic exoskeletons and flux-torsion drills, all the better to aid a Techmarine in his repair and maintenance of a Chapter's armoury.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Drone, Mindless, Bionics


0-2 Heavy Weapon Servitor	14p
Some Servitors are even bonded to heavy weapons so that they may act as battlefield bodyguards to their master. 
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Heavy or Special Weapon Skill, Drone, Mindless, Bionics




0-3 Skitarii	41p
Skitarii is the Adeptus Mechanicus' official term for all military forces under its command (except for the Titan Legionsand certain vehicle squadrons). It is a term equivalent to 'the Imperial Guard' as it generally includes almost all combatpersonnel and armour that the Mechanicus possess. Skitarii are known as Tech‐Guard to outsiders. In the CultMechanicus army, there are certain distinctive traits that apply to all Skitarii, no matter what their specific role is on thebattlefield.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	5
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Reinforced Bionics, Master Craftsmen


0-3 Menials	12p
Menials are recruited from the population of non-adepts, but gain the title of Adept themselves. They are very proud of this honour and will bear any indignity to keep it. Recruitment into the Adeptus Terra, even as a lowly Menial, is the only escape from the terrible squalor of Terra. Unlike the skilled hereditary slave workers, scribes and other functionaries who make up a great part of the Administratum, Menials do not pass their title and position on to their children.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Stunty, Mindless, Drone


0-2 Robots	44p
Imperial Robots are the living embodiments of the Machine God, whose Spirit animates these ancient constructs of rare metals and circuitry. They stalk the battlefield, implacable and deadly in their advance. Each Robot has a primitive artificial brain of bio-plasm, specially maintained for centuries by the finest Genetors of the Legio Cybernetica. The art of growing new Robot cortex units dates back prior to the Emperor’s First Crusade and has become an almost lost one now, and thus each Robot is a near priceless tech-relic in it’s own right. Their superior firepower and combat effectiveness outweigh the risk of loss though. All members of the Cult Mechanicus venerate these loyal and powerful devices, and they are a source of inspiration to the faithful in battle.


	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	5
	5
	1
	4
	1
	6



STARTING EQUIPMENT Close Combat Weapon

SPECIAL RULES Drone, Fearless, Heavy Bionics, Mindless, Slow and Purposeful
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Over the rum of centuries, the forces of Chaos have been further swelled by Space Marines that have turned from the light of the Emperor to pursue their own agendas. Freed from the dogma and traditions of their Chapter, these Renegade Space Marines fully indulge their superhuman bodies and warrior minds. They most often become corsairs and mercenaries, using their unequalled banle skills to gather wealth and power, rising as tyrannical figureheads of pirate fleets and IlIlers of bases hidden on desolate planets.
As they explore this new freedom of possibilities, those Space Marines inevitably rum at some point to the
Gods of Chaos to grant them more power to do with as they Will, and from this point on, they are as doomed to walk the path of the Chaos Champion as much as any Traitor from the Horus Heresy. These renegades are hunted men - loathed by other Space Marine Chapters, who consider it a duty or honor to crush any renegades within the Adeptus Astarte’s lest their perfidious behavior become a stain upon all Space Marinas.



STRATEGY RATING		2
ATTACK SPEED		1



SPECIAL RULES

MARKS OF CHAOS
You may only have 2 different marks in your squad and one of them must be UNDIVIDED. No model may have more than one mark.

	MARK OF NURGLE
	The Unit gains +1 T

MARK OF TZEENCH
The unit gains a9+ invulnerable save and may choose the ‘Psyker’ skill later on.

MARK OF KHORNE
The Unit gains +1 A and may never become a Psyker.

MARK OF SLAANESH
The Unit gains + 2 I and May choose Speed Skills

MARK OF UNDIVIDED
The Unit may re-roll failed Pinning tests. If the Leader chooses this mark change the number of Cultists to 0-3.

MUTANTS
Units may buy Mutations as equipment with the following restrictions. Cultist 1 mutation each, Chaos Space Marines and the Lord 2 each, the Chosen any number. Cultists roll a random mutation while Space Marines may choose any paying double the price. 

SORCERER
The model may be upgraded to a Psyker 5 when you start the squad. If you choose to do so he loses 1 Attack and the Mutants Special rule.

CHAOS REWARDS
Any model in the squad may take a reward from the appropriate god instead of a skill

DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Closecombat weapon	5
Combat knife		3
Sword		8

SHOOTING
Auto Pistol		11
Autogun		17
Laspistol		15
Lasgun		18
Stubgun		14
Shotgun		17

SPECIAL
Flamer		23
Heavy Flamer		27

GRENADES
Frag		8
Krak		??
Smoke		3

ARMOUR
Carapace		14
Flak		10

WARGEAR
Auspex		10
Climbing Gear		3
Mark of Nurgle		10
Mark of Tzeench		10
Mark of Khorne		10
Mark of Slaanesh		10
Mark of Undivided		5
Photo Visors		3
Respirator		3



OFFICERS

CLOSECOMBAT
Chain Sword		15
Chain Axe		13
Power Axe		17
Power Fist		28
Power Maul		11
Power Sword		16

SHOOTING
Bolt Pistol		32
Boltgun		35
Doom Siren		31
Sonic Blaster		40

SPECIAL
Blastmaster		58


GRENADES
Anti-plant		5
Blind		5
Melta bomb		??

ARMOUR
Power armour		45
Terminator Armour		92

WARGEAR
Force Familiar		15
Mutations		*
Power Familiar		10
Preysense Sight (sight)	5
Red Dot Sight (sight)	15
Spiky Bits		10
Telescopic Sight (sight)	12









[image: ]

OFFICERS

1 Chaos Lieutenant (Leader)	138p

The most favored servants of the Dark Gods are the Champions of Chaos. Who dedicate their utter being to ambition and the increasing of their god's power. The greatest Chaos Champions are the Chaos Lords – men with the incredible vision and strength to bind the forces of Chaos to their will. Chaos Lords are supreme warriors having fought and led men in battle for hundreds of years. The Chaos Lord's undying devotion is rewarded with numerous gifts of power, unholy artifacts and physical mutation.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	7
	6
	6
	6
	2*
	7
	2
	9



STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES Leader, Fearless, Astarte, Mutants

SKILL LISTS Combat, Shooting, Leader, Techno, Strength, Chaos Rewards


0-1 Chosen	122p

The most experienced and dedicated Chaos Space Marines are the Chosen, and other Chaos Space Marinesseethem as being particularly favored by the Ruinous Powers. Chosen are even more hard-bitten, callous and deadly than other Chaos Space Marines, and think nothing of sacrificing the lives of their comradestoincrease their own standing with the gods.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	6
	6
	2*
	6
	2
	8



STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES Fearless, Astarte, Sorcerer, Mutants

SKILL LISTS Combat, Strength, Toughness, Speed, Chaos Rewards


0-3 Chaos Space Marines	105p

Ever since the Horus Heresy, Space Marines have been tempted by the path of Chaos, whether for selfish reasons or greater ideals. Sundered from the Imperium, having turned their backs on the Emperor, these super-warriors know that there can be no peace for them, no forgiveness nor absolution. They are wholly committed to the path they now tread, for good or ill.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	6
	6
	2*
	6
	1
	7



STARTING EQUIPMENT Combat Knife, Power Armour

SPECIAL RULES Astarte, Mutants

SKILL LISTS Combat, Shooting, Strength, Chaos Rewards


SQUAD

0-3 Chaos Cultists (Undivided)	28p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	5



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Mutants

0-3 Plague Bearer (Nurgle)	??p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	5



STARTING EQUIPMENT Teeth and Claw

SPECIAL RULES Mindless, Deamon

0-3 Horror (Tzeentch)	??p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	5



STARTING EQUIPMENT Teeth and Claw

SPECIAL RULES Mindless, Deamon

0-3 Bloodletter (Khorne)	??p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	5



STARTING EQUIPMENT Teeth and Claw

SPECIAL RULES Mindless, Deamon

0-3 Deamonettes (Slaanesh)	??p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	5



STARTING EQUIPMENT Teeth and Claw

SPECIAL RULES Mindless, Deamon


0-1 Chaos Dreadnought	xp

When a Space Marine suffers grievous harm, the like of which even his superhuman physique cannot endure, his ravaged body is borne from the battlefield with great reverence. Most such men die swiftly of their wounds, or receive the Emperor's Mercy from one of the Chapter's Apothecaries. Their lifeless forms are cremated, interred or sent to journey the infinite void, according to the traditions of the Chapter.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	5
	6
	4
	8
	8
	1*
	4
	2
	7



STARTING EQUIPMENT Tactical Dreadnought Armour

SPECIAL RULES Construct, Bloodthirst?
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STRATEGY RATING		1
ATTACK SPEED		2



SPECIAL RULES

VICIOUS CHARGE
When a kindred with this ability charges another model it will gain +1WS and +1S for that turn. In the subsequent turn the stats returns back to normal.

FIELDCRAFT
Kroot are naturally adept in arboreal environments.  Fieldcraft grants the Kroot +1 to their cover save in woods or jungles. Kroot in woods or jungles do not have to make a difficult terrain test, they can always make a normal move.

ACID SPIT
Kindred with this ability can make 1 poisonous spit attack with initiative 10 in close combat. Use the models WS to determine if the attack is successful. The poison will always wound on a 7+.

EATING FRENZY
Whenever a Kroot takes an enemy OOA in close combat and there’s no other enemy model in charge range, the Kroot must take an Ld test to avoid going into Eating Frenzy. If the test fails the Kroot must spend the following turn by the fallen enemy doing nothing but feasting on its flesh.  The Kroot will not take any actions but will defend itself if charged.

UNDERSTANDING CAPTURED TECH.
The kroot may try to figure out a weapon or piece of equipment that’s not in his armoury (through capturing a enemy hero for example). This is done by taking a Ld test. If the test fails the object is broken beyond repair and cannot be used ever again. If the test is passed the kroot learns to use the object and may use it to its full potential.



DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Close combat weapon	5
Combat knife		5
Sword		8

SHOOTING
Kroot Rifle		28
Kroot Pistol		28
Autogun		17
Autopistol		11

SPECIAL
Flamer		23
Sniper rifle		26

GRENADES
Frag		8
Smoke		3

ARMOUR
Reduced Flak Jacket		5

WARGEAR
Auspex		10
Climbing Gear		3




OFFICERS

CLOSECOMBAT
Chainsword		15
Power sword		16
Sword		8

SHOOTING
Lascarbine		19
Pulse carbine		33
Needle Rifle		28

SPECIAL

GRENADES
Blind		5
EMP		10
Stun		3

WARGEAR
Overcharge Pack		4
Narthecium		15
Silencer		15
Totems 		??
Warpaint		??
Ceremonial Upgrades	??










OFFICERS

1 Shaper (Leader)	57p
A  Shaper rules over a mercenary band. He negotiates contracts with employers, leads his warriors in battle and directs their evolutionary development. He will often be armed with the most valuable equipment available, bartered or looted from the many warzones his band has served in.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	5
	4
	1
	6
	2
	8



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Leader, Understanding Captured Tech, Vicious Charge, Fieldcraft

SKILL LISTS Combat, Shooting, Leader, Techno, Strength, Speed


0-1 Big Game Hunter	45p
When a Kindred is threatened with destruction, the Shapers will go to great length to ensure that their Kindred’s collective DNA is preserved by one individual. The chosen survivor is often an exceptional individual, charged with the final task of brining his Kindred’s DNA back to the Race and ensures their immortality. If the lone warrior cannot return to Pech, they will instead seek out the closest Kindred and attach themselves to it. Known in bard/song as the ‘Big Game Hunter’, these survivors are legendary figure amongst the Kroot. A battle pilgrim, their body is covered in sacred oaths written in the dried blood of his kindred and is honoured by his adopted company who swear to consume him upon his demise. Until their death, the Big Game Hunter will fight in bloody remembrance of his Kindred, seeking only death and immortality.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	6
	4
	5
	5
	1
	5
	1
	7



STARTING EQUIPMENT Combat Knife,

SPECIAL RULES Beastslayer, Vicious Charge, Fieldcraft, Pack of One, Eating Frenzy

SKILL LISTS Combat, Strength, Stealth, Speed


0-1 Shaman	44p

A rare sight on the battlefield, the venerable Kroot Shaman is responsible for the mapping of the Kindred’s genealogical history, supplying the information to the Master Shaper to help him plan their future. The Kroot Shaman is both revered and shunned by the Kindreds as they often wield strange and terrifying powers.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	8



STARTING EQUIPMENT Combat Knife,

SPECIAL RULES Psyker Adept, Vicious Charge, Fieldcraft

SKILL LISTS Combat, Techno, Psyker, Speed



0-2 Stalkers	42p

The Stalker kindreds have sought out the stealthiest of predators living within the depths of the galaxy’s jungle death worlds. By matching their skills against these creatures and eating the kills, they have become amongst the most deadly of ambush specialists to be found in any warzone.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	4
	5
	4
	1
	5
	1
	7



STARTING EQUIPMENT Combat Knife,

SPECIAL RULES Infiltration, Vicious Charge, Fieldcraft, Eating Frenzy

SKILL LISTS Combat, Shooting, Stealth, Speed



0-2 Headhunters	42p

The Headhunter kindreds have sought out the most poisonous creatures they could hunt. They are capable of spitting a highly corrosive acid at close range, burning the exposed flesh of their foes and causing horrific injuries. Theese kindred are always on the forefronts of battle, proving their worth as warriors.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	4
	5
	4
	1
	5
	1
	7



STARTING EQUIPMENT Combat Knife,

SPECIAL RULES Acid Spit, Vicious Charge, Fieldcraft, Eating 
Frenzy

SKILL LISTS Combat, Shooting, Strength, Toughness, Speed


SQUAD

0+ Kroot Carnivores	35p

The Carnivore Kindred represents the core of the Kroot Mercenary band. They are flexible in battle and their Shapers are always on the lookout for fresh foe whose special abilities they can inherit.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	4
	5
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Vicious Charge, Fieldcraft, Eating Frenzy


0-2 Kroot Carnivores HWS/SWS	35p

The Carnivore Kindred represents the core of the Kroot Mercenary band. They are flexible in battle and their Shapers are always on the lookout for fresh foe whose special abilities they can inherit.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	4
	5
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Vicious Charge, Fieldcraft, Eating Frenzy, Weapon Specialization.Heavy weapon / Flamer.


0-4 Kroot Hounds	32p

The Kroot hound is a vicious evolutionary variation of the Kroot and though they often accompany the Kroot into battle, their handlers must take great care when handling them.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	6
	5
	-
	5
	4
	1
	6
	1
	6



STARTING EQUIPMENT Claws and Beak.

SPECIAL RULES Vicious Charge, mindless, Eating Frenzy


0-2 Kroot Vultures	35p

Flying kroot...

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	4
	5
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Fieldcraft, Flyer, Eating Frenzy
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STRATEGY RATING		1	ATTACK SPEED		1


SPECIAL RULES

MUTATION
The model can choose to buy a mutation.

MASTER OF RHETORIC
The model is a master orator that can dazzle crowds with his speeches. In the shooting phase he may try to convince an enemy  model to join the cause and change sides. The model must be within 6" and not involved in Close Combat. The targeted model must then take a Ld test. If it fails he switches sides for D3 turns and is during that time controlled by the opposing player.

BOMB HARNESS
The model is equipped with a bomb harness that’s armed with frag grenades. When the model enters within 2" of an enemy model or structure/objective he may detonate the harness. Roll to wound and any potential armour saves.



DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Close combat weapon	5
Combat knife		5
Sword		8

SHOOTING
Autogun		17
Autopistol		11	
Shotgun		17
Stubber		14

SPECIAL
Flamer		23
Heavy Stubber		52
Mortar		??
Heavy Flamer		27

GRENADES
Frag		8
Smoke		3

ARMOUR
Flak		10
Reduced Flak Jacket		5
Helmet		12
Combat Shield		12

WARGEAR
Climbing Gear		3


OFFICERS

CLOSECOMBAT
Chainsword		15
Power sword		16
Sword		8

SHOOTING
Lasgun		18
Laspistol		15
	
SPECIAL

GRENADES
Anti Plant		5p
Blind		8p
EMP		10p

ARMOUR
Mesh		13

WARGEAR
Overcharge Pack		4
Camo Cloak		10
Narthecium		15
Motion Predictor (sight)	10
Preysense Sight		5
Red-Dot Laser Sight		15
Silencer		15










OFFICERS

1 Arch Heretic (Leader)	40p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	4
	4
	1
	4
	1
	8



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Leader, Mutation

SKILL LISTS Combat, Shooting, Leader,Techno, Strength, Speed


0-2 Brethren	33p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Mutation

SKILL LISTS Combat, Shooting, Stealth


0-1 Big Mutant	58p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	5
	5
	5
	5
	2
	3
	1
	5



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Mutation: Growth,  Large,  Fearless

SKILL LISTS Combat, Strength, Toughness


0-1 Heretic Demagogue	37p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	8



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Master of Rhetoric, Scout

SKILL LISTS Shooting, Leader, Techno


0-1 Chaos Psyker	34p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	9



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Psyker Adept, Mutation

SKILL LISTSTechno, Psyker, Toughness





SQUAD

0+ Traitors	25p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES


0-2 Traitor Havocs	30p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Heavy, Melta or Flamer Skill


0-5 Mutants	13p+

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	3
	4
	4
	1
	3
	1
	6



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES 2x Random Mutations


0-3 Suicide Bombers	40p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	3
	4
	4
	1
	3
	1
	7



STARTING EQUIPMENT Combat Knife, Frag Grenades

SPECIAL RULES Fearless, Headstrong, Bomb Harness,


0-3 Saboteurs	30p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENT Combat Knife,  

SPECIAL RULES Infiltration

0-1 Possessed	103p

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	6
	4
	6
	6
	2
	6
	2
	9



STARTING EQUIPMENT Deamonic talons  (Counts as CC weapon, can never use any other weapons or equipment)

SPECIAL RULES Large, Immune to psychology, Causes fear, Demonic aura (8+ Invunerable save)


Ork Henchmen?
Mutant Beastmen?
Ogryn?
Gretchin?



SENTINEL?

[bookmark: _Toc332561029][bookmark: _Toc335495167]Gretchin Revolutionaries
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Rebel Grots strive for the day their grievances will be acknowledged by the Orks and restitution can be attained. However, in the short term, most Rebel Grots are more interested in gaining enough real experience to join Da Kommitte. Da Kommitte, the highest ranking part of the Gretchin Revolutionary Committee, was apparently formed by the Red Gobbo, although exactly when and how it is unclear, other than the fact that the committee was created after the first early days of the rebellion as a means to reduce in-fighting amongst the Rebel Grots – Although the GRC supposedly treats all Grots as equals, not all Grots treat each other with equal respect. Due to internal politics and the natural need for hierarchy present in the Orkoid genetics, the committee is a vital part of the revolution.



STRATEGY RATING		0
ATTACK SPEED		1



SPECIAL RULES

GROT MOB RULE
If there are 10 or more grots alive on the battlefield all gretchins gets +1 Ld.

FULLY FLEDGE HONCHO
After his first victory the leader gains +1 Ld.

FOR DA REVOLUSHUN!
Once per game the Honcho can call apon the Waaagh. It can not be used in the first turn as the Gretchins needs to warm up, but may be declared at the start of any other turn. For that turn all Gretchins becomes Fearless.

PILN’ON
The Snotlings uses a special close combat technique that gives their allies an upper hand instead of inflicting damage by them selves. A snotling that is alone in close combat fights as normal but if he fights with a friendly models against an enemy he does not strike any blows but gives target ally +2 WS instead.

DAKKA, DAKKA, DAKKA!
Head Honchos are renowned for being 'tricksy' in combat, but not always due to superior physical prowess. During the first turn of a combat, regardless of who initiated the assault, a Head Honcho may fire any and all ranged weapons he is carrying instead of making his usual close combat attacks. These shooting attacks are made at +1BS, but any shot has the Gets Hot special rule.  Attacks are conducted before combat begins. 

SQUIG BREEDER
Without the Squig Herder you may not buy upgrades to your squigs.


DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Bayonet		12
Choppa		7
Close combat weapon	5
Combat knife		5

SHOOTING
Autopistol		11
Autogun		17
Revolushun Shoota		??
Shotgun		17
Stubgun		14

SPECIAL
Flamer		23

GRENADES
Frag		8
Smoke		3

ARMOUR
Flak		10
Helmet		12

WARGEAR
Tinkers Tools
Auspex		10
Climbing Gear		3
Respirator		3

SQUIG BREED
Spiked Squig		??	
Gas Squig		??
Rok Squig		??
Spindly Squig		??
Gnasher Squig 		??

KILLA CAN
Buzz Claw		??
Buzz Saw		??
Choppa Claw		??
Drilla		??
Big Shoota		??
Grotzooka		??
Rokkit Launcha		??
Schorcha		??





OFFICERS

CLOSECOMBAT
Chainsword		15
Power Claw (fist)		28
Sword		8

SHOOTING
Kustom Grot Blasta		??
Lasgun		18
Laspistol		15
Rokkit Pistol		??
Shoota		26

SPECIAL
Melta gun		??

GRENADES
Krack		8
Melta Bomb		16
Squig Stikkbomb		??
Stikkbombz		12

ARMOUR
Cranial Plating		10

WARGEAR
Armour penetrating (ammo)	6
Big Horns		15
Dok’s Tools		15
Dum-Dum (ammo)		10
Magic Mushrooms		15
Red Dot Laser Sight		15
Targeting Squig		18
Telescopic Sight		12
Warpaint (Warpaint)	10

















OFFICERS

1 The Head Honcho (Leader)	xxxp
Every single Rebel Grot warband that fights under the control
(and watchful eyes!) of Da Kommitte follows the orders of a singular leader into battle, known as a Head Honcho, which typically is the most bitter, grudge-baring and cunning gretchin within a particular warband.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	5
	4
	4
	1
	4
	1
	6



STARTING EQUIPMENT Knife

SPECIAL RULES Fully Fledged Honcho, For Da Revolushun!, Dakka, Dakka, Dakka!, Stunty

SKILL LISTS Combat, Shooting, Leadership, Sneak


0-1 Grot Big‘Unz	xxxp
Despite the name, Big'Unz are not any larger or tougher than the average Grot. The name refers to their unique suits of battle armour instead of the users themselves.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	2
	1
	5



STARTING EQUIPMENT Knife

SPECIAL RULES Stunty

SKILL LISTS Combat, Shooting, Toughness


0-1 Sneeky Gitz	xxxp
Some Gretchin that are born into the Revolution, instead of being dragged or volunteering for the live of rebellion, never learn to fire a weapon to the same extent that most Gretchin seem to naturally possess. Instead, they spend their time skulking around in shadows, approaching under elements and using intimate personal weapons in order to despatch a target. These Gretchin are hailed as 'Sneeky Gitz', the most cunning of all Grots, able to move effortlessly through terrain, from
dangerous scrap piles to overgrown forestry, without making a single noise or disturbing anything.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	3
	3
	4
	1
	5
	1
	5



STARTING EQUIPMENT Jagged Knife

SPECIAL RULES Scout, Move Through Cover, Two weapon Wielder, Stunty

SKILL LISTS Combat, Sneak, Speed


0-3 Grot Nobz	xxxp
The Gretchin Revolutionary Committee's membership tend to be armed better than the revolutionary warbands that make up the run of the mill forces, sporting heavy armour plating, fancy jackets and higher quality weapons, scopes and other equipment that make them a force to be reckoned with in their own right. Very few enemies can stand before a Kommitte mob and survive the hail of bullets coming from their top of the line weaponry
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STARTING EQUIPMENT Knife

SPECIAL RULES Stunty

SKILL LISTS Combat, Shooting, Sneak


0-1 Squig Herder	xxxp
Through a combination of poking, prodding, yelling, and throwing raw meat, a Squig Herder has managed to...well...not exactly "tame" a pack of squigs, but certainly get them to at least run when he stabs them. The Squig Herder has the means to deal with any combat situation through the wide array of squigs at his disposal - and sometimes, they are quite literally at his disposal, as his pets have an unsettling habit of being eaten or exploding.
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STARTING EQUIPMENT Cattle Prodder

SPECIAL RULES Squig Breeder, Stunty

SKILL LISTS Combat, Toughness, Speed


0-1 Oiler Grot	xxxp
Oiler Grotz are not only responsible for creating new weaponry, ammunition and vehicles however – They must also maintain and upgrade these, as well as producing armour.
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STARTING EQUIPMENT Knife, Tinkers Tools

SPECIAL RULES Mechanic, Stunty

SKILL LISTS Shooting, Techno, Sneak


0-1 Paingrot	xxxp
Paingrotz chief passions are surgery and extreme dentistry. The latter art is often carried out whilst the patient is opened up on the slab, as the extracted teeth pay for the exorbitant fees levelled at 'da kustomer'. Whilst he is safely strapped down, mouth wedged open, the patient is not really in a position to argue.
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STARTING EQUIPMENT Knife

SPECIAL RULES Medic, Stunty

SKILL LISTS Combat, Academic, Sneak





SQUAD

0-12 Gretchin	xxxp
Gretchin mobs are the heart and backbone of the revolution. The sprawling masses that make up the vast majority of the little Waaagh – still poorly equipped and poorly clothed much like when they were slaves to the Orks...

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	4
	3
	3
	1
	2
	1
	4



STARTING EQUIPMENT Knife

SPECIAL RULES Stunty


0-3 Grot Tekkies	xxxp
Very often, courageous Tekkis will follow their various creations onto a battlefield, cackling with glee when huge explosions and chaos errupt due to their own work, however the truly cunning Tekkie doesn't come for this reason alone – He can maintain vehicles and weaponry in the field as and when  roblems occur, learn about vulnerabilities to improve on in the next (and greatest) upgrade to his devices and even call 'first  ibs' on interesting looking pieces of technology that have fallen off of vehicles (Regardless of whether they are his own  reations or those of an enemy, it's important to pick up anything useful before someone else does!)
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STARTING EQUIPMENT Knife, Tinkers Tools

SPECIAL RULES Mechanic, Stunty


0-3 Squigs	xxxp
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STARTING EQUIPMENT Big Teef and Claw (Close Combat Weapons), Tough Hide (Carapace Armaour)

SPECIAL RULES Mindless


0-3 Snotlings	xxxp
The smallest of the known Greenskin life forms are known as
snotlings. They are even smaller and punier than Gretchin, with a very limited intelligence that actually translates to almost a sense of fearlessness – not due to any sort of courage, but due to the fact that they simply don't know that they should be scared.
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STARTING EQUIPMENT Clubs

SPECIAL RULES Piln’On, Tiny


0-2 Killa Kanz	xxxp
A Killa Kan is outwardly similar to its larger cousin, the Deff Dread. They are essentially giant metal canisters on pistondriven legs that sport lethal close combat attachments and heavy-duty weaponry. One of their limbs usually ends in deadly-looking power shears or a great blood-encrusted buzz saw, whilst the other side is a large calibre weapon welded to the opposite side. However, it is inside the Killa Kan that the difference becomes more pronounced, for Killa Kans is piloted by Grots rather than Orks.
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STARTING EQUIPMENT Close Combat Weapon

SPECIAL RULES Construct
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STRATEGY RATING		2
ATTACK SPEED		1



SPECIAL RULES

INCONCEIVABLE CUSTOMISATION
If the Jokaero isdeployed, roll a D6 on the following chart. All results apply for the duration of the game.

	D6:
	1	 Aesthetic Alteration: While pleasing to the Jokaero,these modifications have no noticeable effect
	2	 Improved Gun Sights: One non-template shootingweapons in the squad have its maximum rangeincreased by 6”.
	3	 Reinforced Armour: One model in the squad treat hisarmour save as being one better than normal.
	4	 Penetrating Ammunition: One shooting weapon in thesquad gains the RENDING special rule.
	5	 Augmentative Energy Fields: One model in the squadhas an8+ invulnerable save
	6	 The Works: Roll twice more on the table and applyboth results. Each upgrade can only be applied once,		ignore duplicate results (including duplicate rolls of 6).

JOKAERO INGENUITY
All Jokaero are equipped with digitalweapons, which work as described in the Wargear section. In addition,the Jokaero can have up to 10 weapons converted to digital weapons (you buy them as normal, not heavy weapons) then choose which weapon to use each shooting phase. 

PATH OF SPECIALIZATION

Callidus Assassin
Callidus Assassins are masters of infiltration. Using the shape altering drug polymorphine, a Callidus can masquerade as any being they choose, from a beautiful human woman to a brutish Ork. So the Callidus operate unseen behind enemy lines, eliminating and replacing individual foes in order to get closer to the target.
The Assasin gains the Infiltrate skill but may setup anywhere on the battlefield, including the opponent’s setup zone, and in line of sight of enemies. He may not start the game in Close Combat.

Culexus Assassin
Culexus Assassins are primarily chosen because they have, or appear to have, no presence in the Warp - they are, to all intents and purposes, soulless. The terrifying power of the Culexus is normally concealed by his animus speculum. However, when his target is near, the Culexus wills the animus speculum's eye to open. As the ghastly light boils forth, waves of anti-psychic energy flow across the battlefield, tearing the foe to bloody scraps of flesh.
The Assassin is immune to psychic powers and has the Awareness skill. They cause Fear against Psykers or Deamons.

Eversor Assassin
Eversor Assassins are nothing less than crazed berserkers and do not eliminate single targets, but rather blaze a bloody and terrible trail though the heart of any insurgency. Between missions, the Eversor is held in check by an exotic cocktail of tranquilisers and suppressants, but once the mission begins, these drugs are replaced by frenzon - a stimulant that propels the Eversor's mind and body into a state of permanent rage.
The assassin gains the Rage skill and may use any number of combat drugs at the same time.

Vindicare Assassin
Assassins of the Vindicare Temple have elevated the skill of the marksman to a lethal art form. With a single bullet, delivered at the right place and the correct time, a Vindicare can change the course of history.
The Assassin replaces the Two Weapon Wielder skill with Marksman skill and gains the Deadshot skill and may handle any type of firearm (heavy, sniper exotic…)




BROTHERHOOD OF PSYKERS
All Grey Knights counts as psykers Lvl 1 although they cannot cast any powers. (They can use nullify, they can handle equipment marked “psyker” etc., but they do notcount when randomizing the number of cards drawn)

SPECIAL OPS
Before each battle choose one of the following special missions given to the unit:
	
Reconnaiance The unit gainsSCOUT and MOVE THROUGH COVER
	
Airborn Assault The unit gains DEEP STIKE and may reroll the scatter dice

Behind Enemy Lines The unit gains INFILTRATE and their weapons counts as pinning the first round they fire


AURA OF FAITH
Daemons within 6" of one ormore models with this special rule must re-roll successfulinvulnerable saves.

PSYCHIC BEACON
If a friendly unit wishes to arrive on thebattlefield via Deep Strike and chooses to do so within 6" ofa Mystic, then it won't scatter. Note that the Mystic mustalready be on the table at the start of the turn for this abilityto be used.



.

DEPOT


SQUAD

CLOSE COMBAT
Axe		5
Bayonet		12
Close combat weapon	5
Combat knife		3
Great Weapon		7
Sword		8

SHOOTING
Auto Pistol		11
Autogun		17
Laspistol		15
Lasgun		18
Lascarbine		19
Stubgun		14
Shotgun		17

SPECIAL

GRENADES
Frag		8
Krak		8
Smoke		3

ARMOUR
Carapace		14
Flak		10

WARGEAR
Auspex		10
Climbing Gear		3
Infra Red Goggles		12
Photo Visors		3
Respirator		3







OFFICERS

CLOSE COMBAT
Chain Sword		15
Eviscerator		28
Power Axe		17
Power Fist		28
Power Maul		??
Power Sword		16

SHOOTING
Bolt Pistol		32
Boltgun		35
Combat Shotgun		29
Hellpistol		18
Hellgun		31

SPECIAL
Flamer		23
Incinerator		31
Plasma Gun		34

GRENADES
Anti-plant		4
Blind		5
EMP Grenade		10
Melta bomb		16

ARMOUR
Power armour		45
Defense Orbs		30
Aegis Suit		??

WARGEAR
Spy Mask		
Cameleoline
Preysense Sight (sight)	5	
Red Dot Sight (sight)	15	
Telescopic Sight (sight)	12	










OFFICERS

1 Daemonhunter (Leader)	77p
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STARTING EQUIPMENTCombat Knife

SPECIAL RULESLeader, Astarte, Fearless, Preferred Enemy [Daemon]

SKILL LISTS Combat, Shooting, Leader, Toughness


0-1 Assassin	65p
Assassins protect the future of humanity by eliminating the few who become tainted with treachery, greed, the daemonic or other gross evils too heinous to name. For every world that is led into rebellion by a treacherous lord, or doomed through the daemonic liaisons of its leaders, how many more are saved by the knife of the Assassin? How many more would fall into the embrace of the Dark Gods and torment of damnation were it not for the poisoned cup and toxin dart? None can answer these questions. The Assassins work silently and without thanks. They are the bloody-handed and secret saviours of the Imperium.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES Two weapon fighting, Uncanny reflexes, Path of Specialization, Fearless, Move Through Cover

SKILL LISTS Combat, Shooting, Sneak, Speed


0-1 Banisher	32p

Though the Inquisitor is first and foremost a man of science,he knows full well that faith can prove to be both his mostenduring armour and his most potent weapon against theDaemon. So are many Inquisitors accompanied by Banishers,the most devout and pious of holy men, whose catechismsare anathema to the creatures of Chaos. To Daemons, aLitany of Purity is as a sword. In the Inquisitor's service, aBanisher will see many terrible things. He will have his faithtested as never before, but each trial serves only to reinforcehis unswerving belief in the God-Emperor of Mankind.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULESAura of faith, Preferred Enemy [Daemon]

SKILL LISTS 

0-1 Grey Knight	117p
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STARTING EQUIPMENTCombat Knife, Power Armour

SPECIAL RULES Astarte, Fearless, Brotherhood of Psykers, Preferred Enemy [Daemons]

SKILL LISTSCombat, Shooting, Strength


0-1 Crusader	41p

Some Inquisitors recruit Crusaders from the honour guard of the Cardinals Crimson - that most mysterious of all the Ecciesiarchy's many orders. It is said that nowhere can more devout warriors be found - save perhaps within the ranks of the famed Sisters of Battle. Most are inducted from the Schola Progenium, selected for their unflagging devotion to the Emperor. To be selected is a great honour, though it leads not only to a grueling life of asceticism and martial perfection, but also inevitably to an unmourned death in battle against the forces of heresy and apostasy.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULESBlademaster, Chrushing Blow

SKILL LISTSCombat, Strength, Toughness


0-1 Jokaero Weaponsmith	23p

Jokaero are heavyset, orange-furred apes with retractablefingers and toes, passing similar in appearance to the orangutansof ancient Terra. Yet this primitive appearance is completely misleading. Jokaero are technosavants withoutpeer and have an instinctive understanding of machinery andtechnological systems.
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STARTING EQUIPMENTCombat Knife, Digital Weapons

SPECIAL RULES Inconceivable Costomisation. Jokaero Ingenuity, Mechanic

SKILL LISTS Shooting, Techno, Sneak


0-1 Mystic	35p

Mystics are minor psykers, chosen for their unyieldingwillpower and utter reliability in the face of daemonictemptation. Though a Mystic lacks the mental fortitude tosummon the destructive fury wielded by other psykers, hecan nonetheless conjure a steady psychic signal.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULES Psychic Beacon, Awareness

SKILL LISTS Combat, Shooting, Academic


0-1 Psyker	37p

In their line of work, Inquisitors often require the talents ofan experienced psyker. They can, of course (and often do)requisition support from the Adeptus Astra Telepathica.However, such psykers, while unquestioningly loyal andmeticulously trained, are by nature hidebound and inflexiblein their approach. This is a deliberate defence inculcated bytheir tutors - a dullard mind is far less appetising to aDaemon and likely to be passed over in preference forsweeter meats.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	4
	4
	4
	4
	1
	4
	1
	7



STARTING EQUIPMENTCombat Knife

SPECIAL RULES Psyker Acolyte Lvl 1

SKILL LISTS Shooting, Psychic, Toughness


SQUAD

0-3 Inquisitorial Servitor	12p

Though the Inquisitor is first and foremost a man of science,he knows full well that faith can prove to be both his mostenduring armour and his most potent weapon against theDaemon. So are many Inquisitors accompanied by Banishers,the most devout and pious of holy men, whose catechismsare anathema to the creatures of Chaos. To Daemons, aLitany of Purity is as a sword. In the Inquisitor's service, aBanisher will see many terrible things. He will have his faithtested as never before, but each trial serves only to reinforcehis unswerving belief in the God-Emperor of Mankind.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	4
	3
	3
	4
	4
	1
	2
	1
	5



STARTING EQUIPMENT Combat Knife

SPECIAL RULES Mindlock


0-4 Warrior Acolyte	28p

Almost all Inquisitors maintain an inner circle of bodyguardsaQd warriors. Where these individuals are recruited fromdepends on the character of the Inquisitor, and the nature ofhis work.Some Inquisitors induct only from the most gloriedinstitutions of the Adeptus Terra: the Schola Progenium, theSkitarii Legions or the Chambers Militant of the EcclesiarchyOthers prefer the knife-edge reactions and gutter instincts ofbounty hunters, underhive mutants and rogue frontiersmen.Service as a Warrior Acolyte is fraught with danger, but alsothe first rite of passage for one who wishes to follow in hismaster's footsteps. So it is that some Warrior Acolytes will goon to become novitiate Inquisitors. However, most will die, nameless and forgotten, in the glorious pursuit of theInquisitor's great works.
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STARTING EQUIPMENTCombat Knife

SPECIAL RULESPreferred Enemy [Daemon]


0-4 Storm Troopers	40p
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STARTING EQUIPMENT Combat Knife

SPECIAL RULESSpecial Ops


0-1 Dreadnought	

When a Space Marine suffers grievous harm, the like of which even his superhuman physique cannot endure, his ravaged body is borne from the battlefield with great reverence. Most such men die swiftly of their wounds, or receive the Emperor's Mercy from one of the Chapter's Apothecaries. Their lifeless forms are cremated, interred or sent to journey the infinite void, according to the traditions of the Chapter.
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STARTING EQUIPMENT Dreadnought Power Armour

SPECIAL RULES Machine, Construct, Astarte
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To this day the Dark Eldar raid and pillage the galaxy at large from their hidden sub-realms in the webway, sowing as much misery and destruction as possible and spiriting away millions of captives to their lairs for their own horrible ends. They are experts in techniques of torture and degradation, for the longer a Dark Eldar can drag out the punishment of a captive the more nourishment he can derive from it. A Dark Eldar who has recently fed upon the torment of others shines with a cold and startling aura of power, his form restored to perfection even as his soul festers within. One who is starved of such energies for long enough will become a shadow of his former grandeur, desperately hunting for a taste of pain with which to stave off the gnawing in the depths of his soul


STRATEGY RATING		2
ATTACK SPEED		3


SPECIAL RULES

NIGHT VISION

POWER FROM PAIN
Whenever a Dark Eldar is wounded and gets the “Suppressed” result on the injury roll it may act as normal the next turn when it stands up without any negative effetcs the KD result usually comes with.

MONSTER MAKER (HAEMONCULI ONLY)
If a Haemonoculi is in the squad you may buy 0-1 Grotesque as a Squad choice. If the Haemonculi is taken OOA Grotesque will be subject to Stupidity the rest of the game.

Razor sharp wings: Wings+ close combat weapon with thw Rending Special rule.

DEPOT


SQUAD

CLOSECOMBAT
Close Combat weapon	5
Combat knife		3
Sword		8
Razor flail		15

SHOOTING
Lasgun		18
Laspistol		15
Lascarbine		19
Splinter rifle		23
Splinter Pistol		23


SPECIAL
Flamer		23
Fusion Gun		33
Long-Las Rifle		34
Ranger Long Rifle		44


GRENADES
Blind		5
EMP Grenades		10
Frag		8
Flash		8
Smoke		3
Stun		3

ARMOUR
Helmet		12
Mesh		13

WARGEAR
Auspex		10
Avenger Sight 		15
Climbing Gear		3
Motion Predictor (sight)	10
Overcharge Pack (ammo)	4
Photo Visors		3
Photo Sight (sight)		3
Respirator		3
Red-Dot Laser Sight (sight)	15
Telescopic Sight (sight)	12

OFFICERS

CLOSECOMBAT
Chainsword		15
Power sword		16
Demi Glaives		20
Hell Glavies		25
Hydra Gauntlets		20

SHOOTING
Needle Pistol		24
Lasblaster		32
Splinter Rifle		23
Splinter Pistol		23

SPECIAL
Death Spinner		30
Fusion Pistol		??

GRENADES
Anti-Plant		5
Hallucinogen		8
Haywire		12
Tanglefoot		8

ARMOUR
Aspect Warrior Armour	16
Displacer Field		30
Heavy Aspect Warrior Armour	19
Refractor Field		18
Rune Armour		24
Shimmer Shield		21

WARGEAR
Auxiliary Grenade Launcher	12
Bionics		*
EMP Protection		14
Flip Belts		8
Medi-Pack		18
Mandiblaster 		12
Omni-Scope (sight)		23
Psychic Hood		28
Runes of Witnessing	15
Spirit Stones		25
Suspensors		10
Warp Jump Generator	24



OFFICERS

1 Dracon (Leader)	68p
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Leader, Fearless, Power from pain

SKILL LISTS Combat, Shooting, Leader, Techno, Speed


0-1 Incubi Bodyguard	76p
Everything about a fully armoured Incubus conveys menace. His armour is spiked and segmented from top to toe, and his horned helmet is framed by a pair of great razored blades. He walks with the measured surety of a stalking sabrecat, and despite his formidable armour he makes no sound as he does so, for each Incubus warsuit is so perfectly designed it barely inhibits his dexterity.
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STARTING EQUIPMENT Combat Knife, Aspect Warrior Armour

SPECIAL RULES Blademaster, Look out!...aarrgh, Power from pain

SKILL LISTS Combat, Speed, Shooting, strenght

0-1 Mandrake	54p
Like all the denizens of Commorragh, the Mandrakes thrive on the malevolent infliction of pain, and because of their unsurpassed stealth many a Dark Eldar Archon has sought their services when mustering his forces for a realspace raid. The Mandrakes usually ask for slaves as payment, but sometimes they will ask for something far more esoteric, such as a heartbeat, a true name, or a voice. Such requests are rarely denied, for Mandrakes go to war clad in the patchwork skins of those that have betrayed them.
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STARTING EQUIPMENT Combat Knife, 

SPECIAL RULES Infiltrate, Stealth, May never wear armour, Semi-materilization (8+ Inv Save), Power from pain

SKILL LISTS Stealth, Combat, Speed


0-1 Hekatrix	45p
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Step Aside, Berserker charge, May never wear more than 7+ Armour, Power from pain

SKILL LISTS Combat, Speed


0-1 Haemonculi	45p
In battle, the sinister Haemonculi orchestrate the carnage around them with the passion of an artist. They use extreme and terrible wargear, able to cause uncontrollable growth with a single touch or desiccate their foes in an instant. A Haemonculus drifts across the field of battle with a macabre elegance, gifting those too slow to escape with one unimaginably painful death after another.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Surgeon, Medic, Monster Maker., Power from pain

SKILL LISTS Techno, Toughness, Combat, Academic


Beastmaster	39p
The Beastmasters themselves are technically part of the Wych Cults, though they are mostly male and remain remote from the Hekatarii. Some suspect they are part of a shamanic tradition, for when the Beastmasters go to battle, they wear totems and masks echoing the nature of the alien predators under their control. It is partially because of these artefacts that they enjoy such mastery over their ferocious beasts, for their masks harbour complex sonic emitters and pheromone traps.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Beastslayer, Power from pain

SKILL LISTS Techno, Toughness, Combat


SQUAD

0-10 Kabalite Warriors	26p
The Warriors of the Kabals form the beating heart of each Dark Eldar strike force. They are the cruellest and most rapacious of their caste, hungry for power and thirsty for the suffering of others. Each Warrior will have carved out a fearful reputation for himself in the war-torn halls of High Commorragh, and has proven himself time and time again as a merciless fighter. The more vicious and ruthless a warrior is, the better his chances of advancement within the Kabal.
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STARTING EQUIPMENT Combat Knife 

SPECIAL RULES Power from pain


0-2 Hellions	51p
Unpredictable and wild, Hellions attack the Kabals just as often as they participate in realspace raids. It is unusual for the Archons to bring their wrath to bear in return, for they consider such street scum beneath their notice, and a bounty hunter skilled enough to bring a particular Hellion to the torture chambers of his employers is rare indeed.
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STARTING EQUIPMENT Combat Knife, Skyboard (Jumppack)

SPECIAL RULES Power from pain


0-2 Weapon Specialists	31p
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STARTING EQUIPMENT Combat Knife 

SPECIAL RULES Special weapon skill, Power from pain


0-3 Wyches	35p
Close range kills are invigorating to the Dark Eldar. This tendency is magnified in the cu lts of the Wyches, whose curved knives flicker out like the tongues of serpents as they bathe in the proximity of each wound. The knife is symbolic to the Wych Cults; each is artisan-crafted and kept in a sheath with an inbuilt sharpening field to ensure it stays eternally keen. 
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STARTING EQUIPMENT Combat Knife 

SPECIAL RULES Berserker Charge, Power from pain


0-1 Grotesque	 82p
Towering and monstrous, Grotesques are insane creations that are employed when their Haemonculi masters have need to commit extreme physical violence. One does not become a Grotesque voluntarily. Though they generally begin existence as Dark Eldar, these tragic and repulsive constructs have been reborn in the most hideous of ways as punishment for some real or perceived slight to the Haemonculi.
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STARTING EQUIPMENT Close Combat Weapon

SPECIAL RULES Only allowed if a Haemonculi is included in the squad, Causes Fear, True Grit, Large, Mutation.


0-3 Razorwings 	16p
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STARTING EQUIPMENT Razor sharp wings

SPECIAL RULES Only allowed if a Beastmaster is included in the squad, Mindless


0-1 Khymera 	93p
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STARTING EQUIPMENT Teeth and claws

SPECIAL RULES Only allowed if a Beastmaster is included in the squad, Causes Fear, Mindless, Large, Vicious charge, Semi-materialized (8+ Ivunerable save)
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The Necrons, an alien race ancient beyond imagining,are awakening from their Sixty-million year dormancy to plague the living once more. Thousands of Immortal soulless warriors have risen from dusty stasis-tombs, intent on preying on the teeming species of the galaxy. Their miraculous technology was far in advance of any contemporary equivalent long before the Eldar, reckoned the oldest among races, had even come into existence. Although the Imperium of Mankind has only recently acknowledged the Necrons reappearancetheir monstrous gods feasted upon colossal stars before the planets themselves were born. Once a proud race whose empire spanned the stars The Necrons now exist purely to serve their omniscient masters, inescapably bound to the malignant will of the ancient deities that granted their immortality. At the vanguard of their forcesare the Necron lords, theirtattered shrouds flowing In an unearthly breeze as they silently compel their skeletal warriors forward Alongside them march the eldritch monstrosities and war machines of their race some mercurially fast and utterly lethl,  some as ponderous and inescapable as death Itself. The Necrons specialize in terror attacks, striking without warning slaughtering their prey and disappearingwithout trace. The purpose of these attacks is unknown, but their total and devastating efficiency IS Without question. The Necrons have no dealings with any other species whatsoever. To the Necrons, each population is another target to be harvested at the whim of their masters. To their gods, races such as Humanity are mere cattle, at best pawns for their internecine wars, at worst prey to satisfy their unquenchable thirst. The menace of the Necron expansion grows with each passing year and will soon reach catastrophic proportions. This could spell the doom of Humanity, for the core of the Necron threat nestles like a cancer within the heart of the Imperium itself.


STRATEGY RATING		1
ATTACK SPEED		1



SPECIAL RULES

SOULLESS
Any enemy unitwithin 12” counts as havingleadership 7 unless it would normally be less than that.

PSYCHIC ABOMINATION
Any psyker within 6" of a Pariah at the start of the turn must take aLd check or Fall Back. If thepsyker is in close combat at the time and fails the check, he will notFall Backbut will only hit on a 10 in the Assault phase for that turn.

PHASE SHIFT
Because they can phase in and out as they move. Wraiths have a 4+Invulnerable save. When attacking models in or behind cover, Wraiths ignore that cover.

WRAITHFLIGHT
Wraiths hover above the ground but because they canpass intangibly through terrain, they regard no terrain as impassable and neverhave to take diftlcult Terrain tests. Wraiths cannot end their move 'inside' objects toavoid being shot at. They cannot move through enemy models or vehicles either.

ARTIFICIER
Each Necron turn, a Tomb Spyder that isn’t in close combat can expendenergy to create a Scarab swarm. The swarm is placed in contact with the Spyderat the start of the Assault phase. Roll D6 for eachswarm produced. On a 1.TheSpyder takes a wound as it is drained by the energy expendIture. Each swarmproduced will form a unit with the Tomb Spyder that created and it and must remain within 4” of the spyder for the remainder of the game.



DEPOT


SQUAD

CLOSECOMBAT
Axe		5
Bayonet		12
Chain Axe		13
Chain Sword		15
Closecombat weapon	5
Combat knife		3
Shock Maul		8
Sword		8

SHOOTING
Auto Pistol		11
Hellpistol		18
Hellgun		31
Lasgun		18
Lascarbine		19
Shotgun		17

SPECIAL
Flamer		23	
Grenade Launcher		20
Heavy Flamer		27
Sniper rifle		26

GRENADES
Flash		5
Frag		8
Krak		??
Smoke		3
Stun		3
Stumm		??

ARMOUR
Carapace		14
Flak		10
Scout Armour		16

WARGEAR
Armour Piercing (Ammo)	6
Auspex		10
Auxiliary Gernade Launcher	12
Bolt Shells (Ammo)		8
Bipod		8
Camo Cloak		10
Climbing Gear		3
EMP Protection		14
Flechette Rounds (Ammo)	8
Infra-Red Goggles		12
Man Stopper Rounds (Ammo)	10
Photo Visors		3
Respirator		3
Silencer		15



OFFICERS

CLOSECOMBAT
Power Axe		17
Power Fist		28
Power Maul		11
Power Sword		16

SHOOTING
Boltgun		35
Bolt Pistol		32
Combat Shotgun		29
Hellpistol		18
Hellgun		31
Needle Rifle		28

SPECIAL
Astartes Grenade Launcher	24

GRENADES
Anti-plant		5
Blind		5
EMP		10
Melta bomb		??
Plasma		??

ARMOUR
Power armour		45

WARGEAR
Jump Pack		20
Omni Scope (sight)		23
Medi-Pack		18
Narthecium		15
Psychic Hood 		28
Preysense Sight (sight)	5	
Red Dot Sight (sight)	15	
Servo Arm		20
Telescopic Sight (sight)	12	






















OFFICERS

1 Necron Lord (Leader)	kkkp

The most sophisticated of the C'tan's servants, the Necron Lords set as leaders and energy foci to the Necron warriors. Clad incrumbling vestments and wielding arcane staffs, they are a chilling sight on the battlefield, directing their warriors’ attacksin unnatural silence. The patina of age mars itssilvered perfections of their forms and they wear the accumulated power of millennia like a robe. Glitteringarcs of energy surround their every gesture and soulless fires burnin their empty eye sockets
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Leader, Fearless

SKILL LISTS Combat, Shooting, Leader, Techno, Psychic, Strength, Toughness


0-2 Pariahs	kkkp

Crafted from a terrible symbiosis of Necron technology and human evolution, Pariahs representthe next phase ofthe C’tan’s ideal for the galaxy. Resemblingartificial beings of soulless perfectionPariahs radiate a sense of palpablemenace end horror to those aroundthem. Blotting out psychicemanationsand infusing those nearby with the senseof their own mortality, Pariahs embodythe ultimate horror of the Necron threat
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES Soulless, Fearless, Psychic Abomination

SKILL LISTS Combat, Shooting, Strength, Toughness


0-4 Immortals	kkkp

TheImmortals were among the mostfavored Necrontyr servants of the C'tan, and were the first of their kindtogive uptheir cursed, fleshy bodies to become the soulless Necrons. Implacable metal giants the lustre of their gleaming bodies has been eroded by the ravages oftime. Fleshless metal skulls strike fear in the hearts of their foes and the eerie silence of the advance ismore unnerving than a bloodthirsty battlecry.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES

SKILL LISTS Combat, Shooting, Toughness



0-1 Wraith	kkkp

Grotesque floating killers, Wraiths move like ghosts,shifting in and out of phase. A Wraith's spinal cord iselongated and fluid, equipped with powerful shock lashes and blades. Widehunched shoulders support a leering skull face and long, whip like arms wield scalpel blades for fingers and a nightmare assortment of arcane surgical equipment
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STARTING EQUIPMENT

SPECIAL RULES Phase Shift, Wraithflight, Large

SKILL LISTS Combat, Toughness, Sneak, Speed


SQUAD

0-3 Flayed Ones	kkkp

Twisted and ghoulishterrors of the nightthe Flayed Ones advance before the Necron force, spreading fear like a plague before them. Stooped yet terrifyingly agile beasts from mans darkest nightmares. The Flayed Ones long flensingblades can strip the skin from their prey in seconds. Thin and witty they adorn themselves with the still· wet hides of their victims, leaving the shunned corpses to sow fear and confusion amongst their enemies' ranks_
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STARTING EQUIPMENT Claws

SPECIAL RULES Infiltrate, Deep Strike, Fear


0-3 Necron Warrior	kkkp

The skeletal form of the Necron warrior is a spine chilling sight. as bullets and lasbIasts bounce harmlessly from its metallic limbs. The gauss flayer which it wields is no less terrifying. asitstrips its target atom by atom; in a heartbeat it dissolvesskin,. muscle and boneuntil nothing remain.
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STARTING EQUIPMENT Combat Knife

SPECIAL RULES 


0-3 Scarab	kkkp

Silver, beetle-like constructs,scarabs move ahead of the main army flying like swarms so thickthat they blotout the sun. Scarabs appear without warning. Silent but for the rustle of carapace on carapace, a moving carpet of death more deadly than the sum of its parts
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STARTING EQUIPMENT Claws

SPECIAL RULES Fearless, Stunty, Deep Strike, Mindless

0-1 Tomb Spyder	kkkp

These arachnoid creatures are artificial constructs created to maintain the ancient Necron tomb complexes. Their many eyes stare outfrom a featureless, metallic block Thehooded carapace of a Tomb Spyder provides essential protection while their flexible metal limbs repair Necron technologies which they will also fight toprotect
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STARTING EQUIPMENT Claws

SPECIAL RULES Monstrous, Hover, Fearless, Artificer
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